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72 2186— A LOOK INTO THE FUTURE

The winning entry in the Letts Diary Competition
I‘mm is in

the Christmas Special is printed in full for
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106 Preview: STARSTRIKE 2

Andy Onions from Realtime came to visit, told us
about hard sums and showed us some of
STARSTRIKE 2
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68 MAX HEADROOM
A chance to visit the studio where the MAX

100 BECOME A BRAIN SURGEON
Weil . . . a DIY brain surgeon at least. Collect a
camera if you come top, or a copy of ID if you run
up

118 £100 COMPUTER WATCH ON OFFER
You could be the proud owner of a Seiko watch

that your Spectrum can talk to

REGULARS

SEDITORIAL
Plus an index or two and a BIG Thank You!

Lioyd loads uplml]o-mh A trawl through

45 LLOYD MANGRAM's FORUM
Another collection of prose from the CRASH
Reader Interface, Lloyd Mangram

59 RESULTS AND PRIZES

A bumper round up after the December
extravaganza. The Comps Minion tries to catch up

62 CRASH HOTLINE AND ADVENTURE
CHARTS

64 LLOYD MANGRAM's HALL OF SLIME
At least no-one sent in a picture of their
toothbrush this month — some folks must have
right slimy teeth!

74 CRASH COURSE

HRosetta continues her guest into the Blackboard

81TECH

Shmﬂoudwhlﬁm
Mdhm%
Romantic Robot Multiface

tries his hand at managing words

91 DEREK BREWSTER's ADVENTURE

TRAIL
A%MWMMMM
Read his column and find out for yourself, idle

I?l!aliril'ﬂ-thmmhhhpmthlg nd deals
a outa
few hints in Signstumps

7109 ROBIN CANDY s PLAYING TIPS
More POKEs, tips and hints, including maps of
and GUNFRIGHT

119 SEAN MASTERSON's FRONTLINE
the barricades, Sean looks at a Desert
game and takes to the air

Don‘t be an APRIL FOOL! Make sure you
get the next CRASH, out on 27th March
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The 128K Spectrum has finally much maore to say here aboul
arrive. In two days time CRASH | the new machine — it's arrival |
will be going to the official hasnotbeensomuchan!f?, ors
launch, to learn all the intimate | What? but more of a When? |
details, including the final price | February 13th, fortunately nota |
| announcement. There's not | Friday ... T

A BIG THANK YOU!

The response to the paying to everyone
m
htruhth-hmu: Iwnmhnnﬂmm.
rmi g s g e L Rttor 20
t our
quite tha m‘l‘hm mnh-'nmn YOU
is we were with to be on Please
applicants. Iit's going to be a don't be too ted if our

going at the moment, and a automatically for any future
of people aren't going to make thztm r-rlu
the interview stage . . . sorry, the | within the hallowed ponals of
teakitty can’t stand the strain of | CRASH Towers

Lloyd's postbag has been
ADVERTISERS’ INDEX brimming with letters on the THE Moml_v
subject of Lenslok over the last

ATEY g Imagine 25-22.; Dcrl:fql.:l'a of wee;t‘s. Lansltékbis a SOFTWARE STAR
Kempston ni evice which could boost

m 7“{;; Lerm 9 12 the life u;' programs it protects FOR YOUR
Level and thus prove a boon to the

Automata 47 Mancomp 83 industry. Only three programs in USGOLD

aﬂﬂ }g Melbourne House 2: :ha Ultd ﬁm been L:nslokad 51;1 CALENDAR
Microsphere ar, and the system has met wit

CRASH Binders/Tshirts 55 Mikro-Gen 6.7 | | amixed reaction from the

CRASH Backnumbers :u Micronet B0O 101 consumer.

CRASH Mail order 1 Ocean 2,366,131 Lenslok has got off to a rather

Celcom Odin 49 unfortunate start. Lenslok was

Cheetah ﬁ; Palace 61 effectively launched on a

Creative Devices PSS 7 prestige product: Firebird's

Datel 39 Ram Electronics 108 Elite. It has suffered from not

Digital Integration ; 19 wn 3 cover one, but two mishaps. First off,

Durell 243 Gold 11,52,78,79,133 either the code used to set up the

Evesham Micro Centre 53  Uttimate 4 Lenslok display was incorrectly

Firebird 3 !1‘;_:; Video Vault g ;@-riuan _f or at the very Laa.ﬂ, the

irst set of instructions that came
m Graphics 25 m a7 | | with Elite didn't describe the set
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up procadure accurately. People
were unfamiliar with the new
device, and quickly became
fmstratad Cue a lot of

&xuaiﬁd Lenslok users.

kup Number Two arose

when the wrong lens was
shipped with some copies of
Elite — fortunately for all
concerned, only five hundred
copies of the game were
involved. Given the fact that
@ach lens is a unique key,
designed to work with a specific
scram blin? routine, this is rather
like a hotel checking a guestin
and issuing the wrong key.
Except the guest finds out about
the mistake pretty quickly, and
retums to reception, rather than
spending hours on hands and
knees trying to get the key to fit,
throwing a wub%lv about locks
and then either staying
somewhere else or posting the
key back to the hotel manager
with a letter of complaint.

We've just used Lenslokon a
copy of Eliteto get the photos on
this page — the Elite we
borrowed from Mail Order had
the right lens, but on our
monitor the initial sizing display
had to be set considerably wider
than the lensholder for the
characters to be unscrambled.
The amended instructions in the

gﬁ;ﬂ’gﬂ refer to a 5mm gap

ean the outer lines of the

on-screen rules and the ends of
the lens holder.

it would be a great shame if
the bad feeling generated
around Lenslok resulted in the
idea being m}rw ected by the

legitimate software buyer — it's
the best anti-piracy device that
the home computer market has

seaen so far. To be fair, quite a

few Elite owners have written to
Lloyd, saying they can't
understand what all the fuss is
about, and Dth.ul Integration,
who installed Lenslok on
Tormahawk report very few
problems. But then thay Put the
set-up code right and so far as
they are aware Tomahawk has
always baen shipped with the

right lens. According to the man
at Digital Integration, apart from
a few people who just couldnt
gl_?t on with the Lenslok system,
are have been very few
complaints. It doesn't work very
well with very tiny telly screens
and polarising or anti-glare
filters on the screen can throw
the system out of line a bit — but
those are minor problems.

The whole Lenslok system is
still finding its feet. One
software house installing
Lensiok was sent an inaccurate
specification of the lens they
were about to use. Luckily after
much hair pulling they became
convinced there was a mistake
and got a new specification
which enabled them to make the
best use of the lenses supplied
before the software was
mastered. Fortunate, because if
the display software written to
the original lens specification
had not been modified to suit
the lens actually produced,
Lenslok would have made a lot
more enamies.

Lenslok is a new product and
there are bound to be teething
problems. Hopefully they will
so0n be resolved — let's face it,
Fainless Lensloking should be

@ess aggravating than
unloadable Turbo and
Hyperioaders.. ..

10 CRASH March 1986

for such things).
COMPLETE &

DON’T MISS THE FREE
24 PAGE PULL oUuT

SUPPLEMENT OF

ROBIN CANDY’S PLA wNG\
TIPS SPECIAL!

Yes, Lioyd Mangram (to boot) has been given the unenviable job of bringing the
Candyman to heel, to put together a FREE PLAYING TIPS SUPPLEMENT in next
month’s CRASH (it's free to you, despite the appallingly high fee Robin charges
e 24 pages will be packed with useful hints, tips and maps.
SOLUTIONS such as Starion, Dun Darach, Tir Na Nog,
Astroclone, the Wally Week Quartet and Marsport will vie for space with brand
new tips and POKEs. If you've enjoyed Sweevo's World, watch out for the
Sweevo's Screen Editor routine, just one of many new and exciting tidbits from

Robin’s Playing Tips Special next issue.

— DONT MISS IT! GET YOUR ORDER IN NOW! R Am—
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t's just round the corner . . .
Imminent UK launch. Great
shakes! No, I've not lost the cale-
ulator keypad, no, it wasn't in the
box in the first place. How much
extra? Still, at price . . . what
was the price? One eightyish . . .
Does that include the brand new
manual su nt and the two
free OC games? What were
they? . . . Sound chip . . . video
output . .. serial interface... hu
memory. Did you say credit
cards? . . . oh, you mean access
facility via memory bank switch-
. . . what disc? oh,
M disk (shreik!). Colour supp-
lement by Dorling who? . . . yes,
very pretty, aesthetically pleas-

those exceptional Japanese prin-
ter manuals. With the cheap Vero
connectors, does this
MM can mnngct up
to phone? No? That

one is for the extra keypad and
&mmtﬁum'lprinmr.
‘s got a parallel printer, . . .
that's a shame . . . acts as a MIDI
interface, well now you're talk-
ing. Pinouts? Pleeease . . . Logan,
no not you Terry, Dr lan an,
are you . . . Please HELP!!!

£

Spectrum the difference? Don't touch that
heatsink. No, it doesn't get red hot. Show
some for people’s status symbol.

Checklist: No change to the keyboard,
red hot Spectrum logo and new 128K prin-
ted at bottom right of keypad. Lots of con-
nectors. Same old edge connector but
with shorter tracks to prevent cross fertil-
ization of tracks from switched on owners
who jog their peripherals after power-up.
B-p.inﬂN plug for monitor connections.
Surprise, surprise, not only full comple-
ment RGB output with vertical and comp-
osite sync and bright output, but also
composite PAL for modern TV sets with
video input. Great! Sinclair's got the con-
! supply the cable.

MIC sockets now moved to the
lefthand side. Close to them the serial
printer port, no not the standard 25-way D
connector, but the now increasingly pop-
ular Vero phone connector. Got a cable?
And another one of those thingie con-

i

nectors at the front of the corpus delectus,
this one to link up the £19.95 worth of
coiled Calculator pad wonders for math-
ematical genius trainees . . .

Under the skin there is real evidence of
the ma:g splendoured things the 128K is
endowed with: the sound chip; a great
whopping 32K x 8 ROM; new modulator
chip and sixteen 64-Khit memaory chips for
the magical 128K memory number. All
neat and tidy, no botch-up in sight, and
this with only an Issue 6K board. Switch on
and the new 128K world is revealed. A five

tion menu box presents itself. Using a
blue bar selection cursor and the up and
down cursor k ou can choose bet-
ween TAPE LO , 128 BASIC, CALCU-
LATOR, 48 BASIC and TAPE TESTER.

TAPE LOADER is the default selection
and enables you to load any 128K rog-
ram from tape at high s . 128 BASIC 15
what it's all about. It's the extended Spec-
trum BASIC with some new commands
and a full screen editor. CALCULATOR
turns your computer into an expensive
desktop calculator, which can be control-
led wvia kctrlbna:d or keypad. What this
means is that you don't need to fumble
with LPRINT statements to get results to
show and that the current result is stored
for further calculations similar to any
pocket calculator. 48 BASIC destroys all
chances of enjoying the upgraded 128K
performance by mturnim to the good
old 1982 Sinclair Rese logo. This is
only to be used sparingly for the odd hun-
dred 48K Spectrum games in your libra
and the odd hundred still to be released.
Just to make sure you remain nostalgic,
there is no way you can get back to
128K future other than to reset the mach-
ine. TAPE TESTER checks that you've set
the right volume level on your cassette
player and should guarantee better load-
ungstatistics. Hmmm!

o what's new in 128K world? For a
start, there is no one-key entry system
anymore. Hurrah? Booo? Different opin-
ions, different reactions. A definite adw-
antage is the redundancy (voluntary, but
of course) of the extended mode key,
which lives in retirement and only occas-
ionally provides access to ial char-
acters such as square br . BASIC

rograms may be entered in capital or
r case letters with or without spaces
before or after BASIC keywords, yes, you
can be sloppy. When the current program
line is checked for syntax and is accepted,
the BASIC keywords are automatically
converted to capitals and spaces inserted
where required.

The good news is the full screen editor
for IC programs. You can hop around
with the normal cursor keys 8 you
like and make corrections to existing
lines. This is always followed by a variety
of different squawks and squ , depen-
ding on whether you have inadvertently
Emssad the wrm direction keys or the

MNTER key, m to the detniment of
musical BASIC programmers.

Pressing EDIT displays an option menu
box with an assortment of special func-
tions. 128 BASIC takes you back into the
editor; RENUMBER (at long last) automat-
ically alters the line numbers so that they
start with 10 and increment by 10 chang-
ing at the same time any references to the
line numbers which r within the
lines such as GOTO etc; EEN reduces
the editing screen area down to the two
usual editing lines, providing a lot of
scuﬁp]_ for scrolling with the cursor keys;
PRINT lets you print out the current prog-
ram onto paper and EXIT returns you to
the main menu,

But where is the extra memory? BASIC
treats the extra memory as a RAM disk.
BASIC does not use the extra memory dir-
ectly, but allows programs, scréens or
data files to be stored in the extra
area similar to disk or cassette storage. m;
the commands for RAM disk storage are




the same as cassette commands except
that an exclamation mark (shreik!)must be

typed after the keyword. These com-
mands can be included in the program
currently in the BASIC memory area, so
that BASIC overlays can be merged during
runtime thus creating 1arlger1han life prog-
rams. Funtions available are SAVEI,
LOAD!, MERGE!, ERASE! and CAT! (to
display an alphabetic catalogue of all the
files on RAM disk). It is possible to carry
over 128 programs into 48 BASIC by typ-
ing SPE and ENTER. However, an
commands only available in 128 BASI
will not be accepted.

Sounds alright so far, doesn’t it? Which
leads to the delectable desert (as in food).
Apart from the usual beepety beep made
{inifamous by the old 48K, the 128K has an
up to date synthesizer chip. Both sounds
ibeeps and all) have now been modulated
onto the TV signal and can thus be amply
heard through your regular TV box.
Should you be lucky enough to be using a
monitor by way of the video output, you
will no doubt have the latest HIFI stack to
amplify the signal coming out of the MIC
socket. This opens up a whole new world
to all who dearly love the Spectrum and
have constantly n defending (or was it
deafening) the poor mute thing against
evil alien- ing monsters. Their voice
be heard at last)

Programming the sound chip consists
of creating sound strings, usually with LET
statemnents, which include the notes and
special sound commands. With the use of
the PLAY command up to threa strings
simultaneously may be read and convert-
ed to sound. Thase are three tone channeals
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and three noise channels, which can be
tumed on or off individually, This is done
with the command M followed by a
number indicating the correct orchestr-
ation. An instrument covers two octaves
c-b and C-B, sharp notes prefixed with a
hash and flat notes with a dollar sign

You can change the octave range with
the command followed by a number
between 0 to 8. There is a one octave over-
lap between each octave range. The
length of each note can be set by prefixing
it with a number from 1 to 12 from semi-
quaver to semi-breve including triplets,
and the overall tempo is dictated with the
T command followed by a beat per minute
value of between 60 to 240. The volume of
the individual notes is set using the V
command followed by a number between
0 and 15. Special volume effects provide a
variation of attack and decay sequencing
under the control of the U command fol
lowed by 8 W command (8 different vol-
ume envelopes). Command X controls the
timing of these effects. Last but not least
there is a musical phrase repeat facility
using brackets. Double closing brackets
provide an infinite repeat until an H com-
mand in any of the musical strings is en-
countered,

MiDl-compatible musical instruments
may be connected to the serial port, so
that music programmed on the Spectrum
128 can be played through a synthesizer,
drum machine or whatever, To send the
output to the MIDI interface, the musical
string should include the letter Y followed
by a channel number from 1 to 16. Using
the same channel number in each string,
up to eight notes can be played by one
instrument at the same time. On tha othar
hand, using different channels, up to eight
instruments can be controlled. A prerequ-
isite is of course a MIDI lead, which will be
available from Sinclair Research. Sinclair
encou all do-it-yourselvers by provid-
ing nil pinouts for the MIDI cum RS232
connector. In fact they have done such a

The Spectrum 128 is bound to be a suc-
cessful newcomer. Despite the improve-
ments and additions it still has retained a
unique and traditional character — stand-
ing out rather like the Beetle does amidst a
host of Japanese imported cars — with it’s
peculiar and outdated BASIC, real rubber-
feel keyboard and lack of joystick interface
and parallel printer port. Existing Spec-
trum owners may not find the heart to
swop over, unless they can get a good
deal for their current equipment. New-
comers, however, get a good deal, specil-
ically as the 128 in 48K disguise has al-
ready a massive range of gripping soft-
ware at it's cassette por

Franco Frey

good job of it, that they have even for- e . , =
gotten to mention such things as baud i .
rates and serial data format for the printer

.. 7Um sure there is a logic there some- . I N e S g
where, but you can’t find that either in the [ T ——
manual. .. «f ~mu

A RRREREERERBLLS

% E
9
1
4l =
dlik




MEREL Y MANGRAMVIERELY Il

S
Mo less that 76 software titles
are listed in the giant fold-out
leafiet that came with the 128K
Spectrum Sinclair sent us for
review — but we didn’t receive
any games for the new machine,
not even the Two free US Gold
ames which were alluded to on

e box. So the full impact of a

E'ame has yet to be felt in
Towears

A lot of the games appear on
the promotional leaflet as 128/
48K games, and it's not clear
whether they are remixes, dub
versions or just the plain old 48K
versions which will also, like any

ﬁmgmm, run on the 128K
machine — it opans up a whole
new world, now software
houses can be just like ZTT,
releasing endless streams of
varying mixes of Frankie Goes
ToHol . Gargoyle have
produced a new version of
Sweevo's World for the 128K
only — Sweevo's Whirled —
which explains why-Greg Follis
was mysteriously reminding
Robin Candy before Christmas
that ‘World® could be spelt in
more than one way. (Which only
sarved to confuse the
camivorous Candy even more
— he was to be seen wandering
round the building muttering
the word over and over again.
Spelling was never his strong
point— it's sums he's good at,
especially when they involve
money, his salary.)

Fairfight 2— The Trail of
Darkness also appears on the
leafiet as a 128 only game as
does Ball Blazer from Activision,
Hopefully 48K versions of these

ames will also appear for us
esser mortals, but it's all a bit
worrying!

Activision seem to be very busy
at the moment, converting some
of their games for the Spectrum.
According to Activision's
Andrew (he who is never
wrong) Wright Rescue on
Fractalus is apparently
imminent. A game that went
down very well on the
Commodore, it sels youon a
re-sma mission over the surface
lanet with a landscape
uced using fractal maths
musi ask Robin what them are
— he can do my fractal maths

14 CRASH March 1986

and V'll do his spesling and
grummar). You have 1o room
around a mountainous
landscape, dodging fire from
laser cannon emplacements
looking for stranded pilots.
When you find one, land and let
him into your craft — but
remember what mummy and
daddy told you about giving lifts
to strange men — make sure
he's not an alien imposter or
your mission comes to a
premature conclusion.

Eidolon, in which you explore
the caverns of someone’s mind
should also be arriving on the
Spectrum soon, Here you chasae
through a warren, searching for
weird and wonderful nasties
and eliminating them before
they eliminate you. Ball Blazer,
another Lucasfilm game, is
currently being viewed by a
Lucasfilm representative for the
final Okay, and 128K willing,
should be on the streets in a 48K
incarnation by the time you read
this

Electric Dreams — the Rod
Cousens/Activision labal —
should be releasing the game of
the film Back To The Future, and
although we were promised
screen shots and a run down of
the plot in time for inclusion in
this issue, nothing has
materialised yet. Sothere'snota
lot | can say about the gameplay,
as the film hasn't reached the
Ludiow Empire as yet .

Spindizzy is the other Speu:trum
title Electric Dreams have in tha
pipeline according to Candy,
and if you have faith in his
oneiric (LMLWD) abilities, the
game should bear some
resembilance to the arcade
machine Marble Madness.

The team down at CRL have
been busy over the Christmas
hols — yes | know it's Marchish
now, but they take very long
holidays at CRL I'm told — and
have launched a whole new
label: Nu Wawve. The first title to
wash into the office on its crestis
/d, a strange computer
entertainment devised by Mel
Croucher of Deus Ex Machina
fame amongst other things. Mel
was aided and abetted by Colin
Jones in the production of /d and
the game, if game you wish to
call it, centres on the fact that
you load an ephameral
[)ersﬂnal'rty into your computer.
d is a personality with which
you have to communicate — it's
personality has been shattered
and you need to build up trust
and gradually discover what Id
has been in the past. Fascinating
— there might be a review
somewhere else in this issue,
but at the time of writing .. .. Nu
Wave has been set up to bring
you slightly off-beat programs,
away from the games and
adventure mainstream. | hear
their next release will be for the
Commodore and is to be an
adventure without gragh
And without text: Ve m
work entirely in mund# Hmmm.

On the more orthodox frant,

On the tail of repiidroids in CRL s BLADERUNNER

CRL managed to get a copy of
Blade Runnertous just in time 1o
miss all the deadlines, so an
April review will follow, The

ame is ‘inspired by the Van

elis soundtrack’ from the film
of the same name because no
one knows who owns the
mpwig:: to the actual film any
maore. in crowded and dirty
scrolling streets, it sets you
firmly in the future as a bounty
hunter on the trail of replidroids,
who in their turn areé on the trail
of their creator

Mastertronic are beavering
away merrily and should be
pushing some first rate budget
games onto the Spectrum
market during the coming
weeks, not least of which is
Knight Tyme, the follow on to
Spelibound. Enough of that one,
as there’s a full preview lurking
around page 104 of this issue
The Incredible Shrinkin
Fireman, if they can find him in
tima, will be gracing Spectrums
soon, as will conversions of
Devil's Crown and Space
Hunter. All of these are originals
which will also appear on other
machinas later.

As a weeny kid (a mere handful
of months ago) | used to love
reading the adventures of

?ﬁdl

AND THE ISLANDS OF

Biggil‘le:“., Captain WE Johns' air
ero. Biggles was one of
those wonders who never grew
any older between the First and
Second World Wars, and was
still the same during the 50s and
60s when he appeared on telly.
Mirrorsoft are ensuring his
update when in mid-May, they
will take ma right back to the
halcyon (LMLWD) days of my
teen years they release Biggles
for the Spectrum.

Work on Dynamite Dan l is
well underway, and the finishad
game should appear under the
title Dr Blitzen and the Islands of
Arcanum. Dr Blitzen has made a
wnehack and is mesmerising

\(ﬂulh of the world by adding
sub minal, mind destroying
sound waves to pop records.
Holed up in a secret hideout
spread over the eight uncharted
islands of Arcanum, Dr B must
be stopped. Agent Dan has to
locate a record on each of the
islands and play it on the hidden
jukebox. Apart from the gun-
toting mad tor, a swarm of
kleptomaniac aliens are up
against you on your quest, who
do all they can to relieve you of
useful goods you have
collected. The playing area is set
to span at least two hundred
screens and should keep Dan
Fans quiet for many an hour . . .

DAN continues his batties with Dr Blitzen in
ARCANUM from
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Thrﬁwﬁunwur;ﬂﬂtcu ip cockpit

, soon to be

News of Ultimate’s imminent
release, Cyberun arrives in the
form of the inlay — but no
cassette. The usual
impenetrable instructions don't

All we've got so far . . . the inlay
from CYBERUN

give me too much of a clue asto
what will be going on once the
ame's been loaded — apart
rom the fact that it looks like a
shootem up/adventure of a very
different complexion. A
disclaimer mentions that, ‘due
to the enormous complaxity of
tha interactive CYBERUN GAS
adventure software it is almost

.

impossible to guarantee
continuous arror free
operation’, which could bode for
a very interesting game indeed
as you cross galaxies en route
for the Beta Gamma System and
untold wealth. This system isthe
source of Cybernite crystals, the
hardest and most valuable
substance in the known
universe. Amassive ship, ableto
cope with strange magnetronic
forces in the Beta Gamma
systemn has been constructed in
modules and shipped thera. It
seems you will control the
command module, which has to
be piloted across hostile
galaxies in a race through space
to get to the components of the
Cybernite carrying ship that
await your arrival.

February 13th is the day that
Melbourme House have set aside
for the launch of the successor
to Mugsy. Mugsy has paid his
debt to society, and, released
from jail, has found a whole new
way of making money. Running
illicit booze. No doubt a game
which will appeal enormously to
Candy's mercenary instincts, as
you have to co-ordinate the
whole operation. No firm news
as yel as to the state of play on
Rock and Wrestle, which was
delayed by illness.

Silm'ﬂulh ies and flash motors is what being a
m tor is all about. MUGSY's REVENGE from
i

@nﬂ‘- (B M

&

On the surface of one of the myria
Firbird’s EMPIRE. If it's anything like Firebird, the Empire
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o worlds to be found in

Colin, whao is sort of Chief
Gopher for Firebird sproinged
into the office a few weeks ago
while | was at home, and after
(reportedly) atacking most of the
staff under the influence of Tizer
the Surpriser, offered an
advance copy of a new space
game from the programming

n of Andrew Glaister. t's
ikely to see the Ii?hi of day
under the title of Empire, and
from what I've been shown it
promises to do well, Set in the
days when space travel has just
become a reality. it has a Flash
Gordon graphical feel. You
room round in a ship, landing on
planets, picking up supplies and
delivering them to space
stations and undertaking a
variety of missions as you
raceive orders. The game
| contains some 64 separate
universes, each of which is 266
by 256 screens big and there are
thirty two missions for you to
attempt, which start at different
stages of gameplay. Not a trivial
gamae, by all accounts.

Continuing in the space
theme, Halley's Comet (or
Horley's if you prefer) is another
impending Firebird release, due
out mid-Marchish as part of the
£7.95 Hot Range, also
Frug rammed by Andy Glaister
t's a three-phase game {nothing
to do with alectricity) in which
yOu are on 8 mission to the
comet. In accordance with
Hoyle's theory, the comet is
over-run with germs, and in the
final phase of the game you are
involved in a fair bit of germ-
bashing to make space a
healthier place. In Phase | youdo
little more that watch you ship
taking off, taking on the role of
the shilpbuard computer during
Phase ll. During the journey it's
vital to make sure that you dont
pass too close to other planets,
as they launch attack ships
which have to be fought off.
Communications and life
support systems have to be
maintained and an argument
with a bad tempered shipboard
computer system needs to be
won. Also the coffee machine

r,. ?ﬁﬁﬁﬁm

has to be kept in good order!
Coffee levels affect the pilot's
concentration in the germ-
bashing section, so a goﬂlf
supply of caffeinated drinkies
heips success.

Anyone mystified by the
message ‘Whao is Sam Cruise?”’
that up on the blackboard
in Sap;prsn ﬁaafcﬂn now be put
out of their mystery; Sam Cruise
is the name of Microshpere's
next game, due for launch
before Easter. You play Samina
detective story set in an
American town in the early
1840s. The playing area will be
much bigger than in either Skool
games, and you’ll be able to
enter buldings and peer through
windows. It'll cost £6.95.

Peering into things can
sometimes be quite hard. An
impenetrable wall of silence
seems Lo surround Dr Who from
Micropower, despite several
telephone calls and the rather
strange sheep's brain
advertisement they've had in
the computer press for a couple
of months. And although we've
E:“ a coat belonging to John

arshall of Orpheus, we can’t
persuade them to send even a
EiHE‘lle Fﬂung One to have a look
at. Maybe it's time to call for the
Ludiow Mafia, and start posting
buttons

Swords and Sorcery fans will be
pleased 1o know that the second
module is well underway —
more news of that next issue
after the guys from PSS have
visited Ludlow to reveal their
hidden sacrets and plan for
world domination, or whatever.
Wargamers, or the just plain
wiarlike, will no doubt look
forward to the Spectrum version
of Falklands 82, arriving on 10th
February 1386 at £7.95, also
from PSS.

Global Software announce the
release of a compilation The
Fourmost Adventures, set to
appear on 27th February. Our
old friend Out of the Shadows
from Mizar heads the cast list,
aided and abetted by a new
game from Fergus McNeil of

ored of the Rings fame,
Galaxias, and including The
Mural, a game by newcomer Nic
Ford and The Micro Marn which
has already passed under
Derek's scrutiny. At £7.95 it
should prove an attractive
proposition.

Irish software house, New
are already working

on a follow up to Surfchamp
which will allow you to take your
Spectrum out on the piste with
the aid of a couple of plastic skis
and will no doubt be shipping
the Editor and a host of hacks to
some snowy slope in the not too
distant future to mark the
launch. Get your face cream out
John Minson,

Which just about wraps up
this month's frantic look
forward. . .
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N.O.M.A.D.

Producer: Ocean

Retail price: £7.95
Author: lan Weatherburn,
Roy Gibson, Simon Butler

It is a time of crisis, a few cent-
uries in the future. Talos, a giant
man-made astaroid spins slowly
through space, spreading avil in
its wake, crushing any oppos-
ition  and enerally creating
havoc. At its helm sits one man,
the really horrible, nasty Mega-
criminal, Cyrus T Gross — a man
s0 dastardly that not even the
Galactic Law  Enforcement
Aqiz-n:y can bring him to justice.

n desperation, the rulers of
the few remaining worlds that
are still Free bought a contract
with the Nemesis Organisation,
a tough bunch of humanoid and
robotic mercenaries. Can Nem-
esis rid the cosmos of Mr Gross?
A plan is drawn up — a solo
space commando is sent to pen-
gtrate Gross's heavily armed
homeworld and destroy him
You control a NNOM.AD. 471
{Nemesis Organisation Mobile
Attack Droid) assigned to the
mission.

Entering the immense city
complex on the asteroid where
Gross has made his homa, you
find yourself in a strange
environment, with weird mach-
inegs and mystenous contrap-
tions filling a maze of passage
wWays

The game is played from a
plan view, which gives no feel-
ing of depth — in this respect,
it's rather like Sabre Wulf. The
route to Gross's lair is a very
twisty and dangerous one. Your
DUTI‘I!‘."'I"' Is I'T'Iﬂd'E evéen more

arardous by the flick screan
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display employed inthe game—
you can never see what is
coming next as you move off
one screen. Four levels of the
heavily defended city have to be
negotiated before N.O.M.A.D.
gets close to Gross

N.OMAD. has twin guns
which fire powerful sheils: use-
ful against the TALOS defence
systems. The little droid's con-
trol systam is similar 1o the con-
trol method used in Asferoids.
First you need to rotate through
the points of the compass until
you're pointing in the right dir-
ection, and then apply thrust to

| move. NNOMAD. has a lot of

inertia, so trundle around with
caution — it's easy to go blun-
dering into trouble everse
thrust is available if you need to
slow down in a hurry

Gross has made sure that the
route 1o his HQ is a well fortified
one, and hazards lurk at every
bend. The city walls are bristling
with guns activated by your
presence, and somaeatimes
they're surrounded by magnetic
walls — Magnetrons — which
drag your metal body towards
them. There are robotic guards
too, which suddenly appear and
make a suicide run towards any-
thing they reckon is hostile, you
especially. The most dangerous
part of the city's weapons sSys-
tem are the heat seeking
missiles. When these are activ-
ated they home in towards you
at high spead until they eithar hit
you or are destroyed

Gateways activated by
switches mounted in the walls of
the complex connect the sec-
tions of the asteroid. Brushing
against the switches generally
opens doors, but the maint-
enance droids that look after the

A tricky bend on the path to Gross's lair. The wall-mounted

cannon on the right hasz jusr fired o laser bolt

N.O.M.A.D. fights its way through the slums. The wheel

doobrie spits out missiles as it revolves. Shoot it before it

shoots you!

astercid are terrible, and some
switches don’t open the right
doors

As you mowve through the
passageways destroying the
defence systems a counter on
the right of the screen keeps tally
of your score — the faster it
spins, the better you're doing

ou begin the game with four
lives, and when one of the
nasties scores a hit you lose a
life and N.O.M.A.D. is reincamn-
ated a few screens back along
the maze.

Even if NNO.MA.D. manages
o negotiate all the heavily
defended passageways and
arrives at the Inner Sanctum,

ou can be sure that the Arch

addie Gross isn't going to
come quigtly — a shootout to
the death ends the game. Let's
hope the goodie wins through!

@ " This is a very neat game. '

Great touches abound, thank
heaven, because without them
it could have been very boring. it
took me a while to master the
control system for NNOM.AD,,
but the way it spins and
bounces off the walls is excel-
lent. Colour is used abundantly,
and sensibly too! | thought the

mm& system was brilliant,
tho it takes some time to
build up a lot of points. Basically

this game is well worth a look,
because | found it addictive,
enjoyable, and generally good,
but for the price. "

® "N.OMAD. is a very good
and colourful shoot em up/maze
game, with lots of enemies fo
stop you in your tracks as you
trudge around Gross's heavily
armed homeworld. The inlay
really sets the scene as you jump
inside your N.OM.A.D. and you
get a comprehensive run down
of what you are about to en-
counter and what you've got for
and against you. The scenery is
very detailed and colourful, with

fots of interesting things to look
at as you bounce around. The
controls of the NOM.AD. givea
good feeling of inertia and |
ound mysell constantly swing-
.'.r:rg and swaying in my chair as |
playved. This is one of Ocean’s
better current releases and
represents quite good value for
moneay at £7.95. '

® " Although MOMAD. is
rather simplistic it's highly
enjoyable to play. The control
mathod with its intertia is really
nice and allows you to skid
about the place while taking pot
shots at the enemy. Graphically
it's excellent with some really
interesting backdrops, It's funny
really, how this, one of Ocean's
better games, has been released
without any sort of hype or fuss,
with only one or two adverts
heralding its appearance . . .
perha!?s the shape of things to
come! Anyway, the game is
great fun, and to my mind, only
just misses the CRASH Smash it
desarves. "

Control keys: A, U forward
thrust, D, J backward thrust, Z,
M rotate left, X, SYMBOL SHIFT
rotate right, 5, 7 fire
Joystick: Kempston, Cursor,
J.E:erfacf.-d 2

yboard play: a bit awkward
Use of colour: very good
Graphics: attractive, neatly
done
Sound: usual firing noises |
Skill levels: one
Screens:

General 'rlting: a neal game

Use of computer  78%
Graphics 87%
m qualities ﬁ
Value for money  77%
Overall %%




YABBA DABBA DOO!

Frep /%

%

Producer: Quicksilva
Retail price: £7.95
Author: Taskset

Fred Flintstone finds himself at
the dawn of history, Before
Bedrock. He is a bachelor, and
you have to halp him create his
caveman's paradise so he can
woo and win Wilma. At the
baginnin%gf the game, the land-
scape is barren but work is in

ress . . . Bedrock is being

ilt and Fred wants a home.

Fred ins on a plot of land
litered with rocks and a sign
saying 'home’. All the small
rocks are useless and must be
taken to the pit where they can
stay out of harm’s way. Picking
uigu rocklet at at time, Fred earns
fifteen points when his heaves it
into the pit marked “tip’. When
his building plot is empty, Fred
can collect the larger rocks and

themn therea — sections of
his s& appear as if by magic,
and two hundred points are
added to the score for each large
rock deposited.

There are, of course, several
complications. Various prehist-
oric animals knock Fred over
when they encounter him, whila
others nip his heels and ptero-
dactyls drop rocks on his cran-
ium. Fred's state of health is
shown by two slabs of stone at
the top of the screen, which are
nibbled away by pecking birds.
The first scale denotes Fred's
energy level — whenever he
runs, energy is burnt up. When
the scale reaches zero, Fred
can't run any more and needs a
rest or a meeting with Wilma to
revitalise his ging spirits.
The second display shows the
number of bites received from
pterodactyls, turties or dino-
saurs, and indicates how much
of the current life remains. Lives
are displayed as tally marks

below the two scales, and up 1o |

eight lives may be selected from
the option screen at the start of
the game.

The game is played against a
backdrop of mountains. Fred
can move left and right across
screens which flip from one to
the other. Bedrock consists of a
number of streets running par-
allel to the mountains, and
pressing up or down while Fred
moves off a screen causes him
to move one street closer to, or

P13
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Frod wanders past the tip in YABBA DABBA DOOD, running

away from a nipping turtie that saps his snergy

place, the last task is the addition
of a chimney, after which the
house is complete and Fred can
look for Wilma to try and en-
courage her to embark on holy
matrimony.,

Meetings with Wilma during
the home-making stage boost
Fred's enthusiasm for his work
and Wilma's love for him —
shown by a beating red heart on
the right of the screen. Each time
Fred finds Wilma, he gains 1,500

ints. The faster the hear is

ting when the desirable resi-
dence is complete, the better
Fred's chances are of persuad-
ing Wilma to join him,
ile Fred is working away,
his neighbours are busily con-
structing Bedrock — a 5,000
int bonus can be collected by
inishing before the rest of the
town is built. In order to get
about, and find those useful
large rocks Fred could really do

with a car. The good news is —
there’s a car lurking somewhere
in the game for Fred to use.

YABBA DABBA DOO. Fred's home begins to take shape in
Quicksilva’'s game which has you building Bedrock

furthar away from, the mountain | |

range.

Once the walls of his house
are built, Fred needs to go to
work in the quarry 1o eam
money so hé can hire a dinosaur
to help with the roofing waork.
Once he's earned enough loot a
dollar sign appears on the
screen, and our prehistoric hero
can nip to Dino Hire and lease
his assistant. With the roof in
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. H you're a keen hnmﬁlﬂ;ﬂ:
cartoon, you probably

® "Il had my doubts about
whether the Flintstones series
could be converted successfully
to a computer game. | think f can
safely say that Yabba Dabba
Doo! is a great game: Taskset
have kept the spirit of the Stone
Age throughout surprisingly
well. Within a short time | had
really taken to this one, now |
can't see myself putting it away
for gquite a whife. The graphics
are largish, jolly, detailed and all
the characters are recognisable.
The sound is fairly run-of-the-
mill — a nice tune on the title
screen, and & few burps and
rasps here and there. The only
niggle | have about this game is
that it may be a little easy to
complete, so it might not have
much lasting appeal for good
games players. *

® " | found Yabba Dabba Doola
var*r_laddict ive game — playing it
to the early hours of the morn-
ing. Although graphically |
found it not too astounding (the
animation of the creatures is not
too hot, but they are very de-
tailed), its shortcomings were
madea up by its sense of fun and
user participation, with lovely
features like driving the rock car
and going to see a film at the
drive-in. Building the house for
Wilma before the rest of Bedrock
Is complete is vary hard to do, as
the other people (| never really
saw any) don‘t have to clear
their sites. | felt a bit on my own
in Bedrock with no other cave-
man/women in sight. axcaplt
Wilma. No Barney I'm afraid to
say. | was a bit disappointed by
the lack of a full length Flintstone
theme tune. I'm an avid viewer

of the TV series, and will be an |

addicted player of the computer
game for a long time to come.

Control keys: O/P left/right,
MW to fire &

: Kempston. Sinclair
Keyboard play: quite responsive
Use of colour: simpie, but
effective
Graphics: well drawn and
amusing

: very nice intro, but
otherwise sparse
Skill levels: up to eight lives
General rating: a good game,

great for Flintstone fans,

Use of T7%
Graphics 77%
Playability 78%
G e 2
Value for money 80%
Overall 81%
CRASH March 1986
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‘TWISTER — Mother
of Charlotte

Producer: System 3
Retail price: £7.95

Twister is the name of a demon
from the depths of hell. Appar-
ently she's one of the worst
Together with her horde of
unspeakable nasties, she int-
ends to ruin mankind once and
for all. Out of tha world’'s 4.5
billion population, you have
been chosen to fight for man-
kind's survival. To do this, you
have to travel through your own
subconscious in order to gather
various sacred symbols that will
enable you to vanquish Twister
and her mob of killjoys

The first section involves jum-
pmiacruas a series of platforms
as they approach and collecting
the objects that appear on many
of them. Whilst you are attempt-
ing to do this, Twister's twisted
minions appear above you. To
avoid their wrath it's necessary
to shoot them down using psy-
chic weaponry with which you
have become equipped whilst

collecting four special suits of |

cards that appear while you'ra
fighting.

he next section has you tra-
velling down a gridwork corri-
dor and again you must avoid
the demons. This time charact-
ers of the word of Ultimate
Power have to be collected. The
mnaxt corridor 5 walled but is
otherwise similar to the last
screen exceptl that signs of the
Zodiac have to be collected. If
success is achieved here, a jet
pack appears on the back of your
character and amidst dramatic

bolts of lightning, he rises from |
® " Despite the rather inane

the corridor. At the top of the
screen, the Evil twister appears
as a snake wrapping itself
around a planet. Demons must
be eliminated before the triangle
of truth finally materialises. I
that's touched in time, the war-
head of the psychic bolt display-
ed at the base of the screen
begins to flash. A direct hit down
Twister's throat is necessary to
kill her and you only have one
chance. Time your shot well
The objects appear oné by one
avery time you shoot 8 demon

Touching one allows you to pick |

it up. However, two objects
cause either a |0ss of énargy or
the loss of the last object to have
been picked up. One of the use-
ful objects is a triangle of darts
which gives extra firepower
when collected.

The layout is simple enough
At the base of the screen an
energy bar indicates current
strength whilst the number of
shots remaining are also dis-

played. At the top of the screen, |

any important objects that have
been collected are shown. The
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A 3D scrolling walkway rolls forward at youw and the nasties
keep on coming. if | was called Charlotte, I'd sue. TWISTER,

from System J

background is black with yellow
platforms approaching from the
void, becoming larger as they
get nearer.

plnt, this proved to be an en-
joyable shoot em up. It's not too
difficult to g:lt quite far ig t;h.
game S0 aps ex st-
ars will ?i:d it lacking as a
challenge. Even so, the sprites
are well drawn and animated,
often being quite imaginative
and amusing. One of the corrid-
or screens is very much like
Atari's old Tempest game but

That s

TWISTER
from System 3's game

otherwise there's a reasonable
degree of originality to be
found. If you're after a fast, fun
arcade game then this could be
just what you're looking for. “

® “ Twister Mother of Charlotte
is one of those games that | cant
get my teeth into at afl. The
graphics are very good, there
are many delailed characters
and the forward scrolling of the
platformsistepping stones s
brilliant. The sound is fair with
no tune on the title screen and
only a few spot effects during
the game itsell. | just abouwt
managed o get onto the forth
screen after about half an hour
of play so it shouldn't be too
hard to complete, if vou can be
bothered. The best thing about
Twistar in my view is the colour-
ful front end which is quite
entertaining. If you like fairly

ik Dz.ﬂ! nakaoy thing that looks like a planet iz in fact
the root of all evil. The final confrontation screen

simple games with lovely graph-
ics and no brain ache invalved in
playing then | recommend this
game. "

& " Although the scenarioisall a
bit daft, the game itself is quite a
neatly presented shoot em up
with lots of interesting monsters
to avoid or shoot. The scrolling
playing areas which zoom out at
you lend the the game a fair old
pace, and leaping around coll
i:{:tlnc? the right objects while
avoiding the wrong ones and
killing the nasties can get frantic

| enjoyed the Twister, no matter

who Charlotte is! "

Control keys: left/rightO/P:S10 |

jump; A to thrust: X to fire
Joystick: Kempston, Sinclair,
Cursor

Keyboard play: reasonable
Use of colour: unimaginative
Graphics: beautiful sprites,

ood forward scrolling
nd: rather limited

Skill levels: 1
Sereens: 6
General rating: enjoyable if
undemanding
Use of computer ' *52%
Graphics 80%
Playability 74%
started gg%
qualities %
Value for money &




ONLY THE BRAVEST FLY....

TOMAHAWK

New, from the author of Fighter Pilot... a stunningly realistic helicopter

simulation that puts you in command of an Apache Advanced Attack BY DKMARSHALL
helicopter. You will learn to take off, to land, to manoeuvre and

locate and destroy enemy tanks using Hellfire anti-tank missiles.

You will experience authentic battlefield conditions as you en-

deavour to carry out your mission and return safely to base.

. T . .
Pleasa debit my Access/Visa card no

Cheques payable 1o Digital Integration Lid . 1 S
| enclosa a chegua'P 0. lor i L1 (ez7e) sainse
Nanhe Expiry dale _

w—— -~ 1T e} /B
SR | meesndepot  |[NTEGRATION

SNQUIrIes welooms. Waltchmoor Trade Centre
R

Fighter Pliot Cassetie Lifetime Guarantee.

AMSTRAD CPC 464
Eiahter Pilot Camberiey 8
VAT and p. & p. inclusive wilhin UK (Oversaas inc. 55p. per cassetia) GU15 3A)
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arly in 1986, Dusko Dimit-

rijgevic invested in a one

way plane ticket from
Yugoslavia to this country. Con-
fident that he could sell two
computer games ha had written
to Bug Byte and thus fund his
trip home, he arrived in Liver-
pool 1o discover that Bug Byte
were no more. Dusko had a
problem,

Fortunately, he managed to
track down one of the directors
of Bug Byte, who advisad him to
see an. Ocean bought the
c{ames from Dusko, and used
them as promotional freebies.
Before he want home, the Yugo-
slavian programmer spent a
little time with Ocean's pro-

rammers, picking up tips and

ints on programming and
getting a feel for the type of
games Ocean wanted.

Six months passed, and then
MOV.LE. arrived in Ocean’s
offices. The game was snapped
up, and appears on the Imagine
label. Dusko Dimitrijevic should
be able to afford return tickets in
future

“There's lots of fun to be
had exploring the locations
in M.OV.LE. — nearly two
hundred in all — and the
detail in some rooms is
vﬂ pleasing. Clocks tick
and tape recorder spools
whirl. animation on
the girls is really neat: they
wivgiqlu along enticing you
to lollow very convincing-
ly. The icon control system
is straightforward enough,
but it can get a bit tricky at
times when you need to
enter a location which con-
tains a gun-tntmﬁ baddie
— you have to flip from
Move to Gun icon wery
quickly to get a shot in. The
girts begin in a random loc-
ation, so each time you
lay the game is a little dif-
erent erall a great
games, with lots of atmos-
phere. It's a shame there's
not more sound, though.
Should keep lnLnnu busy
for quite a while, solving
the puzzies it contains. "

M.OV.LE is based on & New
York gangster theme, and puts
ou in the shoes of a Philip
arlowe character. You're a
rivale detective who's been
ired to recover an audio tape
froma gangstur'e HQ. First, you
have to find a girl, who will lead
you to the mob's base — but to
make life that bit more difficult
she has a dead ringer, a twin
sistar no less. The bad sister
spells trouble, with a capital T.
first major task in the game
15 o find the right girl, then it's a
matter of following her and
protecting her from harm on the
way to the Boss's hideout.
t in New York, the game
ins with your character in an
office in the Big Apple. Sudden-
ly, business becomes brisk. It's
time to leave, and take a closer
look at the neighbourhood.
Along the bottorn of the screen
there's a row of icons used to
control the trenchoated private
dick. Pressing the fire button
puts the icon selecting cursor
under the control of joystick and
keyboard — another press on

fire selects an icon. At the startof P
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the game the cursor resis over
the Move icon — a footprint —
and it's possible to move in four
directions around the room
you're in. All the locations are
monochromatic, presented in
the three dimensional view that

. CRITICISM

“WOW! Great
the same v

M.O.V.LE. kooEn Imagine,
of Yie Ar Kung Fu and Mikie
fame, well up at the Ulti-

has become familiar with Ulti-
mate’s releases, and games
such as Fairlight and Sweevo.
Some of the objects found in
locations can be shoved around
— like chairs and tables. Others
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can be picked up and dropped
using the appropriate icon, or
even thrown. As you follow the

irl, she'll ask you do things for

ar, or fetch things, like a
whisky, Bottles and bags come
inha when your guide needs
bribing

High on the list of priorities for
any self respecting gumshoeis a

un. Once you've found one, the

un icon comes into play, and a
row of bullets appears above it.
Each time a shot is fired a bullet
disappears from the display. At
last — you can wasie people -
but once the ammo runs out, all
you can do is hurl the weapon at
a8 baddie's head. It's time to find
another gun.

The playing area encom-
{Jasseﬁ SEVErE bﬂ.nldings, inter-
inked streets in which dust-
bins and packing cases as well
as the odd tel ne booth can
be found. The mob realise what
you are up to, and heavies lurk in
some locations waiting to give
you a bad time. Somea just punch
— and using the Punch icon, you
can fight back — while others
pack a8 mean shooter. Getting
too close to a bullet spells cur-
tains, and wyour trenchcoated
figure dissolves before the
game returns to the start screen.

As an aid to communication,
the Speech icon allows conver-
sation by inﬂalinF a speech
bubble above the figure of the
Private Investigator. Type in
what you have to say, and
consider it said. The other char-
acters in the game won't acce
direct orders but can be friendly
and sometimes downright help-
ful after a bit of verbal. (Don‘t be
tempted to make improper sug-

decided to don my rain-

TITE
- §§
:
i
i

gestions to the mini-skirted girls
— they reject your advances.)
Some of the doors are guarded,

—

and ‘Il need to pop the pass-
word into a speech bubble to get
through. It's possible to guess
some of the rds, but
persuading the girl or other
characters to let you have pass-
words is an important part of the
game.

As you collect useful items,
they appear in an area of the
screen above the icons. A cursor
points at your lalest acquisition
and if you want to throw some-
thing, make sure the cursor
(controlled by its own icon) is
ggmtmg at the right missile.

hmtim?sm need to lob
objects at thi in a room so
lhwmnhammwud within reach.
The ‘:@Bgolhm icon sends
missiles ncing round the
room, and a little practice is
needed before throwing
becomes accurate. Lobbing a
bomb is very s-lt_isﬁ,rinF — n
it comas to rest it explodes into
the words “"Bom™ and wasies
anyone in the vicinity!

At the end of the game (or
after quitting with the A icon),
two scores are presented. One
score indicates the number of
rooms visited as a percentage of
the total number of locations in
the game. The other, on a scale
from 0.00 to 0.99, indicates how
;’nar_w taslsks w.rluu have cambpalamd

uring play. It ain't easy being a
shamus, Mac . . .

COMMENTS

Control keys: 1100 fire, Q
toP uE.A to ENTER down,
Caps X V N Symbol Shift
left, Z C B M SPACE right
Joystick: Kempston,
Cursor Interface 2
Keyboard play: responsive,
once you get the hang of it
of colour:
monochromatic locations
G ics: detailed, and
well animated. No wait
between screens for rooms
to be drawn
Sound: only footsteps as
ou stump around
ill levels: one
Screens: 199 rooms
General rating: a neat
development on the 3D
theme with a very different
SCENario

Graphics 95%
Playability 93%
Getting started 91%
Addlcrgn qualities 92%

Value for money 94%
Owverall 93%
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Producer: Bug Byte
Retail price: £2.95
Author: CTeufert & G
Carbanaro

As a specially trained, crack
fighter pilot, your mission is to
escort 8 Jumbo jet through hos-
tile airspace. Flying right behind
the Jumbo, you can see the sky
ahead and an instrument panel
before you. The panel consists
of a compass, a radar showing
iha relative height of any oihar
aircraft within the wvicinity, an
artificial horizon which indicates
the extent of banking manoeu-
vres and fuel and score panels.

A crackling radio informs you
of an impending attack (which
seems 1o use sampled speeach)
just before several other fighters
appear on the screen. Missiles
are the only weapons available
to fight the enemy but you are
fortunately equipped with an
infinite number of them,

As the Jumbo receives dam-
age, messages an-ear on the
fighter's consale. If the damage
reaches a certain level, the
Jumbo plunges into the ground
below and the game is at an and.
If all the fighters are shot down
before this happens, fuel is
automatically replenished and
the game proceeds to the next
level. These are identical to look
at but the enemy jets are far
more deadly. They engage par-
ticular strategies intended to
lead you away from the airliner
so other aircraft can attack it
without opposition.

When the fighters approach
there isn't much time to react so
the best thing is to keep an eye
on the sights. They flash when
an aircraft passes through. If a

Close to the ground in FLYER FOX. The chequerboard lines
give the ilusion of 3D movement

missile is fired soon enough
after this, it will lock on to the
target and hit it regardless of
how fast it manoeuvres away
from you.

The airliner appears as a
silhouetted cross-section in the
sky. The problem with this is that
all the other jets appear in tha
same fashion. What's more,
they usually appear in the same
area of the sky and 50 lead 1o
confusion as to which jet you are
actually aiming for.

@ " This is an old game which
would probably never have
been rereteased if it were rot for

a new Bug-Byte licensing deal. |
| | JOYSTICK INTERFACE TRI-STATE + PRO _1OYSTICK INTERFACES

Unfortunately, its age shows.
Graphics are neat unre-
markable and the sampled
speech effects may have caused
a stir in their day but have since
bem"l su in terms t::
quality. is both repetit
and frustrltLg. The lack of var-
iety in play soon results in bore-
dom setting in. Hitting the en-
amy aircraft is also extremealy
iticking spand 1 seally Saiois
ng . It really wou
have been more reasonable to
have thermn moving more slowly
of screens.
Finally, the fighter itself is far
from easy to control and fails to
well. This game would
have been better forgotten.

® " Flyer Fox is quite an enjoy-
able game, for a while anyway.
At the price, it's even better. The
graphics aren’t so brilfiant that
they make your eyes pop out,
but they perform their purpose.
Shooting the airliner is a bit like
anmihilating the refugees in
Zzoom —it's fun, but doesn't do
vou much goodl | found the
speech a little hard to under-
stand at first, but once amplified
through my mega-fab sound-
booster, it's guite realistic. For
the money, despite its easiness,
it is good fun for a while.

TREFTS |
8 EFEEF S

FINRNILIL
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@ " Flyer Fox is the type of game
that could be very addictive and
playable if only the controls
didn't mess it up completely —

ighters

fight them off in FLYER FOX?

mes under attack
ilot enough to

they are slow and unresponsive.
The idea of the game isn't very
original but there are some very
nice touches such as the very

good speech. The graphics are
fairly run-of-mmili undetailed
and shabby. Apart from the
sl:)eel:h, the effects are poor. The
slowness of the missiles means
that careful aim has to be taken
which is a hard task because of
the strange controls, so it's very
difficult to get anywhere in this
gm'np. However, | do think Fiyer

ox is well worth the two and a
mﬁitwid that Bug-Byte is asking

rit

Control keys: Q/Z up/down; I/P
left/right: V-M to fire
Jawlgk: Kempston, Sinclair,

Protek
Keyboard play: generally a bit

soggy
Ooahioe: e Sron
: below average

Sound: : raﬂ‘mbmh
reasonable speech synthesis
Skill levels: progressive

I : not bad for the
price, although the program’s
age shows in lack of polish.

it

Tired of conventional shoot em
ups? Bored with run of the mill
adventure games? Had enough
of trudging round seemingly
endless landscapes trying to
solve obscure puzzles? Maybe
you're the sort of person CRL are
aiming their latest release, /D,
the first piece of software for
their new label, Nu Wave.

D isn't a game in the usual
sense of the word. It's much
more of a computer entertain-

ment — a puzzle, riddle or
conundrum on a large scale.
Once you've | d the pro-

gram, you are presented with an
empty screen and a flashing
cursor prompts you to ty

someathing in. A counter at the
bottomn of the screen tells you
that “Trust' is currently 331,
Perhaps this is your first clue —
folks who have fond memories
of Deus ex Machina will immed-
iately recognise the typeface in
which the word Trust’ appears.
Ahal Mel Croucher had some-
thing to do with this product.
And before he starts sulking, so
did Clem Chambers of CRL (the
chap on the end of the phone
insisted we say this), a D
software is ‘based on an original
idea by Clement Chambers’ as

thensay.
The scenario is rather strange.
An alien life form has taken up
residence in your computer,
This life form, ID, was sent to
Earth eons ago to observe, to
maintain a watching brief with-
out interfering in the affairs of
man. /D has been many things.
An electronic entity capable of
assuming many forms, /D has
witnessed momentous events
and has been involved in incid-
ents which have changed the
history of the world
Disorientated, confused, and
with its memory shattered, /D is
now in your computer. It is upto
you to communicate with this
creature, build up its trust, teach
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A look at the first release from a new software label:

it and learn from it while grad-
ually trying to draw out details of
its past incarnations.
row away your joystick —
this is a job for the keyboard.
This is a text only game: [D uses
the screen of your Spectrumas a
teletype onwhich itgives ventlo
its opinions, fears, emotions.
You can communicate with the
creature inside the Spectrum via
the keyboard, and input your
side of the conversation using a
maximum of one screen line —
thirty two characters’ worth, so
keeﬁ it short and snappy.
“Hello™ is a good way 10 start
your journey with /0. From there
on in, you're firmly on your own,
communicating with the com-
ter which displays a fair oid
it of artificial intelligence. You
know you're starting to make
progress when /D asks for your
name. In the final version, which
we have yet to see, the com-
puter, or rather /D will respond
to long periods of silence on
your part with a series of state-
ments generated from a pool of
phrases. In the copy that arrived
at CRASH Towers, /D was quite
happy to burble along for quite
some time before grinding to a
halt, and had to be interrupted
frequently so someone could
get a word in edgeways.
Gradually, as you build up
trust, [ ins to piece together
half-formed memories into pat-
terns.  Swinging  between
moods, violently at times, 1D,
tells you about the mood that is
currently washing over it. "'l feal
incensed as we talk”, it might
say, turning the screen a deep
red. It's up 1o 'YDU to probe, ever
so gently at first, into the con-
sciousness that has taken up
residence in your machine.
Gradually, as trust built up, you
begin to make progress, prying
answers and piecing together
the puzzles that constitute /D's
previous axistances.

NU WAVE

Rush in with too heavy a dose
of curiosity and ID's trust will
wane. Be rude, and you lose
trust points. Every so often /D
poses questions — honesty and
consistancy, on the whole, seem
to be the best policies if you
want to build up a working rel-
ationship with your . . . your. ..
patient?

Describing this game, or com-
puter entertainment, is wvery
difficult to attempt without re-
vealing the details of play. /d's
secrets are there for you to dis-
cover, and, according to the
inlay, you may waell discovar
snmethin?_habout your self on
the way. The language genera-
tion routines w to put words
from /D onto the screen are
rather neat. Occasionally the
persona trapped inside the RAM
witters on, spouting near gibbe-
rish, but most of the time the
sooths that /D has to offer are
witty if not downright hilarious.
Ever laughed at a Spectrum
before?

There are some wvery neat

touches in the responses. As /D
chatters away. moving the flash-
ing cursor over the top portion
of the screen as the letters form
into words on the glass teletype,
}ullv beeps and burps emanate
rom the computer. Tell /D to
“SHUT UP” and he does so,
immediately. And you lose a few
trust points for being so crass.
_ There's no need for a degree
in analytical psychology — any-
one can get chatting to /D, but a
little  historical  knowledge
comes in handy. Remember, /D
has existed in a number of forms
in the past and has been involy-
ed in historical events,

To begin with this program
can be very frustrating as you
thrash around, without a clue
about what it is, exactly, that you
should be trying to achieve.
Once a few trust points are in the
bag. however, the game opens

up and soon you are likely to be
hooked

Lateral thinkin-g is vitally im-
portant — don’t always go for
the hlammlr obvious. at's
about the only hint on offer here
. .. And if all this questing after
half-formed memories gets a bit
much, you could always sit back
and let /D do the talking — the
program bears a not entirely
?nincidan}ai resemblance to a
amous language generating
rogram, ELIZA. Not that Alan
uring, who lent his name to a
test devised to determine
whether a computer was “intelli-
t', would have been entirely
led. Ah yes, “that reminds
me of a joke | once witnessed a
Io?g life ago" as /D might put it.
& program involves some
artificial intelligence techniques,
and in a sense could be des-
cribed as experimental soft-
ware, interesting in its own
right. Unfortunately, once
've worked out the various
identities that /D has had in the
past, that’s it, you've spoilt it for
yourself. Next time you load the
game, the problem remains the
same and there's isn't that much
of a challenge left in making /D
whole again. But then, the str-
ange being locked inside your
computer could be used as a
convarsation piece — it's quite
fun just sitting back and seeing
what it has to say.

This is the first Nu Wave
release, and su uent soft-
ware will not fit easily into the
games mould. The next project
on the drawing board, appar-
BnLI'E. is an adventure game for
the ore which is played
without text or graphics, using
sound as the medium for com-
munication. There are certainly
some unusual ideas floating
around CRL if /D is anything to

bro . m they'd like to
gg a follow-up called EGO based
on a ZZAPS4 reviewer|
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1888.80UND To BE A HIT-

10 levels of fun make this torture excellent value
for money. Nova rating. Definitely one of those
'just another go’ games. Game of the month
February” — Computer Gamer

"“The most compulsive game |'ve ever
played. If you don't buy it you'll never
Know what you've missed.’ ' says Gary

| Penn, Zzap! 64. Gold Medal Award.
97% overall.
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_COMIC BAKERY

__SPECTRUM 48K

FEARRKUNGFY
It you can masher the ten moves, expect the UNEX e ted and FIGHT

tor your LIFE against the formidable masters of the martial arts you
may live to meet them again on the mountain or in the Temple

Panic in the bake-shop

y |; asl I"IrHi EIJI S (O lilfit' FI.JEI
*Help Joe the baker detend his loaves trom the rascally raccoons

* Another red-hot Konami cookial

MIKIE

Mikie plays a knockout frantic tarce in the classroom, locker room
and the high school caleteria. Hip-zap, door attaek, throw balls and
[ but can ¥O ake him hand his love letter to i.jlrl-FTll'_*l'] ¢

Tl e S Wi s# % (maqine Software (1984), & Central Street |
i Manchester M2 SNS. Tel: 061-834 3939. Telex: 669977




PING PONG

You can almaost teel the tension of the hlq maich |!}n_-u|-e'|r1t:] ﬂ'l'ri}l.l{:]l'l the
screen.. the expeclant crowd 1s almost on fop of you! You return the
service with a top spin backhand, then o forward back-spin, the ball
bounces high from your opponents looping, delensive
lab.. .SMASH! .. a greal shot opens the score.. but this is only your first
point! Play head to head or against the computer in this, Konami’s
first ond best table-tennis simulation

HYPER SPORTS

Enter the stadium of Konami's No. 1 arcade smash-hit sports simula-
hon. From the finesse and skill of Archeryand Skeet Shooting to the
erthcal iming and brute force of 'NL‘I(Jh" Ilhmg — Six events 10 test you

to your limit, Hyper Sports — continuing the challenge where Track
and Field’ left off.

Imagine Software is
available from selected branches of:
FF WHSMITH "AZZITT™] WOOLWORTH. LASKYS Rumbelows Greens. Spectrum Shops and all good dealers.
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FORBIDDEN
PLANET

Fast mowvir
Design’s F

Producer: Design Design
Retail price: £7.95
Author:Simon Brattel

After a lot of trogging around,
space hmﬂmg};1 and generally
flying through rectangles in

Dark Star, rhe hero of that game
(you) now needs to collect a
message from the Forbidden
Planet. t's not any old message
though, oh no, this message is
the Evil Lord's message. A
message from a being still evil
but no longer lord, this is the
state of affairs he wants to
change and by using his mess-
age he should be able to rein-
state himself in power. The Evil
Lord’s message is a statement
s0 devastating that it proves
he's the only one fit to rule, so
it's rather important he isn't in
possession of it. Since it's such a
really valuable commaodity the
Evil Lord has split, encrypted
and distributed the code thr-
oughout a heavily ?arrisunm‘l

world the defences of which are
near perfect.
Fortunate, then, that your

fighting equipment is the very
best to be found. The ship you
fly is controlled similarly to the
one in Dark Star but due to the
increased graphic prettiness of
its lasers is far superior. A
decoding computer is also supp-
lied for the decryption of any
code pieces collected.

There are three types of ene-
my structure dedicated to your
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JD graphics astound and amazre in Design
ESDEH PLANET Not pawer pills, but Pacmen

indicate your energy level in FORBIDDEN Planet as you Iry
and collect tho pieces of code

destruction. The first and most
obvious are the tower structures
firing laser pulses your way. A
pulse can be dodged or destroy-
ed with a modicum of talent. To

ut a tower out for the count a

air splashing of laser light is
needed. Once well and truly
trounced they retract into the
surface, Guided missiles are
most deadly, these are very hard
to dﬂdﬂe and need a good zap to
stop their hull- prerc:nf; activit-
ies. These are often launched
from pole structures rising from
planetary fortresses, that instan-
tly retract into their housings
once the missiles are on coursa.
Third of the death dealing alien
structures are the squat versions
of towers that launch laser
pulses your way. Hefty amounts
of laser fire should neutralise
these outposts.

These are the actively aggres-
sive defences. Just as annoying,
if not even more so, are the
passive lines of defence. Within
various areas of Forbidden
Planet your shipa movemeants
are strictly limited by the plasma
ducts and force ﬂalcr natworks. It

sible to totally ignore the
fuePos tructures, but it's really the
equivalent of flying through
brick walls.

The player's interface with the
real world of Forbidden Planet is
achieved using a highly sophis-
ticated scanner. This represents
various objects with coloured
vector graphics. The main action
takes place over the planet's
surface. Points of light on the

planet surface convey the main
feeling of 3D experienced. Very
handy is the scanner's ability to
show a representation of the
various holes in the constraining
force fields. Using the direc-
tional keys you move a gunsight
arcund the main display, as the
gunsight mowves the attitude
changes to follow the gunsight.
Also for ship control a simple
speed adjustment system Is
supplied. Two keys, one for an
increase in wvelocity and the
other to decelerate.

Each time your ship is hit there
is a coressponding decrease in
energy, and running out alto-

gther ends the game. The

ealth and condition of your
power banks are constantly dis-
played via the krell meters along
the lower part of the visual dis-
play. Another quick way 1o
energy depreciation and death
is f'lyln into the invisible force
walls, Evew wall does have a
hole in it, though, and thas is
highlighted by t?'ne ship’s com-
puter, a clever piece of mach-
inery that also shows any scen-
ery behind the holes. The enemy
are aware of your computer's
spphistication and sat up
dummy holes in the dislocation
zones. Flying through here in-
stead of taking the course thr-
ough the correct force gap also

ives your shields a fair

attering.

A map screen is supplied to
give details of your location and
direction. The scope of the map
is a little limited though it does
contain a key. Your position is
marked by an arrow that points
the current direction you are
taking_ Any nearby code stores
are displayed on the map screen
and if you do get into a screan
containing such an item, flying
into the object releases its con-
tents to Iﬂur ship's computer

Unluc the the original
message was fragmented into
quite a few parts. Retrieval of the
whole is extremely difficult but if
you do manage to end the game
you need to return to the start

sition. Also worth mentioning
15 Spectacle I, another program
contained on the tape along with
Forbidden Planet that needs a

assword to access it. No doubt
ign Design will eventually
release the passward. What you
will find is as yet unknown but
it's likely to ba entertaining.

® “What has Simon Brattel
bnen doing for the past year?
Fﬂf’biddﬁ'ﬂ Planet has
Tong time coming and it

is dnﬁnitnlyr worth the wait. The
g?phin are in the same vein as
rk Star but they have been
improved upon and also in this
game you get noises all the time
you are playing. Forbidden Pla-
net is fun to play but it does take
a while to get into. I'm sure that
after a few goes most people
would be addicted. One of the

+* ‘ 2
CrrD ik
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better features of this game is
the hi-score table which res-
ponds just like the one in Dark
Star. Also the define keys option
allows you to program as many
keys as you want to do what
you want, for Instance, it's
jble to program a key to
. 90 up and go left at the
& vary Snlovbis g, thowd
a en me, t
'anw n':'lﬂnr tng'DarJr Srar,ﬂit
ves to be addictive.
nitely one for any Dark Star
freaks out thera. "

® ” Okay, everyone, if you didn’t
like Dark Star there's no way
you'lf iike this. All it is really is an
updated version of it. But up-

ated all the sarme. it's still very
good. [ liked Dark Star — in fact /
still play it from time to time, 50 1
think Forbidden Planet is great. /
noticed the front end has been
reduced a bit, but | still enjoy the
moral pleasure of seeing the
colourful explosions after hav-
ing totally obliterated an alien. "

® “ This follows on from Dark
Star, and if you didn't look at the

mhjal g«nu might think it WAS |

r. Thare's a new story-
line and a few extras thrown in.
The map is good, and colour is
used very well —really splashed
about in places, and there's
plenty of sound, with good ex-
plosions and firing noises. |
found the game wasn't all that
addictive, and a bit of a let down
overall.

Control keys: entirely definable
as to key and function

Joystick: Kempston

Keyboard play: excellent

Use of colour: greatly improved
on Dark Star

Graphics: more of them too, fast
VECtors

Sound: un-Brattelian, which is
to say thare is some

General rating: A good follow
up (perhaps with some
resenvations), and a fast,
intricate shoot em up in the
classic vein.

Use of com 94%
Gromes ™ BB
G, 2
84%

Value formoney  90%
] 86%
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WILLIAM
WOBBLER

Producer: Wizard
Developments
Retail price: £9.95

William is a very strange looking
character indeed. The bendy
legs and arms with a short body
but very long neck and a boggle-

eyed, reptilian head would
definitely make him stand out in
a cr . Except that William

lives in a world where such
abnormalities seem to be the
norm. Pink clouds hang in a blue
sky above pink and yellow trees
that are dotted between craters,
The whole place is riddled with
cavea networks ripe for explor-
ation by William.

Hence the plot for the game.
William has to wander around
the cave systems trying to piece
together ten clues in an attempt
to solve a puzzle. William can
climb, jump duck and walk to
achieve this. Scattered around
the caves are objects which
when used properly help him to
achieve his goal.

or even allow William to return
to places explored earlier. Cert-
ain objects need to be carried in
order to access game featuras
such as having to find and carry
a disk before you can save a
game. An inventory of objects is
available by pressing ‘I'. Whan
William uses an object, it app-
gars in his hand automatically.
Strange looking snakes, flying
toad-like creatures and mysteri-
ous blobs also hinder William's
progress. Touching any of these
results in the end of the game.
William Wobbler provides you
with only one life. William also
suffers from aquaphobia, if he
enters water he sinks never to

Keys open up |
hitherto inaccessible sections, |

reappear! A useful item is some
kind of ladder that allows Will-
iam to reach higher levels. He's
rather a large chap and can't
jump that far.

illiam himself is made up of
several sprites so his head can
wobble up and down on his long
neck whenever he walks or
jumps. Other creatures are

| made up of single colour sprites.

The background uses limited
perspective to add depth to the
view and is drawn using hatch-
worked and block colours.
Very little in the way of a
roper scenario is provided
ause Wizard have made this
a competition game. The first
person to collect all the clues
and subsequently solve the
puzzie will win a mystery prize
said by Wizard development to
be worth £1,000. The Commo-
dore version of the game has
been around since about Octo-
ber last year but according to
Wizard, nobody has solved it to
date.

@ | think someone’s tried to
copy Tir Na Nog and made a
hash of it. William
Wobbler is a pretty boring fell-
ow, slow and obviously a mute
as | didn't catch much sound
coming out of the speaker. it's
nice and colourful but this
seems to have caused a lot of
attribute . The total
lack of instructions makes start-
ing off very hard, so I'm afraid
izard are going to havetodo a
little he:ttur than this to book a
space in my games playing
SEssions.

The happy smiling face of William Wobbler beams
beatifically as he scampers round the strange snvironment
found in the game, WILLIAM WOBBLER

® "Wizard certainly seem fto
have put a lot of effort into the
packaging of this one. The first
impression of the game is rea-
sonable, with a very nicely ani-
mated 8ill fof wobbling fame).
Unfortunately, the bad poinis of
the game seem to make more of
an Impreassion as you progress.
The lack of sound takes an ele-
ment away. [ think & continuous
tune would have made it more
fun to play, and the single Iift
makes it frustrating. You can
wander for hours, and unless
you save the game, can be for-
ced (o re-start again just for
coming into contact with anot-
her life-form. Colour is used
profoundly, but this makes for
an abunoance of clashes. An
admirable first effort from
Wizard, marred by the bad
points which, although few,
spoil what could have been a
good game. "

@ " Williarm Wobbler is a differ-
ent kind of arcade adventure
which we Spectrum owners
have never experienced before,
and it's not bad. The graphics
are very colourful and as a result
the screen is full of attribute
problems but other than that the
graphics are reasonable. The

ame itself is very playable and,
if you like the approach, is rea-
sonably addictive. If you like
arcade adventures but nothing

too tough then this one will
probably suit you but I think that
the asking price is a bit much.
The problems are very devious
but with some brain power it
doesn't take long to get involv-
ed. Overall, quite a good game
with the emphasis on arcade
rather than adventure.

Control keys: Z/X left/right; K/
M up/down or duck; ENTER to
jump or pick |
Joystick: Kempston

Keyboard play: straight forward |
and responsive |
Use of colour: lively enough but |
too many attribute problems |
Graphics: good, inventive :
sprites

Sound: poor |
General rating: some good |
ideas and reasonable game '
play, marred by a few faults,

—

Use of computer 66%

oy 61

started 67%

Vokat o ooy 66%
a

] 59%

From (A RGOV LE
~the GAMEMASTERS
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ZORRO

Producer: US Gold
Retail price: £7.95

With a swish of sword and leap
and a bound, Zorro arrives on
the Spectrum after a brief so-
journ on the Amstrad and Com-
modore. For those of you not
terribly au fait with with early
Hollywood attempts at advent-
ure and excitement, the legend
muns thus:
It's very simple really, Zorro is
really 18th century Los Angeles
uivalent of Batman. Defender
af the innocant, scourge of evil,
dreadnought of chicanery, you
know the sort of thing. Anyway,
Zorro is innocently strolling
dgown the boulevara when his
keen super hero eyes spot the
avil Colonel Garcia abducting a
fair maiden. This is not the sort
of thing that Zorro allows to go
unoticed but it soon becomes
obvious that there's no way of
catching up with the bloated
villain so a plan must be decided
upon. First on the agenda is the
retrieval of the fair lady’s hand-
kerchief that she carelessly dro-
]?_R:d during her kidnapping.
overall plan is to get to
Garcia’'s jail and release her. To
do this quite a few eassantial
objects need to be collected and
the first is the handkerchief.
Zorro is in fact one the now
numerous arcade adventures,

the sort where you have to coll-

SCORE

- Qeeeas
IVES: 3= :

HI-SCORE -

Is that damsel in distress 7 Or is she just casting rubbish into

the well. The Big Z is climbing the creoper to ask her in

ZORROD

but only one item may be held at

anzotimu,
rro's repertoire of move-
mant is quite broad. In classic
arcade adventure style he can
go left, right and jump. Fighting
is also possible and more than
probable when you encounter
some of Garcia’s henchmen.
The view of Zorro's immedi-
ate area takes up nearly all the
screen. As Zorro passes off one
side of the screen another view
flicks into the scene. The main
differeance between Zorro and

21000

W

The star of the game FORRD sproings into the air with rapier
poised in a cavernous region

ect an object to be able to get
another object and so on until
your ultimate aims are met. The
important items designated for
collection flash and are picked
% by just passing over them.

ese are automatically added
to the inventory. There are other
artifacts around the different
screens. These can be picked up,
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other arcade adventures is its
ability to have the main charact-
er happily interacting with the
background. Most of the differ-
ant aspects of the background
scenes can be amployed in the
most heroic of fashions. There
are curtain rails that can be
clambered along, trampolines
to be bounced on and various

other active props and pieces
The problems presented though
are not the sort to be wholly
solved by a deft hand and a
uick eye. To get to greasy

arcia's stronghold a number of
complex and not immediately
obvious puzzles need solutions.
The main obstacle is the under-
ground cavern system. It's thr-
ough here that the dpparently
useless items that have prev-
iously been collected (eg the
damsel's handkerchief) can be
used as keys to get past norm-
ally impassable doors

® " At first sight Zorro seems a
little like Bruce Lee but don't be
taken in by first appearances,
Zarro isn't half as playable or
compelling as Bruce Lee. The
tasks are very logical (get key,
apen door) so the game will be
fairly simple to complete after a
little thinking. Graphically this

e
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game is sub-average, the char-
acters are jerky and undetailed
and the bact%_rﬂunds are often a
little garish. The sound is poor
with an awful tune on the title
screen and next to no spot eff-
ects during the game itsell.
Generally | wouldn't recom
mend this game as for eight quid
it just isn't worth it. "'

® "En Garde Monsieur, or
should that be En Garde all tape
buyers. if US Gold hadkept upto
their good standards Zorro
wolld have been a good, addic-
tive game, It turned out to be a
waste of time, and not 2!l that
good. The graphics are small
and some of the screens nead a
lot of time before you pass on to
the next. You would have more
fun watchi black and white
episodes of the films on the box
than you would playing the
game.

Control keys: 2/W up/down; O/
P left/right; Z to activate
Joystick: not stated, though
options ri:’\r;li'llu bie ¥

Keyboa Y. Qo0

Use of colour: limited

Graphics: above average

Sound: poor

General rating: a good idea with
some nice touches, that fails
eventually in presantation.

Use of computer 64%
Graphics 59%
Playability 54%
S X
Vohte for money . 52%
a

53%
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irrorsoft's  latest rel
ease allows wyou 10
take 1o the skies in the

cockpit of a World War Il aero
plana the Spitfire, in casa
there's any doubt remaining!
The game first appearaed on the
Commaodore, nearly a year ago.
and has now been launched on

CRITICISM

" Fast, fun and playable are

the Spectrum. it's the summer of
1940, and you've just been
posted to a Spitfire squadron —
a whole world of adventure is
about to opan up before you

At the start of a session in the
air you have to load a flying Log
into the program — you can
choose one of the pilots present-
ed on screen or load in details of
your own experience if you've
already got somea flying time in
The next task is to select which
of the three modes you wish to
use, choosing between Practice,

just some of the great
things about Spitfire 40,
Zooming around the scr-
88ns . . . er sorry, skies, and
blowing up all the enemy
planes in sight is a chall-
enge. The best simulation
in years, with detailed
screens, and great mobility
as planes come up behind
ou. To start the plane at
irst was a bit hard, but as |
got into it the problems
were quickly overcome.
Once I'd taken off, flying
above the ground twisting
and tumin? was great fun
— an axciting gamea. If you
get bored with trying to be
an air combat hero, you can
shways try landi or ano-
ther medal . . .ngvurtll, a
truly brilliant simulation. ™

VERTICAL SPEED
INDICATOR
My ks o DO A

per runute, ohimd
arnd cescent

TACHOMETER
ShoAcE @narng S
m TN 5 Ferws DibF

e

Landing osar Wp
wierr gl showirng
el T T
green

Brades on swhen ight
shemieng red, off
WP JrErT

RUDDER INDICATOR

SLIP AND TURN
INDICATOR

Upper neodie shows
vy S Mo worThon
PRrDLagty B e (XD
O Ml FEveals
thar rabter O Fraret

COMPASS

ALTIMETER

[ drpe need reads ol
n T 000's of fest
wmad) nesdie on F00s

Combat and Combatl Praclice
Practice puts you on the runway
and gives you the opportunity to
gel to know the feel of the plane
by allowing you to take off, fly
around and land. In this mode
tharg are no enamies presant —
it's very much a case of having
the 'L’ plates on

The two combat modes pit
you against enemy fighters.
Combat Practice puts you in the
air directly behind an snamy
nlrr.rqh_ and you can prachise
your gunnery technique. After a
couple of enemy fighters have
been destroyed, the oppostion
starts to get smart, behaving
more like they would in a true
war siluation, twisling and
turning to avoid your machine
gun fire, Sometimes they loop
the loop and end up on your tail
and start machine gunning you!
You're alerted to an enemy be
hind you by the plane appearing

I CRITICISM

“Bang on, Whizzo and
Chocks Away — a great
ame! The instruction
let supplied gives
excellent details on all tha
asrobatic and combat
manceuvres you can per-
form. Despite the fact that
I've never flown a Spitfire
(!}, | think | can safely say
this is a pretty accurate

simulation, considerin
the limitations. The facili-
ties for combat and combat
ice are very useful, as

is the save game facility
allowing rnu to build up a

record of missions. e
graphics are axcellent, but
the explosions could have
been a bit more realistic.
The plethora (LMLWD) of
control keys may be a bit
daunting at first, but once
get into the feel of it,
‘s great. | doubt that this
will appeal much to those
who are opposed to flight
simulators, but f you're
not one of them, get Spit-
fire 40 — there's a good
arcade element in there
tml T

| CRITICISM |

“Well, | suppose the
Spectrum version had to
come eventually. Mirror-
soft have certainly done
themselves proud, with
one of the best flying simu-
lators on the Spectrum to
date. The most pleasing
part of this flying simulator
is that the cockpit is simple
and only contains the ess-

isls. Tha flip/full serean

ion between the cock-

and instrument panel is
put to good effect, and
adds to the panic realism
when getting into a good
old fashioned ht.
Perhaps a little more effort
could have been put into

the front end of the game,
ma using more colour
.mﬁ’ rod:!?nnd character

set, but it does contain

some options, like
saving a log book and
choosing a Spectrum Plus
or Minus set up. The thing
that swung the balance
away from the years old
Fighter Pilot is that Spitfire
40 allows the player to fiy
in a more competitive sit-
uation, with better con-
frontations with other
planes — this is mainly due

of England wuh your plane
marked in red and enemy fight
ers in black. If your Spitfire is
inside one of the three squares
drawn on this map, you can
examine the ground below you
in greater detail by pressing the
N key

The game can be controlled
entirely from the keyboard or
from keyboard and joystick, in
which case your jovstick con-
trols the Spitfire’s ailerons and
glevators, mirrorning the stick
displayved on-scréden, and key-

pressed are required to activate
other controls such as landing
gear, throttle and rudder

The instruction booklet con-
tans all you need to know about
flying the Spitfire in the game,
and offers a fair few tips and
hints on techniques for survival
in the air. There's also a potted
history of the Spitfire itself, and
a brief introduction to the theory
of flight as well as a short section
on agrobatic manoeuvers

If you do well then promotion
is awarded according to your
flying experience and the num
ber of kills you achieve. If you do
really well it is possible to rise
through the ranks rapidly. Who
knows? You could become a
Group Captain with a string of
medals including the VC, D50,
and DFC. Then you'd be ready
for Mirrorsoft’'s next release .. . a

to the choice of the old
Spitfire over the modem
jet plane. Spitfire 40 is
definitely the game to be
bought now i you want a
flying simulator.

In Yyour réar murror — a8 nice
feature which adds realism to
the simulator

True Combat mode puts you
in an ongoing war situahbon
Starting on the airstrip you have
to take off, find the enemy using
the map, and fly the Spitfire for
real, engaging the German pil-
ots in doghights, Once you have
intercepted and shot down the
enemy intruders you have to
return to the airstrip and land
safely, If the mission is a suc-
cessful one then you can save
your experences 1o tape as a
Log before going out on anothar
interception run. The Log can
then be reloaded as a flight
history the next time you dacide
to take 1o the skies

This Air-ace simulation feat
ures two separate screens, the
view from the cockpit and the
instrument panel, which have to
be used in conjunction to fly the
plane — a press on the space bar
tloggles between the two dis-
plays. A map screén can be
referred to while you're flying to
help you find the current posit
ion of the enemy planes. The
main map shows the South East

;

ame all about that famous Ace,

iggles!

Control keys: Spitfire
Joystick: Pup, L down, A
left, S right, éjHIFan ' to
fire. Z/X rudder left/right,
QW increase/decrease
power, F flaps, G landing
gear, B brakes, Mand N
map control, SPACE to
toggle between screens
Joystick: Kempston,
Cursor, Interface 2
Keyboard play: fine, once
you get used to the controls
Use of colour: tasteful
Graphics: very fast and
realistic, excellent
instruméants

Sound: mainly engine
noisa and firing

Skill levels: one

Screens: two, plus maps
and menus

General rating: An
excellent simulation which
should appeal to arcade
players too

Use of computer 90%
Graphics 91%
Playability 88%
Getting started 93%
Addictive qualities 91%
Value for money 91%
Overali 90%
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Ludlow Market on a Saturday

o e e R, A W4 W

Inside the weird and wonderful supermarket that you have
to negotiste in MYLA DN KAICH from Global. Just like

MYLA DI'KAICH

Producer: Global
Retail price: £2.95

Though it may sound like some-
thing that you would plaster all
over a shish kebab, Myla DV
Kaich is a ce age super-
market stocking goods that
range from the sublime to the
ridiculous. Quite a few of the the
things for sale would even be
most dangerous if it wasn't for
the comprehensive security sys-
tems. In fact a lot of the things
for sale are dangerous since the
comprehensive security sys-
temns have failed. Not only that,
but all the life support systems
have gone down, the warehouse
robots are dangerously loopy.
and the escalators and travelat-
ors are none too sane. It doesn’t
really matter does it, | mean it's
not your problem is it? Well it
wouldn’t be if it weren’t for your
ship being in a sad state of repair
and the only place to get spare
parts is from Myla Di'Kaich.

Oh dear. Double unluckily, the
spare parts needed are distribut-
ed very sparsely throughout the
large area that the store covers,
%im& thaA!:_S% I.:;s:u|:.~;:«|:u1 system

as ?one a space suit is
neaded to %I;B:'Bl‘lt sudden
asphyxiation. major hassle
of shopping in Myla Di'Kaich is
avoiding having the robots rip
Oopen your space suit — you only
have four supplied originally
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and once you've run oul the
game is over. The oxygen sup-
ly is none too infinite either. A

r underneath the main play-
ing section shows how much
oxygen is left. Luckily various
oxygen dispensers are placed in
some of the stores rooms.

Once inside the store and on
the hunt for pieces needed to put
the ship back into action, you
soon find the control method of
your little chap var"; similar to
that of Jet Set Willy. For those of
you unfamiliar with JSW (have

been unconscious for the
?ﬂ:’ two years?) the main char-
acter can run left and right.
Holding down the jump key in
conjunction with a direction
button causes a jump either left
or right. j

Travelling around Myla DI
Kaich is a bit awkward as seem-
ingly solid platforms are prone
to collapsing beneath you and
apparently harmless ground
often bursts into agitated life.
There are often many lifts on the
different screens and, though
sometimes unpredictable, they
are quite easy use. A word of
warning, if a lift travels too high
with you on top it's possible to
be crushed beneath a platform
above. It's also quite easy to
unwittingly stand underneath a
descending lift and get convert-
ed to yucky splat.

Building up a knowledge of
the map is quite important, it's
all oo easy to walk through a

hole in the floor and fall to your
doom. It's a pretty of strange
game raally, but then with a
name like Myla Di'Kaich what do

qualities of early platform
games including the lack of
playability and addictiveness. |
think it would have been greatly
improved if the phics were
less colourful and , as they
are however, itis itto play
for any length of time as the
garish colours and small char-
“"a.'.m*'m;:*,.....m
on eyes,
itself | think we have all had
JEW look-alikes to last
m. "

something no one will under-
stand: how abowt Myla DOV
Kaich? (Only joking chaps, of
course | know what it means — |
ay, enough of this
I hadn’t been told
about the game, and just shown
a8 screen shot or something, |
would have said it was a follow
up to Wet Set Jelly. But no, the
graphics are miniscule, none
more than 2-4 character blocks
but they are well animated all
the same. The screens dont
have names, which makes it

difficult to remmember routes an
things. If you're one of those cut-
off-from-society people still
playing JSW, then wake up
because you might like this. If
you threw that game away
twelve months ago, stay well
clear of this one. *

® " After reading about super-
markets and rubber band motor
drives in the inlay, | thought
Global Software might at least
have comea up with mme&hinq
original. How wrong | was.
thought maze games were dead
and finished, but apparently
some companies can still make
money with them. Myla Di'Kaich
is no different from any other
platform game, and remind me
a lot of Farenheit 3000 from the
Firebird range of cheapies. You
are a very small jetman sur-
rounded . amongst other
things, baby jetmen and some of
the nasties you meet are quite
well animated — especially the
opening pyramids. Everything is
much too small, however, and
the lack of size combined with
single colours means the graph-
ics don't have an astounding
affect. Unfortunately, this is a
very plaiw on a pretty dead
subject re virtually every
possibility has been explored —
except perhaps for mentioning
supermarkets in the inlay. "

Control keys: alternate on 2nd
and 3rd rows for left and right,
bottom row to jump

Joystick: Kempston

Keyboard play: responsive, and
simple layout

Use of : Messy
Graphics: well animated, but
tiry

Sound: poor tune and effects
Skill levels: 1

Screens: 50

General : Aged format

vides nu!hmg new and the
ow price doesn 't make up for
the fact.

Use of computer  45%
Playability a2
started 46%
qualities 41%

Value for money  47%
Overall 44%
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Digital Drum System
for the Spectrum

8 DIGITALLY RECORDED REAL DRUM SOUNDS

SIMPLE TO USE — UP AND RUNNING IN ONLY MINUTES
A TRUE DIGITAL DRUM MACHINE

‘REAL TIME' OR ON-SCREEN PROGRAMMING
COMPLETE WITH SOFTWARE

EXTRA SOUNDS CAN BE LOADED FROM TAPE
CREATIVE, EDUCATIONAL AND FUN

THE MOST EXCITING PERIPHERAL EVER DEVELOPED
DYNAMIC FILING SYSTEM — STORE OVER

1000 PROGRAMMED RHYTHMS

TAPE SYNC FAC e
SONGS CAN BE SAVED ON TAPE Lﬁ“" Kit & Edito,
POLYPHONIC ‘;":" ?;ﬂriabre
COMPREHENSIVE MANUAL 99
JUST PLUGS INTO MOST HI FI'S

Available from #E e mewn]High St.Stores

and all good computer shops or direct
from Cheetah Marketing

Market

1 WILLOWRRDOK SCHENCE PARN CRICKHOWELL POAD. ST MELLONS CARDIFE
TELEPMOME CARDIFFIOZZ2) TTTI3T TELEX: 497455
IE upoi | @nguirias - conl scl Chestah direct |




i CAVES OF DOOM

Prodpc-er: Mastertronic
Retail price: £1.99
Author: Robert Sansom

The evil Lord of Doom is a bit
averse to strangers snooping
around his planet. Understanag-
able really, but when most peo-
ple would tell the odd eaxplorer
or two to shove off, this guy
casts intruders into a pit and
leaves them 1o die. He's not
called the evil Lord of Doom for
nothing you know

Oblivious to the nasty nature
of the planet's master, you
decide to do a bit of exploring on
Doom. Predictably enough, you
are captured by the denizens of
the evil Lord, and are left to die,
deep within the bowels of the

really.

Afer qning through heavy
bouts of feeling sorry for your-
self it soon becomes apparent
that the best plan is to try and
eéscape back to the surface
where your rocket ship awaits.
Obviously it's not that easy.
Numerous sentries are station-
ed around the Dark Lord’s un-
derground citadel. Some are
intelligent, homing in on your
body heat, while others patrol
| mindlessly along their desig-

nated paths. Be warned, a sen-

try’'s touch is deadly
Lockec doors bar your route

o freedom, blocking the main
| passageways back to the sur-
|fac:e. here are five different
| types of door, and sach needs to
| be opened with a key which
| matches the colour of its paint-
|work._ Keys are to be found

knocking about the citadel and

are picked up by flying over
|them. One of the keys is a
composite object, split into
three pieces; all three parts must
| be collected before the key
-u.ﬁ:;rks. Seven bits 1o collect in
all.
| You get around the caves
using your jet powered back-
pack. When you fly, the whirr of
jet thrusters resonates around
the cave, The anly real drawback
it has, is that it's not very aco-
nomic on fuel. Luckily, ample
amounts of this wonder mixture
can be found and collected
within the subterranean cav-
ems. Strolling over a purple fuel
canister tops up your tanks and
moves the bar gauge at the top
of the screen to the right. Econ-
amr driving — trogging alon
on foot — doesn't use any fuel,
but it is a little slow and you are
more likely to get totalled by
| attacking aliens when you're on
| foot.

Each cave occupies the lower

| part of the screen with the upper
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planet. It's all a bit perturbing |

area resarved for important
information relating to status,
lives remaining and score. There
is usually an exit on at laast one
wall of each cave, and as you
fly/walk through it another scre-
en flips into view. Dodging the
mindless nasties successfully
comes with practice, but the
homing baddies present more
of a problem. They look like
white stick men and zoom to-
wards your location with a frigh-
tening fervour. You have eight

lives to start with, and some |

quick leamning is called for .
Your man s unarmed, so the
nasties have to be avoided ra-

ther than killed, and points are |

awarded for progress.
Those of you having difficulty
with cerlain screens, or the

amea as a whole will no doubt |

gap into the editor supplied.
This most handy of utilities

rmits the playing area supp-
ied with the game to be re-
modelled, or completely des-
troyed and rebuilt. In edit moda,
the cursor remains stationary
while the landscape scrolls be-
hind it. Keying 0 deposits a
building block selected from the
menu of 2585 components under
the cursor

The editor gives access to an
infinite number of DIY games,
and is perhaps the ultimate
cheat mode. But are you sprite
enough to cheat death in Caves
of Doom the honest way?
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® " Caves of Doom is a pretty
good platform game with str-
aightforward but good graph-
ics, There's not much sound —a
little more would have made for
more chearful play. A fast, jolly
Elluﬂnnn game which | found

n. | enjoyed the editor, too— it
added an extra dimension to the
basic game. You should
your monay's worth of fun with
this one,

=9
® “ Although Caves is not bad|

mavybe it would have been better
value in combination with ano-

ther, similar program on the |

tape for £1.99. The cave design-
&r is nice and gasy o use but it
doesn't add to the game. | found
it did the opposite: instead of
enjoying the frustration at a
given point in the game, it's all to
gasy to edit out the problem
altogether. Generally, this is not
an excellent program, but better
than average. "

® “ A couple of years ago |
would have been really impress-
edwith this game as it has lots of
screens and even a screen adi-
tor. Nowadays, it's below aver-
age, and even for a cheapo

ame it's not brilliant. Playing
the game is fairly straightfor-
ward: just fly around and collect
the fuel pods for points and try
1o get all the keys. Graphically,
Caves of Doom isn't good, the
characters are small, undetaifed
and jerky and the backgrounds
are too colfourful and often
garish. Nevertheless. there is a

| strange sort of addiction about

ttus garne — you'll play it when
you're bored with everything
else and then get really addicted
to it. The screen editor is very

strange and takes time to get |

used to, but once you do, it’s
very useful ”

Control keys: O laft, P right, A

| up,Zdown, Gstartgame, E to

adit, 5, 6, 7, B to move cursorin
edit mode, J/K backwards/
forwards through character set
Joystick: Kempston, Interface 2,
Cursor, Fuller

Keyboard play: responsive, well
laid out

Use of colour: a bit garish at
limes

Graphics: simplistic

Sound: jetpack noise only

Skill levels: one

Screens: 40

| General rating: a fun little game

Use of computer 65%
Graphics 49%
Playahility 58%
Gatting started 66%
Addictive qualities 57%
Value for money 62%
Overall 58%
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Producer: Design Design
Retail price: £7.95
Author: Graham Stafford
and Stuart Ruecroft

Alpart from being a thirteen year
old rock album, 2712 AD is the
title of Des Des's latest game for
the simple reason that it is set in
that year. London, in the scen-
ario, 1s not the fair (?) city we all
know today but in fact a massive
computing complex dedicated
to running the entire country.
Everybody is free from partici-
ting in menial tasks as robots
aw%oan designed to do all the
dirty work. Everything is tickety-
boo until some naughty hackers
go and play around with the
system,

Now the sup ly benevo-
lent computer is turning into a
digital dictator, using the robots
it designed for peaceful pur-
poses to impose its reign of
terror. Your task is to locate all
the pieces of a Switching Code
and insert them into the com-
puter in the correct places. Ten
of these are scattered around
the complex. You have an elec-
tronic companion called Poddy
to help you achieve your quest.

The game uses icons for con-
trol. These are displayed at the
bottom right comer of the
screen. There isn't enough room
for all of these to be displayed at
once so selecting a particular
icon changes all ?noaa currently
shown. To the left of the icon
display area is a scrolling mess-
age screen used for both game

and help rnmaﬁes
Apart from a Help icon which

sands information to the mess-
age window when selectad,
icons allow the control of Poddy,
the carrying and use of misc-
ellaneous items collected during
the game, the ability to check the
current status of both man and
dog (or modify each within cert-
ain limits) and game options
such as joystick selection. Dou-
ble clicking an icon returns you
to direct control of your charact-
&r on the screan,
Graphics are somewhat akin
to those employed in such
es as lir Na Nog as they use
i-res single colour graphic
backgrounds upon which the
characters move about. The
main difference is that each
room is a different screen. The
characters may also walk into
the foreground so the screen
scrolls up and down to a degree.
As the characters may also
move behind objects on the
screen, any that are likely to
sariously re the view, dis-
a r at opportung moments.

ost of the other charactérs in
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the game tend to be mechanical
in nature. As these are con
trolled by the malfunctioning
computer, the most harmless
looking robots have a habit of
hampering you at every oppor-
tunity. ltems may be placed in
their way to stop them or if you
have the first aid kit, you can
often rectify any minor damage
they inflict. For effective control
of Poddy, he must remain within
the immediate vicinity and this
tends to slow you down someé-
what until you become accus-
tomed to controlling two charac-
ters. Also Poddy must be kept
fully powered. There are various
power points enabling this but if

neglect him, his usefulness
inavitably suffers. Likewise, the
main character must be kept fit
50 it becomes necessary 1o keap
an aye open for food.

The game begins in the cen-
tral location are the Code
ROMs have to be placed. To
ensura that they are being coll-
ected in the right order, when
one is found it should be drop-
ped in this room. If it appears in
the special calls it is correct. If it
falls to the floor, it has been
returned too soon. It doesn't
take long for things to get
complicated.

® ” This game resembles Cuch-
ulainn’s adventure sagas in only
the most respects. It
has some original ideas
and an interesting to

y. Although it takes a
while to used to the idea of
deal two characters and
a of ial function
icons, once this familia is
acquired, it becomes to

® “ Oh dear! I'm the sole h

for humanity — well the UK
anyway— inthis game. DD have
made a good job of the icons
and the animation and scrollj
are both very smooth, The Ia‘:’g
of sound made a big impression
on me, though why, I'm not
sure, | don’t think this one holds
any major surprises, but it is
better than the standard, run of
the mill game. | think Graham
Stafford could have done better,
because the storyline has a lot of
potential. It's the first Design
Design game | haven't been mad
on. The graphics, despite being
smooth, don’t seem to have
anything over those of On the
Run. You'll have to pull your
socks up Design Design — |
wouwldn’t want my favourite soft-
ware house getting a bad name

® “ | first saw 211240 screens a
few months ago from a very shy
and retin Graham Stafford
and couldn’t wait for the finish-
ed wversion with a robotised
Poddy. the first thing that struck
me was the way the screen was

With your faithful rabo-friend Poddy you stroll through the
cityscape in 2 112AD, a game from Graham Stafford of

Dasign Design

:
2
*
¥

s&t up — a sort of cross between
Filmation | and Il, which creates
a tremendous effect with smo-
oth movements and detailed
animated characters. Every-
thing, except moving, is done
via icons which are large, de-
tailed and easily recognisable.
All the things you can pick up
could come in useful, and my
roblem was deciding what to
aep and what to give to Poddy.
(Don’t forget, if you give him too
miuch to carry, he slows down).
Lots of pretty graphics and great
games with little sound seems
to sum up Design Design — and
it works most times, One of my
favourite games to date.”

Control keys: selectable layouts

Joystick: Kempston, Sinclair,

Rk St ple -
¥ vary responsive

Use of colour: limited on screen

but effective on icons

Graphics: very good resolution

and animation

Sound: nona

Skill levels: 1

General rating: good animated

adventura.

Use of computer  89%
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MICRO GAMES ACTION Binder s Of f er

Our fal binder doesnt jus! look
impressive with its silver blocked
CRASH logo and dark blue finish
it's also strong enough 1o hold a
years supply of CRASH away
Build yourself the most comprehensive manual on Spectrum from your friends! And it's only
software ever seen! Save your issues of CRASH month by month, £4.50 including postage and VAT!
and turn them into the hard cover with the fattening soft centre!

' Be a Superior Alien with your very own
CRASH T-shirt and sweatshirt!

Please send me . .CRASH T-shirts Name;..
@ E450SOMOLD  Address:

weWoatshirt @ £8.95 80 MO LD

sl £4.50 |enclose Cheque/PO payable o CRASHMICROE .
{oversaas orders please add 40p). Pleass allow I8 daye for delivery

LCHASH MICRO, Freepost, Ludiow, Shropshire SY8 1BR
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TURBO ESPRIT (3D Simulation Car Chasa)
Spectrum 48k £8.95
Commaodore 64 B 9%
Amstrad 464 /6128 £895

¥ou are a special agent equipped with a Lotus Turbo Esprit, An intem-
anonal ring of drug smugglers are aboul 10 make a huge delivery of
herain, and must be stopped a1 all costs. The drugs are stoved at a
rumber of houses in the city, and will b Laken by cars to an armoured
van which will ba crusing around the centre. A raid on the van belore
complation of the delivery would leave some of the diugs in carculation.
Similarly a raid on any of the houses would alert them Lo your squad’s
activines, You must therelome try and pick-ofl the cars one by one
betore they make thei drop. and then try to stop the van before it
escapes. The delivery cars will be backed -up by "hit’ squads - so watch
owt!

{ Developed with the support of Lotus Cars Lid)

; ‘ COMBAT LYNX (Air-to-ground Battle Simulation)

Spactrum 48k (896
Commodore64 {895
Amsrrad 464,/6128 (895
BBC/Electon £8 95

*Combat Lynx is both simulation and shoot-em-up games in ong. The
effect created by using contour ine graphics tends 1o give it &
technical feel, 50 more ke a simulation, but on the other hand there
shooting at you which gives the game its instant playabiiity appeal
get the hang of coping with evarything, it's possible 1o play &
mmemmmemmd
planning. For people who enjoy strategy type games, Combat Lynx should
hours of fun, while for those who preler something instant and
- choose skill level 4 and hang onto your hats! Generally the graphics
e most impressive, with a few atinbute problems when obsects are
sbout 1o become hidden, bul these are menor n what s otherwise an
engaging and challenging game *
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CRITICAL MASS (Arcada)
(8 !'5

mﬂmmza :3'95

- An putlying system of the Terra Federation has set up an advanced
ann-matter conversion plant on a centrally positioned asteroid to
supply thi local colonists with energy, A surprise attack by alien forces
has successtully overcoma the asieroid s defences and the aliens are
now threatening 1o self-destruct the power plant unless the colonists
offer an unconditional surrender. The sell- destruction process would
effecively turn the power plant inlo a massive black hole that would
wipe out the entire planetary system along with 8 number of nearby
. ‘stars Unconditional surrender offers an equally homific prospect. Your
. mussion s 1o infiltrate the enemy position and disable the anti-matter
plant before the ahens achieve CRITICAL MASS,

| "Thissthebie! . The graphics and playatwlity of this game are superb,
' nﬁmumnwﬂnﬂam

SABOTEUR (Martial Arts Arcade Adventure)
Spectrum 48k £8.95
Amstrad 464 /6128 [B95
Commodore 64 £8 o5

You are a highly skilled mercenary traingd in the martial ans. You are
employed 1o infiltrate a central security building which isdisguised as a
warghouse. You must steal a disk that contains the names ol all the
rebel leaders before its information is sent 1o the outlying security
stations. You are working the clock both in getting 10 the disk.
and in making your escape. You must enter tha bui from the sea by
nmmmy.mmmmh-mmmwt halicopter on
theroof. You will have 1o find your way around the warehouse. making
use of the guards' own weapon supplies in your struggle through
overwhelming odds.

“Saboteur is without a doubt one of the best arcade gameas | ve seen o

a long time and a welcome departure from the plethora of
heenced, mmmmrmﬂduuwmmcmrmhrhaw
Recommended,”
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DURELL salesdept.,
Castle Lodge, Castle Green, Taunton, Somerset, TA1 4AB, England
Telephone (0823) 54489 & 54029

software getting harder . . ..
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& who has known me for a long time knows only

too well, | am one of the world’s most uncomplaining people, Aﬂll' el NST: n_hwm"““‘mi"“ mh&m
but even | have to say that I've been having a trying time of it | hacaise a new loader must be MMI"'IM"'HH
lately. It's the snow you see, it makes cycling down the hill | written in machine code so that
into work such a chore, and going home is even worse. Also, | the code can be accessed. As O Ye of little faith! There you go,
it didn't escape my eagle eye that a certain Playing Tips | youarenot to cheat n, letter of the month—
person had moved my desk further away from the gas mmﬂ' aying a game it fucky!
mantie so he could keep warmer in the office. So it is with iti:u:nnmrmnmmh-“in mﬂ%’"m
sh'rvurri:g fingers that | open this month’s mail to find attacks |y play a gamewith infinitelives.  to praise. Are you trying fo
on for going downhill, uphill, sideways and every | However when a hacker breaks m»ﬁ"'mw
which way in fact. Quite an interesting bunch! it's gettingto | intoa he (or she) does  new devices like Lenslok has
that interesting point where for every letter complaining | itfor re. t must be now made turboloaders
about something or other, there's another answering the to o] S W 7‘5’
complaint. | think I'll go into retirement and let you lot get on say that tu ' have mm on the
with it (perhaps Robin Candy will take over — he's good at | restricted your giving mm mastly concentrated on the
sorting mail, that’s what he was initially hired to do). | because umm have g protection angle and how in
Anyway, enough of this maundering and onto this month's | them out in the sama issue as their greed to slow down piracy,
megaletta . . . the reviews and have recaived software houses were losing
| them befare the review. custom because of the
So now is the time to speak recalcitrant | Mangram's
LONG TIME you have had so many problems  out in favour of turboloaders Long Word r
with loading which mmmu mhm'hvm‘-!qnﬂu
PASSING. .. are turbol How many Wrﬁ and F of mwmmm
letters do you mﬂﬁm . Please this letter i you say, IALOAD on the 6415
Dear Lloyfd turboloaders? not only so that readers can Wmﬂ taken for granted
Asargh! (echoing down a many as most people do not write in, preferably in favourof  because of its advantages to the
bottomless pit). has write to say how good : turboloaders — must get games player.
happened 1o those good old, something is, buthowbaditis.  them (I've sent ). L know However, this is a forum for
Wl and hated Also praising a good ideaisnot  that some com use poor CRASH readprs — every
OADERS? Whereare  controversial is it? | have hadno  loaders but if OCK word is my column, and | think
they now? WHY have they {zero, nothing, o, zilch) became the industry standard ﬂ'sdm%nmﬁvnfwum
g’hlppmod? il tell f:é' TdL: mhhmi:: turboloaders. 3 Eu Nﬂ?ﬁLﬂlEli: on mng: blame me . for s
s because you printed e There is an argumant both then disappearance good
streams of letters condemning and against turboloaders. would be great. ' turboloader! You should thank
{put that one in your dictionary  FOR: — The average loading It'sh ‘ryunllwv.uthitu your lucky stars that I'm as nice
of minisculewords, goodeh?)—  time is almost hatved, surely a E&ﬁ letter, that it will be as | am — the games of your
condemning turboloaders. thing [less waiting mare ,butyoursin favourof not  choice are on their way .
Honestly now, admit whether ume playing). wailing a time for Libring back the dinosaursiM
GE T7T I'HG on ||;|.err'ﬂ|a?_L of a similar tl::ema " Buééhantsl to my Mirage if software houses with mmﬂa;‘
then we the buying public and icrodriver | can put the ideas got together then as in the
mmsﬂ the software hnusgs concerned | LensLok in the bucket — | case o Camr Lynx and
would benefit. transferred it immediately via Tomahawk then we would have
Tormahawk — graphic rubbish | Mirage Microdriver to cartridge something worth £9.95, a lot of
Dear Sir, except for the controls plus money for a kid delivering

Subject Tomahawk.
After purchasing this game |
have come to one conclusion —
itwould be a great benefit for the
bn,:yin?)epubhc if graphic technics
could be copied from other
?n:pgrams., in this case
omahawk and Cormnbat Lynx,
then Tomahawk would have
been a mega smash; Lorries;
tanks etc were detailed in
Combat Lynx plus rolling hills.
It is in my opinion that if the
Software houses got together

T.A.D.S. A nice touch but having
to sort out targets from a series
of dots is frustrating. As | stated
if Durell and Digital Integration
had got together on this one |
think we would have had a mega
Hit CRASH Smash. And that's
something the buying public
would welcome especially atthe
price of £9.95.

A% for the LansLok, it took me
35 minutes, 5 reloads, 80% eye
strain and B0% guess work o
start the game.

and pmmt)lly gave the game
plus Lens
nephew.

Yes ‘nephew’, for | am 50

ars old (Veteran) hooked on

pectrum Games and in my
opinion most reviews are done
in magazines by people who
don’t have to spend hard earned
money to purchase games. It'sa
different story when you weigh
the cost of the article or game
against the amount of
enjoymeant one gets from
playing same — as | have stated,

ok to my young

papers to afford same in my
opinion.

Please print and oblige.
J Reekie, Oakley, Fife
| think you're asking something
akin to Russia and the USA
getting together on the space
race unfortunately. Besides,
different software houses have
different ideas of what they want
to achieve, not to mention the
complexities of splitting the
f;qrj its afterwards/
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BLACKMAIL

Dear Lloyd,

| will keep your identity a secret
s0 don't worry, all you have to
do is send Robin of the Wood o
this secret address and your
identity will be a secret

Anon, xxxxx, Cleveland

And I'll set Michae! Butler’s
hedgehogs on to you. Still, for
vour efforts I'm sending you a
copy of Robin of the Candy to
vou, anon. When you get it just
poke it 8 few times and feed it
almost raw steak (no veg
though, and never, ever feed it
after midnight — it's not too
keen on water either)

Lm

the market, o
won't publish

SELS 1 Nt 1or 1
Michael Butler, Thorpe St
Andrew, Norwich, Norfolk

DOORSTOP
HODGES

Dear Lioyd

You've gotto help me. At schoaol
I'm being constantly hassled by
my computer studies teacher
alias Mr (I think spectrums are
doorstops) Hodgres.

He is constantly taking the
michael out of the Spectrum in
lessons. So what? you might
think, but in our class | am the
only Spectrum owner and the
rest are commie 64 owners and
acorn electron owners (don't
laugh). Once Mr (I hate
Spectrums) Hodges has started,
| get the micky taken all through
the lesson.

So please Mr Mangram could
you print the following message

Lotz of Bug Boxers reckon Derek has his histoncal parods mixed
up, but | thought this snappy cartoon strip from MARK BEAUMONT

|ska ‘Bomber’) or Worsley, Manchester, summed up the problem

guite micely!

inyour mag as a last plea to save

'r'rmsani ]
ES PLEASE STOP

Glynn Hudson, Norwich,
Norfolk

PS Please stop taking the Micky
out of Robin Candy as | know
how he feels.

There you go, Glynn. Mr
Hodges, get some education in
and stop slagging off poor,
harmiless machines, or I'll set
Michael Butler's hedgehogs
onto you.

You can't possibly know how
Robin feels — he has no feelings
o feel with. If you don't believe
me— ask him!

LM
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HELP NEEDED

Dear Dr Lloyd,

You have got to help ma. | am
suffering a terrible and
Enta! disease called

rashla ia (loss and/or lack
of Cﬂﬁ&:“ffn my case it's both,
Let me tell you the situation:

A few weeks back my mate
borrowed 18 editions of CRASH
from me. (Numbers 110 18)
When | asked for them back all
he kept saying was 'I'll get them
tomorrow . He said this for ages,
S0 One | went to his house
and asked for them. (Now ha
had to find them with me
ﬁﬁdm«g on his doorstep didn’t

‘Come in,’ he said, so | did. He
searched and searched for
hours. | had practically given up
hope when he said to his Mum,
‘Have you seen the CRASH
Magazines, Mum.' She thought
for a minute and said, Yes, |
knowwhere they are.’ My face lit
up with Ijov ‘| THREW THEM
AWAYIT

THEM 4 terrible words echoad
in my head and wouldn't stop. |
fell to the floor and nearly had a
heart attack on the spot. My
mate saarched the bins, but no
sign of CRASH was to be found.

ow 2 weeks later, them 4
rmfds are s:.:ll acl]uinghrm
osing weight, going a funn
colou r.luﬂt?;t*:ll 3::3 tiﬂ'linrhi: ﬁrn
ng. Is a cure for the
ggum I've got. if there is, there
is only ane person in the world
who know it and that's you, so
please Dr Lioyd could you find a
cure for me?
Lee Maker, London N7

My professional advice is [0 ask
Carol nicaly for a set of the lost
issues (should cost around £16,
plus National FHealth
Prescription charges] — ah, but
wait! Quite a few of the issues
are now out of stock. Oh dear.
There's no cure I'm afraid, let’s
Just hope the condition isn’t
rerminal, man (groan). Sorry,
Lee, | should bash your friend’s
mum up— at feast it might make
you feel better. (Oh gosh, there |

again, nextwe'll be gotting
fr?fa mum letters along the lines
of causing teenagers (o stray
from #a:grmr‘ghr and narrow),
L{l love mums reaily)M

UT PEREK,WE'RE ONLY

— |

——




anyway

CALUMWATT (nice namae), sent in this salection of very well deawn
bugs making hay while the sun shines

or something likia that

OVERHYPED

Dear Lioyd,

I have been computi m&“ along
time since the time

could find a new POKE mw
maonth in Your Cornputer, save
up to buy Artic's Galaxions or
Illttrwrfrbnd round for a game

A h the wall.'

In the when ‘sanding off
for agame’ meant receiving a
printout of 1024 hex digits to
type in, who could imagine that,
one dla.r four or five years later,
the software industry would be
as it is today?

— back to the point.
Reading another magazine
yesterday | gathered that Gallup,
the compilers of many ‘top 30
charts Imra decided to split the
chart into ‘mainstream’ (ie
wmﬂ good programs)
‘budget’ (ie rubbish under
ndiwhnm ple only
huv se the titles are
cheap). Well — 3 years
unless a game was AEAL ¥
special, no— absolutely NO—
muld wug“ mare than
Why have prices gone
up? Faup!a buy more software
now — so the price should have
gone down.

The answer to the question is
— hype. Ocean took NINE 5
in February's CRASH —

GOLD — part of the snnw
empire— took FIVE and Imagine
— also owned by Ocean — took
m‘l‘l-iﬂEE It is not only DG&!I n, but
area example,
advertise m for £7.
or £6.95 thousands on
glossy adverts. | don't know how
much a full-colour &in
EHASHh costs, but | thatitis
How can small companies,

mmmh?mu such
as Spellbound are worth ten
mmfumhl. The only

companies who have the rightto
sell expensive software are
those wham you Imuw mil give

Fumm ﬁo:"ld“ or Ultjmm
not ightshade).
J Marsh, B-lﬂogrhr Essex
Hmmm — Galaxions /s going
back a bit, but I'm sure
Hobhbit (£14.95) and Valhalla
{similar) are around the same
time. True, most never
cost more than hwhm that
as say, a ars ago

?hnd Inﬂm:t?l!]n does hit ﬁ:u

1l rammears have
DTS TR CHVerer, games
uika todevelop, 'ma ideas

wrmhm they mtivrrl;‘E
pefhlpﬂ. and programmers are
ais’ in the sense
really earn a living that
m don’t just churn out
a bit of spare
cash. Qunn obviously, all this
costs more. On the balance side,
there are now somea axcellent

at prices that
wuu?mhlw b-aon unthmlmb#v
cheap 0. Your

raphrasing u! Gallup's chart
ght muﬂhum is a bit unfair |
think. Comments on this from
anyone else?
to the big companies’
adwvertising policies, there's not
alot | can say. Of course some
smaller ones are going to
mm games as good as and
r than Ocean — that's only
to be hoped. But we live in a
commarcial world and
advertising is essential. It isn't as
though Dcnn or US Gold take
the numbers of you quota
for ONE game, and I'm sure they
end up paying the same page
rice as anyone else. The point
is that betwesen thermn they put
out a lot of games, hence a lot of
ads.
Lm

= AUTOMATA U.K.—

The mansSoﬂuareHouse
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“PROGRAM DF Tl 1|-'| Fal A
f‘ twie=-Tanilany sSynchrpnieed |
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Bt .\-q-p T O

S el L] ] il wal Delew, 1 ok &
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Walkers

COMPUTER SERVICE
AND REPAIRS
Telephone [021) 643 544

SINCLAIR
REPAIRS
BY THE
SPECIALIST

Walkers will repair your computer at a realistic
price.

You send a cheque not to Exceed £30.00; your
computer will be repaired and
returmned the same day or send for a free
quotation.

Most repairs will be in the range £15.00—£30.00
subject to machine.

For information
Telephone — 021-643-5474

or simply send your computer together with the
coupon below

L 8 B B 2 0 B B B B N 0 0 0 0 §B |
Thomas Walker & Son Ltd, 58 Oxford Street, Birmingham BS SNX §

PLEASE TICK |
OCHEQUEENCLOSED O FREEQUOTE O ACCESSCARD
NAME

ADDRESS

Access No: DOO0O000000000000
TELEPHONE NO:

R B B 2 i 0 8 2 0 B B B B B B0 0 ||
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now, seem 1o be Bus,
‘Melbourne House and Elite

CLEAN UP TIME

Dear Lioyd Mangram,

| am writing on behalf of the
computer pacifists to tell you
our causea, and to warn you!

Our group consists of twelve
members (sadly all boys); all
owning different computers.
Our objective is: No rivalry
baetween computer owners. No
violent, blow-em-up computer
games. No violent evil, sadistic
computer m:g?.. No games that
Invoive pﬂl.l ] your
computer to death eg O7D. No
computer games, with an out-
right winner, to cause hardship
Mo gore or sex in mags and
games. No hi-score charts in
mags to cause jealousy. No ugly
Eicﬂums in mags eg Derek

rewster and Robin Candy. No
ugly bugs and your letter pages.

Al this moment, you, who ans
raading think we are soft wallies.
MNot if you look into the depth of
Our coursa.

Qur members are:

Gregory Eyone - ZX 81 User.
Martin Biddle - Commodore
User.

Sean Blair - Spectrum User,
Dom Clarke - Commodore User.
Liam Winer - Spectrum User.
Brian Armstrong - Spectrum
User.

HALL OF SLIME. Then this
maonth | opened your Christmas
CRASH, guess what confronted
ma, Frm'az fthe bloody)
Thirteenth). Also somewhere in
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guur pages, there was a pormo
teve ‘perverted’ Turner with
his smug look and he was
readingilayfmr, So CRASH
better start cleaning their act or
you will lose your readers; and |
am sure plenty others

Eyone, Portsmouth
PS | know this will not be
published because its a very
condemning letter.

Go on then, clean up the world
of cormputer games, sounds like
your course ends in something
reaa’f): sludgy to me, & load of
sloshy bytes with no bite in
themn. Toothless games without
good clean fun in them. I'm
saddened to think you've been
taken in by the wimps party.
Stilt, &rﬂa another dose of
CRASH will solve the problem|
Look what the world of
computer garmes has given us—
once upon a ime teachers used
to say & very different activity
made you go blind — now,
according to latest research,

it's looking at a VDU ail day.

At CRASH, we're working for a
cleaner, better world biah, blah,
blah...

LM

THE PRICE IS
RIGHT

T

Jon Rose, Bognor Regis, W

Sorry | didn't get round to your letter, NELSON SANDWICH, from

Merseyside. but the drawing at the bottam caught my eye!

GETTING
CHEAPER

Dear CRASH,

| am writing to you concerning
the price of your magazine. Ah..
.Ah, before you throw me away |
must add that | am also writing
to praise the fact that CRASH has
actually fallen in price over tha
last year or s0. Remarkable eh?
What is more, | will prove my
theory.

In the July issue of 1984 there
was a total of 110 pages for 76p.
This works out at exactly
0.6818181p per page. OK? The
December issue 1985 however,
contained 170 pages for a price
of 95p. This works out at — wait
for it — 0.588235p per page.

MNow, if we multi LY the price
per page of the JUE issue by
the number of pages in the
DECEMBER 1985 issue the
number should equal less than
95p if CRASH has risen in price;
over the last year. Shock, horror
it doesn't! In fact the price that
you end up with after this series
of cormnplicated mathmeatical
calculations is £1.16 — proving
that CRASH has fallen in prica by
21p over the last year. Oh by the
way — in case you aven think
about raising the price of my
most favounte magazine
| remember that the paper in the
JULY 1984 issua is almost twice
as thick as the paper in the
DECEMBER issue of 1985,

Yours mathmetically,

Steven Marshall, Truro,
Cormwall

| did get Elementary and
Additional Maths O Level, but
that was only because was ill in
bed suffering withmumps at the
time and the adjudicators made
allowances for my sad
condition, so I'll take your word
for it. Steven/

LM

QUARK QUARK

James Brooks, Harrogate, N
Yorkshire

—_—
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LENSLOKED OUT

Dear Sir,
As a new reader to your ma
there are some points | would
like to put over to you. | enjoy a

reat deal reading the letters in
the Forum, but certainly do not
enjoy reading such rubbish
about who is better than what
other mags are saying. Rubbish
such as this, not my letier,
should be put where it belongs
The Fﬂﬁumjis a platform for
people to speak, not a tailet 1o
deposit things in.

ow that that's out of the way

Iwould like to talk about an
article by Simon Goodwin in the
Xmas Special.

| can sympathise with
computer software -i:rlom panies
o ihat e Soassite Darod SomDaty oo tha Mot , wanting to protect thair games,
that A ”r ,-1-t ol r,-.l, &t but, where ﬂ Lenslok gu?ng to
take us? Are we going to have a
different lens for each game? As
Simon has said it can be difficult
to make out some of the letters
and it does NOT work too well
on a 26" screen. If you lose the
lens, as happenead to me, tha
game is lost, at least until you
F«Et another. When | lost the lens

promptly phoned Firebird and
explained to them the situation,
no problem they said, send us
the whole package and we'll
sand you a new one. Rather
drastic | thought and they said,
we need I|_::ﬂ.‘.|-|:ni of purchase and
we can’t have you having two
lenses.

The article also inferred that
companies’ best ideas never
made their way into code
because they would cost more
to develop than could be
recouped from sales. He wrote:
'Effective software protection, at
a low cost, ought to bring down
the price of top software.” | think

1 A THE REAL SPRETICOS Y
READ ALL ABOUT 1Tl
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of it? Not a lot. Why should the The iy Ly (A LE:'f'j E:m“":..
 Arecent editionpameda & ‘u-\.b (90 moed chat?) G2 A
fetter aboutchildsh fetters inthe Al Rk Candy st (L~ S [ o] [
mmmmﬁ L pokt Chat Laele - AN
WHMMM‘ s I i3 puts :
are useful and there’s no need to Bl | Decys esan |
go on about him. Keep it more M EW sarnl mentassd
adult : o Pasl Begs came

Of course, my final grouse is g s
about the price of the
special. A pound more for a few

a
and afew the v

S et s
have too many morel. | we %fﬂl | gt
rmb_ﬂlm“n - i

aﬂ'ﬂ“m.nmm
backside, stopped and

it would have the other effect,
the price would go up eg Elite
costs £14.95. Enough said.
Owverall | rate Lenslok fair and
certainly don't tumn a blind eyeto
it, but don't let it be the be all and
end all
Lastly if anyone is interested
I've reached the status of ELITE
and have B70 000 Cr, playing
time 5 (constant) weeks
H Wilding, Dreghom, lrvin

It seems to me that an
awareness of what other
COmputer Magazines are saying
and commenting on it is fair
enough. The quality of the
comment may be another
matter, however, Lenslok is
probably another fad” of this
industry's understandable
obsassion with prevention of
piracy. Perhaps it hasn't worked
out too well for lots of people
and that isn't good for Firebird's
image or sales — something
only they can properfy know. |
centainly understand them
wanting the entire package back
before giving you another, they
have probably had hundreds, if
not thousands, of calls asking
for replacernent lenses, most of
them not bona fide at ali! There
is a slight misconception in your
pricing argument for Elite,
Although Lensiok has
undoubtedly added something
to the price, the real cost of the
game has come from the high
royalties paid to the
programmers in the first place,
plus the Spectrurn varsion
development costs. Historically
?pﬂakmg it is far from being the
irst garme &t this sort of tag, and
arguably offers as much,
possibly more, entertainment
than, say, The Hobbit or Valhalla
aid in their day.
M

£12 worth ol software go to WILLIAM THOMPSON from Southport
Lancs, lor one ol his bao erammed strips on life at CRASH Towers
It serendipity (look it up) doesn't intercede between now and then
I'N try and prnt the other strip by Wiliam as wall
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THIS CHAP'S A
WALLY

1) .-'r:-.l' el
Stephen Squires, Torquay, S
Devon

Olly Octopus’ has for his creator none other than the Spectrun
s STEVE CROW (Wiza L

|r|||]r|.'| T - k )
the Forum heading here — is there no end to the man's genius

he past year has been very good for Palace
Software ~ our game Cauldron has been a major
hit right round the world - and we now have a
heavy schedule of exciting new projects that we are
working on.

We are now looking for at least two new
programmers to join our small, friendly team, at our
Central London offices.

We are particularly looking for people who are
able to work in Z80 machine code in order to write for I
the Spectrum or Amstrad. We are interested in talking
to people with all levels of experience. It doesn’t
matter whether you have only just left school, or
whether you have been writing games for years - we
want to speak to you - provided that you have
mastered the basics of machine code.

These are full-time positions with a salary based
on previous experience. In addition a royalty is paid on

sales of games.
Write or phone Pete Stone and tell him about
yourself.
o, e 275 PENTONVILLE ROAD, LONDON N1 9NL. TELEPHONE 01-278 0751.
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There’s never been a better reason ¢
forlooking forward toWinter!

WINIER GAMILS

"”'f‘._ DORE 64/128
CASSETTE£9.95
fnlsxsu.qs

-"‘* NOW FOR

AHS“IAII
TOO!

f now it's on to the Winter
Gamesl| And what an incredi-
ble zetting — a completely realistic
winter wonderland featuring six
action-packed events. You can com-

pete against your friends or the computer,

First choose the country you want 1o

Then it's practice, training and

uurninql winning strateqy for each event.
Now the Opening cumamﬂwmmﬁ
tion begim. Wil you be the one who takes the
gold at the Awards Ceremony?

The quest for the gold continues... And It's all
here — the strateqy, the chalienge, the competition,
the art and pageantry of Winter Games|
F Six Winter Events: Bobsled, Ski Jump, Figure

m&-—sm Skating,. Hot Dog Aerials and

'WMNMHMMH

P Unique Joystick Control — Requires Timing and Skill




NO, NOT
DOWNHILL

Dear Lioyd

| have written about three letters
addressed to CRASH before but
for some reason, they didn't get
posted | am a dedicated reader
of CRASH, and have been so
since issue six, | am writing this
letter to tell you how much |
enjoy reading CRASH. CRASH is
an absolutely hypier mega-brill
magazine; but your Christmas
Special was even more so. Well
worth £1.95.

Now onto the subject of this
mysterious decline in the Forum
Eﬂgm pointed outinT

chanan's star letter issue 24;
12 pages of Forum/! (3 of actual
letters mind you); 3 pages of
letters is still much much more
than you find in most
magazines. |don’t agree that the
cartoons drawn by readers
should be removed. f Mr
Buchanan believes that these
cartoons are a waste of space,
then surely he should think that
a picture of signior Mangram
would be just as much of a waste
of space (no offence intended, O
Mustrious Lioyd.)

Many of thase cartoons are
amusing, and if Herr Buchanan
doesn’t think so, to quolte our
Maths teachear, You must have a
weird sensa of humour, boy!’
Surely Mr Buchanan doesn't
think that Paul Mallinson's
axcellent comic strips are
foolish and immature.” And do |
datect a hint of jealousy in
T}a aq{raph 3 of Mr Buchanon's

tter! 'drawn by a load of
infants who think they are really
amazing guys who know
everybody on the CRASH team
.. pretending to be on familiar
tarms.’

NOT SO, Buchanan-San.
(Jappo).

99.9% of letters printed in
CRASH (those figures are just an
estimate, mind you. | could be
about 0.5 out) are axcellant.
There is a fair share of serious
letters and light-hearted letters.
In some unmentionable rags
you find about haif a page (not 3
pages as in CRASH) of absolute
drivel such as, 'l have found a
bugm...' oreven, 'l am writing
totell you that my copy of . . . will
na_hl‘uad.' : a

ink yoursalf lu r
But:hnna?r‘: Why shmd the rich
get richer? However, | do agree
with Mr Buchanan on the
subject of the Kmlghr Lore/Alien
8 letters (sounds like something
from the Fourth Protocol).

Now Lioyd why did your mag
print a picture of G.C.
Strongman on the Saboteur
review? And do you print
CRASH in capital letters on
egvery letter sent in by readers, or
do they do it? Never mind, I'll
soon find out!

Neil A Kendall, Halifax, W
Yorkshire

Thanks for the general
sentiments, Neil. | agree, |
thought the Buchanan letter was
well over the top really, but | feel
I shouldn’t say too much at the
time, being such a nice guy
really. Were | RC, I might have
said much more, which is why
he's only 15 and I'm
Actually, | must admit that it's
me who puts crash inas CRASH,
although the habit is catching of
course, and lots of letters come
in that way. Mr Capes and Mr
Saboteur gota bit muddled up in
Art"— purzzling when you think
how unalike were the pictures.
Still, these things do happen
ﬂc‘cas.-unaﬁr and as my mum
says, if you're going to fall A
over T, make it a double
somersault.
Lm

UNBELIEVABLE!

INTERFALCE III

THE IMPOSSIBLE HAL BEEN DOMNE

L e O fentesths o peTefeva wall [ amder every program evallsisle o0 oo e oorer Yes
Ty O T DFeer 0 OF NOL A L0 Sl DD B 1Tl oF ST B Oud [e0T L e} b e i h
o Lsalie of ol el weers] 5 BAUC prog s cme traraler really sl [9 000 AT B AP
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Junt b0k w0 theens festuren . .

WO BT F VLl e @ el b0 e @
[ mirftewr arw o s o ive Lariricge ).

B Trasabers af) progr ami o aliabis an
Lt

ey, very. sary im e | If Clhve can
o M wew T Barw O La, |

@ Manen s snapshat of sy stage ol &
proags & | Laved 81§ ETEen |
ln‘l'fm:-nhmn.q_

0 Prongr e wi ] relOAD indsperabent by

ol than “Irimrfsoe .

BF PO MAVE A MICRODEIVE YOU MUST HAVE INTERF ALE W

ONLY £39.95 inc. PAP
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A Filzh:inlunl:rn-_. Wrexham
Chwyd

VISCERAL SHOCK
HORROR

Dear Lloyd,
I'm disgusted. After the recent
complaints about the
magazine's covers, what do you
do & cover of issue 25 was
covered with a multitude of
internal organs. I'm a very
impressionable twenty-year old,
and | was horrified to see such a
sight as presented when my
n'laga:rna landed on my door
mal I'm considering writing to
rﬁ Whitehouse to sea what
as to say on the matter.
So come on pull your
socks up. Just leave the cover
Blank except for the logo and
price to keep us feable minded
ple safe from our own
inations.
ust go now and watch
zombie murders in 3078 AD
Simon Lavinter, S5t Peter Port,
Guemsey

The hearts were all properly
stuffed and baked, Simon, so
there was no risk of sa.fmaneﬂa
poisoning from handlin

cover, not that | expect

would impress the Town Mm:se
(in-joke reference a la Design
Design— check Pink Floyd's
Animals album),

SPECTRUM
IN MANCHESTER

ONE OF THE BIGGEST
RANGES OF SOFTWARE

IN AND AROUND

MANCHESTER
.PLUS..PLUS..PLU

JOYSTICKS, INTERFACES, LIGHT PENS,
SPEECH SYNTHESISERS,

MICRODRIVES, ETC. ETC. ETC...

LUS..PLUS..PLUS..PLUS..PLUS..PLUS..PLUS..PLU

A WIDE RANGE OF SOFTWARE FROM
WORD PROCESSORS TO GAMES
ALL GAMES AT BUDGET PRICES:

AT LEAST

NOW IS THE TIME TO CALL IN AT:

] IS=] I""""Ihl

2=

BUDGET
ml SOFTWARE

ARE CENTRE
ERE

51 FENNEL STREET
MANCHESTER M4 3DY

oR TEL: 061-834 2808
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rmicles, and
8 pages of
5. It all started in

OH WOE IS ME

Dear Lioyd,
Am | the unluckiest Spactrum,
owner in the world? Does
anyone else have all these
things wrong with their
computer?
(1) My keyboard is falling apart
When | try typing a full stop, 7
tmesoutof 10l getanm. 8
times out of 10 an n instead of a
comma, and an incredible 8
times out of 10 a b instead of an
asterisk. Oh for a Spactrum Plus
(2) My printer refuses to work
and covers my desk in burnt
carbon.
{3) My Slomo crashes the games
it is most usaful for.
(4) My lightpen is incapable of
drawing a straight line (or
curved line for that matter).
(5) My new joystick requires at
least 10 tons of force to make it
respond.
(8) | have had a new TV screen.
MNow rmy lightpen doasn’t work
at all, and as for Lenslok —
(7) My tape recorder insists on
changing speed towards the end
of loading a long program.
(8) Three of my tapes have just

54 CRASH March 1986

are bad

fer what Mr
d has to t this, and if
: true, that ( SH is resorting
e2ar taclics 1o -E].1I|I readers
Alistair Blakey, Durbanwville,
Cape Town, S Africa

mysteriously disappeared
(9) Half of my ?ames have kindly

been wiped off their tapes for
me by someone who shall
remain anonymous.

{10} My Currah Speech has a
speech defect.

Soyou see Lloyd, help is
urgently required. Please send
the aspirins, pain-killers,
headache tablets and, if
possible, twenty pounds of any
software that works properly to:
J Morgan, Oswestry,
Shropshire

PS Do you have a phone, and if
s0, why aren't you in the
directory

So yvou think you're special,
huh? The above is a description
of a perfectly normal day at
CRASH Towers. And na, 'm not
on the phone— hateful things. |
detest the idea of a contraption
that allows anyone to intrude
when I'm at home. If I'm
required urgently in the office
they fust light a fire on the roof
and ,{ can s%e the smoke signals
from my hiflside cottage among
the trees. Those Redsking
weren 't fools y know.

A favourits Bug Box figure is poor o’ Rob the Candyman. JASDN

WILLBOURN trom Hinckley, Leicestershire thinks the POKES have

gone far encugh

DISGUSTING
COVERS!

Dear Lloyd,

Oh dearie me that picture of
Mikie was di ing, | mean |
could sae half of his bare arm
and the sexual overtones were

di us‘linq.
riously | don't see why
people are complaining sbout

ur December issue, after all
and guls are commaon

place on the television, on the
néws al six o' clock you could
see far worse, People who goon
about the violence and sexual
OVermones on your covers
shouldn't be living in the
eighties but in the victorian age.
After all, the same argument
about Tom and Jerry’ and
cartoons in general, has been
that they aretoo violent. Pretend
violence mind you,

If people don't like what they
saea then don’l buy it, | but | have
1o agree that December's cover
was a bit sick.
Mark

PSWh happened to Des
al's to QN
Design? We haven't heard
tham for quite a while.

I think that about sums up my
feelings on the maiter as well
aosibop g 5o it
things. a wve hea
they re develpping on the
Amstrad now and then
converting to the Spectrum —
fraitars.

Okay, that's enough. U've got to snow plough off up the hill and get
the broom out (now Mildred's been fired). Must remember to buy
some steak, Robin's coming for tea and he likes his blood fresh no

blood-streaked Ludlow, reeking with covers of dubious taste — see

you next month

MILDRED THE

CLEANING LADY

Dear Lloyd, |
You probably know me, I'm [
Mildred, your cleaning lady. The |
other year | was dusting the '
mantlepiece above the fire- |
Hace, minding my own |
siness as usual when | heard
you talking to yourself about
ruur ob. You said something

ike, “This is the life—" {feet upon
the desk) ‘“— Why don'tl create a
;}gers-:m to do another of my jobs

hen lwould gat my salary. Yes)
That would be like robbing
candy from a baby. Why don't |
call hirm Robin Candy!’ And with |
that you rushed out of the room.
Your secrets are out. I you don't
let me know, then | shall assume
that you admit it, and I'll
broadcast it all across the world
and that would be the end of
your jobs!

Yours cunningl
Mildred Wilding, 'Frmmdun.
Suffolk

Your fired, Mildred. I'll get
another cleaner. |




CRASH T-SHIRTS/SWEATSHIRTS/CAPS/
BINDERS OFFER
All guoted prices include VAT, post and packing (UK only).

Continental Europe and Overseas, please add £2 extra per
item ordered.

Please tick the appropriate box g‘l:;“ SD MD LD

Form in capitals please

! Please send me CRASH T-shirt(s) at £4.50 each.
[ Please send me CRASH Sweatshirt(s) at £8.95 each.
1 Please send me CRASH Cap(s) at £3.95 each.
"] Please send me CRASH Binder{s) at £4.50 each.
B 2 o i e e e e S A P A e T e h A A

Cheques or postal orders only, please.

‘COMPLETE CRASH OFFER’, PO BOX 10,
LUDLOW, SHROPSHIRE SY8 1DB
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It's Questionnaire time again folks! The
annual CRASH event in which we ask you
for your opinions on the magazine has
come round again. The answers you gave
us to the questions we asked in earlier
CRASHTIONNAIREs proved enormously
useful in keeping CRASH the way you like
it — if lots of people hadn't told us that
program listings were QUT, who knows

they might be cluttering up our pages
even now!

This year, apart from the usual mix of
questions about CRASH, we've asked
YOU a few more questions. If you don't
mind answering them, then your respon-
ses would be very helpful to us in gatting
to know you better. But if you'd rather
keep a few secrets, wa won't be offended|
It's vital that as many readers as poss-
ible return CRASHTIONNAIRE forms — if
you don’t want to lop the page out of your
copy of the magazine, a photocopy will do
fine, and written answers will be okay too,
so long as you copy out the format of the
guestions oo

As usual, we're going to put all the com-
pleted forms in a giant cardboard box and
this yvear we will draw out ten winners
First Prize winner will collect £60 of soft
ware of his or her choice, a8 jog suit, a

CRASH Sweatshirt, a CRASH hat and &

twealve month subscription o the mag
azine. A good £100 worth of goodies! Four
runners up will collect a twelve month
subscription, £12 worth of software and a
CRASH T Shirt and hat. Five more
CRASHTIONNAIRE-replying persons will
collect their very own T Shirt

You've got about a month to put your
thinking cap on (it could soon be replaced
by a CRASH Cap!): sharpen your biro and
fill in your answers. Send the form to
CRASH QUESTIONS, PO BOX 10,
LUDLOW, SHROPSHIRE, SY& 1DB to arr-
ive by 27th March at the very, very latest
We'll publish the results in the June issue,
with luck and a following wind

Thank youl

. POST CODE
T Shirt Size (S, Mor L)
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SECTION ONE: ABOUT CRASH

1) Since May last year, how many of the
last ten issues have you bought?

LESS THAN 3 O
3-5 0O
58 L
9-10 O
2) On average, how many other people
read your copy of CRASH? oo
3) if you get CRASH regularly,
how do you buy it?

(Tick one Box)

By subscription O
Reserved or delivered by newsagent [
Over the counter O
4) In order of preference, which other
computer titles you you buy?

Sinclair User O
Your Sinclair O
Popular Computing World O
ZX Computing 0
Computer and Video Games a
Computer Gamer Ll
Popular Computing Weekly O
Other (please specify below) O
5) Do you intend buying another com-
puter in the next six months?

(Y or N) O
6) Please give marks out of ten for each of
the following features in CRASH
Adventure trail

Advertisements

Arcade game reviews

Bug Box

Compatitions

CRASH Forum

Editorial pagels)

Frontline

General articles

Hall of Slime 0
Hardware articles 0o
Hotline charts oo
Lunar Jetman |0
Merely Mangram 00
News Input D0
Playing Tips 0o
Programmer/Company profiles 0o
Previews 0o
Signpost 00
Tech Niche 0
Tech Tips 00O

7] List any other features you'd like to see
in CRASH:

58 CRASH March 1986

8] Is the current rating system
Good

Average

Bad

(Tick one)

000

9) How often do you agree with the
ratings?

Always

Quite often

Occasionally

Never

(Tick one)

oooO

10) When you buy games, do you decide
what to buy after reading the review in
CRASH

Every time
CQuite often
Now and then
Mever

oooo

11) The CRASH reviews.

Please tick the boxes if you think things
are okay as they are, or write an M for
more, L for leas if you'd like changes

Detail
Mo of screen shots
Amount of reviewers opinion

Length

ooao

12) i it was up to you, how would you
improve the rating system?

SECTION TWO:

ABOUT YOU

A) Are you

Male L)
Female L
B) How old are you? 00

C) Are you following, or have you
followed any of these courses of study?

CSE

GCE O Level

GCE A Level

GCSE

Degree/Technical Certificate
School leaving certificate

oo0oooo

D) How much pocket money do you spend
aweek?

Up to £1
£1-£2
£2-F5
£5-£10
Owver £10
(Tick one)

ooooo

E] Other than home computing, what
hobbies/interests you you have?

Model making
Pop music

L]
O
Play by mail games O
Playing sports O

read? Please list titles:

;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;;

.......................................

.......................................

.......................................

G) How often do you listen to commercial
radio stations?

All the time
Regularly
Sometimes
Never

Ooooog

Please list the stations you listen to:

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

,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,

H) Which of the following do you drink
regularly?

Coca Cola
Pepsi Cola
7TUp
Quattro
55

Cariba
Other

misisinininin

I) Do you holiday abroad?

Rarely

Once a year
Twice & year
More often

ooao




winners E pRIZES

COO! —aren’t you
just a clever bunch
of competition
entrants. ..

Look at this lot

At last! We can let you have the resuits from the

Christmas

Special Competitions and the December

Issue. Yes, this Minion is well aware that a couple are
still missing — like the Alligata Match Fishing results.
We know who the winners are, and by the time you
read this, you'll know if you're a winner, ‘cos the prize

will have arrived. Except

for N PALMER of Old Kemp-

shott Lane, Basingstoke who will soon be going on a
one week’'s adventure holiday between now and the
end of May. The Fishing Kit on offer as Second Prize
was won by GAVIN WILDING, Fen Lodge, The Street,

Thorndon.

There's no room to say anything else — we're so

short of space. . . .

CRASH HACKER

all went, and differences were
ﬁnad throughout the land.

shortlist (fifty names ain't
short — ED) of winners who
each collect a copy of Activis-
ion's game, Hacker is as follows:

Stuprt Harrss Whitelands Ave W03 5SRO,
Caterine Way WAL2 BAG:

Sl
;
:
7
3
g
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MilLpr wnsn 1JU; Mrs 5 Churton
M‘I.r Jm“wrﬂt”lﬂ'lhlr
Orive AM11 3SA° Justin O'Brien East

g
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:
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Couirt SMZ LA J Bannatt Killi R
MNE1Z OBR; JM Sorensen The go Way
NE3 4LN: Rick Bechot CL U Kietenstr
HOLLAND, lan Muir Crofthead Drive NE23
6LG; JH Bevan Westerdale NEZB BUIB, Mr
M W Smith Rimswell Rd T518 7LJ; David

e
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SWEEVO's WORLD
WINNERS
November Issue

At long last, we reveal the
winner of the Ferguson colour
monitor offered Gargoyle
Games way back in the Novem-
ber issue. Trouble was, the
comp didn't appear on the Con-
tents page for that ish, so this
Minion kept missing it. You lot,
of course, didn't. E ially not
Richard Creak of Keswick
Gardens HUG BTB who won | The
rest of you pick up a copy of the

RUNNERS UP

o T R0 s B
Li} i L ar
Chapman Baldock Road SG8 3JX; Jeroen
Nijs Rode Kruislash 5 Holland; Paul English

Modwall Green 502 6JP; David ne
Dty

Dane Closes ST19 5HL: L Parker Toteridge
Road HP13 7LE: Tim Fisher Kings Road
GU13 90R: Gary Smillia Platt Avenus OLE
BAT; Brian Poole Greenbarn Way BLESTA;
A Auckland Boulby Drive TS13 4JN;

MELBOURNE
HOUSE CHRISSY
CAMEL CAPTION
COMP

Mr B Bird of Clarendon Place,
LS2 now wins the complete
works from Melbourne House
for his witty caption of thiny on
the camel. Other e collect
copies of Fighting Warrior and
they are known as the

RUNNERS UP
Roger Judd, Croxdale, NE10 ORR; N
Rivers, Roche Closs, SN3 8J0; Dil:mﬁ

Howard Rickards. Winatanley Road, WS
7XD; Martin Chiles, Sheiton Closs, W510
OTZ; Bill Kerssl, Caldarview Avenus, MLS
ATL: M Einon, Hunters Park, SATO BTP;
Grog Saunders, Ranelagh Roed, (P2 DAF;
Adarn Gill, Bambury Road, M24 108,

Aghmore, Eford Crescent, PLT 48L: Steven

§

Brambiey, T Dyiwe, NG 16 1BE; Rich-
wirel Fallon, ré Rosd, DY11 80J; Karl
Rowe. Mardborough Rosd, DY3 18R; Ray-
mand Frances, lor Gions, RN 4EJ;
Master A Rowan, Thirkmare Drive. M24
INT: Richard Gatehouse, Boxholma Ter
race, Loads 7; lan Wood, Ki LS1S
TBU: Erick Caan, Ganon Closs OHG
Michasl Reid. South Street. POS 4DP; Jon
. Porthmunater Termsce, TR2E 280
M muﬁmmﬂm NGS NG
Whalen, Fylde Avenue, PRS JAP; C
E Lafflands Lane. WFd JAF: Alan
Road, GLIU 700
Leon Jol Road. BH14
OPO; \

!
o
£

¢
SE

Chris Lowda, Owekhill Road, K
Richard McConnell, Eyre Street, CF2 2
¥iv Man Cheung, Church Streat, LS
Losimy ting, ; Aowd,

el

E
fgan

MELBOURNE
HOUSE's BIG DADDY
CHRISSY COMP

Steven Cook of Ornsay Street,
G22 THP is the other winner of
Melbourne House's complete
works for the Spectrum. He was
witty about the Big Daddy
photo, in case you were wonder-
ing. A whole stack more fellows
and fellowesses collect copies of
Rock and Wrestle, the fighting
game from Melbourne House,
which should be ready to send
very soon. Be patient, you lot!

RUNNERS UP

Mr | Hart, Lower End, ME1S 2DB; Dawid
Crozier, Cowley Creacent, DHS 3QY; Mark
Rose, Newbarries Averus, WDT TEJ;
Robert Lines, The Last House, PO Y2 20W:
Dwvid Gorton, Revidge Aoad, BEY B0J;

i
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MARTECH's ZOIDS
XMAS COMP

Shezad

Road, Berkshire is the lucky fel-
lowwho collects a of Zouds,
a giant Zoidzilla and a little Zoid,
courtey of Tomy, and a poster,
Next in line, are twenty people
who gain their own copy of the
game. They came:

R Eills, Ashworth Park. WA1E S9DE; Poul

B B (AR S,
st . =

Cobo, Corrmealiis Drive, CV3 SYE: Christian

Last, but not least, are the
people who collect a Zoids
poster. What a stack of axcellent
designs we had from you all,
Well done, folks!

RUNNERS UP

Smith, Rhus, 3ET; Matthew Furniss,
Moorvwoods Avenus, 530 4WA: Neil Smith,
Sandylorth Avenue, FYS 485; Nell Martin,

ingwood, BA3 BJR; Jason Fong. Liskut,

H
%%;
Ez
:
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WINNERS

David Green of Greenhill Road,

| FRED FLINTSTONE COMP

HE
5

A .
S8 OBA is the person who will A M Allum, Brook Herts: Mr
now be able 1o_enjoy playing | Sur Shesrut Aged. 531 GBX, b b
games on his Spectrum even , Thackeray Avenue, N17 90Y;
more. He wins a colour telly for | Colin Beekie, , KY10 2DM;
his Stone Age computer design. | Yans, Xopoe Jwence Raad. AL1 3% Harry
ies of the game, Yabbs | Shaw , Boston “TWE 9LR; C
ba Doo from Quicksilva are | Poweil, Boleyn Closa. LW, Gary
even now winging their way to | [Tame. Glen Camar, 076 3AG. Mark Dray-
the Joan Ward Strest, CV3 wﬂﬁfﬁwﬁ
RUNNERS UP r“m“"'f‘m""“'"wqﬁ' v, POZD 10 Al Mol
David Gosnell, Sixty Acres Rosd, HP1B i mﬁm-ﬁhm
OPE; R Morfolk, Grays Close, ST7 3LU; ﬁ'-m EM18 4ER: S M Baron. Lo
John Loven, Willow Rosd, GLIO 3D5; | Avenue, EV7; Paul Fallon, Denholme,
Khalid Jamil, Gladstone Park Gardens, | Lancs; Richard Brook, The Wynd, Scotland
BALLBLAZER
CHRISTMAS COMP
#‘cti'visiuﬂ will be sending out
ree VTX5000 modems wery ’
soon. First, second and third in BC’s QUEST FOR
Euequmenv:jll hﬂ&s&{aﬂmt TIRES COMP
nswick Drive, ; Janet
Hallof Po December Issue

. WA16 BHE and
D M Shannon from M a Park,
BT36 BER. Twenty five more
antrants won themsalves a copy
of the game itself, Ballbalzer.

RUNNERS UP
John Corr, Viola Avenis, TW14 0EN; A
Holma, St Clam's DE3;

Harewood Way, MI7 2FX; D Irving, Chapel
Hill, NGX3 Adun Wﬂwilun
Avenue, NEX I5Y ! Richard

Copperkins. HPS SAW
CRASH March 1986

A super dooper Midi HiFi em
is on its way to

and he lives at Hahnemwn Rd,
L4 3SA. Two people each win a
Second Prize, to wit, the cor-
plete works of Software Projects
on the S}poclrum, They like to be
called Keates who lives at
Stonar Close, CT13 9LH and

Richard Astwood, Chapel Lane, NG 15 30A;
G Swinburn, Momingside Ad, L11 1AU;
Julian Mawson, Siverdaia Grangs,
BPY; Richard Lambart, Paturs Sids Farm,
#%EIBI; " levvliws:.w

.'Bml’i Lachysmil L]

. 5 Leason, Hoathfield Rd, 5T14
’ Park, 1510
Chris Beck, Grattan 5t 581 2JR;

g

&

{3

Playing Programmer's Photofit
la all you lot with copies of

w L d of Avalon,
T n Ted, Southern Belle,
and of course Astroclone, Say
thank you to the nice Mr
Hewsonl
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Two top prize people will soon
have a ZX Expansion Pack each,
for coming top in this compet-
ition. Their names ara, wait for it,
wait for it: Rashid Razak of St
Joan Close, RH11 7SW and
Gareth Ford, The Qaks, DE7 60U

RUNNERS UP
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MICRO MUSICAL
MIDI COMP

John Camp, of Dommeville
Close, N20 OLE wins the Casio
Synthesiser and a MIDI interface
for his rum, while Chris
Wood Chatsworth
ME10 1TW and lan Couldrey
Margaret Road, CO11 1RZ coll-
ect MIDI interfaces courtesy of
those nice Micro Musical people
in Coventry

&

David of Riverview Grove,
W4 30P; B JPeck, Cheviot Road,
WV2 2HD; Chris O Sullivan,
Arnal Crescent, SW18 5PX; Neil

McKeown, Wh Terraca,
KY8 3AR and mﬁhm

Haol Lane, TW12 2QY are
the lucky ns who coll-
ect a goodie from Ocean,
full of surprises.

RUNNERS UP

T five more entrants coll-

act and Ocean game to complete
their collection. What a clever lot
of game spotters you all are!

Martin Ball, Shore Road, BTZ2 IRP;
ackson, Pinehurst Road,

A

é\-tn. Kingsbury Croft ﬁwnﬁu‘:
ry X
Flack, Beech Grove, CT12 5LD: Owen
Lewis, Michall Avenue, ME2 3LA: Colin
-“"““'iﬂf Glendowear Streel, CFad 356G;
m wrrry, Birchwood Rosd, CB1 35U
= h;nmm Wiltshire Cloas, mﬁ
Mﬂmhmai 4TY;
John Camp, Domwville Close, N20 OLE;
David Shores, Garden Close, PE17 6X2:
Keith Burnham. Sandhurst Avenus, B
BEJ; Graham Needham, Lavernock Road,
A N
Grant Coutton, Rochford Road, CMZ23 SEX
Colm Buteus, Trenchand Drivae, SK17 8JY
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2 (28) COMMANDO Elite
4( 1) WAY OF THE EXPLODING FIST Melbourne
6( 7)BACK TO SKOOL Microsphere

8 ( 5)HYPERSPORTS Imagine

10(77) SPY Vs SPY Beyond

12 (—) MONTY ON THE RUN Gremlin Graphics
14 (70) LORDS OF MIDNIGHT Beyond

16 (20) MARSPORT Gargoyle Games

18 (—) SPELLBOUND Mastertronic

20 (24) ALIEN 8 Ultimate

22 (—) ROLLER COASTER Elite

24 (—) ENIGMA FORCE Beyond

26 (29) STARION Melbourne House

28 (—) SWEEVO'’'s WORLD Gargoyle Games

30 (—) DALEY THOMPSON's DECATHLON Ocean

On the Hotline front, it's Simon ar of Meadow Road, Toddington, LU5 6BB who will soon have
the £40 of free software for the March Chart. CRASH Hat and T Shirt winners are: David Griffiths,
Bolton Road, Wigan, WN4 8TG; B Davies, Millside, Staffs, WV5 8JJ; Neil McDowall, Ashfield
House, Salisbury, SP2 7EG,not forgetting Willis Aitken, Swiss Avenue, Chelmsford, CM1 2AF. YOU
could win next month if you get your votes in!
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argoyle Games

OCOL Century

evel 9
Melbourne House

K Melbourne House

12 (—) SWORDS AND SORCERY PSS

14 ( 8/ TERRORMOLINOS Melbourne House

16 (27) TIR NA NOG Gargoyle Games

18 (72) SPIDERMAN Adventure International

20 ( 2) BORED OF THE RINGS Silversoft

This month, £40 of software goes to Steve Whitehall, of Spring Lane Milton Keynes. Runners up in
the Adventure trail draw who pick up a CRASH Hat and T shirt are as follows: Richard Hall of
Tamworth, B77 2JP; M J Beck from Sheffield, S10 3FJ; Philip Carney, of Braisegate, Skelton, CA11
95Q and Paul Reeves (no relation to Superman!) of Regent Drive, Bournemouth.
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. ¢ Sl

Thrashed at all s 1‘_ . * .
Fist 10th Dan B4, -
ST MO
Manic Miner Completed ' - Lot
AtleAttack Completed i o

Gunfright Third bandit dead
Back to Skool Released bike

Warrior Into temple
e

&-ha
Lawval 6, Imagine version

I, of the Mask Half robot

Monty on the Run 7,500 Completed
Dan 7 sticks g

wh Moscow 203,650, 8 pilots

Match Beastan on all levels
World
1,2and3

: Trans Am Completed

Baseball Won on levels

-

fuasss
H

Nodes of Yesod 75% Nearly done
Starstrike 1,660 400 on easy
Nightshade Killed twa monsters 42%
Higtm::i

Jonathon Clithorse, Lockton,
Pickering. N Yorks

Timegate 5,304

Highway Encountaer 31 850
D-th:th 127 489

Gilass 72,500

TLL 26910

Tri:bll;mlall 10,980
Bryan O'Rourke. Ullapool,
Rozs-Shire

Ugh! Eﬂ.??ﬁ' o
Hunchback Il Complit
Mr 69,160
Finders

Spectipede 30 870

Tribble Trouble 12450

Andrew Clover, Holmer Green, _
e

High Wycombe

o1

T
Penetrator Over 1 millian

22 items

Daze 10,000

Lore 2 Charms

Warrior 13,000

Boulder Dash Level N from start
Rockford’s Riot Level | from stant
Lee Madden, Slough, Berkshire.

Bruce Lee S etod 16 Brm;
Exploding at 10th Dan 7 times
Ghostbusters Completed
Roceo Beat ter
Lords of Completed
Dynamite Dan 3 Sticks of Dynamite
m.minr 98,500

d Charmas
Commando Lovel 4,877,867
Gift from the Gods Complated
Sabre Wull

£1.087
Technician Ted 12 Tasks
98% with three lives

Pylamarama
‘s & Wally Complated
EE'.E"? & b Wally plat

Jet Set Willy I 35 rooms found
ay Encountsr complated twice

Frank Bruno's Boxing Beaten
Frenchie

Commando 78,400
Shadowfire

Complated
Spelibound 46% completed
Undenwurida 78% ﬂ:m'b:ll:md
Bruce Lee Completed 18 timas

*Saboteur Complated on level 7, blew

warahouse
Stevens, Whitfield, Dover

Match Day Won final 7-1
Chuckie 162.450 °

ack
ml-hlalﬂu Things 722; & rings, 41

Al&":hﬂlll.hll.?‘ﬂﬂ
Completed
Roker,

Maziacs

m’hﬂi

Nightshade Completed T8%

Yie ar Fu B6.500 Grandmasier
Rambao

900, Mission comploted
Saboteur Escaped with disk and

Emht:-’:{::gmmz,im
Psytraxx 4,140; 40%
Glass St iy

F ﬂw:ﬂ-'f
Cauldron id frog and pot

lem.ﬂ
Stuart Lambert and Lea

Back to Skool Complated
lﬁ:nunﬁfa

Nightshade 63,000
Alrwoll 3 Men saved
Mark Barreftt,
Leics

Wizard's Lair 63% ; 3 pleces of Lion
Shadow of the Unicom 12%
G 3220
Critical 26,144
Mikis 73.900

Dangerous

;‘u. !a-cltb-en4r
Stop the Express 4 Times
Trashman 24,223
Full Throttle 71h Sitverstone
Rambo 36,300

T Spaca Bar
Smur Completed 18t lovel
Leics

Tapper 4,800,700
Zroom 128,130

3
f%

3,770 (4th guest)
Bury This Fido 2,390, Race Ace
fout of 9)
Rock and Roll 53 points
ic Kanga The ocean
Molmes, Rugeley,

i8

i-!

Starguake 178 565; 44% with 3 parts
of core A
A7% active
965,704

' “Sel |  Bruce Lee Completed Btimes
.[.J__r; ;\- McComb. Ballymena,

-

T




The trials and tribulations faced
by Cosmic Wartoad on his guest
to save his queen from the
horrid Sludge Saw are well doc-
umented on ;Iga%eﬁ 136 and 137
of this issue. THAT is the review,
THIS is the competition. Tadpole
Willy has to help the Toad
amongst Toads cross the time
void, s0 it seemed only appropr-
iate to offer you another grid —
this time one full of letters rather
than time vacuums. Find the
words listed below in the grid,
complete the entry form and
post it off to WARTOAD COMP,

R;"J "
i

= == CRASH PO Box 10, Ludiow,

— — : Shropshire, SY8 1DB to arrive by
f = = == = 27th of March and you could be
i-§ _— = . -~ = Dr'-;ela of the lucky winners who
: ‘_-.: = =L == =2 . s - will receive their very own free
£ == =5 P = = : copy of Cosmic Wartoad. Gerr-
= = = = S - - ——— . onwithit!
- — - resifpmar e . — e

|
i

........................M.......I

FIND THESE WORDS:

' DENTONDESIGNS
: COSMIC

* WARTOAD
s LILYPAD

s TOADS

! SLIME

s TIMEVOID
1 SAW

s ZIPPO

» LIGHTER

of Cosmic $ foot
Wartoad
up for grabs!

|
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o |
Svor0PTrronm=

- PR Pt =0OM< -
s T I VEONErFST OO
S Cr-HOoOIX>»STXI7TI
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The story so far: Hunter S Minson, in Ireland courtesy of
New Concepts Software, to cover the launch of their sport
simulation, SURF CHAMP, has realised that a swell of four
inches does not make good surfing, so has leapt into a
passing hire car in search of diversion. Nowreadon. ..

e wera jusl

outside Ross-

nowlagh on

the  Atlantic
coast when the Guinness began
to take hold. Sitting in the mid-
die of the back seat and sur-
rounded by journalists from
competing publications | felt like
the Mafia were taking me for a
long drive to a concrete surf-
board. All | could rely on was
that they seemed friendly and
nobody had tried to throw me
out as we reached speed along
the coast road.

Somehow the idea had hit all
five of us simultaneously.
Timmy the Dog had pricked up
his ears at the first mention of a
ripping yarn. Here we were in
County Donegal. not a spar-
row's spit from that fabled seat
of learning, St Brides. Now St
Brides boasts a secret, Were we
not the hard bitten investigative
journalists to uncover that
conundrum?

There is somathing about Irish
geography that defies all known
concepts of distance. Burton-
port, home of the Games Mis-
tresses, may have looked close
on the map but the journey was
tortuous in the extremes, A trek
through towns where there
seemed to be at least one cleric
for every lay person. But at last
we rolled into the tiny fishing
village and drew up outside a
house which recalled strange
memories. If Tony Perkins had
appeared at the door brandish-
ing a knife and dressed as his
mother, | wouldn’t have been
Psycho-ad out!

ur welcoma was
Odecidedl? un-scary
but no less weird.
Parhaps those wind

ing Irish lanes had worked their
leprechaun magic and we'd slip
ped back through time. There
werg no electric lights in the
place; the maid who answerad
the door was surely not of this
decade. Could this really be the
place where some of the more
inventive Quilled adventures
were being programmed? Per-
haps my name was Trixie
Trinian agnr all. No steady on—
it was either too much Guinness,
or too little.

Then, as we sat in the gift shop
with its crafts from many nat-
ions, the door opened and in
swept the headmistress herself,
Marianne Scarlett, dressed in a

ink twin set. As sha told us
ater, she'd resisted the temp-
tation to get dressed up, by
which she meant the gown she
weaars in her educational role.
But this was hardly London
street clothes, so spill the beans
Marianne — what is St Brides?

First there was the building,
and that has had its past, pro-
viding a safe house for IRA men
maore than 50 years ago. Then,
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GAMES
LESSONS

MARIANNE SCARLETT. the headmistress
at the door of ST BRIDES

more recently there were the
Screamers, a group who bel-
ieved in the efficacy of letting all
go in a Primal Scream, and who
were virtually banished from the
tiny village by local talk and
sensational press interest. After
which St Brides moved in,
gﬂsjahlishing the school in April

This is probably not the sort of
school that you'd go to though,
because the young ladies of St
B’s are past the age of compul-
sory education, from their 20's
upwards. And they go there for a
week at a time, maybe more, to
wear a uniform, sleep in a dorm,
to take lessons and obey the
rules, all without the creature
comforts of 1985,

“They spend 24 hours a day
living in a different time, living a
different life. We give people a
differemt experience of living as
themselves.” Marianne's back-

round is both teaching and

umanistic Ewchﬂ!ﬂgv and this
is far more than a theme holiday
hotel; as an axpenment In
human behaviour it's “fascinat-
ing”. St Brides works because
the pupils are never given the
chance to do an hing but live
the imaginary 1920/30's era.

Select advertisments bring in
each fresh intake of eight, who
pay around £120 a week for the
privilege of indulging in things
most of us are only too happy to
escape. Marlanne greets each
new girl and pretty soon one will
be chosen who shows a desire
to be leader, and she will be-
come the prefect. But according
to Marianne most are only too
glad to E.Iw up the responsibil-
ities of their adult world and are
delighted at "having an excuse
not to be grown up.” Remember
this next time you laugh at
somebody who taells you that
your schooldays are the happ-
iest days of your lifa.

his world of lessons —
and the ‘pupils’ do
have to study the
basics of maths and

languages — may seam rather
crazy, but some people get their
jollies dressing in chain mail
made from coat hangers and
killing orcs with cardboard axes.
Once you've sat in that slightly
damp room, listening 10 scrai-
chy records played on a wind-up
gramophone under the stern
gaze of Marianne Scarlett, you
can understand how easy it is to
gel lost in the game. One who
id just that is Priscilla Lang-
ridge. She committed the
unthinkable sin of introducing a
miicro into this time warp.
Marianne was at first rather
taken aback by the anachronistic
intrusion. “My experience has
always been looking back in
time.” But it didn't take long
before she realised that unlike
television, which she thinks is




John Minsan

w-ﬁ-ummh-ﬂm

passive and mind rotting, com-
puters “call for 100% concen-
tration and commitmant
They're not just playing with a
joystick.” So, about a year and a

alf ago part of St Brides enterad
the modern world, though
they've been known to do their
computing by candle light.

Priscilla was a writer long
before fate, or more probably an
advertisment, brought her to the
west coast of Ireland. Hardly a
computer expert at that stage,
she looked upon the micro as
another medium, like books or
comics, to be exploited as a rich
experience — rather like the
school. In fact the Secret of 5t
Brides, their first adventure, set
in the corridors and dormitories
of the house, then out onto the
cliffs, came from a game that
they would play as they took the
pupils on rambles. A mystery
would be created from a fow
bare facts found as they walked
along the shore.

elling at first by mail

order only, via a sug-

gestive show of stock-

: ing tops and school
uniform, ecrel  sold  well
enough to ‘:Pﬂfhﬂr some good
reviews and cement a proper
distribution deal. It's very much
a standard Quilled product in
form, though Priscilla claims to
“like the economy of the two
word input. People make a fetish
of excess sophistication.” Iis
main strength lies in Priscilla’s
writing skills, which are both

witty and atmosphaeric

Secret is- also refreshingly
different — there's not an orc or
an elf in sight. And it casts you in
the role of a female character,
though neither woman sees her-
self as carrying out a crusade for
women in computing. "“We're
not setting out with a market in
mind"’, Marianne tells me. Pris-
cilla adds “"We want the gamas
to be open and accessible, to
appeal to adventurers of both
sexes.”

Spurred on by their success,
the Games Mistresses, as the
styled themselves, set to wor
on The Snow Queen, intended
to be the first of a series of tie-ins
with books in which it's hoped
that facsimilie editions will ac-
company the game. Snow
Oween is based on a classic, dark
fai tale by Hans Christian
Andersen in which a girl seeks to
save her brother whose view of
lifa has been corrupted by a
fragment of a mirror made by
the devil. With it, the program-
ming has bacoma more sophis-
ticated, so that Gerda appears to
have a will of her own when it
comes to ub-awng instructions

The next project takes the
mixing of media a stage further
as St Brides originate their own
comic books which will tie in
with games. Wonder Girl is a
super heroing in the classic
mode, with lots of in jokes for
comic fans. Silverwolf is a more
traditional adventure, and from
the sample pages that Priscilla
handed round it's obvious that

both are being done with an eye
to comics being adult and arty
Once again, there are scantily
clad females and subtexts of
saxuality “Computers and
comics are both unusual media
for presenting fantasies.”

So we are given a tour of the
studies, the classrooms, and the
spartan, though bright dormi-
tories of this place where fan-
tasies can be realised. But

uestions remain unanswerned,
the programming room remains
unshown, and a whole area of
the house, the old servants
quarters joining the school by
just one door, stays a mystery.

y haad is clea-
ring and all |
feel is that I'd
like another
drink. It comes as a surprise that
if we didn't have to charge back
to the surf, Marianne and Pris-
cilla would happily take us down
to their local. And what do the

villagers make of the latest
mh&%itams of a house with an
odd history? “The Irish like
anybody who is enterprising,”
Marianne says, adding that
coverall for a good scheme, plan
or wheeze, “'a bit of a crack.”

So now | know that the place
does exist, and it isn't some
clever hype. | know that Mari-
anne and Priscilla are most
charming hostesses and | know
that they are fully capable of
playing a seductive game of the
imagination. But should | be
surprised? All good fiction
draws us in so that we live it to
some degree.

Marianne and Priscilia and
presumably the programmers

we were told about but never
saw, they are all busy realising
rides as a

the ph'ﬂcrsorhv of St
centre for fantasy and fun, Let

Priscilla have the last word. “We
do things that are fun. If it stops
being fun we stop it.” ]

MARIANNE SCARLETT of ST BRIDES demonstrates a hand
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Network 23 is a hugely success-
ful TV company which leads the
ratingfﬁ owing to the introduct-
ion of Blipverts — the commer-
cial innovation which com-
presses three minutes of adverts
into thirty seconds, giving view-
ars no chance to switch chan-
nels. However, Blipverts have an
appalling side effect on inactive
viewers, causing them to spont-
aneously combust. Network 23
ignored this unfortunate side-
effect, and Edison Carter, top TV
reporter, tried to expose the
facts. Grossman, head of Net-
work 23 decided that Edison

HEADROOM,
The
Competition!

VIDEQ OWNED (VHS |BETA)] .......ccovvvvvnnnes
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Carter would have to be
assassinated.
In an attempt to cover up the

killing, Network 23's techno-

sonality. Edison managed to
escape Grossman's hired killers,
Breughel and Mahler, and Net-
work 23 lost the Max Personality

Twenty minutes into the future Edison Carter pauses.
.. The two hundred and ten storey Network 23 tower
block looms menacingly down from the skies,
blackened with industrial waste.

Generator, Edison’s synthesised
personality.

With the help of his controller,
Theora Jones, Edison Carter
brought the full story, live and

wizard, Bryce Lynch, copied
Edison’s brain pattern onto a
computer while he was uncon-
scious — thus effectively syn-
thesising Edison Carter's per-

‘v seen him on impedi. pediment. Max
T.T.T.TV.T.T.V; the only ml;um‘s the multi-media

presenter on cathode ray to get  megastar who hosts a telly
a job in spite show, appears in afilm, has

a sp.sp.sp. written a book and is now the
subject of a co r game —
thanks to those Quicksilva

—C

5

direct, to the public . . . The film,
TWENTY MINUTES INTO THE
FUTURE ends. The computer
game begins — Edison Carter
wants o retrieve his own per-
sonality, held captive by Net-
work 23 who have regained the
Max Personality Generator.

Just a little more than tweanty
minutes into the future Edison

repares to enter the Network 23
ilding . . .

The security system is certain-
ly a complex one, but Theora's
Maxhunter program should give
somée help to cracking the codes.
The first task is to get access to

Max Headroom, the game.
Even if you've seen the film,
TWENTY MINUTES INTO THE
FUTURE, playing the game isn't
going to be a piece of cake. Dead
tricky in fact: from what this
Minion's seen so far Max

people who have come up with  Headroom the game is going to

keep quite a few ardent

gamesters for a good
while. To QE:?:RASH readers
the chance to get a bit of

Cuichaiva have Geckled to giv
Quicksilva have decided to give
away an all-e ses paid day
out to the io and edit suite
where the Max Headroom

graphics are created. The lucky

| winner of the main prize in the

Max Comp will also get a MAX
MEGAP containing the Max
Headroom Video, a signed copy
of The Max Headroom Guide to
Life’ along with the book of the
film and a signed copy of
‘Creative Computer Graphics’
by Annabel Jankel and ¥

. And, just in case you

cold on the train back,
‘s a T shirt thrown in tool

Five more MAX MEGAPACKs
are on offer to runners up, and
ten MAX MINIPACKS are
waiting to be sent through the

to some more winners.

contain a signed of
the Guide to Life, the book of the
film and a T shirt.

To enter, all you have to do
(snigger, snigger) is re-
assemble Breughel and Mahler,
who have unfortunately been
Blipverted by an advert for self-
cleaning knuckle dusters. Then
write or draw a Blipvert for any
R o e Oa

copy e J Y
iz your Blipvert Bag

BLIPVERT, LRASH, PO BOX 10,

LUDLOW, SHROPSHIRE, 5Y8
1DB to arrive by 27th March, the
Day of Judgement. Maxwise.

STEPPING A FEW
WITH QUICKSILVA

L 8 N B N B 8 B N N N B & N N N § B B B N B _JB B B R N N B R _N_J

.
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The LED game which you have to play
to gain control of the [ift, in MAX
HEADRQOOM, the gama. The central

scroen is whare the action takes
place and control lcons are grouped
rosareed oF

with Theora's guidance Edison
must find four pairs of hexa-
decimal digits — the Director's
codes — ore he can gain
access to Level 210,

This is the level where Max is
held, but again, more codes
have to be broken before Max
can be taken from the laboratory
on the same level. If Edison
rescues Max the game isn't over
— he has to leave the building

REPORTER,
E CRETER

the lift and ascend to the execu-
tive levels of the building —
floors 200 to 209. This is done by
short circuiting the LED display
in the lift. If. by the time the
power runs down, an E remains

on display then Theora wins
control of the lift. You have to
follow the sequence of glowing
LED controllers with a cursor,
ressing fire when they glow to
ight up the display.
next task is to crack the
security codes on the executive
level so Theora can control the
camera systems, lifts and DFen!
close the doors on each of the
levels. In the floor game the
security system flashes a senes
of four hihls and accompanies
them with four notes. Edison
must repeat the series, only in
the reverse order to win control
of the fioor. If Edison fails to beat
the system then his search
throughout the executive levels
is made extremely difficult be-
cause Theora can't scan for
security guards or access the
information computer,
if Edison wins control, then
the search for the codes to the
President's suite on the 210th
floor can begin in earnest. Using
the information computer and

E:'dfl:ll-r'..} Sim Fivas & viaw On to one of Hll! Hoors in Narwork
£3°s building. Edizon scampars round looking for codes and
avoiding the guards while Mz Jones, his controller, gives

hirm all the help zhe can

before Max is truly his.
The whole game is played

against the clock — Edison only

has until six in the morning to

complete the rescue, otherwise

the workers return and over-
power him. lcons are usaed to
control the program, although
there is dynamic control over
Edison throughout the search.
Edison Carter’s confidence takes
knocks whan he is assaulted by
the guards or fails to crack a
code — a readout on the bottom

of the screen indicates his con-
fidence level. t's possible for
Edison to regain confidence by
resting in one of the offices on a
fioor, gut the penalty is time . . .
Edison's mission is danger-
ous — there are a lot of vested
interests involved in the Max
Haadroom affair — he's a rat-
ings winner, after all. Breughel
and Mahler and scores of secur-
ity guards try to track Edison
down and eliminate him, and if
ha's not careful he could end up
at the body bank, a futuristic
morgue.
if Edison manages to pull of
the rescue then the player is
rewarded with a special treat . ..
details of which we won't reveal
ust yet, but there's a whole
pectrum memoryful of good-
ﬁs m;a'rting for you if you rescue
ax
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Chrysalis Visual Programming Lid.

. -

vailable for

the Commodore 64,
Spectrum and Amstrad at a
recommended retail price of £9.95.

e most powerful -games in the Universe

Quicksilva Ltd.,
Liberty House,
222 Regent Street,
London W1R 7DB.

01-439 0666







~ In the Christmas Special, we invited readers to imagine they were making entries in their Letts diary in the year
- 2186. The competition, sponsored by Letts, produced a crop of imaginative entries and lot of copies of the Letts
- Computer Users diary for 1986 were given away. Top of the pile, was ROBERT NORTON's entry, which was
- passed round the office in a chorus of chuckles.

. Robert picked up a set of Letts Revision Software for his pains, as well as a diary — and we thought his work
- deserved a wider audience. So here it is, two hundred years into the future — with apologies to a more
. contemporary diarist, Adrian Mole . . .

JANUARY 1ST 2186

Received this diary for Xmas. Bi
m&iﬂiﬂ?iﬂy w:nlilﬁ a hover-
| cky i you go  econd e

tly it's a mili rank. You could oking MOggy, span rou
Em:l;mlyhuy:ht:nwﬁmhﬂ:;w towards me, sending a spray of non- {
avy stores alculmhccﬂﬂmdwmmnhé:nwu - Ths
- ! ordered to my bedroom wit any = ; hiPPl!‘ns The last time it had
protein tablets and told never to say such t itk '
vile words again. I wouldn’t mind, but | E::ﬂcar 0 the rear bumper of 3

Spent my software token that Auntie Janet don't even know what it means! Well, at the M996 before :mmﬂ:‘dﬂw

: stratesty/ T, . e screams. Luckily the

gave me for Xmas L a ast they can't stop me writing it in my , y the address tag thar all
aﬂf@hﬁﬂ%ﬂmﬁ diary. Cu'nwn-'l.Fx"l'hle}rmn all get :fﬁ“-"-‘ddﬂ!wr animalsg mustwﬁr:ri.;
Shuttle War™. said that it was Thatchered as far as I'm concerned! } ““‘-‘hﬂdmhuml_h:.a.".d!uwﬁ

COMINE S0 S000 after the real lhl"g- returned to us mij : :
taste ns had complained about it on coat and any dig:li:uw life, half of his fur

t black cats have
ays been thoug
Went on a school trip to Ludlow today. T'H’{?i’ a prime t::;;ﬁwhz?dhzm,mt ~
We visited the building that originaly to forget is that the cat was original
insssed the Newsfield Publishing empire. WhHe 25 stcw, it has slowly, over the
’ . the t%‘ U'-_'““'.:.d?!” ma P!"g;;'hlf:Zj‘? s ears, | its 1 :
TN earue of Sir Lloyd Mangram, L ne feaiy,
What a bori ﬁﬁ\"_13ﬂ1 wear 3 paper bag over his head 0r 30
Yvihat aboring day. [ don't think that it's S0 jus ﬁiﬂtthﬂftﬂfamﬁmm P
Srecac since I got up this ‘lfslldl-.ndmkﬂ.mﬁﬂﬂﬂm-
. The only bit of excitement was 1 didn’t know. He did sa I:h.l.'lll.rm'l‘d
. Lo 0 put the cat out, by who never 'h_ s Robo-
h":*:';'-‘ extinguisher woulda't work. She ; captured on canvas or celuloid. Him and ‘E’;‘T?’Ew“um“““‘“ﬁ;; Sparks ¢ fmiTﬂw
: . Jack The Ripper. flew. and so did his address tag. It took
i -':’='=' % B .ome time for the owners of the mechanical
APRIL 13th I o to fiod the tag among ey
o in their -
Pirated Dave’s copy of “Mega-Galactic = m.mt'srm. is being sued for the
Mice From Mars today. Took six M price of one Robo-Cat HT:ﬁ: P‘“:’chﬂ?r
: ; . i : % Ited synthetic lawn. topic
o e Software Protection Chip Tiby's sexua procivites s carely
E oy i R ided when I'm around, no L e
m:hnmuuxlllmﬂw}'Mlmt:f{ﬁtﬂ : about to self-destruct, and that I had 30 ::; rents from embarrassing
- to buy new I EVETY YEA, B0 W seconds to leave the vicini of the | o Emm.httimniﬂe&mulmgwl
: mmﬂth%&tdﬂmﬂmﬂt . lmm'T“minﬁ'hEPﬂ?ﬂuﬂ'hndm hnf:lltlwt'ormight to bug their bedroom.
c:puﬂmed". anes. Old isn't .- Ehe ect, as it immediately switched 1o its R
e P ot el it bl 1 e batery. but | managed 1 st the ——
in 3D ! and itronic humour oche-wmggummd
circuit. I'm not sure what a humour circuit ;ﬂmﬂmﬁn"d‘ frT _ dragged the class to 4
is. Maybe he giggles when handing out it 00 90t tha 6t ratdg o 5 2 boring museum today, In the mus;
lines! ﬂﬂgl‘aph Mets-Calact around after the | section they demonstrated the fren .
lines. . sy ie -Galactic Mice, Well, of holodiscs, things called orerunners
- i o ke ok i ol o
RCH 3rd T e | hadto seratch with 3 el to make
. e 6 ¢ onan iﬁrn-PhnﬁaryanT I wnﬁd gy
d : City. One item of ‘

ha
e e elographic s - My Dad says that black e e had

et B b e

Clﬂ'l into M Wt?l:;d [Hr' :]f- bﬂ&’l m i »:':i':‘:':
1 forgot that were in the room :
fly with a filthy word. Mind you, [ had a : APRI -

reason to: the final of the Indoor | Gotpicked on by the school bully ““_’E
International Tiddlywinks Championship & % morning. He trapped me in a corner o8 1A%
was on TV, and was just reaching the pla and threatened to throw ack
deciding winks when the stupid cat went rain in my face unless | gave him my
and bit through the solar power lines. The Pmteinpill .1 }rhwdi._ i i T i e
power went out, the cat lit upand 1 ; and fifty E on me, 50 It cour mﬂ'l‘lﬁ:ltnhe;r;,mmm' but it is
to my feet angrily shouting out, ‘'OH, Tebb have been worse. Reven is forthcoming, & than ours, sdging rm'ldvamrdmy
it!" T realised my mistake immediately. T've asked Dave to lend the bully ‘Mega £ op, ) S0 fom the androids
Ded wentcrazy. Mum, whobadbeeniache {1 Galactic Mice - 1 duplicated using any known methecs

I Der NOT-alC0noLEC CHRET = I | Id’:ﬂr'lil: (hml Fct '}{thll 7=
woed society, if, with

m*ﬁ“f_ﬂw. .iu}..yd;f,,-f;:ﬂ
* robott e a bloody pop-singing

R,
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JUNE

but all she .
’ﬁ'ﬁ!Wbdimdthehm;r:Sm1

we got there, we found my friends
¢ l 1‘?. I' an i k;"y

|| somerhing called fag' o oo™

: ti:mchdmbtam f the world *:

£t try it, [ sef fire to one end, sucked )
e 3‘“ breathed in, coughed, choked

decide never to take
.t;;tm:ﬁuamig

The cat came into the house with a dead
sparrow in its jaws this afternoon. Dad

went into panic mode. With the Robo-Cat

court case still pending, the last thi

nﬂﬂhhlm:genfhmmm ing he
species. He

over the house, final

kitchen. After a tug-of-war over the

. .hethr:wthrincrhnimtmg

eV into the garbage incinerator. If 1
had not been there, | think the '
have foll thi cat might

.__a_:nrahﬂ".lh w-r“'

o S CRASH Weskly!

AUGUST 31st

Here we are in Blackjpool. Agaii. Thé place
never seems to I[:‘gm." 13‘-"'5IE
ing pictures in the sky, rides on the
: key, million Euro-dollar bingo,
fruit machines by the thousand and a sea-
wind that blows acid-rain hats ar i like
confetti. [ once heard that the
ereced gt shiedt try s e e
b«lﬂrdnwnmthmr:uk b .

Returned from

terrible state. We had fi to switch
off his personal mmm.

B8 hich meant that he could not get at the
SN2 {o0d from the automatic dispenser. He was
b starving half to death among a mountain of 3

food on the kitchen floor. Poor thing. He's
been his own worst enemy, and now
he's got contend with as well.

OCTOBER 3rd
The President made a national
‘“d'é-mﬂidmuhmurmt“tmm
dense clouds over the Republic of Englay
Nluﬂl'lljrm;':::m“m.ltd

and rationi I-time low,
m"tmnuvwmhcrmf

My birthday. Still no sign of a hover-cycle
m}'d“ harizon. Ended up with the usual
presents. Software, of the po

Bonfire night. Went to the cpmm-::i!;-'_u

park to watch the firework display. A tange

¢ area of plasti-grass had been cleared for the
ral

E
!}y'ﬁmuﬁlrﬁnwhdhphpmd
that all the went off

to find Tibbyina

- always been state
controlled. People were once allowed to
buy them from ing centres and set
them off personally. This resulted in
thousands of deaths and injuries over the
years. How foolish of them.

i _Lﬁgﬁ“

mmyaxm”: __ﬁ_{\:‘_‘-,dnm[hw _

« aetting 4 DA &

i ol j, @i LAa 5 55
calore of cours), 0 D iy

1h.:_:nh¢!mnm-“§i‘_ e B
be'mmguihdwlmmm" A

ts I've pmth-md s0me

not buy?
years he’s

; ical ball, (rolled into the
| o o, fllowed by Tiby)and

; box of cat m:.[gﬂtmwm

R A, Rt sl S

DECEMBER 26th

£ Tebh it! Tebh it! Tebb it! My stunid old

father just rode my hover-cycle through
Mirs Pursehouse's window!! ltold him tobe 2
careful but he didn't listen.| warned him &
that they didn’t have somersault retros in

| hisday but he just grinned and said that he

could handie it. He shot off fike a faser boit,
clipped a solar power pole, span ibits to
give up. | must try to acquire some for next
year.
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In plenty of time for this year's examinations, CRASH
Course this month looks at Letts Keyfacts Revision
' software for O Level GCE, CSE and GCSE.
. Over the years, Letts have built up a solid reputation
as publishers of the highly successful Study Aid series,
and have now turned their attention to the computer
education market. Their Keyfacts Revision software is
the result of of a great deal of research among
teachers throughout the country to determine the
most appropriate technique and content for com-
puter-based learning. Letts are keen to stress that the
programs are not designed merely as cramming aids
for exams, but rather are planned for use throughout
' courses. Quite a number of large educational pub-
lishers are now producing similar types of software
for a wide variety of subjects, but not all of these

Rosetta McLeod R

LETTS DO SOME REVISION

programs are educationally valid, and in some cases,
the student would achieve better results using a good
set of notes.

The Letts programs use a variety of approaches to
capture the learner’s interest and to introduce an
element of enjoyment into home study. The major |
advantage of computer programs over the normal
textual study aids is that they can encourage greater |
participation in the learning processes and improve
motivation. The computer can also mark the answers
and, in the case of subjects such as mathematics, can
actually demonstrate various constructions and |
solutions. Used in conjunction with other methods, |
the Letts programs are extremely useful indeed. Each
package contains two cassette tapes and a booklet
describing the software, and retails for £11.50.

ENGLISH
LITERATURE

The Merchant of Venice |
and Henry IV part 1 |

Both of these packages provide |

| dent has to match this with a
| choice of four plots and eight

an extremely thorough study of |
the play involved. The first pro
gram on The Merchant of Venice
15 concerned with linking evenis
to plots and themes. If, for ins-
tance, the event is that "Antonio |
discusses the reasons for his |
sadness with friends’. the stu-

themes. If Monay is selected as
the correct theme, the computer
responds by asking the student |
to consider the Friendship
theme as well. The Plols pro-
gtam takes things a step further |
¥ presenting various events |
from each Act, and then asking |
the student to construct the
Plav s chronological order. The
nal two programs, Write and |
Quotes, involve a very thorough
knowledge of the actual text of |
the play. Write displays in- ‘
|
|
|
[

complete paragraphs taken
from the play and the student
has to complete them. Ditferent
levels of difficulty are available:
for instance, il "Portia and Mercy
and the Law' s chosen at the

dashes only! It is, however,
| possible to cheat — pressing X
displays the completed para
graph on the screen. Quoies
eqins by inviting the student to

easiest of the five levels of |

difficulty, the screen display | select a character and theme,
begins, 'Disguised -- Balthasar, | and the computer displays the
Portia has -- task of saving | Act and Scene together with a

Antonio_ while upholding the | quotation which has to be com-
law, as T---- is no power in V--

pleted, Again, a cheat facility is
can alter — decrog --------- provided, and a helpful com

At this level the words omitted | ment is given to provoke further
could be guessed by anyone, ‘ thought.

but at the most difficult level, the
paragraph 15 presented n
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Henry IV Part 1 has similar Write,

Pilots and themes explored with the Letts revision guide to
THE MERCHANT OF VENICE

H-thl. Praince

The family tree sprouts on screen during execution af the

Letts revision p
computer age.

which takes Shakespeare into the
YVPart1 |

ween the characters, and thesea |
are displayed ﬂlé?;rammﬂti::ally [
togethar with useful comments,

Plot and Quote programs, but
this time begins with a ‘Family
Trea' task, so that the student

has some appreciation of the |
reasans underlying the political |
tension in the play. The nexi |
program, Relate, locuses atten-

tion on the relationships bet- |

Any student working their
way successfully through either
of the literature packages would |
end up as a candidate for the
black chair of "Mastermind’ i



L

—. N\Te—

2 ‘en
\ E 2 X,

\2

MATHEMATICS

| Ten different programs ara pro-
vided in this package, ranging
from basic anthmetic and the
use of a calculator to algebra,
métry and

Latts call it, comprises a sum-
mary of important theory points,
screen  demonstrations, user
interaction where the power of
the computer 18 under the con-
trol of the student (eg the draw-
ing of graphs), and several
quizzes where the computer
marks the answers and demon-
strates correct solutions step-
by-step. The suite ends with an
hour-long trial examination
based on the common core of
the GCE syllabuses, at the end of
which the student receives a
breakdown of performance. The
notes suggest that this exam
might, in fact, be taken straight
away in order to highlight spec-
ific areas of difficulty which
| could be worked on,

Advice is also given to the
studenl on how o use the pro-
grams in a revision scheme, and
reference is made to the other
Letts revision aids, such as tha
Passcards. Mathematics is a
subject which lends itself well to
computer assisted learning, and
this package would be of great
help 1o the serious student. It

S

| ———

trigonomaeatry. |
his ‘mathematics suite’, as |

| teacher

S5if Cos Tan
ML .1 <”Ls

WE i WA W

Hard sums with the calculator, part of the MATHEMATICS

software from Letts

R=P{l1l+0.01rx"

— = T a = -
e o iy £

START EY

¥d

“HET any . ey T

does, however, cover a very
wide area of mathematical
knowledge, so the student may
find that certain programs are
far too easy. A mathematics
commented that the
area covered was, perhaps, far
too wide, although some stu-

dents might benefit from revis- |

ion of the basics,

| Letts

For

| Key facts SE% iy

WARRE

O-Level GCE, CSE and GCSE

Chemistry

| basic facts, and to

m the layout of a scientific calculator in the Letts
package

TICS revision

CHEMISTRY

The chemistry suite of programs
is designed to test knowledge of
improve
understanding of the underlying
principles, The programs cover
the rérllowin areas: atomic
structure andﬂbnnding; periodic
tables; formulae; chemical
deductions; electrolysis; appar-
atus; acids; bases and salts; and
organic chemistry. Several of
the programs require the stu-
dent to complete passages dis-
layed on the screen as in the
iterature programs, and once
again these are offered at 5
levels of difficulty and have a
‘cheat’ facility. The easier levels
do little to test factual knowl-
e as the words omitted have
nothing to do with chemistry,
but | suppose the idea is to work
up through all the levels so that
the information becomes imp-
rinted on the mind.

This is e |
N y aYout or
foasntiric ep Bl it o

ROTR MY dirrerences
:mﬂ the Letes “:r“
d Y perfong Cal CU Etae

fotice epge
b therg

CROCEL burvons e AL
:Hrf thié L3Sy eAtry. <o thit 3
1FTRRE 08T nov WFEcT the
Mhoig o5 3 kEMand sequence
Rerer wo ye
Rer POUT il o ae [iLT!
ot ML vimes . goy 1.:1: »
NN 3t 3 b \ -4

d e LS
OF hoN Yoy L 1] ll-:'.":1u H::‘F!

Continue

the user's overall knowledge of
chemistry by supplying clues
about a randomly selected sub-
stance, while Elect covers
electrolysis and ionic equations.
Apparatus is an interesting way
af giving practice in the selec-
tion and assembly of the most
usual apparatus for the labora-
tory preparation of each of 13
g:sm;. with the student finally

ing required to complete
balanced equations. Acids,
Bases and Salts comes in three
parts: in the first, a descriptive
passage has 10 be completed;
par two asks for comments on
the proposed reactions, and the
third part shows how pH levels
change during the acid-base
titrations. The final two pro-
grams on organic chemistry,
contain four descriptive pass-
ages for completion at various
levels of difficulty, and require

"‘ﬂ.tllll CRnte

|

Pr

The Periodic Table program

covers this area relatively well,
i

and Equations is rather awk-

ward to use, as the entry of

homologues and compounds.
ﬂtgﬂminrrspzmhsi who

the identification of isomers,

[}
looked at this suite of programs
for me felt sure that it would be

correct formulae requires the

case letters as well as subscript
numbers which are located on
the graphic keys. Deduce tests

reasonably helpiul il used with

mented that the content at times
was rather lightweight and

sketchy.
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PHYSICS

The 10 programs in this suite
cover topics such as motion,
electricity, magnetism, waves,
light, heat and radioactivity. A
diagnostic section in the first
program provides 40 questions,
and the computer thén reviews
the responses and suggests a
method of study. The questions
can also be attempted under test
conditions, and at the end the
score and time taken are shown,
together with the number of
incorrectly answered questions.

Relationships, the program
which covers a variety of equa-
tions, is rather boring, but then
some of studying are
boring! e two Motion pro-
grams use attractive graphics to
convey information on sf)eed
velocity, acceleration, force,
power, momentum and so on,

BOwW .
IANDA -

Iy
MW e

revision package from Letts

BIOLOGY

programs in this patk_ia_rﬁe
fall into two categories. The

raphics based ones are built up
Ey interaction with the user, so
that understanding of the struc-
ture and functioning of the
organs or systems concerned is
deepened. In Loco for example,
a clue appears on the screen, the
correct answer 10 which begins
the drawing of the skeleton. A
similar technique is used in The
Eye where a diagrammatic
cross-section of the eye is gra-
dually built up in response 1o
correctly answered questions
on the structure and accommo-
dation of the eye.
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while Light deals with reflection,
refraction and defects of the eye.
Radio simulates a range of
experiments on radioactivity,
but the selection and manoeu-
verability of the elements in the
detection experiment are rather
slow. The Rutherford experi-
ment shows wvery little, and
omits one of its fundamental
results — the back scattering of
alpha particles. Waves and Elect
2 are multiple choice programs
in which the computer provides
a hint if the first answer is
incorrect. Elect T uses a water
model 1o help the student to
understand currenl electricity,
while Hear simulates heating
and cooling experiments.

Once again, a great deal of
ground is covered in this pack-
age, and good use is made of
screen graphics. The student

would find the test sections of
particular use.

COMPUTER

STUDIES

Computer Studies is, of course,
one of the newest subjects in the
curriculum, and it is appropriate
that this subject too has promp-
ted Letts to issue a software
revision to accompany
their other aids. A very wide area
of knowledge is covered in this
suite, moving from the history of
computers and information pro-
cessing, to revision of the archi-
tecture of a typical digital com-
puter and the CPU, and then on
to information on computer
hardware operating systems,
Some of the programs help the
student to revise software dev-
elopment skills, while others are
aimed at deepening knowledge
of technigues fundamental to
the subject such as the analysis
of logic circuits.

The programs use a variety of
learning techniques, ranging
from passages which the stu-

dent has to complete to multiple
choice questions. In certain
programs if wrong answers are
given, the computer either pro-
vides a hint or displays the
correct solution after a specified
number of incorrect responses.
Most of the programs com-
meance with a menu from which
the student may select an area of
interest. High Level Languages
for example allows a chaoice
from: Expressions and Assign-
ments, Branches and Loops, and
Subroutines and Strings, while
the very complex Number Sys-
tems program is divided into
three different areas: 1) Binary
and Decimal Positive Integers;

2)Negative Integers; ition
and btraction; 3)Octal and
Hexidecimal.

The students who looked at
this suite for me were quite
impressed with the range of
topics covered and felt it would
be a useful addition to their

bugs, beasties and organisms in the BIOLOGY

The second category involves
the application of a large body of
knowledge — in Momeostasis
the student should know how
temperature, water balance,
breathing rate and blood glu-
cose levels are controlled in a
mammal, In addition to those
already mentioned, the program
suite covers ftopics such as
Variety of Life (the plant king-
dom, invertebrates, arthropods
and vertebrates), Nulrition in
plants and animals, Food Webs
in various habitats, Breathing,
Blood, Circulation, Reproduc-
tion, and Genetics. The graphics
are clear and are used to good
effect — but the content of the
programs is perhaps lacking in
depth for serious study
purposes.

CONTROL KEYS: Apart
from the problems in the
Chemistry suite, the
control keys are clearly
explained and are easy to

use.
KEYBOARD PLAY: Very
responsive

USE of COLOUR: Simple
but clear.

GRAPHICS: Used to good
effect

GENERAL RATING:

COMMENTS

Revision programs like
these are, generally
speaking, only as good as
the student using them.
Used sensibly in
conjunction with other
study methods, they do
have a useful role to play,
but it has to be
understood that, on their
own, these packages will
not miraculously ensure
A grade passes!
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A C (S avail soon)

PROD

The PSS WARGAMERS SERIES has
been craaled 1o combing alemants of a
strategy game like chess with the added
excilement of 3 graphic arcade game
They are for the player who wanis a
sandus bul stimiiating game requinng
both manual dexienty and mental agility
The strategic leviel of the gamies is played
on a map system. whils! the lachcal can
be played in an oplional arcade style with
you actually firing guns and missikes

Theatra Europe portrays the nexl war in
Europe. Command either NATO or the
WARSAW PACT forces and control air
ground'nuclear and chesmecal units
Ophonal arcade sequences pul you
actually in the hot seat. 3 Level gama
whera Level 1 is lor beginners (the
computer opponent will not wse the
Nuclear option). Level 2 15 a “rabonal”
game lofiowing the accepled sirategies
of NATO and the WARSAW PACT. In
level 3 the computes plays a highly
unpredictable game where anything
can happen

A 3 level game with you i control of
hghter command dunng the summer of
1640, Optional arcade saguences
include fying a Spitfire in aerial combal
and firing an ant aircraft gun mground to
ar fighting

BATTLE OF BRITAIN
S e

*

£995 ACSM

L

A C At (S avail soon) £9.95

You are n command of the US Pacfic
fleats & months aler the attack by the
Japanese on Pearl Harbour, 1l is a 3 leved
game depicting 3 different Japanese
strategies

£9.95

S A (C avail soon)

THE STRATEGIC WARGAMES
SERIES has been designed with the
wargame "puris!” in mind. The games
are played on a map system, are
phased and use SymDahc represent-
aton of tha umits. Playablity is the key
nobe in the senes with 5 levels of ditficulty
sudtabée lor Deginngs and exper alike

S C (A avail soon) £7.95

In the closing stages of WWII, the US
Mannes fought thear costiest and
teughest batle of the entre war - the
capturing of the istand of IWO JIMA. You
command those iorces whels! the
computer controls the Japanese

£9.95

C (S avail soon) £7.95
Tl AMSTRAD
' 5 SPECTRUM

C CBMB4

At ATAR!

M MSX

15 ARE AVAILABLE FROMSELECTED BRANCHES OF WH SMITH. JOHN MENZIES, BOOTS, AND ALL GOOD DEALERS

MIDAS - The Mitas seres of role playing
real ime graphsc adventures ane iotally
expandable. Mot only do you have
stunning 30 fully animated graphics
real time interactive confiict and con
YEr5ahon sequences, Dul you can
transler your player character into
differant scenarios from the Msdas range
A senes of expansion modules ane also
planned 1o add néw opponents, largear
scananos and different guests 1o
increase indefinitely the playing Iife of
each game written with MIDAS

SWORDS & SORCERY - represants the
first exampile of the Midas range. As with
all role playing adventures, the aim of the
game is 1o develop your characler - you
right want 1o bacome an expert swords-
man, or pernaps a cunning et - all
things ar@ possibie with Swords &
Sorcery There are also quests within
guasts for those who want 10 follow
them - some are gven, others must be
lound - some are lost causes - the
Chaece IS yours'

Although possibly the most complex
program yel attempied 6n @ home
micro, the controls are simphcily itsat!
Just six keys will control your prograss
around the dungeon and operaie the
menu System jor all your othes commands

Pinball Wizards will love this game
Playing the table provided will provide
hours of fun, but with Macadam Bumper
yOU Can design your own iayout - from
posiioning fippers and bumpers nght
down 1o adpusting the Tilt sensitvity
The possitelities are endiess’

A S (C avail soon)

CREDIT CARD ORDERS PHONE (0203 657556



puters. Now, thanks to

U.S. Gold, you and your
Spectrum/Spectrum+ can
team up with some of the
best games available today,
from such famous-name
American software houses
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Al American Software

as SEGA, BALLY MIDWAY,
MICROPROSE and ACCESS.
Amongst our winning line-
up you'll find games of
proven popularity, not only
in the home, but in arcades
across America!

So play the game and
discover for yourself why
there's never been a better
time to own a Spectrum!
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IMPOSSIBLE MISSION BRUCE LEE

d by all leading computer stores including: . m WHSMITH WILDINGS WOOLWORTH

prmation on how to become a U.S. Gold stockist write to CentreSoft, Unit 10, The Parkway Industrial Centre,
lh'nlnghun B74LY. Telephone: 021-359 3020. Telex: 337268. Overseas enquiries welcome.



CRASH BACK NUMBERS

fill that CRASH Gap.....

3 April 84 ® '‘Missile Command’ games @ Living Guide ® Sinclair Talks @ Code Name Mat
4 May 84 @ The Quill utility ® Graphics utilities ® Microdrive ® 'Pengo’ games @ Living Guide
5JuneBd @ New Generation @ Jet Set Willy Map @ 'Panic’ games ® Alphacom printer

10 November 84 @ Battlefield Joystick — comparisons @ Deus Ex Machina

16 May 85 @ Sports simulations roundup @ Sinclair Story 2 @ Firebird ® Incentive ® Light Magic graphics
utility ® music utilities ® Underwurlde Map 1 @ Bruce lee map @ Sabre Wulf Map @ Everyone's A

. Wally Map @ Artist: Godfrey Dowson

17June 85 @ Denton Designs @ Frankie ® Spectrum surgery ® Sinclair Story 3 @ Knight Lore Map 1 @

Underwuride Map 2 @ Tape to Microdrive @ Leonardo graphics utility ® Datel sound sampler @
Artist: David Thorpe

18 July 1985 ®Gremlin Graphics profile@®Artist Bob Wakel:nl!-;mcldu Fv.T4]flmﬂ“j|Jll:|rﬁ.Ll‘tlﬂﬂl’ﬂﬂ utility
part two@CRASHBACK looks again at games in lssue 88Gyron map of Atrium®Maodems round
up ®And the cover that had the Jehova's Jumping!

19 August 1985  WITHOUT PAGES 123, 124, 125 and 126. WITH: ®CRL Profile®Pull out Oliposter — Fighting
Specirum-fﬂl_lrursnh Profile®inside the Timex 2068@®Round Up of BASIC Compilers®0n the
Cover Artist Rich Shenlield®Maps of Dynamite Dan and Shadowdire

20 September 19685 @ALIEN B and DUN DARACH maps®Electronic Pencil Company Profile®@Part Two ol BASIC

Compilers Round-up®The 64K Spectrum®Design Design Autoprofile, Part 1@Rod Cousens
Interview

Issue 21 October 1985  ®Previews of Marsport, Astroclone, Elite and Scooby Doo @NODES OF YESOD I';'I.:I-I}
®Holografix profile — how to make a Hologram @®Crashtionnaire analysis ®Platinum
Productions profile

£Z Movember 1985 ®Feature on small computer magazines — looking at the opposition®Microdrive tips and hints
in the NICHE and part 2 of the fast storage lesture®@Susan Rowe is On The Cover®@An inside look
at Fantasy Gamebooks®Early looks at Robot Messiah, Tau Ceti and Zoids

23 December 1985 #Visit to Melbourne House®@Minson goes Surfing®The Design Design autoprofile ends®
Computer graphics leature — On The Cover is Dave Beeson from Central TV@5cary cover and
Scary Preview of Friday 13th@More previews, comps and tips

Christmas Special 1985/6 On The Cover Spacial — our very own Oliver Frey occupies five pages®Profile of the Gargoyle

Games crew®Lloyd's Lookback, 1985 revisited®Hewson Consultants under Roger Kean's Engle
Eye®Short story®Plus a host of Festive Fun and Frolics

25 February 1986 @ Durell — the profile®@A chat with the Microsphere team@®Double dose of Jetman®Gremlin
Graphics bring a Ninja to the Spectrum®TECH NICHE looks at a FORTH add-on and examines
axtensions to ZX BASIC

lssues 1.2.6,7.8.9.11,12.13,14,15 are now out of stock. Sorry!

Back issues are going fast — better get your orders in t's

if order as .
nrnh-hlrw:r ﬁm:_nf:-u Yot o ¢ — wm oo e @ | would like to order the following issues

sticker added to the front the fact!

> b Please tick the box next to the issue numbers that you want:
C30408 010016 017 018 019 020 21 122 (023

BACK NUMBERS SPECIAL OFFERS . Spec r

@ Any three or four issues ordered at the same time — 40p off total OXmes ol e 1125

@ Five or more issues ordered at the same time — 20p off sach item.

Number of issues ordered

PRICES
@®ALL BACK ISSUES NOW £1.20 including P&P, Less discount if applicable
ENVELOPE, STAMP, and loving care from Auntie Total cost £

| enclose a Cheque or Postal Order for the TOTAL
{they cost a fortune to send)

@5pecial Offer discounts still apply, so get in quick! DO NOT pay in cash — or postal order only please, made
”"'"““:m. e S e st e o

reditorial, com on etcas

RSN S ISR R RN R R wI I.‘Imwnwm“‘“. |M|IH|II wm“: M rH..ImeI’,H

possible so Aggie can sort out problems ly. Send orders to the
T e e address below. Thank you. End of Public Service announcement. . ..

BACK NUMBERS
CRASH MAGAZINE, PO BOX 10, LUDLOW
PostCode...........crusensnees SHROPSHIRE SY8 1DB
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TECHUNICHE

[ INICHE

ICON GRAPHIX

Following in the wake of the icon driven graphics packages is ICON GRAPHIX from ASL
which is being marketed by AUDIOGENIC.

BFEATURES

Cimlumdullw
Elastic lines

5

E

l(:mmmiu-oﬁrivouwcﬁm
joystick or keyboard control (Z,X,C.V

Ea'pon lpamﬂlwirm up to 16 different shapes

page (screen scroll)

f?i

Inhlrlm restores current pattern to black

muwl

Edit andl‘ll
drawlng ing pattern
Load and save to microdrive or cassette

ﬂii
E

s S - L L ol
s T YY1 O i e R i

ollowing the current trend
F towards icon driven gra-

phics utilities, Audiogenic
have released ICON GRAPHIX
from ASL. This is being market-
ad as a powerful icon driven
graphics and design tool and
competes with comparable off-
erings such as ART STUDIO
from Rainbird Software and THE
ARTIST from The Edge.

The program cassette con-
tains the basic software as well
as a Microdrive compatible copy
which can be installed on a
Microdrive cartridge automatic-
ally once it has been loaded.

he screen of ICON GRAPHIX
displays the drawing window
surrounded by the option boxes.
Pictures may be created in the

drawing window using the tool
icons grouped around it. Select-
ing {or changing) drawing tools
is achieved simply by position-
ing the current tool over the box
to be selected and by pressing
CAPS SHIFT or fire on the joy-
stick. There range of drawing
tools to choose from includes
felt pens of various shapes and
sizes, sprays and brushes. All
drawing is done in the current
pattern and there are 34 patterns
1o choose from. W that's not
enough, existing patterns may
be edited to create your own
patterns

A ﬂ'lﬂ-?ﬂlf‘\l' facility with a sim-
ple pixel set or reset facility can
be used for detail work. Correct-
ions can be made with the

and the
A circle 15

1 imMmagnary square

&5 not plot a ran
T o 1 the

The brush provides the normal
fill -.I['-I--'.1f|l|l| I"..."I stakes mu
with the |

RUBBER

correcied
comimand
grasas the currant area
ire rubber
should b

Rubber

WGl 18 used 1O pos
nal and b

SHIFT contir

CIRCLE

The circle

f:'l."'ul one Cornar,

or ellhipse 15 shaped by
draggqing and
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UNDO

Undo undoes the last screen
function :
Previous

T TR

Lon

iCls the joystick O
. As this funcltion ci
I prograr

Print dumps the
ZX or Alph

SHAPES

Shapes displays a tray of 18
different th the

Firg. A nd
pointing
SHIFT

MAGNIFY

i portion of
to by the
& useful for

W 1 g

with the rubber tool box

Rubber tool or with the powerful
Undo routine, which cancels the
effect of the last function select-
ed. Push Page provides access
to hidden parts of the screen.
Special drawing functions provi-
ded are Elastic Line, Box, Circle
and Ellipse.

Usually, the picture is drawn
in black and white first, Then the
colour mode is entered, which
displays the palette of colour
options including Bright and
Flashing and colour can be add-
ed to the picture. Once Ink and
Paper colours have been select-
ed, the Pen tool is used to fill in
the attribute charactars over tha
existing pattern.

A screen dump routine allows
screan pictures to be immortal-
ised by printing the 24 screen
lines to a ZX or Alphacom prin-
ter: pictures and documents
may be saved to tape or Micro-
drive cartridge for later use
Pictures are equivalent to Scre-
en saves, while documents also

include any new patterns
generated.
ICON GRAPHIX performs very

well and is very usarfriendly.
The wvarious drawing options
and tools are located at the
bottom edge of the screen, with
the large selection of pattern
boxes spread around the edge
of the drawing window. The
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EDIT PATTERN

Any 1L

DOX Can o

COLOUR

Bright anc

the ink and pa
toGls .i'l.'.]l’u_l“l"'
are the PEN, whic

colours
which pus

IFiNG an
to ordir drawing mode, sav
ing tha

Memor

r.m_ L&

narmal co

LOAD and SAVE

Load and save may be perform
( il Documents

equivalent to a
SCREEN including the colour
attributes and a Document is a
picture

patterns

'I'||_i-|.:|!|r!|;| A (AT,

current pattern is always dis-
played in the bottom right cor-
ner and to change the current
pattern this box must be access-
ed and CAPS SHIFT pressed. In
colour mode the top line of
pattern boxes is replaced with
the colour palatte.

Several important functions
and facilites found in most gra-
phics packages nowadays are
missing from ICON GRAPHIX.
Cut, Paste, Copy and Move facil-
ities, which would allow screen
details to be duplicated or
moved to other areas of the
screen are noticeably absent.
There are no special drawing
modes for blending new de-
signs into existing screen draw-
|n8$ using the logical AND and
XOR functions. Serious screen
designers will miss a screen
dump routine for 80 column dot
matrix printers, as the minimal-
ist 32 column thermal print-outs
are unlikely to satisfy them.
Despite these omissions ICON
GRAPHIX is a handy screen
creating tool which could prove
to be a lot of fun to use.

Program: lcon Graphix
Producer: Audiogenic
Software Ltd.

Price: £9.95

TECHUNICH

TEC

FILTERED

mun] J/ x

Simon Goodwin

This month’s TECH TIPS column covers quite
a few subjects, as several of the ideas dis-
cussed in previous months pop up again. I've
found the missing paragraphs from last
month’s BASIC review, for instance (sorry!)
and assessed a “spin off’ from Laser BASIC —
The Laser Compiler. There’s more news
about Lenslok and the Microdrive Doctor,
both of which we featured in past issues.
We've also got some advice on logic gates
and video circuitry.

OOPS DEPARTMENT

Last month's review of an add-on BASIC system was missing a few
paragraphs from the bottiom of the first column on page 102. This
meant that some of the details of Sportscene’s Mega BASIC went
missing; we'd like to apologise to any readers who were confused
or misled, and to Sportscene themselves — although, to be fair to
our Production Minion, the review was only late because our
original Maga BASIC tape was incomplate.

Anyhow, the wandering wisdom is reproduced beflow — let's
hope that the delay caused by adding it to this month’s column
doesn’t provoke any other disasters!

unﬂ . 5 om"t'l‘ 'I'Iﬂ“'-“ rn--.:.. ¥ fﬂ“‘lﬂr ﬂBr

ata _BﬁlSﬁ ET:FLTE‘fsundmn fﬂﬁﬁ-uﬁ:’;g;ﬂ;l:%; copier th
mands inciu ded areas of aro ¢ current progra
hich colours boun lina |8 astroys you achine if t
the screen for v““é:::fg%m a | and c'“hﬂ’ﬂéh-..; f:-mre than 24
fairly fast ﬁ"d ?ﬁ::;mr of points | file ::Iuncﬂf“

{ of the nu : long! : era
e, Graphics can be shifted | 93,5, pasIC i GeTCl
and gealed s Ilhl'r;.r;nlutﬂ‘ co-ordi 'lmﬁ"ﬂ‘llﬂg_he cummandﬁ do
you can 15{1 a 51ugﬂi5h but mistake. aramﬂlﬁf"'l}mmi
makes it ri’- "-i-,ran ba obtained check their p
decent resul g

) Eebruary 1986
Beta EASJCF? raphics commands
include a FILL function which

colours bounded areas of the
screen for you. Filling is fairly
fast, and you even get a count of
the number of points filled.
Graphics can be shifted and
scaled within a window, and you
can use absolute co-ordinates
rather than offsets, when draw-
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hat Mega BASIC excels at is
multi-tasking. The Spectrum’s
interrupt facility is used all over
the place. You can produce
intricate non-stop sound effects
while a program runs, or make
two programs run at once — or
all three at the same timel The
software multi-tasks  rather
crudely, executing lines from
two parts of program
alternately.

Mega BASIC has simple, four-
character-size animated sprite
graphics. The eight sprites can
move, changing shape automat-

| ically, while the program cont-

rolling them does something

2 GAMES
P (WORTH £10) WITH
EVERY REPAIR *

* Spectrums only

MY MOUE ... W
FTHINMNKING . .

glse. It amazes me that Laser
BASIC did not include this fea-
ture — in fact it DOES appear in
the Amstrad and Commodore
varsions of Laser BASIC.

The Mega BASIC Sprite De-
signer was a bit of a disappoint-
ment since it wasn't recorded on
my cassette. We E‘O! a replace-
ment at the next Microfair, and
found it to be a competent but
umnimaginatively-written pro-
gram — not as good as the
character designer on the Hori-
zons cassette, for instance. It is
written in Mega BAS/IC, which
makes it rather sluggish, but
decent results can be obtained
with a bit of effort.

FOR HONESTY - Wi et you watch

TECHC

Last month | looked at Ocean's
Laser BASIC — a set of graphics
axtensions to ZX — and
mentioned the fact that a ‘com-
piler’ for the extended language
was promised. The Laser BASIC
Compifer has turned up, and it's
very, well, interesting.

Foryour £9.95 you get a crush-
proof plastic box, an eight page
A5 manual, and one cassette.
One side of the tape contains the
compiler, ‘run time routines’
and .a loading program. On the
other side there is a compiled
copy of the Laser BASIC dem-
onstration package. Curiously,
many of the effects do not seem
to to have been accelerated by
the compiler, and some of the
others are now noticeably more
flickery.

The press release we received
with the program says that the
Laser Compiler will turn Laser
BASIC into ‘fast maching code’
The packaging is less forthright,
promising only that ‘compiled
programs run typically twica as
fast as their interpreted equiv-
alents’. In the manual this is

toned down still further to ‘prob-
ably only a factor of two or less”.
¥You are allowed to sell compiled

eSS | (iE 15 Choice
—FEXPRESS SPECTRUM,BBC
and COMMODORE REPA IRS f

WHY PAY HIGH
‘FIXED'
PRICES

NEW GLUNEA, SAUDI ARABIA,
SWEDEN, SWITZERLAND and

MANCOMP for repair!

NICH

COMPILER?

programs to anyone, and
purchasers do not need the
Laser BASIC interpreter.

LASER DRILL

The LASER Compiler is not easy
to use. For a start, you are not
allowed to load it while the main
Laser BASIC system is in mem-
ory. so you have to save your
program, reset the Spectrum,
and re-load the BASIC before
you can load the compiler. You
also have to clear 6K of memory
before you load the compiler, or
it won't work. The program
really should do this for you.

Once the compiler is loaded
ou set it off with a RANDOMIZE

SR command. The system
overwriles your original IC
as it works, and it 'gives up' as
soon as an illegal command is
found, spitting out an error
message. You have to re-load
your IC, correct the problem
and try again for every single
arror, ong ona. This is irrit-
ating even if you've got Micro-
drives — with cassettes it is
mind-numbing, especially as
not all of the error messages are
listed in the manual.

YOU DO NOT LIKE OUR ESTIMATE
WE WILL RETURN THE COMPUTER
ZIMBABWE — sendf their Spectrumd to AMD REFUND THE POSTAGE INCURRED

TECHC

(We do not charge you for our YOUF COMpUtEr being repaired and if

there is nothing wrong with £, we will 24 MR TURNAROUND _ NO-QUIBBLE MAHCDHPW
tell youll! CUARANTEE N0 HIDDEN © tnmac

FOR REPUTATION & HELPFULNESS - Because we repair hundreds of mm,mm.
Il have corme across a firm that will be  computers every weel, we are  Manchester M19 1P

we have been repairing 24 81°s,

Spectrums, QL's, Apples and oW 5 fernady 1oy pretens. They  304€ T pass on our ‘component- phone 06 1-224 1888,
BBC's professionally, for 24 are caed W mwes  buying discount’ to YOU in OR 061-224 9888
years — who is coming second? faulty computers, srealso  FOWer prices . . Z80A cpu ;
I i st SRS LS CISn e | OPBENI A4 b o
m|mrmnmum wﬁ - we bring down the prices for
COMPUTING WEERLY AN 85, repairs and components!
O mwml:ﬁmru-nm (We may refuse ‘o revive
{£.g ED for keyboand faults) FOR SPEED - “Ore firm at least can  computers suffering from

atumptmnw repairsl)

h FOR LOW PRICES Warchester MANCOMP (a0 o #fe ol SNt Dy
mmlmnmmﬂ the FASTEST Farmpted Post a0 rdired
who flsd it in B minutes! and for less Mrmrl busseress 1O porsonal "-"”“’-"""'

mﬁtﬂl‘wmm.:m%.s callers” CRASH Magazing JUNE | 985 (For next cay delivery inchude £1.50

and blindingdy efficsent!” 4 HI Lar !
DIGEST THIS 5 WHY Spectrum users from [SECurioon by [rioT erTangement)
Landon, Cormall, Scotnd, Or-site masrterance for -
mm&u “Of il the Birrmingham, Liverpool, Coventry, 1BM 's and mast makes of printers
., ":ﬁr‘ Livcester, LOM., et al50 Fvailatie o
o, ALISTRALIA, Rid, BELGILM, Guaramteed 4hr resporss|
PROPESSIONAL when t metoadice  ECYPT. EIRE, GERMANY, What we do today ...

WHY DELAY - OUR ESTIMATES ARE

NOTE OUR PRICES AND WATCH OTHERS FOLLOW THE LEADER -

CRASH March 1986 83

R




Luckily, the Laser system
doesn’t impose many restrict-
wns. You're not allowed 1o use
calculated line-numbers  in
GOTOs, GOSUBs and RES-
TOREs, CLEAR is prohibited and
array dimensioning works in a
slightly different way — arrays
are pre-built to a fixed size if
possible. Microdrive data files
are banned, but other Micro-
drive commands are allowed.
There's no program text after a
compilation so LIST, MERGE
elc, obviously don't work.

The compilation process is
vary, wvery fast. Benchmarks
compile in the blink of an eye
and a 300 statement program
was processed in under three
seconds. | didn't find any bugs in
the resultant code, but — as we
shall see — that is hardly
surprising.

e code can be saved and
loaded in the normal way, but
the listing has disappeared, o
be replaced by a dummy PRINT,
a RANDOMIZE USR call, and a
couple of lineés containing all the
DATA and DEF FN statements
from the original program. The
‘compiled code’ is stored invisi-
L‘JI}E thereafter,

he tape-twiddling is not over
once the program has been
compiled. Believe it or not, you
can't use the compiled code
when the compiler is loaded!
¥ou must first load the “run time’
| routines that process Laser
| BASIC commands. These rou-
tines have 1o be loaded in place

| of the compiler.

TIME TRIALS

This elaborate procedure meant
that | was not able to perform all
the usual benchmarks, but | did
try a simple IF test. A loop that
took 39 saconds in ZX BASIC ran
in 28 seconds when compiled.
This was a very disappointing
result — much slower than an

other Spectrum BASH
compiler.
| decided to try the Laser

Compiler on a ‘real’ program —
a game listing from a now-
defunct magazine. The program
was written in straight-forward
BASIC, where it took, on aver-
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age, 39 seconds to generate a
maze. In ‘fast machine code’ —
Ocean’s term, not mine — it took
35 seconds. In other words, the
Laser Compiler made no useful
differance to the spead of the
program.

| tried a few other tests and
they confirmed my impression.
This ‘compiler” was just making
a few minor changes to the
format of the program and
‘hiding’ the listing to make it
look as if it had been compiled. |
analysed a ‘compiled’ program
file and discovered that it con-
tained all the normal program
text, keywords, vanables and all
— you could read the listing
straight off the screen, and there
was no sign of any machine
code,

The re-ordering of data and
definitions makes little differ
ance to the speed of the code.
The only other changes seemed
to affect line-numbers and IF
statements, where (| assume)
addresses rather than numbers
were used. This is not, in itself, a
clever trick, since a program 1o
do the job was listed in Your
Computer magazine over a year
or 50 ago. Beta BASIC does
something similar when pro-
cessing loops.

| can't recommend the Laser
BASIC ‘Compiler’to anyone. tis
axpensive, hard 1o use and — in
the final analysis — almost use-
less since it makes little differ-
ance to the sf)eed of most BASIC
programs. It is most short-
sighted of Ocean to launch this
Frpgram on their new ‘IQ" label.
t iIs not @8 compiler at all, in the
usual computer-programming
sense, because it uses the same
tokens as slothful ZX BASIC.
There’'s no sign of the ‘fast
machine code’ generation pro-
mised in Ocean's press release.

The Laser ‘compiler’ may be
useful to those who want to
markat pro‘?rams written using
the Laser BASIC interpreter, but |
can't believe that there will be
many of them, and the package
does seem to introduce extra
graphics flicker. The run-time
system should have been part of
th_ehLas:ur BASIC package to start
with.

A couple of months ago |
explained the details of the
Lensipk security system in
CRASH. That explanation
obviously came too late for
Firebird, who seem to have
made a mess of their
implementation on Spectrum
Elite.

In principle, Lensfok is a good
system — it is easy (o use,
cheap, and it works, as long as

NICHE

TECHLC

the display is at least ten
centimetres wide and the user
looks directly through a properly
folded lens.

The software industry
desperately neads a way to stop
home copying. If Lensiok—or a
similar system — fails, then all
honest software buyers will
suffer as a result. Unfortunately,
Firebird seam to have made
several mistakes, and Lens/ok

ULAs cost
Uﬁmﬁmu“t::lm
repairs —
ug into a socket on the

TECH

TIPS
BAG

atg:n'umd[withqard.m
is the big chip in a socket,
with Ferrants written on the top.
Thare are two sorts — the first
e et
a

. was used in later

mﬂmﬁmw
more than by design,
and it got very hot — the iater
one was more reliable.
You can tell which version you
naad by looking at the circuit
board. Follow the usual
instructions to take the
compiuter a .Early
Spectrums four adjustabla
componants, with screwdriver
slots, at the left hand side of the
ULA (with the edge connector
pointing away from you), These
compaonents are missing from
computers with the revised ULA
— machines from late 1983
onmwards,
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SPACE TRAD '
ERS

isn't universally loved, if the
contents of Lloyd's postbag are
anything to go by!

The first mistake was to install
Lensliok wrongly on some
copies of Spectrum Elite. Itis
quite impossible to use one
production copy that was sent 1o
CRASH, unless you deliberately
ignore part of the instructions.

Before attempting to use the
lens to unscramble the pattern
of dots displayed on your
screen, you have to let the
Lenslok system know the size of
your telly screen. Rather than
type in the appropnate
measurement, in inches, cubits,
nautical miles or whatever, you
adjust two lines on the screen
until they are a known width
apart — the width of tha lens
holder, which just happens to be
100 mm. The computer keeps a

| count of the number of pixels

between one line and the other,
s0 it can convert from pixelsto |

MICR

WY W

by Pipeq sys
Millbridge, Dollis Valley Way,
Bamet, Herts ENS 2HU

Wer

millimetres (on your telly) with
a8asa.

WRONG SUMS

Unfortunately, Firebird got thair
sums wrong. A mistake in their
code means that you have to set
the lines substantially wider
than the instructions would
have you believe. It is not too
difficult 1o do this, if you use the
scrambled displahn the letters
‘0K’ 1o work out the correct
setting, but you fail complately if
you do just what you're told.

Firebird have owned upto a
different problem, which makes
the system completely unusable
in some cases. Lenslok uses the
lens as a key and tha software as
a lock. Codes in the program
produce graphics which can
only be read through a particular
lens. Firebird have shipped the
wrong lens — the wrong key —
with some copies of Elite.

There are millions of possible
lenses, just as there are millions
of possible keys for most locks
(except the one on the Editor’s
van, which could be opened
with an\rthin? sharper than a
milk-bottla). if you use the
wrong lens, the ‘lok’ stays shut

You can check your copy of
Elite by prising the small
transparent lens from its orange
plastic holder. Unless you are
neadlessly violent, you'll find
two small tags projecting from
the side of the lens. i there's a
letter "A’ on the lens, all is well;
but if there's a letter ‘8" you've
got tha wrong lens, and no
amount of peering at the screen
will decipher the scrambled
display.

irebird will replace a type ‘B’
lens if you send it back to them
They'll also send you a free
game as compensation for the
tme you've wasted

| hape that Lensfok survives
these problems, because ithasa
lot of promise. ltwould be a
great shame if peopla were put
off the idea because of teething

| problems. Whatever happens,

we'll keep you posted.

rt and
a too. Highly

TECHUONICHE

TWIDDLY BITS

These components are ive consequences.
interesting in their own right, as mmm
they let people with early imag named VC2
computers adjust the displayto  keeps the rdﬁrncking‘
m'mulﬁﬁ‘lm gﬂ;wnﬂ:ﬁmmh&
i as
ﬂu'dmwhﬂ%uugmm u‘;ﬁum
synch e ay. You bottom two twiddly
can get rid of most of the ‘dot things are variable resistors.
" on the screen by They set tha colours —
the computer warm up and the blue and the
turning the maetal screw in the the red. The wgu
middle of the component. Use set them is to print a line
an insulating device, such asa paper in each colour and fiddle
plastic spoon, to turn the screw  around until you can see an even
— a metal tool will disturb the range of shades of grey on a
circuit, and it could fall into tha monochrome display.

works with potentially

THE BEST BACK-UP INTERFACE
100% success!
£35.95 SPEC-MATE £35.95
Automatic one touch transfer to

MICRODRIVE®@WAFADRIVE®BETA-DISC
TAPE*TAPE DOUBLE SPEED*OPUS (see below)
“THE TRANSFER PROCEDURE IS SIMPLICITY ITSELF” —
CRASH MAGAZINE

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

2. EXPANSION PORT INCLUDED (you can keep SPEC—MATE
attached if m{m; want, but don't have to)

3. NO ADD/ NAL SOFTWARE REQUIRED. FAST, DIRECT
AUTO-TRANSFER

4. “FREEZE"” PROGRAM AT ANY POINT (can be used to save

ame opt.)
g. FINISHED IN SPECTRUM-STYLE BLACK CASE.
6. ADD POKES WITH EASE
7. CONVERT ANY PROGRAM INTO A TWO MINUTE RELIABLE
FAST LOADER,

8. ANY PROGRAM CAN BE MADE CHALLENGE SPRINT
COMPATIBLE.

NB. TRANSFER TO OPUS IS IN TWO SIMPLE STAGES (extra
software required charged at E?B Please contact us for details)
order to
ATA&Y COMPUTING LTD, 35 VILLA ROAD,
LONDON SW8 7NC
~ Information: Tel: 01-7336175 or send s.a.e.
Fully inc. price £35.95 (Opus £37.95) Overseas: Eur. plus £2
hers plus €4
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Romantic Robot’'s MULTIFACE
ONE follows in the footsteps of
earlier FAST-SAVE interfaces
such as INTERFACE Il and
MIRAGE, but incorporates extra
facilities. It provides an auto-
matic SAVE facility for cassette,
Microdrive, Wafadrive and var-
| ious disk drive based Spectrum
systems, features a Kempston
type joystick interface and has a
composite video output connec-
tion

These three ingredients impr-
ove the performance of the
Spectrum by providing 8 more
versatile storage interface, a
port for the obligatory joystick
and a crisper screen picture.
MULTIFACE ONE supports the
OPUS DISCOVERY and BETA
disk interfaces directly and other
drives can be accommodatad by
saving programs 1o tape in a
manageable format. These can
then be loaded without MULTI-
FACE ONE into the computer
and copied to disk

The unit plugs in as usual onto
the edge connector; the joystick
is connected to the 9 way joy-
stick plug on the lefthand side
and the video cable to the phono
plug on the righthand side of the
interface. With a Microdrive SY5-
tem the MULTIFACE ONE
should be plugged in at the back
of the INTERFACE 1 unit, but all
other storage devices, WAFA-
DRIVE, OPUS and BETA, must
be connected to the extension
port of MULTIFACE ONE. Al
software functions are initial
ised by pressing the ubiquitous
red pushbutton

The joystick interface is Kemp
ston compatible, which means it
i5 port mapped to address 31
The joystick function can be
checked by pressing the red
| button and then SYM%DL SHIFT
and A which should cause the
data values to appear at the
bottom right of the screen when
the joystick is waggled. For the
BETA disk interface the Kemp
glon 'tu',':ihck interface must be
disabled as it interferes with the
disk drive operation. This is
| dona by opening the rear cover
and cutting a wire link close to
the joystick connector

The video output is not gener
ated by MULTIFACE ONE, but is

trum's edge connector. This
means some Spectrum owners
may not find any signal on the
output of their unit as it seems
some machines do not have the
video signal available at the
edge connector, Some Spec-
trum owners may find the signal
very weak and noisy and sea no
improvemeant in picture gquality
The familiar dot crawl will per-
sist, as the video signal is gener-
ated from intermodulation of
the colour carrier frequencies
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MULTIFACE ONE from Romantic Robot. The magic red button helps
yOu Save your cassefte programs onto fast storage media and there are

a few other goodies included in the package

a perfect PAL composite signal
will never match that obtained
with the separate RGB signals,
but composite video provides
an Improvement n picture
sharpness at least.

The save facility is obtained by

ressing the red button. This can

done at any time, regardless

of the program running. MULTI-
FACE DN% freezes the curremt
program and displays a list of
options on the bottom two lines
of the screen. EXIT provides an
exit fromm MULTIFACE ONE and
tha program. This allows you to
study, alter or customise the
program but only on the con-
dition that the computer doesn’t
crash on exit, which depends on
the existence of standard sys-
tem wvariables. RETURN gives
the control back to the current
program. SAVE initiates the
save routine for screens or prog-
rams. POKE provides a facility to
POKE and PEEK any part of the
Spectrum’s memory

Selecting SAVE generates a
prompt for the file name, which
can be 9 characters long. If only
ENTER ig pressed the program
automatically enters RUN. With
the BETA drive the name is 7
characters long and ENTER on
its own will provide the name
BOOT

Once the filename has been
selected a menu appears
SCREEN saves a screen on its
own; PROGRAM saves both
screen and program and is the
default setting. Then you neaed

required for the standard PAL | to specify the device vou want to
video signal. The quality of even | save to which can be TAPE,

CARTRIDGE, WAFER or DISC.
MULTIFACE ONE automatically
detects if OPUS DISCOVERY or
BETA is connected and follows
the correct procedure. The prog-
ram or screen is then saved 1o
the selected storage device.
Programs are always saved in
four parts: a BASIC lpader, the
main code, the screen and the
operating code. MULTIFACE
saves the contents of the com
puter (the RAM IMAGE) in a
compressed form. There is an
abort facility at every stage of
the process — BREAK brings
you back to the current menu. In
most cases MULTIFACE ONE
need not be present to reload
the programs il has been used to
save. e only disadvantage is
the distortion of the top third of
the screen, which usually gets
updated by the program any-

wa

T):,-pncall'n,r. a 16K program
occupies 53 sectors (about 13K)
and loads within 10 seconds on
a BETA drive. This compares
favourably with the MAGIC
BUTTON facility of the BETA
itself, which saves the whole
48K, without compression, onto
192 sectors. If you want to save
space you have to name the file
and copy it to another disk so
that several programs can be
stacked. MAGIC BUTTON only
operates with empty single
sided formatted disks. MULTI-
FACE OME can store up to 24 16K
programs onto a doublesided 40
track disk without renaming and
recopying files.

MULTIFACE ONE has BK ROM

for its own software and BK RAM
as buffer area. The RAM can be
used to store data and machine
code routines, utilities, tools and
so on, if required. The RAM sits
below the screen area and must
be paged for access. This can
only be done in machine code
MULTIFACE ONE performs
well with all the storage devices
listed. The compression tech-
nigque assures economic saving
and fast loading of any program
The system is well protected
against erroneous usage with
different error reports for the dif-
ferent systems. An extra facility,
JUMP, should be implemented
quite soon and will allow users
1o JUMP to a specific location in
memory and execute code
beginning at that address. Use-
ful if you have a Disassembler
lurking in memory, perhaps
Extensions to the PEEK and
POKE functions are also planned
— at present the facility only
wiorks in decimal notation, but
the upgraded unit will offer a
Hex display option and be cap-
able of revealing the contents of
the ZB0 registers. Direct compat-
ibility with the Kempston KDOS
system s also planned for the
future. In all, a worthwhile buy,
especially for owners of fast
storage devices
Franco Frey

Multiface One
Producer:Romantic Robot
Price: £39.95




FAST LOMNPUTER REPAIRS

== VIDEO VAULT INTERNATIONAL ==
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the bill, we give you a 100% fixed price NO extras. We

don't need to boast about our service, we have

EXTRAS 1000's of customers from all over the world nighly

—_— delighted with our service and help. Only 20

minutes from Manchester Centre. Commodore 165, Commodore &4, Vic 20

5o repalred call us for details. Please note we never charge between prices

Don't walt weeks for your repair, we tum around all computers in 24 hrs, All

repairs carry a full 3 month guarantee, plus on every Spectrum we repair, we

send you 4 free games worth £25.80 for your enjoyment and pleasure
& T O Walt Sendice Dy Profecmonal *  MOSTSDectT WIMe FEpained within &5 manutes
COompPuie ENQINnesry AN NRCTOS inSuired Or Feturm jJoumey
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Tasword N has been out for
naarly two years now. During
that long s of time it has
pushed aside a number of
attacks from other word proc-
mi::? programs with the great-
est of ease. But fears are grow-
ing for its safety as market
leader, as Oxford Computer
Puhlinhinq. (creators of Arm
Studio) bring out a new offering
called Word Manager. As soon
as Word Manager arrived, it was
out with my printer and disc
drive tnnm it this zhnllh r
wWas rea ing to topple Tas-
word I J’"ﬂ{::!“?w nufvaarml
parch.

As a dedicated Tasword If user
— I've had a copy since it was
first released — | was pleased to
see that OCP understand that
Tasword Il has got a firm hold on
the rum Processing

and there are lots of Tas-
word files sitti on cassetla
already. Thoughtfully, OCP have
included a facility in Word Man-
a;gw which allows you to LOAD
asword files into their word
processor with the greatest of
ease. Only the slightest amount
of editing is needed — a few
words which may have got
joined together in justifying
need to be separated.

OCP have also given great
thought to the compatability of
its product with the peripherals
it controls. When loading for the
first time you are presented with
an option of setting up Word
Manager with the built in mach-
ine code routines (17 to be
precise) for r}mur printer. if your
printer interface is not included
in the menu then don't despair if
you can't implement your own
machine e routine, get in
touch with OCP for assistance.

Fast access backing store per-
ipherals are also taken into con-
sideration with a host of differ-
ent versions of the software
available to complement your
hardware — and if you've got a
Microdrive or OPUS disc drive
then you don’t have to pay any
extra {but the OPUS drive does
provide BASIC microdrive com-
patability).

When compared with Tas-
word N knock for knock, Word
Manager has a large number of
extra features and extensions
which, 10 mind, give it the
edge over the current market
leader. It is a more flexible and
more ul wardprocessor
in the final analysis:

THE FEATURES

Insert Mode: Insertion of char-
acters without overwriting. In-
z:'rt mode can be switched on or
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MANAGING WORDS

Oxford Computer Publishing’s Spectrum Wordprocessor is put through its paces by Ace
reviewerperson, Dominic Handy

Fast Edit: The cursor can be
m'u-udd ur':rund word by word
and page Dy page.
Deletion: Allows a letter, word,
line, block or paragraph to be
deleted all commencing at the
cursor position. You are also
allowed to change from deleting
to the left of the cursor to delet-
ing letters to the right of the
m Blocks: Text blocks of
s Text -
any size can be marked and
moved or copied to the present
cursor position very rapidly.
Cursor: The cursor can
be moved to the start/end of
text, and last cursor position
when re-entering the text file
from menu. It can also jump to
the start of the present line and
the start/fend of the present

Fatch Cod
Codes: Can produce new
paragraph marker or tell the pro-
gram not to justify this line, A
atch code can also be placed to
tell the ;&nter to start a ﬁ
page, ie one o page num
displayed and produce a blank
line to separate it.
Address Codes: These are
placed when usi
ress Manager wit
ager, and mark names, address-
es and telephone numbers.
Search: Searches the
script for a specific word/letter.
You can also delete all occur-
rences f?f a n*:ardmer in the
script from the nning or
from the cursor position. The
word/letter selected can also be
cha for another if you wish,
Tabu : The TAB function

allows the user to vary the
column that the cursor returns
to when entering a line, this is
useful when preparing tables. A

TECHC

Do Not hatch code has to
be positi at the beginning
of each line otherwise ‘yvour
table will be completely screwed
up’ as the manual puts it.
Justifying: Justification (sprea-
ding the line out along the
screen 1o produce an even edge
to the text file) only occurs when
a paragraph is completed. You
can opt to justify a8 complete
document, and can to put
hyphens in the words split over
two lines. Left or right hand
margin justification can be
selected.

Miscellaneous: Text can be
centred on a line; words can be
swapped round — eg | am bec-
omes am |; blank lines can be
inserted.

GETTING HARD
COPY

The printer applications are very
impressive and allow the user to
change the width of the printed
line from 1 to 128 characters.
Line width should be adjusted
before you start, as it tends to
muck up the justification if done
halfway through writing a script.
The screen line simulates the
printer, stretching the B0 col-
umns of the printer over two
screen lines, which | found very
hard to get used to — but it
seems to work alright.

The Printer menu allows yvou
to have single or double spacing
between printed lines. It also
allows you 1o use continuous
paper or single A4 sheets to
primt on. The script can be
printed in its entirety or from the
cursor sition, and output
stops when a block marker is
encountered. Page numbers can
be printed in the centre at the top
or bottomn, or at the top right
hand corner— or they can be |
out altogether. Page numbering
can commence at any number.

Printer Codes
Unlike Tasword N, Word
Manager uses ASCIl symbols for

printer codes and not the easy to
use preset ‘graphic’ symbaols.
This can get awkward if you
want a lot of different styles in
your text file, but should present
no problems when writing let-
ters.

One problem | found in my
version was that | couldn’t print

NICH

TEC

the infamous pound sign on the
inter while using Word
ﬂmgw, but I'm sure it's in
there somewhere!
Multi-Tasking
Word M. er also features a
very clever fast/slow print opt-
ion which simulates multi-
tasking (doing more than one
thing at once} when printing.
This means that you can choose
to have the text printed and if
Yyou see any mistakes in it during

rinting yOu Ccan chang: them
By editing the text at the same
time, then print it out again.
File Reports

| was very impressed with
Word Manager's comprehen-
sive file report facility, which
gives information on the current
cursor position, memory (in
characters) used, memory
remaining, and the all important
word count which is very, very
useful for us reviewers, None of
these features exist in Tasword If
but an extra piece of software
can be bought which will add
them.

SUMMING UP

The main thing that strikes you
about Word Manager is that it
doesn't justify or word-wrap at
the end of every line which is
confusing if, like me, you've
been using Tasword // for ages.
Also, | was a bit unhappy not to
be given a small ‘'window’ at the
bottom of the displayed text tell-
ing me the line/column my
cursor was at. The cursor
doesn't flash, and | found Iife a
little confusing at times . . .
Overall, Word Manager is a
much more professional word
processor than Tasword N, It
contains more features and is a
flexible piece of software. |
feel it falls down a little, because
in nearly every case you have to
access some sort of menu to use
the extra or expanded features.
Despite this, | feel that Tasword
i has finally met its match with
this wvery professional word
processor from OCP. The pack-
age includes a detailed manual
— nearly fifty pages of explan-
ation — and a freebie copy of
Address Manager for 32 column
printers such as the Alphacom
and ZX Printer. All in all, a tasty
?ad?a. Tasword If watch out]
he Word Manager has come to
take the words out of your
mouth.

Price: Tape/Microdrive/Opus Disc Drive Versions

£12.95

Kempston & Watford Electronics SPDOS versions

£19.

Publisher: OCP, 77A Packhorse Rd, Gerrards Cross,

Bucks SL9 8PQ




A COMPLETE OFFICE

SYSTEM FOR YOUR SPECTRUM

Ten runners up
will win the

Oxford Computer Publishing are
very keen for you to try their
Word Manager software for
yourself. So keen, in fact, that
they have decided to hold a
competition for CRASH readers
who fancy their chances at a bit
of creative writing using Word
Manager.

The top prize in this competit-
on is very tasty indeed — a
Rotronics  Wafadrive with the
Complete Works from OCP on
Wafa and a Quendata DWP1120
daisy wheel printer. Enough to
set anyone up in business as a
computer bureau! Ten runners
up will collect the Complete
Works on cassette. Worth
around £120, that's 8 mean col-
lection of software. . . .

QCP publish a suite of five
programs, including Word Man-
ager that could form the basis of
a very useful office computer
system built around the Spec-
trum. Finance Manager is an
easy to use, menu driven acc-
ounting package which would
prove useful to any Spectrum
owner involved in preparing
accounts and dealing with finan-
cial planning and budgeting at
home or in an office. Stock Man-
ager allows the user 1o keep
track of up to 600 different prod-
uct linés on cassette (up to 6,000
on disk), and deals with invoic-
ing, stock levels and product
details interactively. Address
Manager helps you keep track of
up to 400 full names, addressas
and telephone numbers that can
be indexed in three ways. In
conjunction with Word Man-
ager, address files can be used
to produce mailshots. If the VAT
man scares you, then VAT Man-
ager could come to the rescue
when it's time to prepare those
dreaded quarterly returns — it's
a menu driven program that can
sort out all your invoice details
and present an analysis ready to
go onto the VAT 100 form.

All five of these business or
club oriented programs are
compatible with Microdrives
and a host of printer interfaces,

PLUS

and can produce professional
copy across B0 columns. These
guys mean business!

,an of course OCP has a foot
firmly in the utilities market,
with a Master Tool Kit contain-
ing a number of useful machine
code routines to make any prog-
rammer's life easier; Machine
Code Test Tool which should be
at the nght hand of anyone mov-
ing into the world of machine
code as it makes entering and
testing hexadecimal machine
code routines much less painful
and there's a complimentary
ditor Assembler for putting to
gether that machine code
masierpiece,

If all this serious Spectrum
using tires you out, you could
always indulge in a bit of light
relief with P's Video Pool,
Casino Royale or play a little
chess with The Turk.

All these programs could be
vaurs, and if vou're iucky, you'll
get them on Wafadrive with a
printer thrown in! What we want
you to do is wrile an article of
some 1,500 to 2,000 words in
length that you think CRASH
readers might like to see in their
magazine

You could write a fun piece
like the Diary of 2186 in this
ISsuUe, or a serious article on an
aspect of computing or the state
of the software industry, a shor
story, 8 One Act play, an Ode 1o
the Spectrum, an analysis of the
serious side of microcomputing
or a letter to your Granny expl
aining what these new-fangled
micro thingies are. It's entirely
up to you what you write, but
you must use Word Manager to
prepare you entry.

We're going to give you quite
a while to get your copy of Word
Manager, learn how to use it and
then create your masteérpiece.
Three months, in fact — you've
got until April 24th to send your
cassette containing a Word Man-
ager file to the OCP COMP,
CRASH, PO Box 10, LUDLOW,
SHROPSHIRE. Admittadly,
you‘ve got to lash out about thir-
teen quid to enter, but even if

Complete Works
from OCP

you don't end up with a tasty
prize, you'll end up with a very
tasty word processor. Oh, and if
u have any difficulty in getting
old of a copy of Word Manager,
don’t forget Auntie Aggie in Mail
Order is a very helpful soul. So
|DH-9 as you don’t ring her while
she's having her din-dins, that
1

‘A Wafadrive and

Daisy Wheel printer
'on offer from OCP
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For the f pmputer
footbe u take

Tony Williams, ce
Club Directory” has

0 "F-A- Nﬂn"lﬁﬂguﬂ
¥rid away form for a total

of 124 L ' 2 teams.

You must decide whi e various matches and
you must make man morale of your team
and subseque and if you are
lucky enough torg even experience

Above all, Th r >alistic results
that's approval!

Available for Spe 464/664/6128

Spectrum48K[] Commodore64/128[1 Amstrad CPC464/664/6128(]
Tick appropriate Box
All versions of F.A. Cup Football cost £7.95. Please make cheques and postal orders
to Virgin Games Limited and post to the address on this advertisement.
Please do not post money.

Virgin Games Ltd, 2-4 Vernon Yard, 119 Portobello Road, London W11 2DX
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would like to turn my thoughts this month to a
matter which has been on my mind for some time.
| As | go about my everyday
, ng and old, who are surprised at what | do for a
A living and are then interested in
v world games software is. In pa

‘ - ". - -

bl

| maet paople, both

st what kind of a
lar, they marvel
rammers are, and at how easy it
. These are factors which the

deeply concerns me is not the youthful nature of this industry,

job security for

of established
increasing standards of new software and

nor the
exacting nature

of . No, of these thi and
tudlfmhm none ngs wWorry me

WOrTy you.

Producer: Level 9
Price: £9.95
Author: M N, & P Austin

The Silicon Dream ftrilogy,
mun by the text-only Snowball
followed up by Retumn to
Eden, is now completed with
The Worm in Paradise. Baing the
third part of a trilogy, this game
is guaranteed a lot of sales but
the game will make perfect
sense without playing the other
two, and it has enough worthy
features to recommend it on its
OWT.
The story takes place on the
planet Eden, one hundred s
after the time of Snowball and
Returmn to Eden. You are a citizen
of Enoch polis, the first
and smallest of the domed cities
which support Eden's popula-

However, what should most

“RE K BREWSTER’S

enture

With all due respect to old people, the future of Britain as a trading
nation lies with the young of the country. Young minds can be
to usaful occupations or be left to wander in a confusad
answer does not lie in better careers guidance. The

vacuum. The
answer does not lie in
age-old

artificial work or forever raki

answer is to umunq-nng

hnl'lmnlnwmm train young people in how to use it.

THE WORM IN PARADISE

tion of half a billion people.
There is no contact between the
human populations inside the
domes and the world outside, so
rumours of alien life forms on
the planet are rife. It is said that
ﬂying]mcau are regularly seen
and that intelligent moles live in
deep tunnels.

game takes place during

the reign of the third Kim, and
Eden is run as & benevolent
bureaucracy. This is the para-
dise of the title, where the silent
majority live in the peace cre-
ated by full mplnvmunl, no
crime, good housing, and more

to enjoy in a lifetime. There is no
way to challenge the system, but
what right-thinking individual
would want to?

The politics of Enoch are
curious and take Reganomics to
their logical conclusion. Govern-
ments can theoratically run at a
profit, extorting no taxes from
thair citizans but getting income
from such sources as fines for
criminal offences. This involves
tight controls on services and
routine supervision of the pop-
ulace to catch trouble-ma :
Millions of robots, immune from

corruption, work tirelessly to run
the state as the Government
wishes. Robots do all the im-
portant work and most of the
menial jobs. It is difficult to tell
whether humans are the leisu-
red aristocrats, or the pets of
robots.

Tha Enoch Police naturally
enough tum in a profit. Fines
rather than imprisonment, re-
wards to informants, summary
ij'm to cut court costs, and
ines on every small vice ensure
a steady stream of money to-
wards the long robot arm of the
law. Enoch hospitals also make
a profit, partly by the re-sale of
hodl.rparmmeging recipients
and partly by charging for in-
patient care. Making medical
advice freely available via com-
puter and minimising the time
patients spend in hospital hel
1o tum costs into profits. In
larger scheme of things the
people of Eden, originally in-
e as a source for future
colonists, are left with no further
role to play as the robots and
machines mine every asteroid
and hollow out every moon in
their path, and build people on
site.

The story behind this adven-
ture is much better than the
normal hotch potch which ac-
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companies other games. The |
plot has real depth and relev- |
ance, a bit like the famous Star
Trek TV scripts. As with Star Trek |
this game has a fair sprinkling of
humour to sweaten what is quite
a bitter task, that of changing an
inthuman bureaucracy Into a
society where humans are
worth something beyond just
being rabot fodder (that is, if |
ot the gist of the plot right from
the amount of the adventure |
completed).
You begin within a dream
wherea you find yourself in a
arden. Following the worm you
| pleased with yoursell for
getting somewhere whersupon
you suddenly wake up! It be-
comes clear that you have been
dreaming in a pleasuredome
and, leaving your visor aside,
you can begin the adventure
proper — unless you were
dra%ming of a dream withina... |

The Worrn in Paradise evolvad
alongside a 12 month enhance-
ment on Level s very own
adventure system. Standard
features include a 1,000 word

vocabulary, a very highly ad-
vanced English input, memory
enhancing- text compression,
the now familiar and very much
appreciated type-ahead, and
multi-tasking so a player need
neéver wait while a picture is
drawn. To be honest, the gra-
phics take imaginative skills a bit
too far and most of the pictures
can only be described as poor.
The story, descriptive depth,
vocabulary, and the many soph-
isticated features go to make
Level 9's latest a really good
adventure game.

Difficulty: no push over
Graphics: imaginative, but poor
Presentation: good

Input facility: sophisticated
T
General rating: excellent

Atmosphere 9
Vocabulary 9
Addi: | -

ictive quality 8
Overall 9
e
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Producer: Melbourne

House

Price: £15.95

Author: Philip Mitchell &
Beam Software

Ever since The Hobbit was

released by Malbourne House,
games players everywhere have
eagerly awaited the computer
varsion of JRR Tolkien's lgmat
est work, The Lord of the Rings.
The Hobbit computer game was
widely regarded as one of the
best programs t©o run on a
Spectrum and even now it still
stands as one of the best ad-
venture games you can buy. Its
Iasting appeal can be attributed
to its immense intricacy of plot
and the high competency of its
g(ngrnmmrng. Lord of the
ings, dealing with the story
found in the first part of the
trilogy. The Fellowship of the
Ring, sacrifices some of the
rogramming panache of The
bit in order to offer as wide
an entertaining medium as is
possible on a S rum. Pic-
tures are relatively infrequent,
and where they do pop up, are
nothing to get excited about.
The program is undeniably slow
and the glaring white back-
ground to the text gives the
impression that Philip Mitchell
has been too busy with his own
Fet grmm! to see the great
engths to which other software
houses have gone to impress
with their presentation.

You might now think that this
review is about to concur with
oneé or two others which have
fallen short of praising this new
adventure. Not so. Considering
;he gnormols affrirte mars o

RN AW R & W IRFE LR U PR

make this game deep, intricate
and entertaining, one can over-

look the minor irritations in
presentation, s and debug-
ing and aud Melbourne

ouse for a very courageous
and worthwhile effort in bring-
ing such a monstrous project to
fruition. In short the game suc-
ceeds in doing what it set out to
do, entertain, and | thoroughly

enjoyed playing it.
‘?W lmt I've got that off my

chest let's see t nau gets for
znur moneay. As with The Hob-
it, you get the correspondi
Tolkien book, The Fellowship o
the Ring, which is the first part of
the Lord of the Rings "ﬂ"f?"
This Allen & Unwin paperback is
more than just a sales ploy as it
contains important background
and clues to your quest. Fur-

LORD OF THE RINGS

thermore, it contains maps of
The Shire where you begin the
adventure, and the whaole of the
westarn section of Middla Earth
by which you can gauge the
threat manaiinwm the sast.

An impressive let of ve
full instructions is also included,
which serves both as an introd-
uction to the game and &8s a
broader intro to the whole world
of adventuring. It is a most lucid
and palatable guide and does a
superb job of introducing qual-
ity adventuring to the novice.
game itself spans two cas-
settes. On each is a challenging
adventure on the A side along
with its inner's countarpart
on the B side. The beginner's
games, like the booklet, are
simply superb, introducing the
concepts and challenges to be
found in the games proper in a

informative manner.

story behind the game
will be very familiar to Tolkien
fans but probably be pretty con-
fusing to those who have never
icked up on the books. It is the
iddle Years of Middie Earth
and Sauron the Great, master of
the evil realm of Mordor, has
tricked a great Elvensmith into
teaching him the craft of making
rings of power. Deep within the

bowels of Mount Doom he for-

ged a ring to rule all others. By a
circuitous path the ring came
into the possession of Gollum
who fled with it to the Misty
Mountains and the dark caves
that ran beneath them. Bilbo

ins, a Hobbit, found the
ring in the goblin's den and kept
a hold of it by outwitting the
pathetic creature. Bilbo returned
to The Shire with the ring, and
for the last time, used the rin?.:s
curious ability to render the
wearer invisible before handing
it on to his heir, Frodo Baggins.

ring causes some strange-
side effects however, making its
owner overjealous. Gandalf, a
fatherly wizard, warned Frodo of
the malevolent nature of the
ring. Making too much use of the
ring would see its owner fade
into a ring-wraith. Bilbo retired
to Rivendell to the east, and the
ring was entrusted to Frodo,
whose strutggla to keep the ring
safe from servanis of doom
i5 told in the Lord of the Rings
trilogy.

The adventure ins with
Sam, Pippin and Frodo at Bag
End, Frodo’s home in Hobbiton,
Merry awaits the party at his
house in Crickhollow to the east,
by the western bank of the
Brandywine river. Now, if the
computer game carried on just




like the book there would be
little point in playing the adven-
ture. The Beam programming
team have cleverly devised a
lot which has enough in keep-
ng with the Tolkien work to
justify its name, but not so much
as to make playing futile. There
are new s, new situations
and novel twists which will en-
sure that a thorough knowledge
of the b-noiks ulon; will not give
an easy victory, At no point is
knowledge of the books assu-
med, al h thorough read-
ing is recommended, if only to
gain insight into the fantastic
world of Middie Earth.
The first strikin hﬂtumn‘fﬂm
ame pops up i at the start,
Eﬂ'mnwunmpn red the option
of playing up to four Hobbits
during the one game. The char-
acters of Frodo, Sam, Merry and
Pippin are up for grabs, al-
though the booklet warns that it
may be easier to in with just
g:' one character. ndﬂdl . 'I{I:
inner's program settles for
Frodo only. Even in the begin-
ner's program there is still
lenty of scope to influence the
iour of r Hobbit com-
nions via the use of the in-
uential and highly effective
SAY TO command. Often the
likes of SAY TO character
'HELLD" is sufficient 1o draw
most characters into conver-
sation. As in most commands
which are used often, the pro-
ramming team have thought-
Ily provided the abrid form
of |GANDALF) HELLO' as an
option.

Many of the problems you
face will be im ible to
unravel without the help of other
characters, some of whom will
only be helpful if you adopt the
right tone or ask the right
questions. Your fellow Hobbits
will, as a rule, follow your lead
and can be made to do mosl
useful tasks as with SAY TO

m:;uuﬂ_?emEE'. find th

1 amé you hind the
bnuklutngn't I:E:.‘rding about play-
ability. Your active control of
characters in combination with
the computer's habit of intelli-
gently keeping the action mov-
ing along when you are not
cantrolling things is one of the
enchanting aspects of
the game. The program really
does its level best to act intalli-
gently at all times.

Going beyond the beginner's
program you might like to play
the game with friends, each

rson taking on the m:fonsia
ility of one furry-footed Hobbit.
The commands BECOME PIPPIN
or | AM PIPPIN, or simply PIPPIN,
will swing the game round so it
is played out through the eyes of
Pippin until it is changed once
more. To show who is playing at
ricular time, and to in-

dicate which Hobbits are pre-
sent with’m the screen uses a
layered whereby the top
layer has | AM FRODO etc slong
the top with his picture, while
down the sides are the pictures
of any other Hobbits present.
Lower layers show the pictures
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of Hobbits not currently present
in the same location. This use of
layers slows the game down —
with every new location the
layers are re-sorted to reflect
any splits or meetings in the
groups.

When arranginﬂorﬁlﬂiu to
tackle specific problems it m:ght
be worth rememberin at
Pippin is the most agile, Sam the
most sturdy, and Frodo the
smartest. Sam, being Frodo's
devoted friend, a tries to
stay close to him. During the
course of the game characters
suffer weariness from the con-
stant stmqﬂ: and their st
declines. best remedy for
low morale is a meal and a
rest, but if the bbits should
chance upon skilled healers or
m::ai herbs this helps them

re the fray even better. In
combat, Hobbits are generally
thought poor fighters as they
normally live cheerfully paace-
ful lives in the relative seclusion
of The Shire — so they should
not be thrown into the midst of
gory battle.

Towards the end of the book-
let an abbreviated vocabulary
gives some insight into the 800
words used the adventure.
The rules which govern the use
of Inglish (first used in The
Hobbit) are related at length and
are informative enough to guide
even a newcomer to the delights
of adventuring. The program is
very good at asking for clarifi-
cation of any input about which
it is not sure,

THEIR FINEST HOUR

Producer: Century
Communications

Price: £10.95

Authors: Nicholas Palmer
& John Wilson

Their Finest Hour is an icon-
driven strategy out of the
same mould as Century's prev-
ous release, The Fourth to-
col. That game was basad upon
the best seller by Frederick For-
syth and this game has an
equally auspicious background
as it finds its setting amongst the
brave World War |l pilots who
inflicted Germany's first defeat
of the war in the Battle of Britain.

Game design was by Nicholas
Palmer, author of “The Compre-
hensive Guide to Wargaming',
and he has brought his love and
knowledge of the genre to the
computer screen with true mili-
tary precision. The game is
eminently playable and as your
interest in the heroic exploits of
these flying aces increases so
you find yourself becomi
more and more absorbed wi
the task of halting and event-
ually turning back the northward
advance of the Luftwaffe over
southern England.

This game scores on all
fronts: design: looks and playa-
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Two features from The Hobbit
have been retained in this game.
Mapping in The Hobbit could
become pretty unreliable owin
to tha structure of tha game, an
80 it is in this case, The other
feature of The Hobbit retained is
the need to be ever careful and
watchful over what and how
many items you are carrying. In
addition to adding weight to
your burden, some objects in-
crease your effective size, which
can lead to trouble when nego-
tiating a small door or tunnel,
Liquids cannot be carried with-
out @ container and you must
ration your acquisitions to just
those can manage to carry.

Lord of the Rings tock over 15
T"”"f.':,'l’ to Iprngm. IAftm wait-
I 50 long people may ini-
!?iﬁlyr be disappointed with the
fesull. The game is siow, the
pictures are rudimentary, and,
due to the glaring white back-
ground for the text, this adven-
ture is almost unplayable on a
colour TV, The prose is itrn\mdy
stilted with descriptions which
tell of objects within objects and
upon objects, in a very dry and
dreary manner. The dubious
examples of humour in the
game detract from such an
auspicious work and there are
times when you're not quite
sure whether something is sup-
) to be humorous or not,
ike, were there really photo-

raphs in the original as found
gescribed in the first frame?
Having said that, the game fea-
tures a very good and informa-

AT

Not all naws is good news — a raid on a radar station makes
your struggle with the

lifa more difficult in

tive EXAMINE command, &
super friendly vocabulary which
gets just about anything you
wan! to do done, and it takes the
interaction of characters 1o new
heights in adventuring.

n the whole, despite unfa-
vourable reviews from other
quarters, this adventure s
worthy of a8 Smash as it reveals
enough features to place it
above the wusual release. In
?&ﬂiml!ﬂ its friendly vocabu-
ary and its options on character
play add to the standing of an
already monumental work.

Difficulty: not difficult
: 10 be honest, poor
Input facility: well beyond verb/
n

nou
Response: slow

General rating: a highly
commaercial and entertaining
game

Atmosphere 9
Vocabulary 9
ic 9
- - 0

9
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bility. Design is centred around
two map scales — one a small-
scale map showing southem
Britain where dots represent
radar stations, air bases and
niné ports, and the other provi-
ding large-scale maps showin
much smaller areas (eg Devon
Cornwall) where dots inside
uares are air bases from
ich you launch your aircraft,
anchars are ports, and five dice-
like dots are the radar stations

| which scan the skies for the

approaching German air force.
Around the edge of the maﬁ
screen are the main icons suc

as anti-aircraft flak, plane allo-
cation to the ten air basaes, and
repairs to installations at the

beginning of each day.

ou can alarm bases and di-

rect planes during the day which

leads you off into sub-menus
where relative strengths can be
increased or decreased. For ax-
ampla, the Alarm Sub-Menu
gives the choice of putting the
crews of an air base on hut,
cockpit or plana alert where
each represents an escalation in
readiness for the approach of
Goering's forces from the south.
The computer knows which air
base you wish to alter by an
ingeniously simple method. A
cursor glides over the map
screens and you place it over the
@ir base, radar station or por
you are interested in. You can
then use the icons around the
sides to alter flak cover (which
starts at two anti-aircraft guns

r site), plane allocation to

ases, or alert status for bases,
or you can just request inform-
ation via the information icon.
This last feature is a very useful
one as in such an involved game
constant updates on informa-
tion on both your own move-
ments and those of the enamy
forces are wvital. Reports on
énemy aircraft are not just
plonked into your lap; & strong
thread of slramr?dy runs through-
out the game and in this case the
accuracy of reports on enemy
movemeants is governed by
weather conditions and the
watchfulness of the radar crews
and ground observers.

This is certainly a good-look-
ing game. The maps are geo-
graphically accurate representa-
tions of southemn Britain while
the icons for such diverse oper-
gtions as tape, keyboard/joy-
stick, plane allocation and re-
pairs are pleasing to the eye and

reveal delightful detail. The
icons are driven whizzing a
cute pointing hand around the

edge of the maps with the
SPACE key and selecting with
ENTER. Sub-menus and bulle-
tins are flashed up onto the
screen in a very naat fashion in
keeping with the looks of the
game as a whaole.

Not only is the game playable,
it also has that rich blend of
strat which will ensure it is

layed long and often. Right
rom the start you can choose
how fast time passes by selec-
ting the clock icon and selecting
a pulse rate between 1 (impos-
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sibly fast) and 2565 (where every
move can be scrutinised to the
last). 30 is thought an expert's
speed and 150 time enough for
the anxious.

The attacking German forces
are made up of ME109's, the
main German fighters, ME110's
the fighter bombers, and the HE
111"s, JU 88's, DO 17's (Flying
Pencils), and the JU B87s
(Stukas) which are the (pro-

ressively lighter and faster)
g:)mbem but the heavy HE 111's
and JU 88's do the most dam-
age. The numbers of these air-

craft types will vary each time
you play and so you will look
afresh each time at the initial

Intelligence Assessment with its
superb picture of Winston
Churchill (his picture on the
loading screen must be the best
I've seen on a Spectrum).

The battle ins on August
12 and can continue until Sep-
tember 21 when the British
forces win — if you haven't
already been defeated. After
each day's play Churchill calls
you from his bunker to inform
you how the War Cabinet as-
sesses your progress. If your
losses are severe Churchill asks
for your resignation.

ré are many strands of
strategy running throughout the
gama. Well rested pilots are
mora then a match for tha
Luftwaffe, so early interceptions
of the enemy forces should be
on the highest rating of agg-
reéssion (ie 6 from the choice 0-
6). An aggression factor of 0 on
your part sees your pilots intim-
idated by combat and they re-
turn to base. if the pilots are
tired, and its worth noting that
whean in the air they tire very
quickly, it is probably better to
avoid combat unless the enemy
force is composed more of
heavy bombers than swift figh-
ter craft.

After lunch each day your
pilots will be tired and you
should recall the most exhaus-
ted to base. Sci.u;dmns at the
end of their tether should nor-
mally be rotated to Scotland,
aespecially if the weather fore-
cast is bad, making enemy raids
less effective. You may decide
not 1o alert some squadrons in
the morning so as to keep them
fresh for afterncon intercep-
tions. Care must be taken to
ensure German raids do not
catch RAF planes on the ground.
Squadraons on cockpit or runway
alert can get themselves into the
air quickly, but unalerted or hut-
alert bases run the risk of being
caught hopping. However, the
higher the alert the more tired
the pilots will become so it is not
such a good idea to go on too
hiq!; alert too early.

e Luftwaffe goes mainly for
radar installations and airfields
at first, trying to crack your
defences before they attack the
ports and soften them up for
invasion. Because of this it may
well be a idea to harden up
defences [viathe flak icon) along
the southern coast radar sta-
tions, as it is these which give

ENDING
STORY

Producer: Ocean

Price: £9.95 Authors: lan
Weatherburn, Simon
Butler, Fred Gray

‘A boy who needs a friend finds
a world that needs a hero'. So
-;n:»as the caption at the top of
this story which follows the
theme of the film about Bastian
Balthazar Bux, a boy who dis-
covers a dusty old book on the
shelves of an antique bookshop.
The book is titled the The Never
Endin Stn-ry' and chronicles the
aver ¢ r?mg fortunes of the
people of Fantasia. Bastian takes
tha k and, blowing the dust
from its jacket, reveals the cover
depicting Auryn, a silver and
gold medallion symbolizing the
strength of Fantasia. On reach-
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ing school he avoids his tea-
chers, climbs into an abondoned
attic and settling himself down
on an old rug begins 1o become
absorbed in this compelling tale.

you the earliest detection of the
advancing forces. Needless to
say, should all yvour south coast
radar stations become dama-
ged, you are almost blind to the
advancing forces, save the occ-
asional ground observation.
Your best planes are the Spit-
fires; they are slightly faster and
more effective than the
Hurricanes.

As with all complex games
this one has its fare share of
hugs. At oneé point in a game |
had more planes destroyed dur-
ing combat than actually existed
and this resulted in having P762
planes left. Also, on destroying
an entire German force, | was
then constantly attacked by zero
planes. The way the game stops
whenever a message is up on
the screen is, 10 me, a negative
point as it gives valuable think-
ing time during which the play-
ers can collect their thoughts
and cooly work out the |
strategy. This is a luxury not
affo the strategists during
World War Il. Perhaps the com-
bat algorithm is just that bit
askew. During battle you can
have the situation where one
Hurricane (slower than the
Spitfire) holds at bay a conside-
rable German fighter force. Tha
rate at which the pilots tire is a
great cause for concern. During
just one moming pilots become
tired and can actually reach the
and of thair tether. All the while
the advancing German pilots
mﬁm 'Iukkaup remarkably fresh
and just keep on coming at you

Nicholas Palmer wanted to
devise a game which gives the

player the claustrophobic feel of
crouching in a command centre
strugglin with  insufficient
material. He has constructed the
game so that the computer
controlling the German forces,
far from being a passive oppo-
nent, exploits weaknesses in
your defences intelligently. The
strategy element varies from
game to game, from day to day,
and from one battle to the next.
The one day option is very
useful as the main option takes a
long time to play. use the
strategy element is S0 pervasive
the game becomes really absor-
bing and can hold your interest
for a considerable period of time
— the one game can last days or
even weeks, | think Their Finest
Hour is a superb strategy game
and a worthy successor to the
popular Fourth Protocol.

Difficulty: choice of pace
Graphics: axcellent
Presentation

ion: excellent
Input facility: icon-driven

Response: fast
Gmmr:lﬁg;:vew good
Atmosphere
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person who can find the saviour
of Famasia. You take on the role
of the hero Atreyu. Only through
your endeavours can the king-
dom be restored o its former
glory.

The main characters are fam-
iliar from the film. The three
travellers, Rockbiter, Teeny-
weaeny, and Mighthob are on
thair way to see the eternal, evar
youthful, Empress ruler of Fan-
tasia at the very top of tha lvory
Tower, Gmork the Werewolf, the
main servant of the dreaded
Naothing, will range all his
powers against you, the one

rson who can stop his master
rom  destroying  Fantasia.
Marla, the Ancient One, is an
enormous earth-coverad 1ort-
oise who lives in the Swamps of
Sadness. Two animals are of
particular importiance to Atreyu.
Artax is the faithful steed of
Atreyu while Falkor, the huge
white Luckdragon, will lend
assistance to anyone who car-
ries Auryn.

Never Ending Story is an

companion who accﬁmi)anmﬁ
you. Confirmation also lies in
the text of the location descrip-
tion and inventory. Wp to five
objects can be carried at one
time and they are displayed at
the top right-hand corner of the
screen. Any companion, such as
Falkor or Atrax, who is with you
will have their picture appear at
the bottom of lﬁe object display
area. Larger illustrations for
locations or events appaar in the
top left. Breaking the screen up
in this way is rather novel and
certainly works well.

Never Ending Story is a very
professional piece of software
with really good looks. The pic-
tures that represant the differant
locations, objects and charac-
ters are of a very high quality. it's
debatable whether the game
would really have needed so
many parts were it not for the
inefficient programming. Also,
some location descriptions
ﬁar':fv scroll off before you've

ad a chance to read them —
wag( irritating and unnecessary,
and t

added to the player’'s enjoyment
and sense of participation in the
game. Taking the first game as
an example, there don’t appear
o be too many problems to
solve; three to be exact. Apart
from the crystal/telescope prob-
lemn | can only recall how to get
past the thorn bush, and how to
et pass the multi-colourad
gsart. However the game is
good fun to play and the solu-
tions to the problems are logical
and reasonable enough. All in all
an enjoyable romp through the
fantastical world of Fantasia

Difficulty: not so difficult
Graphics: very good
Presentation: very pleasant
Input facility: verb/noun
Response: fast

General rating: well worth
playing
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The mailbag for both
SIGNPOST and
SIGNSTUMPS was guite
enormous this month,
clearly adventuring is a real
growth area in CRASH. 1
would especially like to
thank the many unsung
heroes who write in each
manth with tips. Should the
naw filing system | am
currently working on ever
gat going, | will be able to
thank more tipsters
individually. Without more
ado let’s get stuck into these
hare problems:

Never Ending Story has been
causing never ending

ems for adventurers
this month. D. Jones from
Trearchy, Mid Glamorgan
writes:

“Please could you help me out
of a problem in the excellent
Never Ending Story from
Ocaan?

Firstly where is the Southem
Oracle and how can you reach
it? Also how do entar the
lvory Tower (is this linked with
the crystal)?**

whilst Andrew Freedman of
Harmow, Middlesex writes:

“1 cannot get into the lvory
tower, do you have to get a key
for it? W so where and how do
Eo-u find it? Also how do you get
alkor to fiy? When | type “fly
Falkor' it
understand’.*’

‘1don‘t

Youw can't enter the Ivory
Tower in Part One of the
game. The Southemn Oracle is
to the south over tho
miﬁmhumgmrt To be
able to fly on OF you must

Also on the same game Lynda

Efvmyﬂp d-m’.fmm e
i

the cave blocked by thom

bushes, whilst fu ronin

Part Two, Mark Cox of

Consett is stuck at the

spider’'s wab.

To pass the thom bushes you
must CVSO0 then. To rid
vourself of the rs wab
simply DVU XFC.

The Hobbit is an
p-mﬂdnfﬂmsrlﬁ
m returns to
as M. Hales from

Stowmarket, Suffolk writes:

“1triad your hints on Tha Hobbit
from issue 23, but when | had
killed the wood elf at the
rrl‘tudlli and moved into the
orest, "something
from above and stung’. you
mmghnw kill these mysterious
‘,’.“ [

You can’t kill the spiders but
as | have stated many times
before you can them by
waiting twice after each
movae.

Julian Tedstone in
Kingsbridge, Devon asks:,

“Please, a, se could
you tell '::m how ml past
the Death Beetlas in Kentilla
and after that the Zalrogs?"
whilst Lee Cartwright has the
same problem.

The solution to passing the
Death Beetlas and the
Zalrogs is linked. Your first
hint is obtained by listaning
to the Conch I fowund on
the beach. This will tell you
that Death Beetles hate Blue
Mushrooms and if are
carrying Hllmﬂllmﬂﬂ
will move away from you and
not atteck. They normally
move to the west. If however

u drop one batch of Blue

rooms in the west

location they will move sast
and kill the X

From Sean Spillman, once of
Wakefield but now in a boat

on the Serpent Sea, |
received am ina

bottle req assistance
hlmﬂmm.
i think some XBY may help.

my memory serves me right |
saw some wax from a bumnt
out candle on the foor in the

Urga-Mauls dungeon.
lar f old,
Fower ol Despa LG

i, L.C.
Goodchild is in a room with a

cauldron of boiling liquid, a

ﬁnymmmuf?mom
paste and is stuck for what to .

do next.

UBTUF QBTUF will reduce
your size and allow you to
progress.

Steven Murra Hmn is
Raving problems wich

“Where do | find Doctor
Octopus and Electro? When |
get on the side of the

why can't | go up or down?

What does it mean when it
Hnwg?'fmmhhmhwtm:

:’:ni‘knhupﬂulﬂlufﬂu
you must HVNG
Vt!.lh-rthhruu:hwldh

Christer Andersen from
Denmark

represents many
adventurers when he asks:

“How do | start the press in the
basement in Spiderman? (The
computer says something like:
‘nead 950 pounds to start
press’)”

To make up the weight drop
couch, desk, stunned Dr
and froze Hr&unﬂnl the

n
weighing room.

Christer is alzo Bl‘l;!:ﬂ
in m&m.-

You need the ESBHPO. GFFE
it to gat it to follow you.

Bored of the Rings has proved
to be a very popular game

grovid&nn many lems.
imon Hayward

Stockport asks how to get
monay from the vendi
whilst Robert Collier
in Leominster, Herefordshire
is unable to pass the Morona
Gare. Noarer the end of the

z.mc Derek Jenkins of Cardiff
‘having difficulty finding
the scissors:

near the TIPQQJOH DFOUSF.

ENCRYPTION CORNER
Ib's easy to speak Brewster!

ENGLISH © IRBCPEFGH ITKL
BRGWSTER: ABCDEFGHIIRLM

ENGLISH : MHOPOQRSTUVWRY

BREWSTER: NOPRRSTUVWRYZ | b

i — i
[l N



" IESECARTOON ADVENTURE

AKE PART IN ...”

¥
[
g

SPECTRUM 48K
AMSTRAD 464

£7.95

GARGOYLE

SPECIAL EDITION
i m
T



SETTING OUT
ON THE
ADVENTURE
TRAIL...

. 'iFI‘ 4'1' "1: f:
n ' -iii._qc.- ._I
easiest is Terrormolinos

inexperienced
order that they cou
the Lavert JJonas humour. A
game made easier by its
remarkably friendly
vocabulary is Mindshadow
from Activision which is a

ﬁww.
vo Level 9 text-only
classics are Lords of Time and
more difficuft st re 80 full

et

lﬂMﬂlﬂll T § .
hardly notices. Lord of the
Rings is a bang up to date
program, quite sasy, and
works of JRR Tolkien (but

s

_ the adventure Sorderon's
-:'_’?’ adow is the worst program |
ever H newcomers

started.
‘l"oumthgum. The
computer is waiting for you to
replay the tape so it can verify it.
But you are not told this either
in the instructions or on the
screen. 5o you can it there for
ever waiting for something to
happen, When dia, the
computer is wa for you to

-5




Michael Choudhury from
London writes "'l completed
Beyond's ENIGMA FORCE at
7.49 pm on Sat Dec 21. |
converted the Insectoid leader
to my ally, then cormnered Zoff
and blew him up using
explosives. When he died he left
the Zoff card behind. | then used
this to open the door in the
Reptiloid armoury which leads
to the escape . The end
sequence shows you in the
cockpit of the escape craft and
congratulates you on a
successful mission. Am la
SUPERHERO?™"

You are indeed a SUPERHERD.
Michael. You just beat Daniel
Connor (Dec 22) and Paul Finch
(Dec 28) to the coveted title.
Well done!
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H%m«/ YOU , :

YQHIA IS T?
3RAIN SURGERY !

[3;::;-&1_ h?u Wﬁata&% m : COI| > a

e e e SGANON

fD. There's this personaly

Win oun’i\( f

‘The chaps dd

’:“Tﬁ: o SPRINT
SR e ‘ focus

. nut ﬂ'm

Camera

. |
\
lence E!lﬂar — and you have

coax |D out of its confusion. Tg
to it, via the keyboard, and Ty

" and build up trust. You can teach g S
; ID and learn from ID A ’
With pE el \ ' : ; :

in_inter- well, interpersonal,
communications, ID will co
to trust yvou and its pars
will gradually be repaired. .
Beware though — a time will ST
come when 1D, accordin
ingtructions it received all
millenia ago, will tn.r Iﬂ- I
OVEr =
ID's moods
happy. to trusting;
and confused as it tries t
sense of the informa
giveit. Be nice to
knows, yougould
the waorld

~J
.,?

flight Home Brain Surgwﬁdu
see. CRL don't want to flood the
market!

Imagine you are Carl Jung, RD

Laing or Sigmund Freud. Start-
Ing out as a young. enthusiastic
psychiatrist you have been
given the task of analysing the
mind of a member of the CRASH
Team. You could choose to
rummage around in the cons-
ciousness of Robin Candy for
instance, or Lloyd Mangram,
Aggie Jiffybag, The Ed or even
take a quick shufti inside the
To get you in the mood for delv-  cranium of your Humble Comp-
ing round inside ID’s personal-  etition Minion, Record your find-
ity, CRL have decided to offer a  ings on paper, film — or even
izzo first prize package inthis  make a model if you like.
D competition. A copy of the ax- Reveal the innermost
ellent tome (LMLWD] The Adv- thoughts and secrets of your
anced Guide to DIY Brain Surg-  chosen CRASH person; discover
ery is on offer to the winner, and  the hangups, phobias and com-
a Canon Sprint camera will be  plexes lurking inside his or her
included in the first prize so you  mind. Then whizz your entry off
can record your progress on toCRASH BRAIN DRAIN, PO Box
film! Twenty five copies of the 10, Ludlow, Shropshire, SY8
program ich contains ID's  1DB making sure it arrives on or
shattered memories will go to  before March 27 when we'll be
runners up, by way of consol- deciding who's the best at anal-
ation. Not everyone can be atop  ysis. Psychoanalysis, that is
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Where can you find over 100 FREE software programs a year?
Who can you go to for FREE round the clock advice and help?

How can you get instant news, views, gossip and “hands on” reviews
24 hours a day?

Who gives you FREE national electronic mail?
Where can you “chat” with 70,000 other micro users?
Who'll help you publish your own database for all to see?

How can you take part in national multi-user strategy games?

1
2
3
4
2
6
7
8

How can you book a seat on the 3.15 from Euston—at midnight?

for just 20p a day

ANSWER

————————————

To: Micronet 800, B Herbal Hill, London ECI
Please send me a brochure on Micronet 800

Name

Address

CTRERE SR

Micronet 800 = :
Telephone N
8 Herbal Hill, London ECIR SE] R )
Telephone: 01-278 3143 Age Micro.

CRASH. 1.86 |



The first month of 1986 saw some changes at Micronet. Simon D’Arcy vacated the Editor’s

terminal, becoming Micronet’s Publisher; Sid Smith, Simon’s Deputy, moved into the hot

seat and is working on a new section — The Sunday Supplement. And a new record was set.
The mood at Micronet is jubilant: there are some thirty thousand Micronet pages on

Prestel, and on average each one was accessed ten times a day during January. That makes
almost nine and a half million page accesses in the month: a record. Micronet is the most
popular area of Prestel . . .

A great deal has been happen
ing on The Net, as afficianados
ke to call it, sincewe took atitin
last June's TECH NICHE. Par-
haps the most significant
change has taken place on the
Chatline front: the service has
expanded considerably. There

FIFTH

sages. New messages on the
Quickchat channels appear a
few seconds after they are sent,
and overwrite the current frame
“Blink, and you'll muss it", as
Micronet puts it on their expla-

natory page.
MNow that Chatline is run on a

CHANNEL

ON
YOUR

are now two ‘Daisy Chain’ chat-
lines, which allow subscribers to
send messages for all to see,
and no less than seven brand
new ‘Quickchat’ channels have
been opened

The new Chatline service is
run on a computer which is
much more sophisticated than
the one it began life on — the
frustrating delays and break-
dowris that aggravatad Chatline
users have largely been eradi-
cated. The seven new Quickchat
lines work rather differently to
the 100 page message board
principle of the original Daisy
Chain chatline — they cope with
one massage at a time, and you
can't step through the old mes-
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mainframe computer, the Chat-
line service has been frag:
mented so that people with a
common interest can go to a
particular area. Religion, politics
and adventure Quickchat lines
already exist, as well as a gay
line. People dialling up the net
can now communicate very ra-
pidly with other users who share
their interests. Of course, the
parsonal mailbox facility is still
going strong, allowing Net
members to communicate with
each other, sending personal
electronic mail, using ready
drawn greetings card frames
from the Micronet library if they
like or keying in a straightfor-
ward letter.

CLUB SERVICE

"Micronet is becoming more
and more of a club and com-
munications servica”, Peter
Probert their publicity man ass-
erts, "Increasingly Micronet is
becoming the link between
home computer users nation
wide". About 20,000 people are
currently ‘on the Net” and it has
become the largest single area
of British Telecom’'s Prestel
service, accounting for nearly a
(‘iuarter of the page accesses on
the whole system.

The Gallery section of the Net
has really taken off in the twelve
maonths it has been running. The
Gallery allows individual Micro-
net subscribers to rent a collect
ion of up o twenty six linked

ges and then use them to pub-
ﬁghlhmmwn material — so long
as it's not done for financial
gain. Soon after the service
started, a queue of over four
hundred people waiting for
Gallery pages formed. The
Powers That Be decided that a
bit of weeding out was needed
— now it costs a bit more to get
started in the Gallery, and the
people who thought thay ‘might
as well have some pages any-
way' and did nothing with them
have stopped clogging up the
area.

In the Gallery, you can rent up
to four frames for four months at
a cost of 99p a frame and a 5p
editing charge is levied every
time you edit one of those
pages. Up to twenty two further
frames can be rented in a Gallery
‘Exhibition’, costing 50p each
with a 10p-per-edit-charge. So
for £15 excluding editing char
ges, it's quite possible to publish
a respectable small magazine on
Micronet — much cheaper than
printing a few hundred copies
And the potential audience is
huge — your Gallery entry re
aches into homes containing
70,000 neanle,

The Gallery service is very
much an electronic publishing
First for Micronet — currently
there are over 250 Gallery exhib-
itors, and some of the matenai is
very good indeed. Undarstand-
ably the range of topics covered
in Gallery entries is wide rang-
ing — from motorbiking to
TETJHIU"I. Net gossip and collect-
ions of random jottings. Wall
worth a browse. And just 1o keap
Gillary axhibitors on thair toas,
Micronet has introduced an ele-
ment of competition, publishing
a league table of the most pop-
ular Gallery slots for all to see ..
Otherwise, Micronet staffl don't
interfere with the content of
Gallery frames, unless they're
obscene or illegal, of course

PLAYING GAMES

Interactive games are getting
popular too. Apart from the
games run in the Gallary, game
sters might like to browsa thr-
ough some of Micronet's own
offerings. In the ‘Buttons’ sact-
ion there's a prize adventure
running. You're charged a few
pence per page as you progress
through it, but the incentive is a
juicy cash prize which is award-
ed each month, when a draw is
made from the subscribers who
solved the adventure. The
‘Round Britain Race’ has also
proved very popular. The player
moves a flashing cursor on a
grid laid over a map of Great
ritain, attempting to find four
specified locations. The cursor
can be moved North, South,
East or West, one square 31 8
time and each move costs a
panny. Once again, a cash prize
is awarded periodically to some-
one who has completed the
game.

Of course, there's a range of
games and utility software
which can be downloaded into
your computer and saved 1o
tape or microdrive, some of
which is free and some of which
you pay for

On the more serious side, a
new business related service,
Bizznet, has opened, where sub
scribers can access pages relat
ing to a range of business
matters. Simon D'Arcy, Ex-
editor and new Publisher of
Micronet sees the service mov-
ing towards providing more and
more useful information:"The
idea is to provide information
for Mr Average at home who
wants assistance in filling in his
tax returns, who wants 1o know
where 1o go to get the cheapest
car insurance, who wants to
know where to put his money, —
which Building Society is offer
ing the best rates, wheather or
not the Past Office makes mors
sense than a Building Society,
and soon,”

More specifically, Micronet
wants to provide information
useful to people setting up their
own business, for instance, and
a whole range of new services
are on the cards as Mr D'Arcy
explains: “The idea is to help
people who have been fostering
a germ of an idea, who want to




become self-employed by ex
panding their deas. I\Iﬂ\rhﬁ
they'll come 1o rule oul, once
and for all, the idea of setting up
for themselves if they take ad
vice and find that the idea
doesn't really stack up — on the
other hand, we'd like to be able
o give people the necessary
Impetus to take their idea fur
ther. A Walchdog area is plan
ned which will be a consumer
hunt, taking up the cudgels on
behalf of people who feel they
ve been conned — perhaps
buying a program that won't
work or 8 computer that breaks
down and their local store is
being rather unfriendly when it
comes to replacing the faulty
goods — we'll be investigating
the matter on behalf of the
customer”. And a ‘Legal Eagle’
offers free legal advice on a
range of knotty problems

CLASSIFIEDS

Looking for a job? Micronet can
help. Jobsearch is just one of
over thirty interactive areas on

the Net. Run in conjunction with
a national employment agency,
Jobsearch collects news of com-
puter staff vacancies from re-
cruitment consultants and dis-
plays them — vacancies often
appear in Jobsearch before they
reach the more conventional
prass and the section keeps up
front; it’s updated twice weekly

A thriving classified/small ads
service runs on the system. In
the Talent sections, Netters can
advertise thair skills, from plas-
tering through drumming fo
landscape gardening. A Home
Search service is running, as
well as a Swap Shop where folks
can offer odd unwanted items
for sale or exchange and can
advertise for items wanted,

The Contact sections, apart
from the Chatlines, encourage
people to get to know each
other. At the moment the Agony
Auntie is temporarily indis-
[med (something to do with

3ing revamped!), but the Graf-
fitt/ board 15 thriving — it's
surprising what people have to
say to the world! Already seve-
ral Micronet membérs have or

Simon DVArcy, Tor it is he, Publishing Executive of

MICRONET — the most popular part of Prestel by far. No

wonder he looks a happy man

ganised evening meets at pubs,
and there have even been a
couple of marriages as a result
of contacts made on Micronet
(Not an activity that Micronet is
likely to actively encourage —
experience has shown that
Micronet Weddings tend to res-
ult in the cancellation of one
parner s subscription!)

In many ways, Micronel is
becoming a CB channel for
micro users — of the 20,000
subscribers around 8,000 are
Spectrum owners. The publish-
ers encourage special interast
groups to flourish. “"Unlike a
conventional magarnne, which
has one editor, we've got somae-
where in the region of forty of
fifty people editing their own
areas — excluding the Gailer}-".
Simon D'Arcy explained, “Th-
ara’s a whole range of subjecl
areas which are put together by
individuals or groups. A mem-
bar of the Micronat team over-
sees contributors — not from
the censarship point of view, but
to offer advice on the English or
graphics, and to keep an eye on
what's going on”™

Spec-tacular is one such area
on the Net which should be of
particular interest to Spectrum
owners. Stared in December
1984 by Mike Kent, Bob Garbutt
and Dr Mike Sun, Spec-tacular
contains utility programs, tech-
nical hints, news and reviews of
Spectrum products and a User
to User group, boasting 650
members. The User to User
group consists of people keen to
get in touch with one another

shows and carry listings of
evants around the country. A
gossip columnist — ‘a doyenne
of the industry who will remain
anonymous’ is the official line —
i5 sal to contribute incisive
human interest stories, and
Micronet’s very own situation
comedy/soap opera spoof,
MACRONET will soon be enter-
taining folks after their Sunday
lunch

The Celebrity Chatline feature,
in which subscribers can inter
view an industry figure live, on
line, will be included in the
Sunday Supplement but the
Celebrities won't all be involved
in the home computer industry
Just stars of stage and screen, as
it were

It's quite clear that if Micronet
maintamns its present rate of
growth and keeps the innovative
edge, it will becoma a major
force in publishing. At the
moment its pages are really only
open to people who have home
computers — there are a lot of
Prestel TV sets in living rooms
across the country, but as a
proportion of the total number
of tellies, Prestel sets are very
much in the minority. In the
longer term, as technology
advances, the potential for a
sarvice such as Micronet is
exciting — and not _just for the
people in Micronet Towers

“Micronet could become the
fifth entertainment channel on
home TV sets”, Simon D'Arcy is
convinced. “In the long term |
wauld love (o see the remote
terminal which is capable of

using their modems on a one-to-
one basis, and is based on a
directory of members. What's
the use of having a modem if
there's no-one to call up, goes
the argument. Apar from Micro-
net, that is .

The new editor of Micronet,
Sid Smith, is locking forward to
expanding the services offered
even further. His personal ‘baby’
at the moment is the Sunday
Supplement, which should
come onling for the first time, on
a Sunday of course, at the end of
February or early in March. The
Sunday Supplement will con
tain reviews of books, films,

accessing Prestel and Micronet
which would free the domestic
user from having to use a micro
— which IS a restraint at the
moment, becausa it's still a fairly
technical affair to access Micro
nat using a modem. You have to
enter passwords and so on. |
would love to see it a lot easier,”

Admittedly TV sets are cur
rently available which allow you
to access the broadcast Teletext
services, Oracle and Ceefax, and
some include a printer, and a
few allow you 1o go online to
Prestel. “I'd love 1o see televi-
sion sets which allow you to
access Prestel automatically
catch on — then if there was
nothing on the broadcast chan
nels, you could press button five
on the remote unitl and be
automatically connecited to
Prestel and Micronet. Then you
could do whatever you wanted,
maybe hook up a computer
download software and start
playing a game on the same TV
sat you were using 1o watch
Coronation Street five minutes
before.”

Channels One, Two, Three
and Four had better look out
Micronet's coming!
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UPCOMING A

GHOSTS
AND
' GOBLINS

Aftar the massive success of
Commando, Elite Systems are
to continue their series of
Capcom arcade conversions
with Ghosts and Goblins. The
game is set in the dark ages, and
taking the role of a knight, you
have to rescue a fair maiden
from the clutches of an evil
demon,

The quest, as can be expacted,
isn't a particularly easy one.
Dressed in a rather unwieldy suit
of armour you have to make
your way through numerous
locations to reach your loved
one. All manner of evil and
horrible minions of the evil
demon are lurking in wait for
;‘fuur including ghosts, zombies,
ire-spitting plants and winged
demons.

As with all knights, the hero
goes nowhere without his trusty
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eword, or rathar swords in this
case — he defends himself by
slinging shining blades at the
enamies as they attack.

As if the demon’'s minions
weren't enough to worry about,
the landscape poses problems
too., There are gravestones
which have to be hurdled, boil
ing pools of fire, ladders, and
caverns to name but a few of the
many obstacles.

The graphics on the arcade
game are excellent and the play-

GHOSTS AND GOBLINS

IN SPACE,

THE KNIGHTS
GET LONELY . ..

into play. A major part ¢
problem solving 1
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the starship can 1rd
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ing area huge, but how it'll con-
vart to the Spectrum we just
don't know vyet. Steve Wilcox
assured us that the final version
should contain some of the best
SECHGH'S of the arcade original,
ﬁturmg the flavour and atmo-
ere of the Capcom game.
Apparenﬂ an ‘excellent four
way scrolling’ technique has
already been developed for the
Spectrum version of Ghosts and
Goblins which should be in the
shops sometime during March.

After converting COMMANDO from the Capcom arcade

machine, Elite Systems have now set their sights on
GHOSTS AND GOBLINS. This is what the arcade machine

screen looks like .
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Tehkan's Bomb Jack appeared
in the arcades around Easter
1984, and although it didn’t
become a massive success, the
ame attracted a cult following
he arcade machine boasis
some very pratty graphics with
five beautifully drawn back-
drops and some waonderful
sprites

The scenario is quite simple
dodge the baddies and collect all
the bombs to progress to the
next screen. There are 24 bombs
littered around each screan,
usually grouped in vertical or
horizontal lines of four. You
control the red-caped crusader,
Bomb Jack, and bound round
the screen gathering up the
bombs while trying to avoid the
nasties. Platforms on the screen
act as meeting places for the
nasties and can prove a hindr-
ance when making athletic
leaps.

A press of the fire button
causes Bomb Jack to leap to the
top of the screen, and pressing
the fire button rapidly keeps him
suspended in mid air, so he can

ACTION |
BOMB JACK




SCES
BRIGHTSTRAR ||
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Magic Knight moves onto the bridge of the Starship Pisces,
which is currently orbiting planet Brightstar. Will hpn find a
piece of the time machine an the planot’s surface?

ICHTESTAR

R
C
R

o0M

Stumping through the Transputer Room, in KNIGHT-TYME,
Magic Knight wants to go hame!

{ FROM ELITE

BOMB JACK

The first screen, in sarly demo mode. from Elite’s Tohkan
conversion of BOMEB JACK.

inzide ane of the cargo holds of the starship Pisces, Magic
Knight loaks for samething useful to help his trip homa

move left or
platform.
There are many different
types of baddies: birds, screw-
stops, saucers and rotating balls
— all pretty horrible and fatal to
the touch. The birds appear on
the very first screen and fry to
home in on Jack. The longer
they're left on screen the faster
they come after the poor caped
fellow. After a few bombs have
been collected little stone men
start to appear on the platforms
at the top of the screen. If you
walk under the inhabited plat-
forms the stone creatures fall off
and nttemﬁlt? to kill you. On later
screens other far meaner nasties
appear, coming after you at
5

right onto a

i it all sounds a bit overpower-
ing, don't worry — you're not
totally defenceless. Every so
often a power coin appears at
the top of the screen and boun-
ces arpund. If you manage to

catch it then all the hostilas turn
into yellow smiling faces for a
short while and bonus points
can be collected by jumping into
them. Soon, the faces start flash-
ing, and a second afterwards
revert back to their usual horri-
bie form. '

Bomb Jack has quite a few
hidden bonuses too. When vou
collect the first bomb & fuse on
another starts to burn. Get that,
and another fuse will start to
burmn. Why coliect them all? Well, |
for a start burning bombs are |
worth more points than unlit
ones, and there's a big bonus if
more than 20 fizzing bombs are
collected (50,000 points for 23
bombs, 30,000 for 22, 20,000 for
21 and 10,000 for 20). There are
other bonuses too — occasion-
ally a B coin appears in similar
fashion to the power pill. If this is
collected then all points gained
50 far apart from firebomb
bonuses are multiplied by two
Up to four B coins can be coll
ected on each screen giving a
maximum of 5 times points

When the five screens have |
been completed the game rev-
erts to the first background
again, only this time the plat- |
forms are re-arranged in a more |
devious fashion and the baddies |
emerge and move a lot quicker.
Very occasionally a coin with an
E appears. if Bomnb Jack can
collect it before it disappears
then a bonus life and 3,000
points are awarded

The Spectrum game was very
incomplete when it was sent to
CRASH Towers, and only had
one screen working. Steve Wil-
cox of Elite Systems, however,
said that the final version would
feature all five screens and all
gameplay elements of the ar-
cade wersion, including bon
uses. The completed game
should be in the shops about the
time you read this, and Bomnb
Jack fans may find something of
interest on Page 44 of this issue
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The programming team of GRAEME BAIRD, ANDREW
ONIONS and IAN OLIVER are between them,
REALTIME SOFTWARE. Realtime began to make a
mark on the Spectrum Software scene in the autumn
of 1984, with the release of 30 Tank Due/— an
excellent version of the arcade game, Battie Zone.
Wow! went the CRASH reviewers in the August Issue
that year. A few short months later, Realtime
launched another excellent 3D game, STARSTRIKE,
this time an implementation of the Star Wars arcade
game. A CRASH Smash duly followed, and the trio
seemed to have 3D Spectrum games pretty much

sewn up.

All was quiet on the Realtime front for quite a while
— until a few weeks ago, really, when they came to
show us progress on their latest 3D supergame.

The rest has obviously done
them good — they can’t be
bothered with wire framea 3D
graphics any more. Having done
an awful lot of hard sums and
delved into the realms of some
very complicated mathematics
indead, Realtime has developed
a method of producing fast
maoaving shaded graphics in 30D,
Solid stuff, indeed, as we saw in
the demo sections of their new
game Starstrike .

The scenario follows on from

SYSIRMS.

Arriving in a star system, you
have to fight your way down 1o
the surface of a planetl. First task
in the sequence is to find one of
the pentagonal space stations
and shoot the triangular pods
hanging on the nodes of the
outer pentagon. This allows you
to dock with the station, by
aiming the central sight at the
middle of the black void that
opens up in the middle of the

rotating pentagon.

Starstrike | — once again you are
pitted against The Outsiders,
only this time your mission is to
wipe them out once and for all.
The game will contain five star
systems each of which contains
a number of Home Bases which
you have to destroy. Once
you've eliminated these, it's
time to have a crack at the Main
Base in the central star system,
Andy Onions (whosa
parentals live in Ludiow]
pped into the office to let us

ave a look at the way Starstrike
Hwas looking. We had a chat
about the scenario and a peek at
some of the completed sections
of the game — which should be
completed and in the shops by
the time this issue of the
magazine is in your hands. Don't
be too surprised if the final
version of the game is a little
different to the game described
here: fine tuning still had to be
done when we saw the demo
sections. The graphics will be

the same, though.
The mission gegins with your

craft sitting in a Support
Maodule. thl:lu?’h your craftcan
travel between the planets ina

star system under its own
r, you must return to the
upport Module to enter
hyperspace and travel between
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After docking, you enter the
hangar section of the game
Your craft is propell
inexorably (LM LBgD] towards an
irising door at the far end of the
hangar. To avoid being
splattered against the wall you
have to shoot the three
triangular iris controllers
?muped around the doorway.

iming is of the essence, as the
iris freezes when the third
controller is destroyed. If you
feel cocky and want to collect a
few extra points, blow away the
three dimensional ship parked
in the middle of the floor . ..

Leaving the hangar, you enter
a another section in space (not
complete when we saw the
demo), Essentially, it will be a bit
like Asteroids, blasting debris
and space mines {and avoiding
some non-blastable objects) in
order to survive, Unlike
Asteroids, this section will be
played from the cockpit of the
ship, with a head-up display.

MNext comes the space shool
em up section where you get the
oppoartunity to meet and try to
destroy a whole variety of ships
that loom up from the depths of
;Eace in stunning 30. Whean

ips are destroyed, they leave
behind fuel pods, which can be
gathered and used to replenish

ur tanks. Be quick, though,

g banana-shaped enemy craft
is a fuel scoop which will try to
beat you 1o the pods

Survive the shoot out, and it's
into the penultimate (LMLWD

ain} section of the game, also
still under development, you are
on the surface of a planet and
using the head-up display you'll
have to bomb targets on the
ground. The Duct comes after
the ground section — flying
along a trench you have to avoid
maving barners, ramps and
rotating fans. This last phase of
the attack sequence boasts a
novel contral method:
acceleration and deceleration
only takes place when you push
up and down on joystick and
hold fire at the same time,
otherwise your craft travels ata
constant speed and the joystick
15 used to manoeuvre. You can'l
dodge around and change

ed at the same time. Survive

e Duct, and zowie, the Finale
and it's time to move onlo
another planet or system .. . .

In the finished version of the
game you may be given the
option of skipping the docking
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and hangar sequences, which

may be an advantage if you find

you're not so good at those

seclions, but skipping a section

means a longer spell in the next

Rart of the game, and it will be
arder to survive . ..

You have four laser cannon
grouped around the screen, one
in each corner firing onto the
central sight in pairs, alternating
between the top and bottom
cannon. Traditonally enough,
they heat up with use and cut out
if they get too hot, refusing o
work until a lower temperatura
has been achieved. Thus
autorepeat merchants are foiled
from blasting away endlessly.

The fuel gauge level drops as

u drive, and running out of

uel effectively ends the game —
all you can do is hover
maotionless, waiting to be wiped
out. The force field that protects
your craft is damaged by
collisions — too much damage
removes your shialds
completely and the next impact
ends the game. Fuel can be
collected from pods left by
vanquished ships and returning
to the Support Module allows
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QUICKSHOT i AUTO RAPID-FIRE JOYSTICK

SPECTRUM INTERFACE
n 3

Four great new add-ons from Ram, Number One in everything for the
Spectrum

TURBO INTERFACE- NEW LOWPRICE

Outperforms any other Spectrum interface. Supports Kempston, Protek,
Interface 2 and ROM cartridge software, with a full expansion bus at the rear
The Turbo works with two standard joysticks, making the most of the
Quickshot II's fast action. Features a unique power safety device and a new
Reset button. Even more amazing value at just £18.50

QUICKSHOT Il AUTO RAPID-FIRE JOYSTICK

The top games joystick with its sleek trigger fire button and an auto-fire
switch for continuous shooting — a snip at only £9.95

SPECTRUM INTERFACE

This Kempston-compatible interface adds real games power to your
Spectrum. Costs just £9.95

SPECTRUM UPGRADEKIT

Boost your 16K Spectrum to a full 48K, allowing you to run all the latest
and greatest software. Only £21.95

Where can you get your hands on Ram's amazing Spectrum add-ons?
You can see them at branches of Boots, Menzies, Greens, Spectrum Group
computer centres, and good computer stores everywhere,

Ram Electronics (Fleet) Ltd (Dept C ), Unit 8, Redfields Industrial Park, Redfield

Lane, Church Crookham, Aldershot, Hants GUI3 ORE.
Credit Card hot line: Tel: 0252 850085. (Access & Visa)

We'll take you beyond
the Spectrum.

s i

SPECTRUM UPGRADE KIT
H‘HIH. —
I H”m’ , -
A b rﬂ!’htﬁi' "-"ﬁ“’“ '
\
™
“IURBO INTERFACE

Y

Please send me Spectrum Turbo Interface(s) at £18.50
Quickshot Il Joystickis) at £9.95
Spectrum Interfacels) at £9.95
Spectrum Upgrade Kit(s) at £2
(Please state msue 2 [ or 3 00)

+£1 per order P+ P (£3 Overseas) TOTAL £

(11 enclose cheque/postal order [J charge my Access

| |
I |
I |
l |
| |
| |
| |
S~} SESEEEEEEEEREEEEl
I Expiry Date / I
I Name I
I Address I
| Postcode I
| Telephone |
l 24 Hour despatch lor credit cands and postal onders yS IOF Chéques ) I
| i
| |
| |

All products are fully compatible with the Spectrum frum +
and Sinclar Microdrives

Rarn Electiromcs [Fheet) Lid

= 1. Lirsd 6. Rechieids “
i, Rk Lane
ookham. Aldershot E a \
x ol

LHam GULI0RE
Fade and Expor engunes welcome. T N Ol
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wreckage left behind. There seems to be quite a few GOOD games
out on the market at the moment so now is an excellent time to start

playing games senously especially with these cold winter's months
keepi

Does that look like a new heading to you? | was promised one for
THIS month but will it appear? he says optimistically. As well as the
promise of a new heading the powers that be have granted me £20
of FREE software to give away each month to the best tipster, surely
that's an incentive to get you scribbling your games knowledge
down?

With Christmas well and truly gone now it's time to look at the

ng everybody indoors. | would welcome tips for Zoids, Swords

Sorcery and any other decent games that are floating around.
CRASH's circulation is increasing every month and subsequently

my mail bag is getting bigger and bigger. Therelore | have very little

time to reply to readers’ enquiries. 50 I'm alraid 1o say | can no
longer answer personal letters, but if it's something to do with

mistakes in pokes etc | usually try and rectity it in the magazine.
Sorry there is no longer time to enter into personal correspondence
While on the subject ol writing letters, when you sign your name
please print it! That makes life a lot easier and you wouldn't want

your name spelled wrongly after all that hard work you put into
playing games, would you?

did

sent in by Chri Wilson of BIg I 45 The
n-:p!- ire solution but I've split it into
#ﬂw‘“ naxtm j

1. Go up the vine on Screan 1 and collect the ha ndkerchief that

A b screen that contains tha Palm trée
i‘nﬁm &ﬂ;ienwn;hilm you are positioned next 1o the

and collect the glass
e dnnrrﬂﬂdm g Tumﬁgm the drunk mr:,,w :::1 tli:u:n
:p:ﬂ;mhwnmdmit until he fies down, 7o 580 55

nd collect the pranding iron with

ini he start
with the bull in it {neart .
it. Then go to the rocm : and down on the
m Piace the iron in the ﬁﬂ-r:e m [‘:"h?:;ﬂmuld be red, and

prod gnmbuﬂﬁ EuTth L. ?E:lclﬁ collect the object that was next 1o

hotel room in. Collect the bell then go qﬂ:‘t
Syl place i ‘e’ bell holder, which I8
Seron S 30 b mll:d!t;:tngw ball agein but this

time place htnuunqhmmwlhulum.nhmamm appesr
E -

dmnnndmilnclthaplmtﬁnbuﬁupund jump

then do I ....__..E,.!aﬂgmummiunwunmn
onto the ball and wail. VI #2

the boliom
i il your platform reaches
T&mmmm. Wait unt mhﬂ'l

g drunk. GO 1o the top level

then go back to the room and on the

to
:ftlwtacrm and tmnd force a guard II&:E hole and collect

jer, forcing the box up. Go dowin

vt v intil next month for the
: il just have towaitun
the chalice but you wi

final thrilling instaiment of the Zorro solution.

bit squiffy at the time) have
consented to my revealing the
cheats in £/ite so here they are

Wilkins of Felix for providing
information on the missions.

SUPERNOVA

Sometimes when you emerge
from hyper

VIEWSL

you get the m

LEAK'. A few

message ‘MAY

IN DANGE

“k near anott
the Sell opt

CLOAKING DEVICE

In any universe but universe 1
ou sometimes get attacked by a
leet of Asps where one fo them
flickers on and off. Destroy this
one and pick up the debris left

The Firebird mafia (admitedly a

for you to drool over (and | get to
keep my fingers). Thanks to Phil

behind. You will now have a
Cloaking Device. This is
activated by pressing Y but don't
leave it on for too long because it
drinks your energy. Particularly
useful in Witch Space

INVASION

When yvour rating is high

Dlé

will then b
J|er|1T'll'f 10
stabion that yo
Fiy to the spq

Thargoids as
approach thes
ECM jammer an

il the space

WITCH SPACE
In the booklet Witch Space is
méntioned briefly. Contained in
Witch Space are lots of lovely
Thargoids just waiting to be
killed. To get into Witch Space
freeze the game then press F
then unfreaze. To get out of
Witch Space freeze the game
ress F again and unfreeze then
yperspace,

CHEAT THE SECOND

When you are in the docking
station choose where you wish
to Hyperspace and then launch
Now turn around and face the
space station and start docking |
manually. Just before you enter
the station press H o
Hyperspace. When you have
docked you will be in the
docking station of the planat
where you wished to go to

without any hassle from pirates,
good eh.

SABOTEUR

kil off the
energy

rlgl tof

left), down, down, down, laft, |
left, left, down, ri
tube number 2,

. left, loft
bomb for disk), left, left,
into tube 2, right, up,

Eﬂ'#aﬁﬂm up, up,

fi. Helicopter up!!!
phewwww )|

WWMIMMMMMWW Lim of Thorton
has sent in these tips to complete levels 1 and 2 so | think.
the pokes can wait until next month. Just foliow the e
instructions below. While playing the gameitis best to -
as fast as possible because they drain your

down, down, down, right, down, left, i =

J . up, up, up, up (second level), up, up, right, 32

right, right, down, right, up collect bomb, ma{m -

down L Up, up, up, up, right, riﬁl. get terminal (swop
down

left, up (use ladder on the left), up, up,
. left, up, left, left, up, onto second

rm, jump across to the right, jump again to the right, up,

Right. right, right, right, right, right, down (use the ladder tothe 3¢
screen), right, up, right, down (on the ladder to the

into tube number 1, left, left, £

. down, down, right
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THREE WEEKS IN
PARADISE

I've had lots of tips for this one
but lain Smith of Dumfries
presented them in an easy to
understand manner. Next
manth I'll tell you how to rescue
Herbert.

To Rescue Wilma

First of all get the mint from
behind the sign outside the
Trading Post then get Wilma's
Handbag from the beach, to get
to the beach go through the
picture in the room that contains
the table. As long as you have

the Handbag in your possession

SIR FRED

John Wright and Corin Wilgrass
of Hnrw'lcgh have kindly supplied
these tips for the excellent Sir
Fred, but does anyone know
how to open the doors in the
dungeons?

ARROWS

Used for killing Bowmen and for
hitting switches

STONES

These can be o

things such as '

bats and other animals

BOTTLE

Th-r ha.-r on

Thesa are for blowing up the
Eur;-lr* bags of dynamite
OPE

good for getting down
friowm | places
SWOR
Bit obwi
essantial
PIPE
lJaHanr making the ropes that
you can't pick up
TORCH
Viery usaful in dark rooms
MEAT
Its only use 1S for getting past the
Pirhana
CHICKENS
Used for food. If your enargy is
low eat one

s this one but it is
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CYLU

Christopher Shearlock of London has sent in these tips for

Firebird's Alien § look alike

When the

ame starts go 1o the room on the left and colliect the

fuel pack. |hen goto the room below the start and collect the
book. Return to the start room and face the computer and press
the Use key. The book has been deposited in the computer
Soon you will be running low on fuel so get the fuel p

by selecting it for use. To disable the

silicon chips marked CPU and deposit them in the ¢
The chips are numbered and they switch off the fo

grmpuler
field with

the corresponding number. All items other than silicon chips
have to be collected becausa they have specific uses

the crocodile will not harm you
Go to the screen with the lce
cube in it and press the Action
key. Now pick up the Hole and
go night until you are just past
the crocodile, now drop the
Handbag. Take the Gold fish
bowl and the Hole to the
Wishing well screen, stand at
the far left of the screen and

press the Action key. Go left into

the new screen and take the
Skeleton key, the spider will not
move as long as you have the

ASTROCLONE

After months ol perseverin

with the game, here is the final
installment of the solution, So
get battling with those Seiddab
hl'ldg‘olu may win through to see
the final effect.

ULTRON — The Final Base
Uqlﬂq theryprnqr.h- lift lnm

'I'rlmn,,. from Tm hnibo rr'..-mlr-'!
se5 on Frontios hi
marked with a tr
.Tht.. mark of the Imperum
One of the lsos % had to be
£ using a
_",- WaS

OF
L socase. In Thﬂ"' othar r;!f.z" an
Activator was found. The Alpha
card was addressed to Altos and
when it was insered into the
sUNIVIng terminal a message

was revealed, the location of a
noom ”Td" {jl.'jrllﬂln{.'d ]

ha Cl had arrived ot
the location o ribed it took
miuch groping about before the
858 was found, near the door
i he locked
door in the crystal caves, where
the reciprocata was hidden. The
r"!l]"-”]ﬂ Mass Was 1!’1{?“ -
N the reciprod
with the activatc
Ultron was heavily de
Manvy ships were lost in the
assault befare the last of the Sei
cruisers had been blown from
the void. Taking the Ultron Mass
and the Acron device the first
warrior descended. Many Kri
which guarded the upper leval
yre vanquished with the Acron
restigation of the
& arefully hidden
r was discovered. O
insertion into a wall socket,

Bowl

Go through the picture again
and into the sea, pass over tho
locker and the door will open
Takethe Spinach and dropitina
convenment place. Go back to the
room with the picture in it and
get the stuffing from underneath
the table, go to the room with
the big bird in it. Take the Egg
but don‘t drop the stuffing while
you are in the same room as the
big bird. With the Egyg and the
Spinach proceed 1o the room

cuit paneal, A

ivated in another
FOOHT

On baaming down, the Clone

found several uncormu
robots trlur_wrudwj for 2000
years, the ]
triggered age old defence
mechanisms and the robots
sprang to life, the Clone was
amudst a droid battle. Joining
forces with the smaller
uncorrupted Sentinel droids, he
fought against the Battle
Cyborgs. With the battle over
nrl.:_! tha remnants of the
Paradroids (as their battle
cohort was known) strewn
across the deck, a high was
pushed using a laser bolt, a
beamer 1o the upper level was
activated. The Clone retrieved
the Ultron pass to open a

that contains the sign '0Old
Faithful', now pull the rope and
run to the water. Jump up the
geyser. Jump into the nest and
swap the Spinach for the Bow
and Arrows. Now drop down
and drop the Egg. Go to the
screan that contains Wilma and
shoot the native with the Bow
and Arrows

Proceed to the screen with the
well in it and jump down. Go to
the centre of the well and press
the Action key. Take the bottle
and climb out of the screen by
going to the right of the screen
and keeping the Action key
depressed. With the Bottle and
the Corkscrew return to the
crocodile screen. Get the Bottle
and the Corkscrew past the
crocodile one at a time by using
the Handbag. Standing over tha
Coconut with both of the E]h;t‘c[&
press the Action key. Take the
Bottle of Oil and the Blunt axe to
the screen with the hut and the
car. Pass over the front wheel of
the key and press the Action key
With the Sharp axe return to the
screen with Wilma and cut her
down by pressing the Action
kay

DIDC thqﬂnnr' here e mat his
nge. In a small
ergy fields that
ed on contact moved
ar than T.-lrr

.rd|r_1-|r1.-r1|| rnom || JE
contact was made. Run ning
along the corndor into a heavily
guarded room, a lever was
found that deactivated the
deadly energy trap. Ship after
ship of Clone's made the
descent to take on the Batile
Cyborgs who had a military
prowess rating of 999, Few
Clones survived
A sonic key hidden in a laser
turret openad a wall safe
containing a Deactor, T
when activated with a batiery,
able to gpactivate the
emaining defences of tha base
@ Sonic key also proved to be
! h1""'H1

Onl3inin
trmnd Was a F"

N

correct codes s mz.mh-r.! ina
terminal that was in the room 1o
which the Securipas d given
ai i, The termenal i the

The bomb was brought to the
final room and the door openad
with the final pass. The bomb
autormnatically activated when it

ras placed on the warp cubes,
wing them uttérly. The
550N completed, the
remaining Clones relaxed. The
Sei no longer posed a threat to
the Humnan race, for the time
being al least
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GUNFRIGHT

This is definitely my favour
to J Stopps and R Bayliss 0
revenled.

Between killing each round of
of $2000 and then yo
N by shooting the money ba
& At the beginning of group
tumbling weed. Just
¥ increases. As you progress

8£700, the third $1500, the

. ' raases. The first bandit is w
13700, the & fourth $2000 and so on

ita Ultimate game and now, thanks §
f Didcot, some of its secrets are

ogutiaws you will receive a bonus
u will have the chance to get more mun:ey
s, gradually this screen gets faster.
bandits a new monster appears,
to make matters worse the fine also

through the game the reward for

orth $350, the second

!

BACK TO SKOOL

The follow up to last month’s
tips reveals how to finish the
game completely but | will try
and get hold of some pokes
because the ﬁam s still tricky
to play even

you know what

ou are doing! Thanks to
zeraint H Jones of Anglesey and
Andrew Mends of Draycott for
these hints.

Stand outside the Head's office.
As the Headmaster approaches
you drop a stink bomb. As soon
as you have dropped it run
because you may be given lines
The Head will then opéen the

cé you have the bike loose
(detailed a few issues back,
leave the bike outside the girls
school) and the window open,
the next task s to knock out
Albeart, the caretaker. At
playtime g 1€
and wait unt j start
Albert will close the gate to the
girls’ school and return 1o close
the door of the boys' school. As
he approaci fire the catapult
at the tree s will tall
down and, if yvou have timed it
right, Albert will be kr v Ut

OPEnN Winoow

and the door 1o the school will
remain open. This does take & bit
of practising
With the window open, fire
the water pistol at the plant pot,
stand on the plamt pot and you
will be able 1o walk out of the
school. Repeat the procedure at
the gate to get over it. Once you
are over the gate go to the girls’
school and jump at the Sherry
bottle. Miss Take will come after
you, 50 drop the mouse 1o stop
her. Get on the bike and ride
towards the gate — when you
are neanng it stand on the
saddie. The bike will hit the gate
and you will be knocked over
into the boys' school ground. Fill
the cups up with the Sherry and
] them one by one on to the
pachers’ heads. Write the code
s@ive on a blackboard and
go and fetch the frog from the
store room
Ride the bike back to the girls'
school. Stand underneath the
cup in the girls’ school and jump
up. The frog will now be on the
shell. When Miss Take is

underneath the Frog, knock it on

to her head, She will drop a key
Return to the boys' school
Follow Mr Wacker into his office
and jump up at the safe to
complete the game
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This in issue 22 but there were &
memhmwm.mw
worry if no program names appear on screen.

1
10PRINTATS, 2; “PLAY TRASHMAN TAPE FROM THE START"
20 POKE 23570,16: LOAD ““SCREENS: ““CODE

screen
POKE 42445, 0
POKE 42457, 0 if you are hit by a car or trash cart you go to the
next screen
POKE 42458, 0
POKE 42459, 0
mmm,m1mmmmm it loops around
to 9999
49022, 24 if you hit a car you only get a limp
POKE 49017, 201 so you can walk through any moving object
without affected by it
POKE 48985, 201

When you have entered enough pokes then Randomize Usr
42384 to start the game.
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XMAS SPECIAL CORRECTIONS

| suppose | got off quite lightly with the Christmas Special, the
BULK of the routines did work. Anyway here are some of the
corrections to the faulty routines. Next month | will be printing
some of the routines | collected over the Christmas months so
you'll just have to wait to find out what they are

GYROSCOPE

Don’t bother with the routine printed in the Xmas Special but
just enter this program, choose the pokes you desire, run the
program and t start the Gyroscope program from the start.

10 CLEAR 24063: LOAD " SCREENS: LOAD """ CODE: insert
your pokes here but make sure you separate them with a
colon: RANDOMIZE USR 52930

POKE 54354, 201 - so you can walk through nasties.

POKE 53922, 0 - for infinite lives.

POKE 54033, 201 — just try it out

\whEeLE |

The error was i.n line 20 wi"mra the C went missing but if you
missed that issue here is the entire routine.

5 REM WHEELIE POKES

1OLETC = 0: FORA = 23296 TO 23340: READB: POKEA,B: LET
C=C+B:NEXTA

20 IF C <> 5024 THEN PRINT “ERROR IN DATA": STOP
30 RANDOMIZE USR 23300

40 DATA 175,50, 21,91,49,0,0

50 DATA 221,33, 111, 63, 17, 145, 27

60 DATA 62, 255, 55, 205, 86, 5, 48, 234

70DATA 221, 33, 108, 98, 17, 125, 152

B0 DATA 62, 255, 55, 205, 86, 5, 48, 242

90 DATA 62, 201, 50, 85, 117, 195, 30, 109

| SPYHUNTE

If you have the original routine then you can correct it by

inserting POKE N, A into line 50 just before the NEXT N.

5 REM SPY HUNTER POKES

10 CLEAR 65535

Z0PRINT AT S, 1."PLAY IN SPY
HUNTER MASTER TAPE";AT

A g 11, 9:"FROM THE START"

A D q 6 30 RESTORE

¥ i S W LET TGT = 0

i SOFORN = 65024 TO 65114:

] READ A: LETTOT = TOT + A;

: B, 220 POKEN, A: NEXTN

A, ; 60 IF TOT <> 9438 THEN PRINT
E & : AT 0,0; “ERROR IN DATA":
STOP

\ 18 : 70 RANDOMIZE USR 65024
A C 100 DATA 237, 091, 083, 092,
A 174 - 110 DATA 089, 092,
6, 25 120 DATA 025
130 DATA 017,
: 140 DATA 205,
: 150 DATA 092,
: 160 DATA 205,
B 170 DATA 082,
A BE 5. 30 : 180 DATA 025,

ATA 6 190 DATA

ATA 128, § : 200 DATA
\ 205, 86 : 210 DATA
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DYNAMITE!

lvan the Crusader's
eplc quest to end
Rasputin's gvil reign
s thisisometnc

The evil Orcs ravage
the land of Belom — you
conmtrol the only
characterswho can
save it Stuaning

Four great, sizzling games from Firebird —the all-new Hot
Range. Available forthe Spectrum, Commodore 64 and
Amstrad — see them at all good computer stores now!

AR CRUER

irEBIrRA

N A Do S0 TR WELLING TOM wOUSE
UPPERST MARTING LANE LONDON WTIH S50L UPPLAGT MARTN

T FRLBRD A T RADE AR OF BETERTI L O NER O

wChamien of VAT mrd pu w jr
MAR ORDER: ALINTIE LAY, "FREE POST

S LAME. LDNDOS W T 800

multi rapm arcade landsgapes plus
adventure in a world of intriguing adwenturedn
its own Yenturescops’
gerry the qerrn
: SA AT BT -
Crazy multiscreen Ted's Great Summer
adventura- failed Blow-Out= over 40
GermGerry proves his - whacky s@reens ashe
worth by laying waste tries to avoid
tahis victim's body = sunstroke, drinks like a
until he réaches the fishand blows all his
heart, hard-earned money!

FIRE B WEL L ING O HOLUSE
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You ARE

KEPLER MARSH —
YOUR MISSION;
LOCATE CENTRRAL
comPu IN
MARSPO
COMPLEX ,GET
FORCE FIELD
PLANS BND>
ESCRPE ...







SWEEVO'’'S WORLD

i ; : I think that this game has been
; 3 " o plex until the out lon hi

I'm a bit disa . missile hits its ong enougnformeto
pointed  wit r —— taraet - reveal tips so here are the main
the amount of : - i : o the  com oints of Andrew Dadley’s, of
mail __ received _— lex and guide a ingston near Lewes, letter.
on s ceme . e range Just follow the instructions and
but neverthe E 4 3 missile toweards your game should improve
less Meil Stone 8 g . - the zoidar mine, quite a bit.
of Huntingdon ’ : 1 " this will ensure
has written in . - that no new To kill the horrible litthe girl first
with thess o ., - ids will app find a teddy bear. Then anter tha
hints. Come on e | 3 ! ear to attack
gamesters go ek ey . - 2 While you are
out and buy this - { : = - doing this it is

ZoIDS - R (: e com.

Ong, you won i s 4 also advisable
regrat it . o destroy the
LB rado beacon

Whaean appro i
aching & city f , & may find Red-
n;'.c:nrn;:nT:?:-:. radio - { horn the Terri-
base and tell - il braathing
them to blow up L ! i YOur
the Power sta p i

INTERNATIONAL KARATE ROCKMAN
From: Christopher Mills of From: Simon Taylor of Hove
Belfast Th : d

i ; ncy to Buntingford
After a few months’ gap the cra W /e iterms d for the room with her in itand climb up
Minitips section returns with all : the jetpac, some blocks so that you are
those odd snippets that can s ol safely above her. Once that has
improve your gameplay. ISFLT]%E?HGSF THE BODY telescope been done just drop the teddy

on her head as she passas. To

ROLLER COASTER From: Reeves of Birmingham COMMANDO kill the dictator IDHGEH the same
From: Kevin McKay of Paisley | don’t know what itis supposed  From: Andrew Watkins of rocedure but this time use a
There is a small bug inth 2. g 10 do but try it an : onoon ot. To kill a Wijur just hound it
When the gama stars ge C i C etion When you approach a gate :
the screen on the i INESS 5 the | ) stand on the far left and fire into the ”f*“"]*f'“g'” rT;tO|:-::-;ra
the 3 key. Doing this 58 O te di hile zont ly 1o kill all the men EDQWAUS e “;31;. P op
one life but the game slows ceeping the » priginal ¥ouring out from on its head but before that
down until you press 3 again tion depressec hehind the gate fgﬂ?ﬁ;ﬁﬁ?ﬂg“ﬁg:@g&?ﬂ =
goose (groan)

MARSPORT makes you a bighead',

2. Collect the E codex from sactor i level |
3. Get codex D from sector d level i
Last month's Marsport tips had some of the info missing after 4. Get the G codex from sector i level h
instruction 25 so here is IIEE correction plus the final partofthe 5. Get codex B from sector g level g.
solution. 6. Get the T codex from sector e level f.
7. Get the U codex from sector f level e
25. Now go and get the clue from the Vidtex unit on sector flevel 8. Get the W codex from sector e level d.

e. 'One says nothing, the other says it all’. 9. Get the | codex from sector h level c
26. Get the mute from the music room. 10. Get the H codex from sector g level b
27. Get the manifesto from the oratory. 11. Get the N codex from sector | level a

28. Combine the mute and the manifesto to make the Etoken.  The 10 codes’s are the ten referred to in the Vidtex clue but you
29. Go to sector i level d and get the clue from the Vidtex unit.  will have to find out for yourselves what the 7 is. But if you work

"‘One draws near and throws away’. that out then you will end up with a map reference. Go to this
30. Get the charcoal from sector g level d. area and go to the side view and shoot at the wall to reveal a lift
31. Get the projector from the oratory. up to the start of the game. You must have the plans to escape

32. Combine the charcoal and the projector to make the N token.  from Marsport
33. Go west from sector g level i and kill the Warlord.

34. Get the clue from the Vidtex unit on sector d level i. "One is
easy and full of aplomb’.

35. Make another cake and another lead suit.

36. Combine the cake and the lead suit to make the R token,

37. Combine the E, N, T, R, Y tokens to make the key. Thm‘!f all the room I've got this month but here is a teaser of

38. Put the key in the key slot in the sanctum sector e level h what is appearing in these hallowed pages next month:

39. Go west out of the sanctum. Fopeye tips, ..‘h-'.hb‘.".h"!fu." pokes, Rambo tips, Fourth Protocol tips
and maybe something extra speciall i you have any tips,

STAGE 3 c?:::}s. pokes or solutions then send them to: ROBIN

Do not collect the plans straight away because you will not have Eﬂnggsﬁﬂsﬂgﬁﬁ”ﬁ T PO SO s

enough tima to escape if you do so but instead follow thesa tips,
1. Get the clue from the Vidtex on sector d level |. ‘7 from 10
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PREDITOR - PREDITOR - PREDITOR - PREDITOR - PREDITOR - PREDITOR - PREDITOR - PREDITOR - PREDITOR - PREDITOR - PREDITOR - PREDITOR - PREDITOR - PREDITOR -

FOR - PREDITOR - PREDITOR - PREDITOR - PREDITOR - PREDIT

Now, the kind of quality you've been
looking for in a Joystick Interface, with two
big plus’s.

® Full Filtered Sound through your

| he le television.
® Video Monitor Port (composite colour).
interface with uon
The Preditor has all Joystick Protocols

ie: Kempston, Protec and Sinclair, left and
right.

So any game can be played with this
interface. The Preditor is manufactured

in the U.K. from A.B.S. plastic and built
to last.

PRICE BREAKTHROUGH
inc. V.AT.
£18.99::
For Spectrum 48K and Spectrum Plus.
kon i : Plaase send me iy Preditors at £18.99 each
Computer make

| enclose Cheque/Postal order for £
Made payable to KONIX

Please charge my Access/Visa ____
Cardholders can call on (0495215) 5913 to nrder

PREDITOR

Signature - . =

MName i S
Trade or expert enquiries contact either e p— T
Keith or Wayne on (049525) 5913 e ey Y &

Konix Computer Products is a trading name of Kﬂnm Computer Products, Unit | 3, Sirhowy Industrial Estate,
Creative Devices Research Limited I Tredegar. Gwent NP2 4QZ
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| Seiko have produced the first
| wrist computer terminal — the
| RC-1000. It's a digital watch with
| @ difference. It can do much
more than tell you time of day.
Forget those simple beeping
digital watches that include
chronographs, lap timers (what-
ever the average human being
uses them for], and stop-

advertisements, nowadays
I : :
| “wou can take a little bit of your

computer with you wherever
you go™.

.

Well, & little bit of your com-

puter’s memo Oh alright
then, a little bit of the contents of
your computer's memory. You
see this watch can be used as a ]
portable mini-database, sforing
up to 2K of information on
aighty 'pages’.

@ watch face itself contains
a 12 by 2 alphanumeric display
(letters and numbers, doltl) on
which the time, day, date and
year appear when it's pretend-
ing to be an ordinary watch, But
the RC-1000 has hidden depths:
it is really a Datagraph, a cross
between a chronograph and a
database.

You can prepare information
to store in the meamory of the
walch on your computer using

watches. Just like they say inthe |

with the package. |f you've got a
Spectrum and an Interface 1,
then all you do is link the watch
up to the computer with its
special lead and download your
data.
Each of the eighty ‘pages’ of
memaory in the watch can be
used as 8 menu screen, which
heads up a number of other
pages of memory and leads into
them. So if you sat up one page
as the Address Menu, then you
have up to 79 pages remaining
in which to store the details of
your friends’ addresses, Access-
ing the the Address Menu with
one of the little buttons on the
face of the watch, you can then
step through the actual address
screens until you come across
the information you want.
But there's more. If you want
to s&t an alarm signal 1o remind
you to do someéthing it can ba
linked to the memory pages. So
when the watch goes beep al
half past nine in the morning of

| program reminder alarms up to

the editing software that comes

September 23rd 1986 it doesn't
i’usl go beep and leave it at that.
t shows you the relevant page,
which reminds you what to do at
9.30 am, 23/9/86. Smart? Yes,
definitely, especially as you can

a year in advanca.

Mare still: if you have to do
something every Sunday at 8.00
— perhaps get ready to watch
the next episode of CRASH-
NASTY on telly, then you can get
the watch to beep and show you
the appropriate reminder page
at 8.00 every Sunday until you
tell it to stop.

International jet setters who
can never remember what the
time is right now There, where
they're going. while thay're still
Here, getting ready to go, will be
amazed by the way you can pro-
gram up to 79 differant world
times into this little beast. Sort
out the sums, load up the watch
from your computer and you
need never be stuck for an
answer when you're in London
and someona asks what the time
is. In Rio.

And if you are always for-
getting vital bits of information,
you can write yourself memos
— perhaps just the phone num-
ber of your doctor or a reminder
to wash behind the ears. It's up
to you.
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THEIR
FINEST
HOUR

Producer: Century
Communications

Retail Price: £9.95
Authors: Nicholas Palmer
& John Wilson

In the wake of PSS5's highly
acclaimed Battle of Britain,
Century Communications, bet-

Intelligence reports
enemy dispositions

- b

Lurtwarre pLIOTE ON

ro wital iF an accurafo al
v ha marfe

ter known for their series of
computer handbooks, have pub-
lished an icon driven simulation

sazzmant of

LB TR

Flitance ¥PRNTE

lﬂ & §F13T :
| report low morale In

s20v%

of this famous conflict, The
ame was programmed Fourth
focol style ?w John Wilson,
but designed by veteran board
rgamer, Nicholas Palmer,
author of the definitive The

g

Wargaming. The result is the
most fascinating computer war-
yet to appear on the

rum.,

It's hard, in fact, to know ex-
actly where to start praising the
game as it excels in so many
areas. The packaging is medium
format ‘bookcase’ style, contain-
ing a8 cassette and instruction
leaflet. ‘Leaflet’ really fails to do
justice to the excellent rules slip.

rom a potted history of events

Liifforont sta

0 r i

that led up to the battle, you are
taken systemnatically through
the different rules and given

uidelines on play at each stage.
Biagrﬂmutic summaries ufn'ﬁ'ne
icons used in the game make the
straightforward play techniques
even easier to grasp for the
beginner. Finally, a section of
notes from Nicholas Palmer ax-
plains the philosophy of game
design used.

On the other side of this
‘leaflet’ is amap of the southeast
of the UK and part of occupied
France. The map shows air-
bases, anti-aircraft installations,
radar stations and ports, as well
as major cities the Luftwaffe
might attack. This supplements

13 of combat madiness allow intorcopior
forces to ba prepared with the utmost afficiency. Use the
3 [ y v =11 D -

e e L
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the map presented on the screen
during play.

The game has a pulse rate
feature used to set the speed of
the game. The rate can be varied
between 1 and 255, meaning the
game can be finely tuned to
individual taste: it can be set up
to suit a wide range of tastes
from those of the player who
likes to analyse a game in fine
detail as if it were a solitaire
board game to the player who
wishes to test personal reac-
tions and ability to make fast
crucial decisions. The clock can
be paused for necessary breaks
in play when the game doesn't
need to be saved, or temporarily
speeded up during certain times
of relative inactivity. Once the
pulse rate has been set it re-
mains the same for the greater
part of play.

As with its obvious competi-
tor, Battle of Britain, Their Finest
Hour allows the player to select

single day or campaign scenar-
ios. The ‘hg:: option is
perhaps the start point for

the beginner, Once the instruct-
ions and nature of play have
been thoroughly digested, the
player can progress to the full
campaign and ide how best
-to set pace of the battle. In
the one day scenario, victory is
assessed at nightfall when the
attacks have ceased. In the cam-
g:gn e, at the end of each
5 hti you are sum-
moned to Winston Churchill's
command bunker where hae
assesses your progress. It is
possible (though very difficult)
to deal a crippling blow to the
during a single day, in
which case victory wil l:lem)un,
If you have managed the forces
gﬂiﬁullfh badly, Churchill asks
r your resignation. Otherwise,
he merely assesses your pro-
ress so far, and play continues

2 next day. You may decide to
quit at any Wi?é during tli'm cam-
paign game, and victory is given
to mwhich-uwr side has per-
fmlvmnﬂ best. 2
ntelligance reports are crucia
for planning the initial defence.
The and number of aircraft
available to the enemy are
mihd at the ﬂ:n of tII;: game,
although the numbers may
differ each time the game is
played, subsequent RAF losses
are a measured against
this first intelligence report. The
Luftwaffe has ME109 fighters,
ME110 fighter bombers, HE111
and J bombers and
the medium 17 and JUB7
bombers at its disposal. British
air defence is m up entirely
of squadrons of Spitfires and
Hurricanes. The author acknowl-
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aggas that Beauforts, Defiants
and the like also had a small pan
to play, but for the purposes of
the game he chooses to ignore
theam. This has no detrimental
effect on the game as a
simulation,

Whilst monitoring incoming
enemy attacks the player has the
option of setting the level of flak,
and can order different levels of
alert for pilots. Alerts can be
made locally or set to bring an
entire region’s interceptor force
into action. Seriously fatigued

ilots may be sent to Scotland

r rest while new pilots are
brought in. More experienced
pilots are worth treating as well
as possible under the circums-
tances, as they have the greatest
BRe. s T e Ometled

; irs carri
out on I‘R:IB Ti?i’uids which
have suffered an enemy attack.
H these repairs are intensive,
they return an airfield to opera-
tive status guickly, but during
the day that repairs are being
carried out the field is vulnerable
to attack.

When a German airborne unit
is successfully intercepted, the
player is asked to supply an ag-
gression factor. Minimal aggres-
sion causes the RAF pilots to
break off the attack ore cas-
ualties are suffered, whereas a

high aggression factor results in
re ﬂtmrgv high losses on both
sides. I an enemy squadron

consists entirely of fighter air-
craft, it's best to save your pilots
and break off the attack. If it's
mainly a bomber formation,
then opportunity to damage
it as severely as possible should
be taken. Germans gain victory
points with su ul raids on
rns and cities. Successful
affe strikes against radar
bases aventually result in severa
blind spots occurring in the
defensive network, which can
lead to your downfall.

Forces mn; ;I:nu be moved to
respond to differing strategies
from the Germans. On some
occasions, the Luftwaffe might
make sporadic, small attacks on
varying targets; alternatively
they may try to smash your

position in one fell swoop.

variety of strategies that
may be employed by the com-
puter make this one of the most
compelling games I've ever
come across. Having now play-
ed the game several times, |
have not yet been able to anti-
cipate morg than the simplest of
actions on the enemy’s part.

The way in which the icons are
used is very neat. All the poss-
ible actions are clearly set out
before you. Pressing the wrong

key doesn’t always lead 1o a
major mistake — you can usu-
ally get out of it without any
particular problem. Sometimes
a message a rs such as,
‘Already in flight, Sirl' if you try
to scramble an airborne unit.
Full combat results appear in

which list mum-
bers of each type of aircraft lost
by each side in a particular
e ni.

e game lacks the optional
arcade element nt in Barttle
of Britain and is inferior in one or
two aesthetic points (such as the
way the radar screen could be
scanned in the PSS game) but
instead the player has a brill-
iantly implemented simulation
which does full justice to the
historic events it represents. Tha
talents of John Wilson and
Nicholas Palmer have been used
to the greatest effect. To my
mind, the combination of their
abilities has resulted in the finest
wargame currently available to

FUM OWNers.,

PRESENTATION 88%
Beautifully effective — and
useful tool

RULES 94%
Excellently devised and
explained

PLAYABILITY 92%

lcon driven commands take very
little getting used to

GRAPHICS 94%

More in the way they are used
than in technical complexity,
they are excellent. Even the
loading screen has an amazingly
executed picture of Winston
Churchill

AUTHENTICITY 96%
Once a good pulse rate is set and
the campaign game is played,
the qualities of the game as a
simulation really stand out

VALUE FOR MONEY 95%
Compared to others of this ilk,
very well priced

OVERALL 96%
Sheer brilliance

DESERT
RATS

Producer: CCS
Retail Price: £9.95
Author: R T Smith

RT Smith won acclaim for his
last game, Arnhem. His latest
work, Desert Rats, outclasses
Armhem in terms of both scale
and quality. Arnhem depicts a
single battle, massive though it
was in terms of the men and
equipment deployed by both
sides, Now Mr Smith has re-
turned with a truly massive

me covering the history of the

orth African campaign in a
series of scenarios which range

a seven tum introductory
ame based on the British Batt-

x@ offensive to a six hundred
and twenty four turn game
df-epictinﬂ the conflict from
Rommel's arrival in the Spring
of 1941 up to his departure at the
end of 1942,

There are no skill levels as
such, but the matter of game
complexity is dealt with in an
innovative way related to the
status of Malta. There are three
different ways Malta’s import-
ance can be portrayed. The first
is the histonical min?. whera
Malta is used successfully by the
British to increase their own
supplies and cut off those of the

. The second, Operation
Herkules, assumes that the Axis
forces capture Malta and a8s a
result their WJJD'_\I' levels incr-
ease ?mm uring the latter
half of 1942, The third option
does not allow the British to use
Maita — or assumes that Axis
suppression was severe enough
to negate the advantages offer-
ed by Malta —thus constantly
increasing supplies reach the
Axis forces.,

The game can be played by
one or two players, and in the
one player game the computer
can play either side. As usual,
the excellent rules book is cram-
med with historical notes as if
the author is urging you to test
the validity of his game. Indeed,
the booklet often provides an
insight to strategy and is
worth reading even those
familiar with the historical con-
text as a whole, because the
information it contains is so
relevant to the scenarios
T e of play all

uence allows
the Erm player to :?;der his
forces first, with the Axis player
following. Movement and sub-
sequent combat are handled
simultaneously once both sides
have issued their instructions
and play proceeds to the next
turn. As usual, reports are-al-
ways available and the same
variety of combat and move-
ment modes as those found in
Arnhem are employed success-
fully here.

Apart from the standard
move/fight options availabie to
a8 unit, the British player has the

tion mGDTDPSR at the rate

one unit per turn. The order




P p—

allows British units to travel
from Tobruk to Alexandria. or
vice-varsa, as long as Tobruk
remains held by British forces
Units are mainly in the form of
brigades, battalions and HQs.
italian units are only depicted as
divisions. Unit symbols are cle-
arly marked for easy identifica-
tion and each side has different
representative  colours. For
those using monochrome mon-
itors, Axis and Allied forces have
opposite facing units and British
units are also shown in outline.
The screen consists of four
areas. The largest of these
shows the map of the region
over which the battles were
fought. A small window in tha
upper right hand corner of the
screen shows the date and time
(the game is not ‘real-time’
however). Below this is a dual
purpose window displaying
order options and messages
and finally, at the base of the
screen, the identity of the unit
currently being ordered is
di?laved.
tacking rules are also emplo-
yed, allowing balanced groups
of units to make concentrated
moves upon the enemy. Inci-
dentally, as losses are inflicted
on units, they may actually
change their designation and
become parts of other units —
but such things are handled in a

| fairly straightforward manner so

as not to burden players withtoo
much irrelevant detail.

Logistics play an important
part in the game. Various kinds
of movement and attack orders
deplete the supplies of units to
varying degrees. The supply
rules in this game are the most

| complex |'ve dealt with for some

time. Unless attention is paid to
the depletion of units’ supplies,
you will soon find yourself up a
proverbial gum tree!

Although tha game plays in a
similar fashion to Armhem, it is

T

reassuring to see that the author
has decided not to rest on the
laurels of his previous creation
and has modified the rules sys-
tem so the actual battle sequ-
ences play faster and yet more
confusingly to add realism. The
affact works well and enhances
the feeling of tension prevalent
throughout the game.

Thare are six scenarios in all.
The first five are in chronological
order whereas the last one att-
empls 1o cover the entire cam-
paign. To be honest, there was
no way that this last scenario
could be played in time for the
review schedule but from play-
ing the others, | can only say that
it looks very tempting indeed. To
play the campaign to its con-
clusion would undoubtedly re-
quire several sessions at the

computer. To master this game
would probably require aven
more time. The only way to win
the scenario is to destroy all the
opposing units, At the same
tima, your own losseas must ba
kept low. This is the only major
point of contention | have with
the game. As the author himself
points out in the historical notes,
the Axis powers withdrew be
fore they suffered total annihil-
ation and even then, inflicted
massive losses on the Allies
during the campaign. The other
scenanos however, aach have
their own victory conditions and
all of these reflect the difficulty
of the actual situations.

One other area, not 50 much
an iNaccuracy as an omission, is
the lack of airpower on either
side. This can be accounted for,

| worked better. Air support rules

| suited the game and Mr Smith's
| apparent
| Spectrum would have had a

| sure.

however, when you consider
that rarely did the RAF or Luft-
waffe have any decisive affect
on engagements, and as the
author himself reminds us in the
designer's notes, there were
some limitations imposad by
the lack of memory — an incre-
dible amount is packed into the
game.,

But this does lead me to the
final point. Whilst the game
excels in some areas, | feel that
Mr Smith may have bitten off
more than a Spectrum can
chew. It may seem unfair to say
this as the author is evidently a
most capable programmer and
a dedicated military historian,
But the designer’s notes are full
of excuses for the things he
couldn’t put in — all because of
the limitations of the computer
rather than his limitations as a

rogrammer, Perhaps a modu-
ar series of games would have

could have been added for the
sake of completeness. The scale
could have been one that better
Then

wishes the

classic series of wargames, I'm

What Desert Rats does offer is
a massive game that strives to
retain avery nistonical poini of
accuracy despite limitations and
ever present compromises. Per-
haps thase criticisms should be
laid at the producers and not the
author himself. Perhaps other
factors prevented a series of
games from being developed.
Whatever the reasons, Desert
Rats is a superb game that could
have been even more
substantial.

PRESENTATION 89%

Clearly laid out but a little
cramped on the screan

RULES 97%

Well developed and written

PLAYABILITY 85%
Unwieldy for the total beginner
but otherwise there should be
no problems

GRAPHICS 60%

Let down the game a little
through the ambiguity of some
tarrain featuras on the screen

AUTHENTICITY 90%

In his attempt to cover the entire
campaign in one game, the
author may have missed the
importance of other factors
Accepting Mr Smith's priorities
howewver, the level of accuracy is
vary high.

VALUE FOR MONEY 87%

Nothing innovative here— but a
superb application of the
conventional wargaming
concept nonetheless

OVERALL 88%

Massive in scope, but begs the
question of the importance of
originality and clarity of

resentation. Will appeal to
hard core’ wargamers looking
for a new challenge.
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ir Fred is a fairy tale about

brave knights and damsels

in distress. 5o to start in
the way of all good fairy tales:
Once upon a ume there was a
wise old king who ruled over a
happy land. Except for one
thing, the evil Hugh D'Unwyt, an
evil dude who's stolen away the
King's fair daughter. Since the
kingdom is usually such a happrr
place, the bored Knights are all
off on a quest for the fabled gold
lame string vest. A hero is need-
ed and the only knighted pers-
onage left in the kingdom brave
{or stupid) encugh to take up the
?ﬂﬁl is the aged and corpulent

ir Fred,

The princess is holed up in the
Castle Feare, stronghold of
D'Unwytl. When the Baron stole
away the King's daughter he
knew that trouble would be on
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Fred shins up 8 cre
i‘lr{hru Gon's 5l FRED

~ar, the waliar
zaps through

At the top D

Lightring
'l'”h:irrrgrhn middle cloud
::rn:‘rp-ﬂh a secret trof

its way, so his castle is extrema-
v well guarded and near im
pm e 1o a lonesome Knight
U nted by his daunting task,
Sir Fred decides to try and battle
his way to win the hand of his
fair lady.

The way to rescue the prin-
cess and me a hero is to
collect and shrewdly use certain
objects. Unlike a majority of
arcade adventures objects are
placed in a different place each
time you play. Though mapping
the game is still quite easy,
placing the objects isn't. Though
not random there are fi Six -
different permutations of the
whare the different items essen-
tial to your quest will appear.

Sir Fred himsalf is an action-
packed spritette capable of
many actions and looking re-
markably similar to something
out of a Mordillo cartoon. When

i 0§ wihi

n his way into the castle in
ro

o

1t Sdr F roecd ;m:r_hﬂir.;:r;;:r‘
Faro ha

aind your

he can use & lavar

rhﬂ ._-,pilji-‘

tha sky
that's whars
ch leads into

CRITICISM

“This is an excellent
arcade adventure with
lovely graphics. The main
character is fab, and looks
like ha's been lifted
straight from a Mordillo
cartoon. The animation on
him is incredible for such a
tinf character as he swims,
swings and runs through
the castle and its lands. T
game is a tricky one, and
there are some pratty nifty
puzzies to be so before
the Princess falls into your
ams. This game really

led to me, who cares

an ancient storyline
whtnlqlmhugnodl'un
as this? ™

you start, all Sir Fred can do is
run and jump. His running styla
i5 quite a bit more realistic than

Producer: Mikro-Gen
Retail price: £9.95
Author: Made in Spain

most and has actual inertia.
Holding down left or right does-
n't boot Sir Fred straight into top
gear — instead. he gradually
speeds up to top whack. Change
direction, and the Knight's heels
stick into the ground and little
sparks fly off as he reaches rero
spead. You can run into prob-
lems (literally). ¥ you run Sir

CRITICISM

* Daar Oh Dear! How many
times have we had the
“rescue the beautiful prin-
cess from the wicked
knight” story belore? |
must admit, though, that
the inlay is very well set
out, with a wvery poetic
poem to sat the scene. The

misnimihrﬂsw,m

sU graphics.

man, l!md jumps, swims,
runs and walks in liquid
animation, and is capable
of making bigger jumps H
he takes a run-up. ¥ you run
one way, and then change
direction, little skid marks
appear at his heels. There
are better platform games
on the market, but this one
is nice enough. it may

"ﬁll more to younger
Pl_ — with all this talk of
airytale knights and prin-




Frad at full tilt down & fiight of

over heals down them.
Objects are picked up with the
select key. Along the bottom of
screen are a number of
boxes that can contain an object.
blue bax highlights the win-
currently under your con-
. To use an object press the
uulu.rand the blue boxed item
will come into use. On some of
the weapons only a limited per-
iod of use is permitted, so a little
countdown appears above the
window and decrements every
time the object gets usad. If the
counter geis to zero then the
object is no longer in Sir Fred's

3

38>

jects can add to
Sir Fr:d’.t abilities. Pick a sword,
and the knight is capable of
being a buckling swords-
man if add some neat con-
trol effort. One of the weaker
weaa is the the stone that
mrwn — another good
oné is the bow and arrow.
What makes Sir Fred different
to most of the Miner Willy's and
Wally Week's of this world is his

This is an interesti
departure from the Wally
series. It is still an animated
adventure with lots of
objects to collect and many
locations to use them in.
The screens are well des-
igned and wvery colourful,
with the usual Mikro-Gen
attention to detail. The
character of Sir Fred is
smoothly animated as he
runs, swims and climbs.
The only problem with
|:\\I.I~p'il'|1s this game is the

Though only six
controls are needed thera
are great troubles with get-
ting your jumps right and it
takes lots of practise to use
the ropes without falling
off. | mwuﬂ pla this
game a recom-
mend it to anybody who
enjoys the Wally games

| and would like to try a

slightly more advanced

| game, ™

Available from W H Smith and all good software dealers
or direct from Cases Computer Simulations Lid.,
14 Langton Way, London SE3 7TL. Tel: 01-858 0763.

SPECTRUM 48K/+£9.95 inc.

p&p.

AMSTRAD 464/6128 £9.95 inc. p & p.

ability to interact with the back-
ground. There are pools that he
can swim in, ropes to be climbed
and cliffs to jumpod off, all easily
accomplished with up, down,
left, right and fire. Action

Fmd :wutllnlnﬂrmh he isn't. ::In-
ningon a energy su

Sir Fred has to try and avoid

bumping into various nasties
and making silly mistakes. All
these silly activities are damag-
ing to Fred's energy band,

shown l:'ltn wlhe bottom ;!Mn-!g
screen. one ener and is
supplied and if it mﬁw« zero
then the game’s over. Nasties
yvou'll encounter are of a fairly
common sort:  thi Tike
snakes, fish and rats, all moving
slong preset patiems.

The puzzles and tasks to be
accomplished are of a fairly
complex sort. Just like any
arcade adventure nowadays Sir
Fred's world is shown in flick
screens, with lots of medieval-
m backgrounds in this case.

more of the castle you visit,
the better your end percentage.
Near a hundred percent Is
neaded to rescue the princess
and what a daunting task that s .

— COMMENTS

==t
Control keys: definable
Joystick: Kempston and
Cursor
Keyboard play: very fast
and responsive
Use of colour: some
attribute clash but
otherwise tasteful
Graphics: pretty backdrops
that are very detailed plus a
very action packed sprite
Sound: no tune but nice
spot effects
Skill levels: one
Screens: 36
General rating: A great
platform adventure that's
quite novel

Use of computer 83%
Graphics 92%
Playability 90%

Getting started 86%
Addictive qualities 91%
Value for money B9%
Overall 91%

From the Bestselling author of ARNHEM, R. T. Smith

DESERTY

RATS
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RAMBO

Producer: Ocean

Retail price: £7.95
Author: Platinum
Productions

‘Rambo’, few people can have
failed to hear of the all-fighting,
invincible character brought to
the screen by Sylvester Stallone.
Ocean, catching on to the
Rambo bandwagon, have now
releasad their binary interpre-
tation of Stallone’s blockbuster.
The plot of the game follows that
of the film quite closely.

John Rambo is a veteran of
the Vietnamese war; a jungle
fighter drafted back into service
to perform a reconnaissance
mission to a Prisoner of War
camp. His instructions are to
gain entry, take some photos
and get out without sither en-
gaging the enemy or being not-
iced. f Rambo is spotted, it
would jecpardise the prisoners’
chances of rescue and could
lead to thair daaths.

In the film, our hero begins his
adventure by skulking into the
camp and manages to stick to
his orders until he spots his old
war comrade, Banks, tied to a
bamboo cross. Unable to leave
his old pal -::l'n.ring in the sun,
Rambo disobeys his orders and

rescues his friend. The anemy,
of course, spot this, and much
blood splashing, carnage and
mavyhem is the result. Swiftly,
Rambo returns to the halicopter
that airdro him, and makes
the pilot fly back to the camp for
a quick and successful atternpt
at rescuing the prisoners.

Then, pausing briefly to tackle
an enemy gunship that tries to
blast them out of the sky, Rambao
and the rescued prisoners fly to
Thailand. Well that's the theory
and, if you complete the game,
that’s what should happen.

Rambo is a Platinum Product-
ions game and is front-ended
with their familiar options
screen. Keys can be defined,
although S starts the game, and
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With the wide publicity given to |

skill levels can be set. The play-
ing area occupies the left two
thirds of the scresn, with the
right hand portion occupied by a
combined inventory and status
area.

The jungle scenery scrolls
around our hero in the action
screen. The viewpoint from
which the game is played is
above and behind the hero,
creating a pseudo 3D effect.
Rambo can move around in the
eight normal joystick directions
but may come to halt when he
reaches the edge of the jungle.

Rambo is not the anly person
in the jungle — it's full of enemy
soldiers sneaking about. This is
a combat game, so Rambo's
inventory keeps a track of his
‘kills' as well as displaying the
weapons he collects. Starting off
with knives and grenades, Ram-

RAMBO Cameron. Qur Photography Minion is obviously
making a break for stardom . . .

bo can collect other waapons on
the way. Apart from the knives
and grenades, you may find
other weapons lying about on
the jungle fioor including a bow
and explosive arrows, a mach-
ine gun and a rocket launcher.
All the weapons have a seem-
ingly endless supply of ammo,
but only one weapon may be
used at a time.

Grenades are quite deadly but
the noise does tend to attract the
baddies to your location, where-
as the knives are silent. If you
throw a knife in the direction that
Rambo is facing, any bad guy it
travels over is killed and your
score increases by ten points. If,
on the other hand, a baddie
should shoot or stroll through

you, you don't survive the en-
counter. All the same, the man is
tough: you get four lives
Rambo starts his mission out-
side the enemy camp and must
get inside via a small entrance
on the right hand fence, rescue
Banks by running over him and
then run to the helicopter which
is due north. The helicopter then
needs to be flown to tha large H
landing pad in the jungle from
where the hostages can be lib-
erated using the rocket launch-
er. On the trip home, with the
helicopter filled with the good
guys, a gunship attacks. The
view is similar to the jungle and
camp scenes, but a helicopter

replaces Rambo in the playing
darea.

® “ After Commando comes
Rambo, which is similar in many
ways. As | got into the swing of
things, lhnutinso;nd blowing
things up while ging bushes
atc, | found it was a reasonable
Fame. The graphics on the load-
ng screen and in the game itself
are mllr good and detailed but
a bit dull when in comes to the
colour section. When you die in
the game you get a realistic
rendition the US National
Anthem. Not bad, overall.

® "And s0, in a blaze of ex-

ploding grenades and bazookas,
John Rambo hits the Speccy (I
hope it didn’t hurt . . . ) in the

officially licenced game-of-the-
film from Ocean. | haven’t man-
aged to see ‘Rambo’, the movie
yet, but from comments handed
down in school the game
doesn’t match it. In look, it is
very similar to Commando, but
it's not as playable. Some neat
tunes express themselves wall,
and there's a small high score
table. Overall, this is quite a
good game, and I'd recommend
it to anyone who likes trying to
forally obifterate any enemy
when the odds are a mega-
million to one. Well, a8 thousand
anyway . .. Hmm. Maybe ten ..

In amongst the huts RAMBO deals death to everything that
moves

OO0

® ” Not as good as Commando,
but a very good film tie-in for the
price — and it has something to
do with the film, which makes a
change! The screen area is a bit
too small for a good shoot em
up, which is what Rambo really
is, and tends to scroll from side
to side constantly which gets
very annoying. Rambo runs
around in a very Commando-
like style, with trees and bushes
all drawn in detail. {| found |
could blow some of them up
with the exploding arrows and
hand ‘grenades). It is odd the
way our hero is always carrying
a machine gun — even when he
hasn't picked it up, and it would
bié a good touch if Rembo act-
ually carried weapons on-screen
when he picks them up. There
are some good touches — like
the way you use a knife to free
your fellow soldiers and the use
of a helicopter to rescue others. |
wouldn't advise you to buy
Rambo as well as Commando,
but instead of it. It adds an extra
dimension to the arcade game
while retaining a number of
simnilarities.

Control keys: definable
Joystick: Kempston

Keyboard play: very responsive
Use of colour: status screen
pretty, playing area rather drab
Graphics: good scrolling and
detail

Sound: very good tune,
reasonable effects

Skill levels: 3

Screens: 3

General rating: doesn’t quite
match the hype perhaps, but
offers some good arcade
playing.

Use of computer  82%
Playability m
o teu, &
3oy e e
Overall 79%




FOOTBALL
QUICK QUIiz

Producer: Rothmans/
Cassel

Retail price: £8.95
Author: Peter Dunk

As you can imagine, Rathmans
Football Quick Ouiz is a football
quiz program. it boasts 1,000
questions on all aspects of foot-
ball — FA Cup, League Cup, per-
sonalities, trivia — in fact it tests
just about every avenue of fool-

Il knowledge.

Up to four people or teams
can be quizzed together, and at
the start a list of eighteen foot-
balling subjects is displayed.
Once a choice has been made,
the appropriate section of the
program loads and then infor-
mation on the number of players
and their names needs 10 be

infiyl.
he computer acts as qQuiz-
master and can present quest-
ions in three ways: Assigned;
Three In A Row and The Race
Alternatively, the Full Cuiz
option is a8 mixture of the three
styles of quiz. 'Assigned’ is the
most basic of the three options.
The computer asks each player
in turn a quastion and gives four
different answers numbered 1to
4, Using the appropriate number
kay, the player chooses an
answer — a Correct response is
rewarded with a little fanfare
and ten points are added 1o the
player's score. If the computer is
given a wrong answer, it points
out the mistake and reveals the
correct response 1o that quest-
ion. Players are given a twenty
second time limit to answer their
uestions — take too long and
the computer assumes you
don't know and gives the
answer. After a certain number
of questions the player who has
scored the most points is pro-
claimed the winner. If there is a
tie then, a tie-breaker question is
asked.

In ‘Three In A Row’ the game-
play is the same, except a bonus
of twenty points is given if a
player answers three questions
in & row correctly. The Race’ has
everybody scrabbling for the
keyboard. When the Race option
is chosen the computer asks
everyonea to define a ‘claim’ key
for themselves before the game
starts. The computer puts quest-
1oNs onto screen with a twenty
second time limit. The first
player to press his ‘claim’ key is

iven four seconds to answer
the question. The correct
answer wins ten points, but a
wrong answer results in ten
points being removed from the
claimant’s score!

@  As my football knowledge is
limited t:dllui::lhrd Uni:lad. this
program ‘t a to me
at all. Sound wl'ii‘ ics are
not “over-used”, a ugh there
are a few tunes here and there
(possibly to wake you up). The
loading screen is really some-
thing — | haven't seen any-
thing as bad as this for ages. The
unfortunate footballer icted
looks like he's been in a fatal
accident and they've sewn his
limbs back in the wrong places,
In fact, when | first saw it |
thought it was an anaemic lolli-
E:r standing on a glant beach

I! On the whole, | can't see
four intell people playing
this game for longer than ten
minutes without falling asleep.
But then, if you're a football fan,
mmi-gminﬁnmitﬂmudﬂ-

® " Despite being a total non-
footballer, | found this game
guite interesting — but will it
have a wide appeal range? Un-
fortunately, the quiz didn’t hold
my attention for too long. To me,
the twenty odd different subj-
ects didn’t seem particularly dif-
ferent! The game itsell is extr-
emely simply presented and is
basic down to a point of duliness
— there are no graphics and the
sound consists of a few doleful
poopoopbeedoops. The prog-
ram is terribly overpriced — you
could buy the Football Yearbook
instead, and still have change. If
the price was knocked down, it
wouwld be a touch more appeal-
ing but as it stands it may only to
appeal to a few ardent soccer
fans, and ‘may only’ are the
operative words,

® " | quite look forward to see-
ing football-related computer
games. Now I've changed my
mind. Rothmans Football Quizis
a very simple, nnn-hillz quest-
ion-and-answer game. Each sat
of questions has to be loaded
from tape — even if the part you
want is in memory! The contest
is very simple and would prob-
ably be ideal for a very young
rson. The program is obvious-
Y written in IC and consists
of some very stupid errors rout-
ines - like if you press the
key you have to wait a few sec-
onds for it to tell you that you
pressed BREAK, then you have
to load the whole section again.

Rothmans Football Quiz is a very
un-userfriendly program with-
out any good features and not
even a redesigned character

Control : 1-d4 to choose
answer, 2, M, Q, Pto claim

%estiun

ystick: none

Keyboard play: unresponsive
Use of eolour: not inspiring
Graphics: just a dire loading

Scraan

Sound: minimal
Skill levels: one
Screens: four different quiz
options

ral rating: a very poor
guestian and answer game
which probably won't even
appeal to soccer fans at the price

NEW SPECTRUM TAPE and DRIVE TRANSFER UTILITIES

TUS — ESSENTIAL for ALL Spectrum owners — our tape utility for beckup and drive
* Simple operation for tast loaders — accurate oven if over 4B (tone snd baud fate

rmaasurer |

* Dmals wrih clicky loaders — comverts COMPLETELY to normal hor tepe load (plus

dirive transfer with T92)

anly £6 59 on taps OR £7 99 on m/drive cart

TRANSFER PACK 2 -

FOR TAPE TO DRIVE TRANSFER

m-:-nﬂm INCLUDING TUS, pther utilities, allows drive transter of many

Dwrtails given on transfer of 40 programa
* Manages virtually all clicky leadors. Bytes chopper/spiitter, headar rosder stc

State name of drive system |
OMNLY £11.99 on taps OR £12

OVERSEAS: acd £1 Eur

UPDATE SERVICE — for details

mifdrive, Opus digk, stc)
on e car]

, £2 others for sach

PROGRAMS CARRY DUR MONEY BACK GUARANTEE |not ﬁsﬂl.ﬂl
LERM. DEPT CR, 10 BRUNSWICK GDNS, CORBY, NORTHANTS. NN1R9ER
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BATTLEOF THE
PLANETS

Producer: Mikro-Gen
Retail price: £9.95
Author: Chris Hinsley

Arch rebel Zoltar's quest for
g_a]amic domination has caused
im to attack a universe contain-
ing five planetary systems. A
group of young superhumans
E:: their craft, Phoenix. against
itar's Spectran forces. Only
the G-Force and their ship
Phoenix can prevent Zoltar from
destroying all life in the universe
under attack.

You control Phoenix. Chasing
and destroying enemy ships in
space, you also have to fight it
out on the surface of planets
when Spectran landing craft
start eliminating citizens. Once
on a civilised world it's possible
to refuel, repair and re—equip
Phoenix by docking with fuel
and repair ships. Zoltar’'s forces
only land when your ship is in
the same space—tlime as them,
80 the amount of mayham they
cause is limited 1o some extent|

The Phoenix is equipped with
two weapon systems: laser can-

nons and neutron torpedos. The |

laser cannons tend to overheat
and stop working if they are
used continuously, and there's a
finite quantity of energy in the
laser cells. Phoenix begins with
ten torpedos and fully charged
laser cells, and must refuel and
repair when armaments run
low,

Warpgates allow travel be-
iween planet systems — find
ona, drive into it and a map of
the universa pulls into view, The
five systems are numbered, and
a quick tap on the appropriate
number key warps the Phoenix
to your destination

tatus information can be
called up into a window at the
bottomn left of the display, where
information on your main power
unit, shields, torpedo stocks,
laser system and the neighbour-

ing planet can be called up,
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Leaming to flick through the
displays is important if you are
to monitor the state of play
during the mission.

The main aréa of the screen
acts as a cockpit view over which
a long ranie scanner system is
imposed. three dimensional
view of space as seen from the
ship’s bridge employs vector
graphics to display planets and
enemy craft, with stars moving
towards you at a rate governed
by your ship's velocity. Two

sights are provided: the square |

neutron torpedo sight remains
static in the centre of the screen,
while a mobile sight is usad to
target lasers and steer the ship.
lcons representing enemy craft,
warp gates and planets are over-
layed onto the cockpit view —
covering an icon with the mobile
sight allows you to drive to-
wards the object it represents.
The icon disappears when tha
corresponding ship, gate or
planet appears on the main
viewscreen.

Some of the enemy craft can
be despatched with a few laser
hits while others need a couple
of torpedos to reduce them to
scrap. When you're close to an

aggressor your shields take a
hammering — a hit on an un-
shielded section of the hull
spells instant daath.

While you are in the vicinity of
a planet, a request for Planet
Data reveals the number of
enemy landars that are on the
surface and the status of the
population. if your ship is in the
area when a planat’s population
is eliminated, you die too, so
looking after the citizens is more
than a noble aim.

To land on a planet, simply
head straight for it, and you
arrive on autopilot. The view of a
planet's surface is presented
with a line-drawn harizon that
scrolls left and right as you
move. Lines parallel to the the
horizon move towards you to
indicate forward motion and
spead. The landers are squat,
tank like machines which shoot
at you while you shoot at them.
Fuel and repair ships are repre-
sented by spanner and fuel-can
icons until you get close, when
they become revolving geo-
matric shapes. To dock with a
maintenance ship, just drive into
it

You've only go ona life to play
with in space, so drive carefully!

® "'l was an avid fan of the
series, and | think I'm
going to be a fan of the com-
puter game. I'm glad the game
doesn't use the ill-fated Mikro
Plus, because the higher price
would surely have astated
its chances of success. The
ame is similar to Elite and
farion %r:phiull'r. but doesn’t
seem to have the scope of either
of those. It's good if you want a
blast ‘"em up with minimal intel-
ligence required, and the game
is good fun in a general sense,

SHTEL B
STETES

sars U

though | wouldn't recommend
you rush out and get a copy
right now. "

@ " Battle of the Planets /s a sort
of Elite without all the hard work
of thinking and planning out
your strategy. The presentation
of the game is very slick and it
confains lots of colour without
the clashes. The game is nothing
fike the T V. series and gets quite
boring after a while because it is
50 @asy to stay alive. The lon
range scanner is t‘haugmfu-‘g
arranged and very useful be-
cause itis ‘on screen’ all the time
which makes locating Zoltar and
his chums quite easy. Both seq-
vences [planet and space) tend
to lock up when lots of things
appear on the screen, meaning a
constant spasd is hard g main-
tain. | thought that the planet
seguence was & bit too like 3D
Tank Duel — not a very good
copy at that. Given the simplicity
of the game, | feel it's a bit over-
priced.

@ " | started getting a bit fed up
with this game as | read the
‘operating manual’' while it
loaded. &
unclear and potter into gibber-
ish every so often. The on-
screen instructions waere diffi-
cult to read and only give ‘Z’ as
tha m]r_ﬁedn fire key, Z—V works
fine! Then it was out into space
to do battle. Somehow, | just
couldn't get the hang of con-
trolling the game with the keys,
and firing the torpedos accur-
ately while steering the ship
with a joystick had me beaten.
The action can get a bit frantic at
times, with all the controls that
you need to fiddle with — it
wouldn’t be so bad if the Phoe-
nix had a crew, but you're on a
solo mission . . . still, it's not a
bad shoot em up. ”

Control keys: O/P, U/I left/right,
0—T up, A—G down, B—SPACE
fire, 1—b5 select scanner, K/J
increase/decrease speed, Z—V
kel c

ick: Kempston, Cursor
Keyboard play: responsive, but
can get tricky
Use of colour: colourful display
windows
Graphiecs: fairly speedy wire
frame 30D
Sound: opening tune, then
firing noises
Ski els: one
Screens: five planet systems 1o
defend
General rating: Not a bad shoot
8m up quest

Use of computer 79%
Playability m

qualities 73%
Value for 68%
Overall i 711%

instructions are |
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Producer: Beyond
Retail price: £9.95
Author: Denton Designs

It's been a while coming but
finally, the long awaited sequel
to Beyond's famous Shadowfire
is here. Having captured him at
the end of the previous gama,
the Enigmateam is transporting
wicked General Zoff across
gpace in the Enigmacraft to face
the Emperor's music. As the
ship passes a nearby planet on
the Imperial border, Bﬂﬂ con-
centrates his psionic powers on
the ship's guidance system
causing it to crash. When the
crew gain consciousness, Zoff
has disappaarad.

The planet is Syylk's home-
world and at the moment, its
insectoid inhabitants are fight-
ing a war with reptiloid troops
loyal to the avil Zofl. Thesa nasty
creatures also have some ships
on the way which, at some
indeterminable timea, will annihi-
late the planet. Controlling the
Enigmateam — Zark Montor,
Sevrina Maris, Syylk and Maul
(the observant will have noticed
that Manto has been written out
of the script) — you have to
locate the leader of the insect-
oids, make him your ally, find
the only space worthy vessel in
the reptiloid area and recapture
Zoff as he tries to reach it
Simple.

ell, not quite. Commands
have to be issuad to the team
and enemy troops have 1o be
dealt with — all in the available
time limit! Zark Montor is the
team leader (and main charac-
ter). Syylk is the second in
command — a heavily armour-
ed and incredibly fit fighter with
a pal.'hulcaical rmtre of Zoff
Sevrina aris is the marks-
woman and locksmith of the
team. Finally, Maul the robot,
adds slow moving but heavy
fire er.
nlike its predecessor, there
is an action display area at the
top of the screen. This shows the
interior of the wunderground
complex into which the Enigma-
craft has crashed, depicting not
only the team but also the var-
ipus allies and enemies in an
| isometric perspective. Like
Shadowdire, there is a series of
icons by which the characters
are controlled in the lower half
of the screen. The control pro-
cedure usually consists of selec-
ting a character, and then salect-
ing a command icon for that
character. Up to five different
commands may be ‘stacked’ for
each character at any ume.
Miniature versions of the relev-
ant icons are shown beneath the
character’s icon when this hap-
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The playing area colour alters to indicate which character is
under control— in this case Zark Montor [red]. Most of the
characters are in ane location here.

Syyiifyoiiow is under control, shooTing oi onemy i i

back,

pens. Possible actions include
four directional movement,
picking up or dropping objects,
and two different types of com-
bat. A character's status can also
be checked from the icon table
along with other game ‘utilities’
such as making a character re-
load a weapon, activating an

object (usually explosives),
uitting, Eausmg and the like.
@n a character is to reload a
weapon, you must first select a
magazine of ammunition from
the objects carried area. Only
the existence of ballistic ammu-
nition is made clear but other
types exist within the complex.

There are some object icons
about which the manual says
little except that you should
discover their uses for yoursalf.
One of these is a red fish . .. It
would appear that some may be
useless.

A particular character may be
selected to be put directly under




e —e

the player's control with the
m icon. In this modea,
the character may be moved
about using either keyboard or
oystick control. Actions are
imited to movement and com-

Graphically, it is far superior to
its parent; the 3D works very
well and the characters are
detailed and move around the
screen very well. Sound is also

) ent retty good, with a tune at the

bat when this option is selected %:_:nmg and a few well placed | Control : ENTER

but it allows rapid deployment a s during the game. Gener- | COMMAND (Top Row): UP

of the character which may be ally, I'd recommend Enigma | (Second Row): (Third

Necessary. Force to everyone as it is very ): LEFT/RIGHT (Bottom
The screen uses single colour | addictive and immediately | Row Alternate Keys)

?{l&ﬂhiﬁ on a black background. — | playable. " : Kampston, Protek,
@ colour shown depends on or not you bought Sinclair and Fuller.

the character under icon control.
Sound effects support the act-
ions of sliding doors, firing of

® " Shadowfire was an enor-
mous step forward for icon
driven games and now Denton

Keyboard play: Very fast.
Use of colour: Well used on the
icons, more simplistic on the

weapons etc, and there is also | throughout the game is an eff- | Designs have launched the se- AMe SCreen.
an introductory theme tune. ective finishing touch. | think | guel which proves to be a : Viery use of
Your mission awaits . . . the game Ot!utwﬂnm“?t'm witha | worthy successor. Enigma Force | graphic effects but character
mick, s useful to | /s best summarised as @ comb- | identity can become confusing if
thirty fingers. ination of Shadowfire and their | several are on the screen at the

® “| can honestly say that |

other hit game Frankie. Getting
into the arcade/adventure is no

same time.
Sound: Good theme and special

didn’t like the thought of review- | problern at all and within a short | effects.
@ " Controlling the characters | ing this game, as | didn't get on | while using the icons becomes | Skill levels: one
takes some getting used to and | with Shadowfire at all — there | second nature. Should you dis- | General rating: Difficult at first
this inevitably means the first | were too many different pages | fike using the icons then youcan | but rewarding, may prove
few games are likely to be un- | of icons and | found it a bit of a | play the game by controlling the uicker to solve than you think at
successful. Once you get used | struggle inputti instructions | character of your choice with a ﬂm
to the controls, the pace is fast | quickly enough. There are no | joystick My main reservation
and the adrenalin is soon flow- | problems of that type in this | about Enigma Force is that it
ing. Somehow, | still feel that | game, however. After a few | may prove to be a bit easy. It
the icons are a little gimmicky | goes, getting used to inputting | doesn’t take very long before
and unwieldy but this will pro- | commands and practising fight- | you start doing quite well. On
bably not deter those already | ing, this game began to grow on | the whole this is a good game,
addicted me, I've n playing it solidly | much more arcade orientated

for the last few hours and | can’t
see mysell putting it away for a
couple of hours more, at least.

ARC OF
YESOD

Producer: Thor
Retail price: £8.95
Author: The Thor team

After the runaway success of
Nodes of Yesod a sequel has
finally arrived from the Liver-
pudlian demi-gods (Thor/QOdin)
in the from of Arc of Yesod. Once
more the star of the show is the
Rt Hon Charlemagne 'Charlie’
Fortheringham—Grunes, the
man who battlied brave .
ainst the black slab Monolith in
Nodes. Though he battled bra-
vely Charlie lost the contest, and
the Monolith teleported off-
world to escape destruction.
Luckily the ionic destruction
caused by the Monolith's hasty
departure allowed it to be traced
to its place of origin: Ariat, a
strange alien planet.

Earth is still in danger — if tha
people of Ariast manage to
download the information gat-
hered by the Monolith, they will
no doubt take advantage of the
detailed knowledge it contains
and attack Earth itself. They are
believed to have constructed a
massive battle cruiser capable
of mkinq'a tmost of the Galaxy.
A shuttle, hurriedly preparad,

transports Charlie to Ariat. Once
again Charlie has been charged
with saving life as we know it —
his job is disarm and destroy the
Monolith before the Ariatans
can retrieve the information it
contains.

Paradropping onto Ariatan
soil, Charlie finds himsalf skulk-
ing on the outskirts of the city

ere the Monlith is held. He
neads to find some way of rea-

— . I.-'
;.—f-"j-l.l i
CAYSTALS

SEEEEE

ching the device . . . . the game
ins,
harlie's best line of attack is
to get underground and travel to

i1 v

LIFE

than Shadowfire, that should
appeal to fans of Denton’s other
games. "

the Security Centre via the large
network of caverns and caves
that nestle below tha city. Tha
surface view of Ariat shows the
city in the background set
against the night sky. As Charlie
maves off the left or right of a
screen, a new screen flicks into
view. Small manholes are dott-
ed around the city, and Charlie
must use them to gain access to
the subterranian world in which

TIMLR

most of the action takes place.
Charlie is an agile fellow, who

can leap and bound quite deftly

in the low gravity environment

@iy AVized

of Ariat. "Jump’ sends our hero
skyward into a forward somer-
sault spin, to land firmly on his
feet. In conjunction with the left
and right keys, this is Charlie's
main method of transport —
useful when moving around the
Indga filled caverns of Ariat
With a few well-timed sproings
and cavorts it's possible 1o
negotiate most of the contsruc-
tions and obstructions found
underground. A teleporter sys-
termn exists within the labyrinth,
and Charlie can zo0om between
locations by stepping into one of
the strategically placed teleport
units,

Apart from static obstacles,
there are mobile nasties that
take some dodging. A whole
range of strange and weird
beasties can be found in the
caves, and some nasties float in
the atmosphere, while others
:irgg about on the ﬂ:fowu

r-tr ing species @
tends t?gba pretty indestruct-
able. H Charlie walks into one of
them he's bounced all over the
cave interior. Airfloaters disinte-
grate when touched but, like the
ground animals, contact with
oneé costs Charlie soma of his
essential life energy. He's got
four lives, each if which is lost
after too much energy has been

: encounters with aliens.
A little sine wave pulsing up and
down next to the life counter
shows how much of the current
life's energy remains, and the
readout becomes smaller with
?:d\ clash with the flora and

una.
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A Sphere, or Electronic Mole,
fights on Charlie's side. The
Sphere is released from Char-
lie's backpack and can be con-
trolled left, right, up and down.
While the Sphere is under your
control, Charlie ramains immo-
bile. This gadget is a worthy ally,
capable of despatching the
nasties by bashing into them. It
can also open the secret pass-
ages that lie behind some walls
by bumping into the masonry
which conceals them. Charlie’s
armoury contains Smart Bombs
that wipe out most of the
baddies in the current cave on
detonation.

Charlie needs to gather up
eight crystals before he can have
a go at dealing with the Monolith
— the poor chap's certainly got
his work cut out. . .

® There really isn't a lot of
difference between Nodes and
Arc. The changes are few and far
between — most notable is the
enhancement on the graphics:
the animated figures are larger
| and more detailed and the qual-
ity of the actual animation is a

reat deal better than in Nodes.

rc is quite a jolly game, never-
theless, interesting to play and
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Inside a cave full of animated nasties. Waich out, Charlie,
time’s dragging on and there are crystals to collect

. Most arcade
surely enjoy
e. Even so, owners

enjoyable to

adventurers wil
this chal
of Nodeas might well fesl a little
cheated if they shell out ten guid

for a game that, in effect,
] own.’

® ‘' ‘Brifliant’ sums up my opin-
ion of Arc of Yesod. The gra-
phics, as in Nodes, are great
with loads of detall and no
spared cofour. Sound is a little
on the meagre side, maybe, but

d, AL
~4-§—1m,1}

the intro music is a real ear
opener, especially when ampli-
ffe;. in rmm very sirnilar to its
predecessor — Charlie hasn't
aged a bit — and the game is
both pfa;am'e and addictive. |
missed Brookside to play it a
real sacrifice! The packaging is
very good and the blurb summ-
arises Charlie’s experiences in
Nodes rather well. It just goes to
prove that follow-ups aren't
alMays worse than the originals,
as has happened in some cases
recently.’

@ ‘| think | must have overplayed
Nodes of Yesod because I'm not
very impressed with this one.
Graphically, this game has the
same sort of backgrounds and
characters as Nodes. Your man
is the same fellow as in Nodes,
although his little companion
fias changed. All the graphics
are large, well drawn and well
animated and there is very littla
colour clash. The sound is a
pleasure — a lovely three chan-
nel simulation in the tune with
the title screan and a few burps
and beeps during the game it-
self. Gameplay is exactly the
same as in Nodes, so it can't be
called original. If, like me, you've
ot Nodes and have become
red to death with it, | wouldnt
bother with this one. If, on the
other hand, you are Nodeless |
strongly recommend Arc as
you'd find it very playable and
addictive.’

YOy -0
—imun
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COMMENTS

Control keys: 1-0 to change
control between the Sphere and
Charlie, alternate keys on
bottom row for left/right, Q-P
Sphere up or Jump for Charlie,
A-L Sphere down or drop Smart
Bomb, ENTER to pause game
Joystick: Kempston, Cursor and
Interface ||

Keyboard play: fast, responsive
and accurate

Use of colour: cleverly
conceived colour scheme
avoids colour clash

Graphics: pretty backdrops
coupled with axcaliant
animation creates a pleasing
affect

Sound: great, but muted — title
tune, but not many game effects
Skill levels: 1

Screens:

General rating: A great little
game, very much the follow on

to Nodes of Yesod — maybe too

similar.
Use of computer  91%
TN
alue for money  B6%
89%
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as he falls towards the landing
slope and stopping area. In the
upper right hand corner of this
screen a little window shows the
mﬂhr‘i posture in ml.:I;dTu
a good you to
watch this w{m correcting
the skier's faults in mid-air. Up
unbends the skier's knees, down
the skis from crossing and
right is used to adjust
e of forward and back-
n, i corrections aren't
presentation points
skier doesn't travel
a crash landing is
more points are lost.
istance jumped is multi-
ied by three anldh addad to the
presantation marks to give an
mmnﬂ score. Each pl has
attempts to up a
score before the winner of
event is an ad.

Hot _Aerials is the third
event on Side One. In this crazy
event a skier has to whizz down a
short runway, take off and per-

Ay
THITE

-3
3

as many stunts, somer-
saults and kicks as ssible
before landing safely. Like the

Ski Jumping, the skier is acti-
vnadtzapmssufthu fira
button. Once in the air, six dir-
ectional controls select the
stunts that can be performed.
Since the jurmp is a short one
thera’s only time for two stunts
- more and the hot

ist to land head-first! Points
are awarded for the difficulty of
the stunts performed: the more
complex the routine, the higher
tha pninte Oince again, you gat
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three attempts but, in this skiin
event, a panel of internationa

judges award points, which are
man averaged.

Bobsied and The Biathaion”

The two skating events are very
similar indeed and have identi-
cal control methods and gra-
phics — in Figure Skating seven
compulsory moves have 1o be
made whilst in Free Skating it's
up to you to choreograph your
rformance.

own pe ‘

The Figure Skating event lasts
for one minute, and skating
against the timer, you have to
complete a program of seven
movements. Your skater is
shown in the centre of the
screen with the crowd scrolling
past in the background. A timer
ticks down during Yyour

nece.
_Figure skaters are capable of
eight different moves, includi
skating forwards. Practice a
mentation Is needed be-
fore you become proficient at
these events. Learning which
move can successfully follow on
from another without risk of
your skater taking @ tumble is
vital. When a minute is up your
skater takes a bow and a score is
given, Points are awarded for

successful movemeants — awk-
ward movermnents and falls cost

points.
_ Free Skating looks and plays
identically to the figure skating,
only there is a time limit of two
minutes. In this event the overall
object is to make three success-
ful atternpts at the seven moves.
again, points are won for
aach movemant completed and
lost for mistakes and falls. The
highest possible score is a six,
no matter what your overall
score.

The Biathalon i:ﬂfthu “mﬁ
strength sappi a
avents . . .wﬁga 22 calibre rifle
over your shoulder you have to
endure ice and snow as you race
against the clock over scenic
landsca pausing for a spot of
target ing on the way. The
coursa consists of several flip
screens showing slopes, flat
stretches and the four target
boards. Each target screen con-
tains five tar and a sight
moves vertically over each one
in turn. Your athletes pulse rate,
monitored by a flashing hearton
the bottom right of the screen,
affects the steadiness of your
aim. You one shot at each
ta — aim carefully as a miss

a five second penalty 1o the
overall time for the evant.

Fluent left/right movements
on the joystick or keys moves
the biathiete across the snow on
the level and uphill stretches. if
you go too fast he slips; go too

and it takes Epn to build
up a . ¥ r
- B ol By Rl
on the downhill slopes. At

e end of the course your
gw_mmil time. less penalties, is

final event on Side Two
mrou in the driving seat of a
ed. In order 1o retain con-

trol of the sled you have to steer
laft and right in the bends. The
screen is divided into three, with

i area taken up an
aenal plan of the course.
you start racing a red line creeps
down the course showing your
progress, ha!R:ng you to antici-
pate bends. The second screen
area gives a 3D view of the track
as you beit down it, and is the
mos! important screen since it
allows gauge whether the bob is
being owversteered or under-
steered. if you don't steer the
sled properly then it tumbles
over. The third screen is the
timer which you race against . ..
and as in real life fractions of a
second count

After every event Gold, Silver
and Bronze medals are given
and points awarded [
to the medal winners. After .5
the events have been played on

Winter Games also has a
World Record facility. If mgﬂ
a record during a game it'll
automatically be included in the
record tables which can be
viewed using the option screen.
Unfortunately the table can't be
saved, but at least you can note
down your best efforts, or throw
down a challenge to your
:hdu_;ns. Don't bF ntgu Eiinppo{m-

if you can't find the Opening

Ceremony mentioned in the

large instruction sheet — the

rammer's couldn’t quite fit

it in, and an Errata slip should

come in the package apologis-
ing for this omission.
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BENNY HILL'S
MADCAP CHASE

Producer: Dk'tronics
Retail price: £6.95
Author: Don Priestley

In the game inspired by the TV
series, Benny Hill has decided to
volunteer to help his neighbours
do some chores. Banny's friends
aren’t there to explain what he's
up to and passers-by tend to
assume he's a thief trying to
make away with other people’s
property. Well meaning folks
noticing Mr Hill dashing around
with chattels do their best to
catch him. You control Benny
and it up to you to finish the
three different chores he has to
complete, sach within a time
limit.

The display format is similar
to that used in Don Priestley's
earlier game for Dk'tronics,
Popeye. The characters on the
screen are large and most of the
shapes for the background and
foreground are squareish and
conveniently placed on charact-
er boundanes to avoid colour
clash. Benny can move left and
right across flip screens which

are presented in & pseudo 30D:
the player sees a side-on view of
Benny and his surroundings.
Each screen has three horizontal
‘levels’, one behind the other,
and Benny can hop between
these levels, ‘into’ or ‘out of* the
screen,

The objects in Benny's world
ara rather like flats on a stage —
each one sits on one of the three
levels to the screen. If Benny is
travelling along the screen in
line with an obstacle, ha must
hop to another screen level to
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avoid bumping into the cbstruc-
tion. Collisions cause Benny to
fall to the floor and he loses
time. Just to make life more
tricky, the street signs and lam-

ts on certain screens have a

abit of shifting between screen
levels while nny is some-
where elsa. His pursuers can
also be encouraged to bump
into things, with a bit of nifty
footwork, in which case they
stagger around for a while see-
inq’slara while birds twitter!

0 complete each of his three
chores, ny has to collect
objects from the fifth screen and
take them to the first screen,
running a gauntlet of ever-shift-
ing hazards on the way. People
also chase him, and if he is
caught the object he has in his
possession is returned to its
start point and he gets a stomp-
ing from the irate member of the
public.

Twenty points are added to
the score displayed at the bot-
tom right hand side of the screen
for each item safely deposited
on the first screen. Points are
lost for each stomping Benny
endures and for collisions with

Benny hits the dust and gets jumped on for his pains by an
annoyed lady in BENNY HILL s MADCAP CHASE

the scenery. Gathering up all the
objects and delivering them
within the time limit, shown by a
counter which ticks down relent-
lessly, earns bonus points: the
time remaining is added to the
score and Benny moves on 10
the naxt job.

Benny s first chore is to gather
in the washing for Mrs Rarras,
taking it from the clothesline to
the laundry basket. A woman,
looking remarkably like Bob
Todd in a skirt, chases Benny as
soon as he's collected a piece of

clothing. When she's on the
warpath an arrow in the status
screen flashes a warning mess-
age: "Watch Out!”, The second
part of the game sees Benny
gathering apples for Mr Bramley
while being hassled by a farm-
hand and a tractor, and the third

routines as Popeye, but the eff-
ect produced is not nearly so
good. The screen contains a lot
of colour, but also a lot of
clashes and blocky characters.
DkTronics seem to have got a
faster game in Benny Hill, but
not as much thought has gone

Legging it down the road with a cross housewife in pursuit,
thar's BENNY HILL s MADCAP CHASE for you

task involves collecting jumble
for Mrs Bargin and avoiding a
couple of over zealous Bobbies.

@ " This is a strange little game,
but it is very playable and
addictive. Graphically, Madcap
Chase is excellent, each charact-
er is large, well animated and
has many facial ns. As
with its ’::mnt‘, peye there

are problems.
Suuwhwull used although |
did notice the lack of a tune on
the title screen. There's a little
more to this game than just

running back and forth from one
end of the playing area to the
as scenery — tele-

phnn; boxes, trees, lamp posts
and the like — changes position

when you pick up or drop an
Atz"l(

object. | real
plamhd this one but rll‘rp:?:ﬁﬁ
w " .

® " Quite a good game, with
neatly drawn big. bulky sprites
which are very easy to identify.
More sound would have helped.
The game is set in a street, with
lots of objects lving around. |
loved it when Benny hit some-
thing or the lady chasing him
had a fit. Once you get into the
game it becomes more and
more interesting and fun to play.
it is s0 playable that it's easy (o
get hooked. A Em}d game, well
worth getting.

® " Benny Hill's Madcap Chase
uses the same colour masking

into presenting the whole scre-
en, and the gameplay is a bit
unresponsive. When | first play-
ed this game | was quite pleased
with 85Mme fice touches — like
the woman jumping onto
Benny, and the way he leaps
about, but after playing the
screens right through (very
easy) there was no lasting effect
on me and | didn't want to have
another go. The first two levels
were gasy, but the last one was
much too hard. Joystick play
wis impossible, as | kept hitting
the fire button which resets the

ame. Good first impressions,

t no lasting appeal for me! “

Control keys: definable

ick: Kempston, Cursor,
Interface 2, Dk'tronics (1)
Keyboard play: reasonably
responsive
Use of colour: cleverly thought
out
Graphics: large, and different
Sound: blips and thumps
Skill levels: one

Screens: fifteen

General rating:

Use of computer 71%

Playability 83
B83%

Value for 75%

|0urlll i 78%
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1 OuT OFYOURCOCKPT wiNooW  "SKYFOX' is the most realistic awe-inspiring combat simulation you've

oS0 T ever seen on your computer. 'SKYFOX'special features inclu‘;ia -
» AIRTOAIR&AIRTO GROUND COMBAT
> 3D SCROLLING FLIGHT SIMULATION
» 15 SCENARIOS (from training mission to massive invasion)
» 5 SKILLLEVELS (from cadet to ace of the base)
> AUTOPILOT FEATURE FOR LAUNCH & ENEMY SEARCHES

! : > ONBOARD & BASETACTICAL-COMBATCOMPUTERS
R QR
& " RS > HEAT-SEEKING &
T e SN > JOYSTICK & KEYBOARD CONTROLS

GET SKYFOX NOW e

Available from all good software retailers — if its not there, please order it— or in case of "
difficulty send your crossed cheque/P.0. made out to Ariolasoft U.K. Ltd., including your own name anﬂa
and address, to Ariolasoft UK, Ltd., Suite 105/106, Asphalte House, Palace Street, London SWIE 5HS.

- Spectrum Cassetie £8.95

LK prtees only Prced nciude PEF Pipaap aliow J8 dava for deliver v

HIGH PERFORMANCE PROGRAMS



cosmic

WARTOAD

Producer: Ocean

Retail price: £7.95
Author: Denton Designs
(from an idea by Simon
Butler)

Deep within the bowaels of the
Castle Rygellian, far below the
Holy Torture Chambers, is the
Slime Beast's Department of
Abduction and Foreign Queen
Abusemeni. Here lies the Queen
of the Cosmic Wartoads., the
leader of a brave and truly
cosmic race of honest and good-
some toads dedicated only to
truth, justice, mom's fly pie and
the toadican way of life. Kid
napped the Rygellian Slime
beasts, she has been trans-
muted to the ghastly (to War-
toads) form of a human female.

Understandably, the War-
toads are incredibly narked by
their brave leader's demise, so a
crack toad is sent off on a rescue
mission. Time is not limitless,
since the queen is tied beneath a
murderous SLUDGE SAW that
descends slowly but surely to-
wards her helpless form. It has
fallen upon you 1o rescue your
queen, sinca you are the the
bravest of the cosmic wartoads
— a Toad among toads.

The path to the Slime King's
lair is not a mere hop across the
lily pad: you have to cross the

rilous RYGELLIAN TIMEVOID.
n the void are the eight pieces of
the COSMIC T , 8 meanac-
ing compilation of deadly mach-
inery capable of dismantling the
sludge saw if you get to your
Queen in time. The kit is most
awesomae and contains a assort-
ment of amazing goodies inclu-
ding an Intergalatic Whisk, a
Chronosynclastic Stanley Knife,
a pair of X Ray binoculars, a
Stellar Fish, a Death Ray Smunt
Gun, a 3 Million Megawatt Light-
bulb, a Cosmic Axe and a Zippo
Lighter.

ilst in the time void you
take the form of Cosmic Willy, a
tadpole creature that acts as a
| cursor. Each square within the
eight by eight grid which com-
prises the timevoid is a time
node. Your journey starts in the
| top right -::aEl of the void and the
| idea is to reach the Queen at
bottom left. You can only move
| to adjacent nodes in the grid —
it's no good trying to make a
mega leap straight for the
Queen's location.

Each node has to be travelled
through before you may use
Cosmic Willy to transport you to
the next. To get through a node
all the nasties that live in the
time vacuums that lie behind the
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node must be killed with your
Constant Recoil Alpha Pellet
un. A node may contain up to
our time vacuums, each one full
of nasties which have to be
defeated before you can re-enter
the time grid and move to ano-
ther node. There are three diffe-
rent types of nasty to be found
within time vacuums, with each
vacuum containing just one
variety. You get to pit wits with
Slime Masters, Sludge Slugs
and Frenzied Flies during your
travels and when you enter a
node a window opens on the
screen and you enter a sub-

game in whic T\r_lt:u_ﬁb_battla. As

i inflict Adama An tha nae.
WL TRUEATAR WERRT N VRER AFUE RA VRS § NS

ties, your Toad

oints increase. I

bartle with the Shme Master arnd his puhk ¥
r;ﬂmuﬂ 5ina -'-ul:ln_u-rm{' which windows owut of the Saw

The OQueen of Toads lies helpless, strapped below the Shidge
Saw. Are you Toad arough to save her?

Conversely, as the Rygellians
score hits on you, the Slime
Points tally rises.

During battles with the nasties
Wartoad may be assisted by
Ultrasonic Robot Defenders.
Each time you clock up 1,000
Toad Points one of these baas-
ties appears in the playing area
automatically and can delay
some of your enemies by seizing
hold of t‘rlam for a while — how
long a while depends on the
difference between Toad points
and Slime points. Toad must
stand still to shoot, and he can
only fire forwards, so you must
move him to the appropriate
location before blasting away.

Status displays on the border

of each game screen indicate
how the battle is progressing,
and the nasties themselves

change colour to let you know
how close to winning you are.
The most powerful nasties are

the red ones. Then, in descend-
ing order, are the magenta, yel-
low and white versions. To de-
feat the nasties you must keep
shooting until they go white,
and then shoot some morel All
they have to do to win is score
enough hits on you to move
them up a colour whereupon
you lose a life and have to start
that node again. Toad has three
lives — when he loses all three
he is reincarnated at the top
right node and effectively re-
starts his journey. Meanwhile
the Sludge Saw has got even
closer to the Queen . . .

The Slime Master homes inon

ou and his touch 18 deadly.
Escnrted by his fawning min-
ions, the Slime Pawns, the Slime
Master himself is loathe to at-
tack a Cosmic Wartoad preferr-
ing 1o send his cohorts on the
attack. Wartoad can move with-
in the playing area in the four




| top left hand comer of a time

basic directions, followed round
by the nasties. Each time you
despatch a cohort or score a hit
on old SM himself, you get
closer to victory.

Sludge Slugs come mab-
handed and cling to the top of
the

lan,rin-;i area, out of range,
dribbling slime at you. Every so
often a slug (or two) lets go and
falls to the floor. You've ut l-:l
zap the slugs as they fall
avoid being slimed or hit b-n,r a
falling invertebrate. In this sub-
ame Toad can only scamper
ft and right but he can protect
himself from falling slime and
slugs by shooting them.
renzied Flies appear in a
swarm, bunched together in the

vacuum. Attack sgquadrons of
four insects leave the main mass
and go for Toad, who must blow
them away before they drain his
energy. Once again, he can
move in four directions.

Parts of the Cosmic Toolkit

Coamic !
the slimy baassties are falling

5 i the Sludge Slug subgame window

|
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he Time Void window, where Coamic Willy acts as your

cursor. On the left are the sl
'.'nul':hnr el o it

s for items of the Cosmile

i r‘:r'rhr hf'r.t the

can be found in time vacuums —
all Toad has to do is walk over
them and add tham to his coll-
ection. Keys which give you
access to the Roads to Nowhere
and Somewhen can also be
collected in a similar manner.
These roads provide a means of
hopping from one time vacuum
to another (and hence travelling
between nodes which are not
adjacent). Four pairs of nodes
are linked together by the roads,
and they appear as red squares
on the timegrid at the start of the
game, When you collect a key,
one of the pairs of linked nodes
unlocks and changes to white on
the grid and you can 'jump’
between them.

Other squares within the void
are also colour coded. Green
shows the node currently occu-
pied while purple means that a
power node sits at the end of
that node’s time vacuums. Once
the nasties lurking the the va
cuums behind a purple node

and three of

have beean eliminated, Wartoad

will automatically be trans-
rted to the LILY POWER
whaere the Constant
Recoil Alpha Pellet gun may be
recharged. A bar at the bottom
of the screen show the
charge remaining — if it re
zero three lives are lost, and it's
back to the start node, toad.
After completing a node, a
scene showing the queen held
mercilessly below the sludge
saw appears with the saw mov-
ing just that bit closer. The
sludge saw takes an hour and a
half of real tima 1o complate its
descent, during which time you
need to collect the Toolkit and
arrive in the node where the
Queen is held captive. Failure
lils death for the Wartoad
ueen and a ‘Nice legs, shame
about the face’ message reveals
itself. So, there it is. Are you
Toad enough to take the chal-
lenge?

® 'After Frankie this has to be
Denton’s best to date. Though
rn.u-lmdly a Denton product,

55

l'lphlnllll,l'lwmt
Imul their design.
Mummm
ite mindless re
Thl huhur.'-

® Yet another game by Denton
Designs and boy is it good| The
only way of describing the game
is by comparing it to Frankie — if
you can imagine a load of totally
original sub games all combined
fo make one game thaen that's
the nearest you'll get to Cosmic
Wartoad. The ?o.r:phms are gen-
erally big, colourful and very
dmfled as you would expect of
Denton. There is very little
sound besides a sort of tune on
the options screen. This is one of
those games which proves quite
difficult to start off with but if
you persevere with it then it
doesn't take long before you're
hooked. My only real gripe with
the game is that the instructions
are not that good. One of Den-
ton’s bast!’

® Thera's an awful lot of inst-
ructions 1o this game and the
scanario is well complicated. It
took me a while to read and
digest the inlay and | still had to
lay for about half an hour be-
re | fully understood what was
angc-n Maybe I'm a bitdim ..
nce you get to prlps with 'I.'I'III
game, however, it's really neat
— and frustrating. | can see it's
ing to be a while before | crack
the problem and rescue the
CQueen. Essentially there are
three arcade sequences, each of
which is a compelling game in
its own right, and ‘s an
overall strategic element to the
game. The graphics are good,
especially the animation of the
Cosmic Wartoad himself — if
you don't move he just sits there
and blinks at you. Lots of nice
touches add up to a compelling

game.’

| comments

Control keys: defined at start of
me
ystick: Kempsion, Interface 2,
Protek, AGF, Fuller

il nsive
wmlr?br and
chearful, avoiding clash
Grlpl'liu' large iled Toad
sprite, some excellent
animation

Sound: minimal, odd noises for
shots and screen changes

Skill levels: one

Screens: three sub-games, plus
time grid and Queen Screen
General rating: A good game,
which can be a bit tricky to get
into. Worth the effort.
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Anmhar issue of the .
arine, and anothar Wally
game to review. This
tlime the title of the game has to
rate as Mikro-Gen's worst pun
yet. The game features three of
tha Week family on a tropical
island so the title is Three Weeks
in Paradise (gedditt?),

CRITICISM

“Wally's back again in
style this time. With his
hanky on his head, he tries
to liberate Wilma and Herb-
ert from the evil clutches of
the natives. | loved this I
game. it was so playable
and um:-:dyaw thought you
had it m another world
was opened up to you. (Try
jumping into a seaside
scene). The graphics are

very good and nicely anim-
ated and the sound is good.
This would keep me happy
for many a wintry night! ™

The main character in the
m is the ubiguitous Wally

eek and he's got the respon-

sibility of rescuing Wilma and
Herbert from the Can Nibbles
tribe. The Can Nibbles are a nice
bunch except for their predelic-
tion for human fiesh, Wilma and
Herbert are on the menu. As
with most Wally games the idea
is to collect a number of objects
and get Wally to use them in a
cunni w to achieve his
aims. might be expected,
Wilma and Herbert are both wall
guarded: Wilma is trussed up-
sitle down, hanging from a tree
and guarded by a witch doctor,
while young Herbert is sitting in
cooking pot with two férocious
lions slandl either side.

The controls are of a standard
Wallymclua type with Mr Week
being able to jump and move left
or right. The A key is an inter-
esting addition — its function
changes depending on your
location and inventory. The first
us-ahkatytabumudaanisu
an IN key. On some screens
there are other ways of moving
onto another screen, apart from

the IN key. Some of the alter-
native exits are quite obvious or
are labelled, others are & bit
more obscure. The IN key is
likely to cause big headaches to
most map makers,

Wally is able to carry two
objects at once with the items
shown on a small window at the
lower left hand corner of the
e

r or picking up
nca picked u and

ingide a wmdnw a smal
description appears lnmavou
can't quite recognise Mikro-

b aing 1 TARAGAL, 06
be ght, as
another superlative load-
ing screen materialised — |
started on the game, all
rwvmtumhlgm
review. No

; game is
, W
?f: ro

-gnod indeed.
ics are very

“Wal and | loved them.
A nu nice tune plays as

around the
trnplul ocations. Tha

packaging is colourful and

neat and the instructions,
while short, tell you all you
need to know. The prob-
lems set in the game are
PROBLEMS. Mvh' nrmuiz
impression was that this

a professional package,

-.nn'l-hu wary I

mta;nm
ma. Just

dnnldnwhlt nearly did:

dislike it because of the

Gen's visual mtu-pratut&ﬁn of
some objects. Also along the
bottom half of the screen is a life
counter, where each of the four
lives is shown as a skull and
crossbones. Next to lives are a
couple of skeletons, having no
apparent use at all — the only
lhing they do is tap their feet

after long pericds of Wally

As ever with Mikro-Gen, the

nuluﬁmnmlﬂu iuuml::.:tnlm
g-lI'nU are ol a 5
ical nature. On the m"ﬂ

seems impossible to cross with-

out losing a life because of the

However a pair of flip

should help your dilemma,

as once they are wrapped aro-

und Wally’s feet the quicksand

can safely be trave . Most of

lhn problems follow this sort of
format.

You are not up inst the
clock in this game, %ﬂln the

Producer: Mikro-Gen
Retail price: £9.95
Author: The Wally team

| S"._.(. yn

" CRITICISM

* Mikro-Gen's last release
was a bit of a disappoint-
ment. Three Weeks in
Paradise is the logical
follow u-n to Everyone's a
Wally. rlphics are
2y Iant lhthaprﬂ
jous Wally games. This
time the puzzies seem a bit
more devious but I'm sure
you brainy lot will have
them worked out in no
time whatsoever. In this
game Wikro-Gen hiave incl-
uded some nice features
like the music on/off key
and the colour on/off key
which determines whether
Wally merges with the
background or not. All in
all, this is another excellent
Wally game which should
appeal to most of you. ™

cannibal’s hunger the only dan-
ﬂﬂ‘r is from a variety of nasties

itting about on different scre-
ens. There are bats, lions and
even snails to dodge. Also
{here's no enargy bar, bumpinto
a baddie and you'll lose a life.
After all the lives are lost, the
usual Mikro-Gen analysis of per-
formance is presented, together
with a percentage of the game
completed score,

—/ COMMENTS

e P Y .
Control keys: O/P
left/right, A in, 1/2 pickup/
drop, 5 pause, Q to jump

Joystick: Kempston
Keyboard play: fast and
responsive.

Use of colour: ingenious
attribute control minimizes
clash

Graphics: the sinclair user
who produced these
pictures really is an ace an
fiend and doesn't need any
scolding

Sound: excellent spot
effects, but annoying tune
that can luckily be turned
off

Skill levels: one

Screens: 31

General rating: Another
gamae for Wally fans
everywhera

Use of computer 92%
Graphics 95%
Playability 91%

Getting started 88%

Addictive qualities 94%
91%
93%

Value for money
Overall
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