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Voted “Strategy Game of the Year™ in 1984, MUGSY is now back with 2 vengeance.
Join our dubious hero as he struggles to regain control of his underwarld empire by any
means al his disposal.

More strategy, thrills and excitement in this new animvated comic strip — includes a full
arcade game sequence and stunning graphics,

MUGSY'S REVENGE is available on C64 and Amsirad al £8.95, Spectrum at £7.95,

Screen shots from Commodene 64 version
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all, and /'l mm;mum

reply to
:Ibe ;m nnlvmg:
gmng at ths moment, and a

of people aren’t going to make
the interview stage. . . sorry,’
teakitty can't stand the strain

s to everyone

"‘#"‘m‘""%"‘ mdt;ﬂ:u

our letter to
s0 here’ nTHANK You

g good news
. —wa'll be
1 your applications on
nd considering you

.MIH for any future

vacancies that might arise
within the hallowed portals of
CRASH Towers.

The 128K Spectrum has finally
arrive. In two days time CRASH
will be going to the official
launch, to learn all the intimate
detalls, including the final price
announcement. There's not

Lloyd's postbag has been
brimming with letters on the
subject of Lenslok over the last
couple of weeks. Lenslok is a
nifty device which could boost
the life of programs it protects
and thus prove a boon to the
industry. Only three programs in
the UK have been Lensloked so
far, and the system has metwith
a mixed reaction from the
consumer,

Lenslok has got off to a rather
unfortunate start. Lenslok was
effectively launched on a
prestige product: Firebird's
Elite. It has suffered from not
oneg, but two mishaps. First off,
either the code usedto set upthe
Lenslok display was incorrectly
written— or atthe very least, the
first set of instructions that came
with £/ite didn't describe the set

much more to say here about
the new machine — it's arrival
has not been so much an if?, ora
What? but more of a When?
February T3th, fortunately not a
Friday . .

THE MONTHLY
SOFTWARE STAR
FOR YOUR

US GOLD
CALENDAR
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were unfamiliar with the new
device, and quickly became
frustrated. Cue a lot of
aggravated Lenslok users.
kup Number Two arose
when the wrong lens was
shipped with some copies of
Elite— fortunately for all
concermed, only five hundred
copies of the game were
involved. Given the fact that
each lens is a unigue key,

like a hotel checking a guest in
and issuing the wrong key.

the mistake pretty quickly, and
spending hours on hands and

throwing a wobbly 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 Lenslok on a

this page — the Elite we
borrowed from Mail Order had
the right lens, but on our

than the lensholder for the
characters to be unscrambied.

ackage refer to'a Smm gap
tween the outer lines of the

up procedure accurately. People

designed to work with a specific
scramblin? routine, this is rather

Except the guest finds out about
returns to reception, rather than

knees trying to get the key to fit,

copy of Efite to get the photos on

monitor the initial sizing display
hadtobe setconsiderably wider

The amended instructions in 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 rejected by the
legitimate software buyer — it's
the best anti-piracy device that
the home computer market has

seen so far. To be fair, quite a

fews Efite owners have written to
Lloyd, saying they can't
understand what all the fussis
about, and Digital Integration,
who installed Lenslok on
Temahawk report very few
problems. But then they ?ot the
set-up code right and sotar as
they are aware Tomahawk has
always been shipped with the

right lens. According to the man
at Digital Integration, apart from
a few people who just couldn’t
et on with the Lenslok system,
therse 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 systemn 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 enemies.

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

inless Lensloking should be

ess aggravating than
unloadable Turbo and
Hyperloaders, . .
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for such things).

DON’T MISS THE FREE
24 PAGE PULL ourt
SUPPLEMENT OF

ROBIN CANDY’S PLAYING
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
18 24 pages will be packed with useful hints, tips and maps.

COMPLETE & COLLECTED SOLUTIONS such as Starion, Dun Darach, Tir Na Nog,
Astrocione, the Wally Week Quartet and Marsport will vie for space with brand

new tips and PO_kEs. 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.

DON'T MISS IT! GET YOUR ORDER IN NOW!
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t’s just round the corner . . .
Imminent UK launch. Great
shakes! No, I've not lost the calc-
ulator keypad, no, it wasn't in the
box in the first place. How much
extra? Still, at the price . . . what
was the price? One eightyish . . .
Does that include the brand new
manual supplement and the two
free OCEAN games? What were
they? . . . Sound chip . . . video
output ... serial interface . . . huge
memory. Did you say credit
cards? . . . oh, you mean access
facility via memory bank switch-
ing . . . what WHAM disc? oh,

M disk (shreik!). Colour supp-
lement by Durlingilwho? ... YeSs,
very pretty, aesthetically pleas-
ing, educative . . . but what about
the hard facts? What do you
mean baud rates have been made
redundant? Please bring back
those exceptional Japanese prin-
ter manuals. With the cheap Vero
phone connectors, does this
mean that you can connect up
directly to phone? No? That
one is for the extra keypad and
the other for the serial printer.
He'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 Logan,
where are you . . . Please HELP!!!

Spectrum the difference? Don't touch that
heatsink. No, _T;todoesn‘it et red hot. S&g{”
some respect 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. Lets of con-
nectors. Same old edge connector but
with shorter tracks to prevent cross fertil-
ization of tracks from switched on owners
who j?ﬂhtlheir peripherals after power-up.
8-pin | plig 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-
néctions, you supply the cable.

EAR and 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-

nectors at the front of the corpus delectus,
this one to link up the £12.95 worth of
coiled Calculator pad wonders for math-
ematical genius trainees . ..

Under the skin there is real evidence of
the many splendoured things the 128K is
endowed with: the sound chip; a great
whopping 32K x 8 ROM; new madulator
chip and sixteen B4-Kbit memory chips for
the magical 128K memory number. All
neat and tidy, no botch-up in sight, and
this with only an Issue 8K board. Switch on
and the new 12BK world is revealed. A five
option menu box presents itself. Using a
blue bar selection cursor and the up and
down cursor k ou can choose bet-
ween TAPE LOADER, 128 BASIC, CALCU-
LATOR, 48 BASIC and TAPE TESTER.

TAPE LOADER is the default selection
and enables you to load any 128K prog-
ram from tape at high speed. 128 BASIC is
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
desktep calculator, which can be control-
led via keyboard or keypad. What this
rneans 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 an
pocket calculator. 48 BASIC destroys all
chances of enjoying the upgraded 128K
performance by returning you to the good
old 1982 Sinclair Research logo. This is
only to be used sparingly for the odd hun-
dred 48K Spectrum games in your 1ibr:gr
and the odd hundred still to be released.
Just to make sure you remain nostalgic;
there is no way you can get back to the
128K future other than to reset the mach-
ine. TAPE TESTER checks that you've set
the right volume level on your eassette
player and should guarantee better load-
Iﬂ%stﬂliﬁﬂﬂs. Hmmm!

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

grams may be erntered in capital or
ower case letters with or without spaces
before or after BASIC keywords, ves, 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. 1 ;

Thigood news is the full sereen editor
for BASIC programs. You can hop around
with the normal cursor keys anywhere you
like and make corrections 1o the existing
lines. This is always followed by & variety
of different squawks and squeeks, depen-
ding on whether you have inadvertently
Eressed the wrong direction keys or the

NTER key, much to the detnment of
musical BASIC ?rcgrammers.

Pressing EDIT displays an option menu
box with an assortment of special fune-
tions. 128 BASIC takes you back into the
editor; RENUMBER (at long last} automat-
ically aiters the line numbers so that they
start with 10 and increment by 10 chang-
ing at the same time any references ta the
line numbers which appear within the
lines such as GOTO ete; SCREEN reduces
the editing screen area down to the two
usual editing lines, providing @ lot of
scope 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, screens or
data files to be stored in the extra memo
area similar to disk or cassette storage. All
the commands for RAM disk storage are




the same as cassette commands except
that an exclarmation 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 BAg!C overlays can be merged during
runtime thus creating 1argerthan life prog-
rams. Funtions available are SAVE!
LOAD!, MERGE!, ERASE! and CAT! (to
dispiay an alphabetic catalogue of all the
files on RAM disk). It is possible to carry
over 123%'0 rams into 48 BASIC by typ-
ing SPEC and ENTER. However, an
commands only available in 128 BAS|
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 bee'? made
{in)famous by the old 48K, the 128K hasan
up to date synthesizer chip. Both sounds
{beeps 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 “?vd;ubtihav;a the latest HIFI stack to
am e signal coming out of the MIC
sooget This epens up a whole new world
10 all who dearly love the Spectrum and
have constantly been defending (or was it

fening) the poor mute thing against
evil alien-ZAPPing monsters. Their voice
be heard at last!

Programming the sound chip consists
of creating sound strings, usually with LET
statements, which include the notes and
special sound cemmands. With the use of
the PLAY command up to three strings
simultaneously may be read and convert-
ed to sound. There are three tone channels
and three noise channels, which can be
turned 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 fist notes with a dollar sign.

You can change the octave range with
the command O followed by a number
between 0 to 8. There is a one octave over-
lap between each octave range. The
lengthiof each note can be set by prefixing
it with @ number fram 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 volumie of
the individual notes is set using the V
command follewed by a number between
0 and 15. Special volume effects provide a
variation of attack and decay sequencini;
under the control of the U command fol-
lowed by a W command (8 different vol-
ume envelopes). Command X controls the
timing of these effects. Last but not least
there i5 @ 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,

MiDi-compatible musical instruments
may be connected to the serial port, s0
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 the other
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
encourage all do-it-yourselvers by provid-
ing’ nil pinouts for the MIDI cum RS232
connector. In fact they have done such a
good job of it, that they have even for-
gotten to mention such things as baud
rates and serial data format for the printer

ot I'msure thereis a IoEic there some-
where, but you can't find that either in the
manual . . .
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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

eculiar and outdated BASIC, real rubber-
eel 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, specif-
ically as the 128 in %!?disguise has al-
ready a massive range of gripping soft-
ware at it's cassette port . .,

Franco Frey
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MERELY MANGRAMVIERELY |

No less that 76 software titles
are listed in the giant fold-out
leaflet 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 toon
the box. So the full impact of a
128K5-i;'ama has yetto be felt in
CRASH Towers

A lot of the games appear on
the promotional leaflet as 128/
K games, and it's not clear

whether they are remixes, dub
versionsor just the plain old 48K
versionswhich will also, like any
48K program, run on the 128K
machine — it opens up a whole
new world, now software
houses can be just like ZTT,
releasing endless streams of
varying mixes of Frankie Goes
To Hollywood. Gargoyle have
produced a new version of
Sweevao's World for the 128K
only — Sweevo's Whirled —
which explains why Greg Follis
was riously reminding
Robin Candy before Christrmas
that "‘World’ could be speit in
more than one way. (Which only
served to confuse the
carnivorous 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
maoney, his salary.)

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

ames will also appear for us
esser mortals, butit'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
Commeodore, it sets you on a
rescue mission over the surface
of a planet with a landscape
roduced using fractal maths
must ask Robin what them are
— he can do my fractal maths

14 CRASH March 1986

and I'll do his speeling and
grummar). You have to zoom
around a meuntainous
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 comesto a
premature conclusion.

Eidolon, in which you explore
the caverns of someone’s mind
should also be arriving on the
Spectrum soon. Here you chase
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
r::_:arnation by the time you read
this.

Electric Dreams — the Rod
Cousens/Activision label —
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. So there's nota
lotlcan say aboutthe gameplay,
as the film hasn't reached the
Ludlow Empire asyet . ..
Spindizzy is the other Spectrum
title Electric Dreams have in the
pipeline according to Candy,
and if you have faith in his
oneiric (LMLWD) abilities, the
game should bear some
resemblance to the arcade
maching Marble Madness.

The team down at CRL have
been busy over the Christmas
hals — yes | know it's Marchish
now, but they take very long
holidays at CRL I'm told — and
have launched awhole new
label: Nu Wave. The first title to
wash into the office on its crestis
Id, a strange computer
entertainment devised by Mel

er 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 ephemeral
rsonality 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
Commaodore and is to be an
adventure without graphics.
And without text: you have to
work entirely in sound! Hmmm.
On the more orthodox front,

On the tail of replidroids in CRL's BLADERUNNER

CRL managed to get a copy of
Blade Runnerto us just in time to
miss all the deadlines, so an
April review will follow. The
ganje is ‘inspired by the Van
elis soundtrack’ from the film
of the same name because no
one knows who owns the
copyright to the actual film any
more. Set in crowded and dirty

Biggles. Captain WE Johns' air
ace hero. 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
80s when he appeared on telly.
Mirrorsoft are ensuring his
update when in mid-May, they
will take me right back to the

scrolling streets, it sets you haleyon (LMLWD) days of m
firmly in the future as a bounty teen years they release E.:'gg);s
hunter on the trail of replidroids, | for the Spectrum.

whao in their turn are 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 ieast of which is
Knight Tyme, the follow onto
Spellbound. Enough ofthat ane,
asthere’s a full preview lurking
around page 104 of this issue.
The Incredible Shrinkin
Fireman, if they can find him in
time, will be gracing Spectrums
s00n, as will conversions of
Devil's Crown and Space
Hunter. All of these are originals
which will also appear on other
machines later.

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

Waork on Dynamite Dan Il is
wellunderway, and the finished
game should appear under the
title Dr Biitzen and the Islands of
Arcanum. Dr Blitzen has made a
comeback and is mesmerising
the youth of the world by adding
subliminal, mind destroying
sound waves to pop records.
Holed up ina secret hideout
spread over the eight uncharted
islands of Arcanum, Dr B must
be stopped. Agent Dan hasto
locate a record on each of the
islands and play it on the hidden
jukebox, ABart from the gun-
toting mad Doctor, a swarm of
kleptornaniac 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 ...

mmwmmhmmmmnmh
AND THE ISLANDS OF ARCANUM from
Mirrorsoft
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MNews 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 as to
what will be going on once the
ame's been loaded — apart
om the fact that it looks like a
shoot em up/adventure of a very
different complexion. A
disclaimer mentions that, 'due
to the enormous complexity of
tha interactive CYBERUN GAS
adventure software it is almost

impossible to guarantee
continuous error 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 systemis the
source of Cybernite crystals, the
hardest and most valuable
substance in the known
universe. Amassiveship, ableto
cope with strange magnetronic
forces in the Beta Gamma
system has been constructed in
modules and shipped there, 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 compenents of the
Cybernite carrying ship that
await your arrival.

February 13th is the day that
Melbourne House have setaside
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 yet as to the state of play on
Rack and Wrestle, which was
delayed by iliness.
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Colin, who'is sort of Chief
Gopher for Firebird sproinged
into the office a few weeks ago
whila | was at home, and after
(reportedly) atacking mostofthe
staff under the influence of Tizer
the Surpriser, offered an
advance copy of a new space
game from the programming
Fen of Andrew Glaister. It's
ikely to see the light of day
under the title of Empire, and
from what I've been shown it
promises to do well. Setin the
days when space travel has just
become a reality, it has a Flash
Gordon graphical feel. You
zoom round in a ship, landing on
planets, picking up supplies and
delivering them to space
stations and undertaking a
variety of missions as you
receive orders. The game
contains some 64 separate
universes, each of which is 256
by 256 screens big and there are
thirty two missions for you to
attempt, which start at different
stages of gameplay. Not a trivial
game, by all accounts,
Continuing in the space
theme, Halley's Comet (or
Horley’s if you prefer} is another
imipending Frebird release, due
out mid-Marchish as part of the
£7.95 Hot Range, also
frogrammad by Andy Glaister.
t's a three-phase game (nothing
to do with electricity) in which
you arg on a mission to the
comet. In accordance with
Hoyle's theory, the comet is
iover-run with germs, and in the

' final phase of the game you are

invalved in a fair bit of germ-

\, bashing to make space a

healthier place. In Phase | you do

i1 little more that watch you ship
taking off, taking on'the role of

the shipboard computer during
Phase Il. During the journey it's
vital to make sure that vou don't
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
eomputer system needs to be
won, Also the coffee machine

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

Anyone mystified by the
message ‘Who is Sam Cruise?’
that pops up on the blackboard
in Back to Skool can now be put
out of theirmystery; 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 biggerthan 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 to surround Or 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
?;l]t a coat belonging to John

arshall of Orpheus, we can't
persuade them to send even a
single Yourng One to have a look
at. Maybe it's time to call for the
Ludlow Mafia, and start posting
buttons.

Swords and Sorcery fans will be
pleased to know that the second
module is well underway —
more news of that next issue
afterthe guys from PSS have
visited Ludlow to reveal their
hidden secrets and plan for
world domination, or whatever,
Wargamers, or the just plain
warlike, will no doubt look
forward to the Spectrum version
of Falklands 82, arriving on 10th
February 1986 at £7.95, also
from PS5,

Global Software announce the
release of-a compilation The
Fourmost Adventures, set to
amae?r on 27th February. Our
oid friend Out of the Shadows
from Mizar heads the cast list,
aided and abetted by a new

ame from Fergus McNeil of

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

Irish software houss, New
Concepts 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 nottao
distant future to mark the
launch. Get your face cream out
John Minson.

Which just about wraps up
this month’s frantic loo
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 asteroid spins siowly
through space, spreading evil in
its wake, -crushing any oppos-
ition and generally creating
havoe. Atits helm sits ene man,
the really horrible, nasty Mega-
criminal, Cyrus T Gross —aman
so dastardly that not even the
Galactic Law Enforcement
Agency can bring him to justice.

n dasperation, the rulers of
the few remaining werlds that
are still Free bought a centract
with the Nemesis Organisation,
a tough bunch of humanoid and
robotic mercenaries. Can Nem-
esis rid the cosmaos 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 &8 N.O.M.A.D, 471
(Nemesis Organisation Maobile
Attack Droid] assigned to the
mission.

Entering the immense city
complex on the asteroid where
Gross has made his home, you
find yourself in a strange
anvironment, with weird mach-
ines and mysterious contrap-
tions filling a maze of paszsage-

w%ys.

he 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
ourmey is made even more

azardous by the flick screen

canmnon on the right has
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A tricky bend on the path to Gro
st

display employed in the 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.O. . has twin guns
which fire powerful shells: use-
ful against the TALOS defence
systems. The little droid’s con-
trol system is similar to the con-
trol method used in Asteroids.
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, N.OM.AD. has a lot of
inertia, so trundle around with
caution — it's easy to go blun-
dering into trouble. Reverse
thrust is available if you need to
slow down in a hurry.

Gross has made sure that the
route to his HQ is a well fortified
oneg, and hazards lurk at every
bend. The city walls are bristling
with guns activated by vyour
presence, and sometimes
they're surrounded by magnetic
walls — Magnetrons — which
drag your metal body towards
them. There are robotic guards
ton, 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 sys-
temn are the heat seeking
missiles. When these are activ-
ated they home in towards you
at high speed until they either hit
you or are destroyed.

Gateways  activated by
switches mounted in the walis 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

. The wall-maunted
bolt.

way through the zlums. J
iles as it revolves. Shoot it be

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

As you move 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.
fou 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 reincarn-
ated a few screens back along
the maze.

Even if NO.MAD, manages
to negotiate all the heavily
defended passageways and
arrives at the Inner Sanctum,
ou can be sure that the Arch

ddie Gross isn't going to
come quietly — 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 N.OM.AD,
but the way it spins and
bounces off the walls is excel-
lent. Colour is used abundantly,
and sensibly too! | thought the
smrinﬁ system was brilliant,
th it takes some time to
build up a lot of points. Basically
this game is well worth a look,
because | found it addictive,
enjo e, and generally good,
but for the price. ™

® ‘NOMAD. is a very good
and colourful shootem uplmaze
game, with lots of enemies to
stop you in your tracks as you
trudge around Gross's heavily
armed homewarld, The inlay
reaf‘?;sew the scene as you jump
inside your N.OUM.A.D. and you
get a comprehensive run down
of what yvou are about to en-
counter and what you've got for
and a:r%m'nsr you. The scenery'is
very detailed and colourful, with

he w

lots of interesting things ta look
at as you bounce around. The
controls of the NOM.A.D. givea
?aad feeling of inertia and [
round myself constantly swing-
:nfg and swaying in my chair as |
played. This is one of Ocean's
better current releases and
represents quite good value for
maonegy at £7.35.

® " Although MOMAD s
rather simplistic it’s  highly
enjoyable to play, The control
method 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 . . .
perhaps the shape of things to
come?! Anyway, the game is
great fun, and to.my mind, only
just misses the CRASH Smash it
deserves.

Control keys: R, U forward

thrust, D, J backward thrust, Z,

M rotate left, X, SYMBOL SHIFT

rotate right, 5, 7 fire

Joystick: Kempston, Cursor,

Interface 2

Keyboard play: a bit awkward
se of colour: very geod

Graphics: attractive, neatly

done

Sound: usual firing noises

Skill levels: one

Screens:

General rating: 2 neat game




YABBA DABBA DOO!|

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 help him create his
caveman’s paradise so he can
woo and win Wilma. At the
beginninigiths ame, the land-

scape Is ren but work is in
Burugrass . .. Bedrock is being
ilt and Fred wants a home.

Fred begins on a plot of land
littered 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
uparockletatattime, Fred earns
fifteen points when his heaves it
into the pit marked ‘tip’. When
his building plot is empty, Fred
can collect the iarger rocks and
dmﬁ them there — sections of
his house 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, while
others nip his heels and ptere-
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 flagging - spirits.
The second display shows the
number of bites received from
pterodactyls, turtles or dino-
saurs, and indicates how much
of the current life remains. Lives
are displayed as tally marks
below the two scales, and up to
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
further away from, the mountain
range.

Onee the walls of his house
are built, Fred needs to go to
work in the gquarry to earn
money so he can hire a dinosaur
to help with the roofing work.
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

a tip in YABBA DABEA DOO, running
fe that saps his energy

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 15@0
xints. The faster the heart is

ating when the desirable resi-
dence is complete, the better
Fred's chances are of persuad-
in%u'.'#i}ma to join him.

ile Fred is working away,
his neighbours are busily con-
structing Bedrock — a 5,000
point bonus can be collected by
finishing before the rest of the
town is built. In order to get
about, and find those u |
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.

@ " Despite the lack of colour,
the characters in the game are
well drawn and reasonably well
animated. The only exception to
this is the car makes Fred
shrink every time he gets in. The
tl;um very difficult as avoid-
ng the various hazards requires
no mean amount of dexterity.
Ha_vinzﬁaid that, | found it quite
enjoyable to play once I'd

used to the controls. | wouldn't
call Yabba Dabba Do a classic
because apart from occasional
humour in the way the cartoon
has been adapted to the com-

puter, there are too mnT re-
petitive procedures. Still, it

YABBA DABBA DOO. Fred's home be

va’'s game which has you bu

o

ides a challenge and a bit of

n. If you're a keen fan of the

cartoon, you probably will find
the game worthwhile.

® "/ had my doubts about
whether the Flintstones series
could be converted successiully
to a computer game. | think I can
safely say that Yabba Dabba
Dool /s a gerear game: Taskset
have kept the spirit of the Stone
Age throughout surprisingly
well. Within a short time | had
really taken to this ons, now |
can't see myself putting it away
for ?uire a while. The graphics
are largish, jolly, detailed and alf
the characters are recognisable.
The sound is fairly run-of-the-
mill — a nice tune on the title
screen, and a few burps and
rasps here and there. The only
riggle | 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
vemaddictive game— playing it
to the early hours of the mom-
ing. Although graphically |
found it not too astounding}(the
animation of the creatures 15 not
too hot, but they are very de-
tailed), its shortcomings were
made 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 (I never really
saw any) dont have to clear
their sites. | felt a bit on my own
in Bedrock with no other cave-
men/women in sight, except
Wiima. 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 @ long time to come. "

Control keys: O/P left/right,

bottom row to fire

Joystick: Kempston, Sinclair
play: quite responsive

Use of colour: simple, but

effective

Graphics: well drawn and

amusing

Sound; very nice intro, but

otherwise sparse

Skill levels: up to eight lives

General rating: a good game,

great for Flintstone fans.

Playabili 78%
Addictive qualities 82%
Value for money  80%
Overall 81%
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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 the world’s 4.5
billion population, you have
been chasen 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 invalves jum-
piniacruss a series of platforms
as they approach and collecting
the objects that appear on many
of them. Whilst you are atternpt-
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 weaaponry with which you
have become equipped whilst
collecting four special suits of
cards that appear while you're
fighting.

e 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
next corridor is walled but is
otherwise similar to the last
screen except 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
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, If
that's touched in time, the war-
head of the Esvchi-: 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 one by one
every time you shoot a8 demon.
Touching one allows you to pick
it up. Howewer, two objects
cause either a loss of energy 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 fayout 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 you and the nasties
keep on coming. If was called Charlotte, I'd sue. TWISTER,

from System 3

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

® " Despite the rather inane
plot, this proved to be an en-

le shoot em up. It's not too
difficult to get quite far in the
game So haps expert blast-
ers will find 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

gthemis:f there’s a reasonable
egree 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 I can’t
get my teeth into at all. The
graphics are vea_?f a;;ood. there
are many detailed characters
and the forward scrolling of the
platforms/stepping stones s
brilliant. The sound is fair with
no tune on the title screen and
only a few spot effects during
the game itseif. | just about
managed to get onto the forth
screen after about half an hour
of play so it shouldn't be too
hard to complete, if you can be
bothered. The best thing about
Twister in my view is the colour-
ful front end which is guite
emtertaining. i you like fairly

That spikey. snakey thing that looks like a planet is in fact
TWISTER the root of all evil. The final confrontation screen
fram System 3's game

PRAUSED

simple games with lovely graph-
ics annd na brain ache invalved in
playing then | recommend this
garme. "

® " Aithough the scenarioisalla
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
ecting 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/right O/P; Sto
jump; Ato thrust; Xto fire
Joystick: Kempston, Sinclair,
Cursor
Keyboard play: reasonable
Use of colour: unimaginative
Graphies: beautiful sprites,

ood forward scrofling

und: rather limited

Skill levels: 1
Screens: 6
General rating: enjoyable if
undemanding.

Use of computer 712%
Getting started  74%

ctive qualities 68%
Value for money  69%
Overall - T1%




~ ONLY THE BRAVEST FLY....
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New, from the author of Fighter Pilot... a stunningly realistic helicopter

simulation that puts you {ix Comarcl chan Apa(?he 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.
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rijevic invested in & one
way plane ticket from
Yugosiavia to this country. Con-
fident that he could sell two
computer games he had written
to Bug Byte and thus fund his
trip home, he arrived in Liver-
pool to 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 advised him to
588 n. Ogean bought the

ames from Dusko, and used
them as promaotional freebies.
Before he went home, the Yugo-
slavian programmer spent a
lithe time with Ocean’s pro-

rammers, picking up tips and

ints. on programming and
getting a fes| for the type of
games Ocean wanted,

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

Early in 1985, Dusko Dimit-

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

M.ONV.LE is based on 8 New
York ga r theme, and puts
i in the shoes of a Philip
arlowe character. You're a
R_rl_vate detactive who's been
ired to recover an audio tape
from a ster'e HO. 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
sister no less, The bad sistar
'_{Ii_gaﬂs_ trouble, with a capital T.
The first major task in the game
is to find the right girl, then it's a
matter of following her and
protecting her frem harm on the
w?_ta_tha- Boss's hideout.
et in New York, the game
ins with your character in an
affice in the Big Apple. Sudden-
ly, business becomes brisk. it's
time fo leaye, and take s closer
look at the neighbourhood.
Al the bottorm of the screen
there's a row of icons used to
control the trenchoated private
dick. Pressing the fire button
puls the icon selecting cursor
under the control of joystick and
keyboard — another press on

fire selects an icon, Atthe startof B




the game the cursor rests over
the Move icon — a footprint —
and it's possible to move in four
roaom
you're in. All the locations are
monochromatic, presented in
the three dimensional view that

directions around the

” WOW! Great graphics,
the same viewpoint as in
Knlqht Lore, Alien 8 and
Fairlight, but with ‘real’
objects with which you can
identify, like armchairs,
crates, TV's etec. 'Tw'rt
not just fantasy objects,
The Nrna isquil"; original,
ia fair challenge.

Em raphics far surpass
r game elements. |

ﬂ:won_ "t ‘:‘l:l the u?hvinus
a ey  are
‘ﬁh'ﬁ:: but excellent they
are, Sound is a bit sparse,
little beyond footsteps,
and maybe the use of col-
our should have been a bit
more adventurous. For me,
M.OV.LE. Imagine,

of Yie Ar Kung Fu and Mikie
Ulti-

fame, well up at the
mate level. "

has become familiar with Ulti-
and games

mate's releases,
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

er, or fetch things, like a
whisky. Bottles and come
in handy when your guide needs
bribing

High on the list of priorities for
any self respecttn%{?umshoe isa
gun Once you've found one, the

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

The playing area encom-

asses several buildings, inter-
inked by streets in which dust-
bins and packing cases as well
as the odd telephone booth can
be found. The mob realise what
you gre up to, and heavies lurkin
some locations waiting to give
you a bad time. Some just punch
— and using the Punch icon, you
can fight back — while athar's
pack a mean shooter, Getting
too close to a bullet spells cur-
tains, and your trenchcoated
figure dissolves before the
game returns to the start screen.

As an aid to communication,
the Speech icon alluws aonver-
sation b inﬁatm%
bubble above the figure uf tha
Private Investigator. Type in
what you have fo say, and
mnslder it said. The other char-
acters in the game won't accept
direct arders 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-
coat and CRASH hat for
this one. ‘Brilliant’ was the
first word that came to
mind as | entered a very
American type tower-

lock office, a quick look

tnhu:u;fht?:h‘:ﬂttard :nd:
ash, so

ran out of the room and
ptly bumped into a

eu‘ma suapiuuus Ioolung

anr:t::und an mm-ﬁngtrv
come
E‘l um!«mI I thought. | was

Imngmcsﬂm

mto ‘the monochrom
world is a success — in my
mind anyway. M.OV.LE. is
1.'}:! most mtvl-nrnlliuT-n'?ogama
e every played. scen-
ario is a classic one, and
one that I've never seen
implemented before in a
pro arcade/adventure
gamﬂ (Mugsy was strat-
%v before Ed starts get-
g letters.) Everything's
fabulous — the phics
are amazingly detai
realistic, ;ihq “nt:m goes at
a very sinister pace, a
cursor gﬂh inertia and a
parrot that repeats every-
thing that say. Stop
w;rt'g'l wtl;lou! oid
m movies and jump
one via your Spectrum
v:f“ M.OV.LE.,
gnmn ofu‘:mmr so far, for
me. Now lsave me alone

and let me get back to find-
ing this twin sister. "

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

and u’ll need to pop the pass-
into a speech bubble to get
thmugh It's possible to guess
some of the passwords, but
persuading the girl or other
characters to let you have pass-
wnrds is animportant partof the

As you collect useful items,

they appear in an area of the
screen above the icons. A cursor
points at your latest acquisition
and if you want to throw some-
thing, make sure the cursor
{controlled by its own icon) is

ointing at the right missile.
imes you need to lob
objects at things in a room so
they can bs moved within reach,
The zig: Throw icon sends
missiles ncing round the
room, and a little practice is
needed  before thrnwmg
becomes accurate, Lobbmﬁ
bomb is very satisfym? en
it comes to rest it odes into
the words “"Bom” and wastes
anyone in the vicinity! _

At the end of the game (or
after quitting with the A icon),
two scores are presented. One
score indicgéa-s the number D]t
rooms visited as a percentage o
the total number ur;alocations in
the game. The other, on a scale
from 0.00 to 0.99, indicates how
many tasks you have completed
dunr!.g plﬁ It ain't easy being a

ac

Control keys: 1100 fire, Q
to P up, A to ENTER down,
Caps XV N Symbol Shift
left, 2 C B M SPACE right
Joystick: Kempston,
Cursor Interface 2

rd play: responsive,
once you get the hang of it
Use of colour:
monochromatic locations
G ics: detailed, and
well animated. No wait

n screens for rooms
to be drawn
Sound: only footsteps as
gou stump around

kill Imls one

ng: a neat
development on the 3D
theme with a very different
scenario

Use of computer 90%
Playabiity o3
I
Getting started
Addictive qualities 92%
Value for money 94%
Overall 93%
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Producer: Bug Byte
Retail price: £2.95
Author: C Teufert & G
Carbanaro

As a specially trained, crack
fighter pilot, your mission is to
escort a 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
the relative height of any other
aircraft within the vicinity, an
artificial horizon which indicates
the extent of banking manoeu-
vres and fuel and score panels.

A:crackling radio infarms you
of an impending attack (which
seems to use sampled speech)
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 thermn.

As the Jumbo receives dag:—
age, messages appear on the
fighter's console. ﬁ the damage
reaches a certain level, the
Jumbo plunges into the ground
below and the game is atan end.
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 oppesition.

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

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 the
same fashion. What's more,
they usually appear in the same
area of the sky and so lead to
confusion asto which jet you are
actually aiming for.

@ " This is an old game which
would probably never have
been rereleased if it were notfor
a new Bug-Byte licensing deal.
Unfortunately, its age shows.
G ics are neat but unre-
markable and the sampled
speech effects may have caused
a stir in their day but have since
been surlaassad in terms of
quality. Play is both repetitive
and frustrating. The lack of var-
iety in play soon resuits in bore-
dom ?.etting in. Hitting the en-
emy aircraft is also extremely
difhnﬂlt due to t:eir i?l:mdihllg
attacking speed. It really woul
have been more reasonable to
have them moving more slowly
on the first couple of screens.
Finally, the fighter itself is far
from easy to control and fails to
respond well. This game would
have been better forgotten.

® “ Flyer Fox /s quite an enjoy-
able game, for a while anyway.
At the price, it's even better, The
graphics aren't so. brifliant that
they make your eyes pop out,
but they perform their purpose.
Shooting the airliner is a bit like
annihilating the refugees in
Zzoom —Jt's fur, but doesn’t do
you much good! | found the
Speech a little hard fo under-
stand at first, but once amplified
through my mega-fab sound-
boaster, it's quite realistic. For
the money, despite its easiness,
itis good fun fora while.

e to the ground in FLYER FOX. The chequerboard lines
give the illusion of 3D movement

JOVETICH INTERFALCE. TRI-STATE + PRO JOYSTICK INTERFACES,

S S I B e e e T S T Y

FORMLUILA 12 JOVSTICKS,

e |

SCOREADARD IOYSTICK.
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fight them off in FLYER FOX?

® " Flyer Fox isthe type of game
that could be very addictive and
playable if only the controls
didn’t mess it up completely —

The zeroplane you are trying to protect comes
from a couple of enemy fighters. Are you pilot g

v attack
gh 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

Food speech, The graphics are
airly run-of-the-mill, ugdetaited
and shabby. Apart from the
srsech, the effects are poer. 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
Egme. However, | do think Flyer
“ox is well worth the two and a
Pf]{;!ﬁ quid that Bug-Byte is asking
rit.

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

Protek :
Keyboard play: generally a bit

s0agy

Use of colour: average
Graphics: below average
Sound: goor effectsbut
reasonable speech synthesis
Skill levels: progressive
General rating: not bad for the
price, although the program’s
age shows in lack of polish.

» L 0
B e I AR

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
theirnew label, Nu Wave.

12 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 loaded the pro-
gram, you are presented with an
empty screen and a flashing
CUFSOr prompts you to type
somethfng in. A counter at the
bettom of the screen tells you
that ‘Trust” is currently 0%.
Perhaps this is your first clue —
folks who have fond memaries
of Deus ex Machina will immed-
iately recognise the typeface in
which the word ‘Trust’ appears.
Ahal Mel Croucher had some-
thirégbto do with this product,
And before he starts sulking, so
did Clemn Chambers of CRL (the
chap on the end of the phene
insisted we say this), The /D
software is ‘based on an ariginal
idea by Clement Chambers’ as
they say.

e scenario is rather strange.
An alien life form has taken up
residence in your computer,
This life form, /2, 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
withessed momentous events
and has been invelved 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 up to
you to communicate with this
creature, build upits trust, teach
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A look at the first release from a new software label: NU WAVE

it and learn from it while grad-
ually trying to draw out details of
its past incarnations.
hrow away your joystick —
this is a job for the keyboard.
This is a text only game: /D uses
the screen of vour%pectrum asa
teletype onwhich itgives vent to
its opinions, fears, emotions.
You can communicate with the
creature inside the Spectrum via
the keyboard, and inputl your
side of the conversation using &
maximum of one screen line —
thirty two characters’ worth, so
keep it short and snappy.
“Hello" is a good way to start
your journey with /D. From there
on in, you're firmly on your own,
communicating with the com-
uter which displays a fair old
it of artificial intelligence. You
know you're starting to make
progress when /0 asks for your
name. In the final version, which
we have yet to see, the com-
puter, or rather /0 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, /O begins to piece together
half-formed memories inte pat-
terns.  Swinging  between
moods, violently at times, /D,
tells you about the mood that is
currently washing over it. 'l feel
incensed as we talk’’, it might
say, turning the screen a deep
red. It's.up to F(ou to prabe, 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 /0's
previous existances.

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
pases questions — honesty and
consistency, 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, 5 wvery
difficult to atternpt without re-
vealing the datair; of play. /d's
secrets are there for you to dis-
cover, and, according to the
inlay, you may well discover
something about your self on
the way. The language genera-
tion routines used 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 very 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,
¥o|ly 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 involv-
ed in historical events.

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

up and soon you are likely to be
hooked. S .
Lateral thinking; is vitally im-
portant — don't always go for
the blatantly obvious, That'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
coincidental resemblance to a
famous language generating
rogram, ELIZA. Not that Alan
uring, who lent his name to a
test he devised to determine
whether a computer was ‘intelli-
ent’, would have been entirely
oled. Ah yes, “that reminds
me of a joke | once witnessed a
long life age” as /0 might put it.
e program involves some
artificial intelligence technigues,
and in a sense could be des-

cribed as experimental soft-
ware, interesting in its own
right. Unfortunately, once

you'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 /O
whole again. But then, the str-
ange being locked inside your
computer could be used as a
conversation piece — it's quite
fun just sitting back and seeing
what it has to say.

This is the first Nu Wave
release, and subsequent soft-
ware will not fit easily into the
games mould. The next project
on the drawing board, appar-
ently, is an adventure game for
the Commodore 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
go b}/ . . . maybe they'd like to
do & follow-up called £GO based
on a ZZAP64 reviewer!
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"*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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If you can master the ten moves, expect the unexpected and FIGHT
for your LIFE against the formidable masters of the martial arts you
may live fo meet them again on the mountain or in the Temple

_COMIC BAKERY

*Panic in the bake '-.|I(Jf,'l

*Fast and furious arcade fun.
“Help Joe the baker defend his loaves from the ras ally raccoons,
*Another red-hot Konami cookiel

MIKIE

Mikie plays a knockout frantic farce in the ¢ lassroom, lacker room
dnd the high school caleteria Hip-zap, door attaek, throw balls and
piessbut can youmiake him hand his love letter 1o g girl-friende

\ i = '\\ "

Imagine Software (1984), 6 Central Street B
¥ Manchester M2 5NS. Tel: 061-834 3939, Telex: 669977
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PING PONG

You can almost feel the tension of the big match breaking through the
screen.. the expectant crowd 15 almost on top of youl You return the
service with a fop spin backhand, then a forward back-spin, the ball
bounces high ftrem  your opponent's looping, defensive
lob.. SMASH!. o greal shot opens the scare.. butthis is only your first
point! Play head to head or against the computer in this, Konami's

! § & | dom oo " =
first and best table-tennis simulation

HYPER SPORTS

Enter the stadium of Konami's No. 1 arcade simash-hit sports simula-
hon From the finesse and skill of Archeryand Skeet Shooting to the
critical iming and Brute force of weight lifting — six events to test you
to your limit. Hyper Sports — continuing the challenge where Track
and Field left off.

> available from selected branches of;
' BB WHSMITH 7T WOOLWORTH. LASKYS, Rumbelows Greens. Spectrum Shops and all good dealers.
i

% Imagine Software is w each




”JG" THE Clearance Sale You've Been Lg mﬂ:;:;'-ﬁ;:lim‘;‘;:';r'bvl‘ll'::;;’
Waiting For S s -
dus 8641 KLEIN'S N Dak - Sheridan Rd Sheridun 8641
sl CENTRAL WAREHOUSE 5000 SINCLAIR C5u. for sale.
inclided OUTLET Going chesp.  Batieries not included,
ory 2210 | | Under ONE ginnt roof, handreds of Victory 2210
i1 1| wertlsed
I s Tl St AUTO LOANS
CASH IN TEN MINUTES ON YOUR
Uk NP SAMPLES AUTO OR TRUCK
Vacuum Clesners 20 MONTHS TO PAY
Salesmen’s samples 2 2
sl mekes from $3.95 Desl direct with owners,
i Whibicin & Fraairs Private consalition rooms,
Mew family size only 519 HIRSCH-DAVIS 1
. ABC Spinner 20 yenrs in the same location
on 2217 Sensational st only 5§35 213 W STALLWORTH ST. Harrlson 2217
Ol heaters " ISIT Paula’s Puppyland - Alr
i L = free instailation - from 530 Enudriﬁtmcd. All pop. breeds. 100g to
Cdds and Enda.  Pemous makes. pick from.
Low 6162 N Harl .
wrlem Av, Frce dutivery: prices em Av,
Na finance company to deal with STENOGRAPHERS
300 N Madison R4 . Complete secretarinl covrsen, Learn by
s W 510 sctual work on uwllehbo:r;:.
Free cainlog,
s OFEN SUNDAY Also ‘Brush op your Complometes’
Buy direct Factory samplen ‘Complete X-ray Course”
Bedroom sets . ..o, $2%up | AMERICAN BUS. COLLEGE
Michigan ::f;:-ﬁti ............. §19-539 up 20 E Michigan
o o v by
0 whereasbouts of Joe ‘Pug " Morel!
ru:; amaRC L Covg 14 pleane tell his mum cos his tea's resdy.
| SRS m hﬁi!:::c::r gent shift, bumper WALTZ, fox trot, thumbe. Private lessons,
guaeds, original fin. Priced fac below ¥ fou 53 Mid oopk sec.
Hays 10-5 | 0 ket Private Bm, 21 316 N Clarkson Widayn 10-5
MY Kmcger ALLIED BEAUTY ACADEMY
o Hembolgi 9220 32 & LAKE §T
17 50 CODE numben needed for Wheebie MANICURING COURSE 517,50
eka, pheyer Reply Bax 61980 Jobs waiting Learn in 3 weeks.
i service vy b
St Loufs 54.75 Detroit §5 Fr. Wayne §3
E Columbus 56
e UNDERTAKEN
rfan 7887 | 230 Midwsokes N W Lake 31N Contact Sam Cruise. Fairfax 7337
BERCEISE- | will enchangs dentel work for soed car:
IRl Dacacl 6113
. . ALL AMERICAN BUS ; i s
i, : TRAVEL CO. At an sddress of distinction.
Him 3911 Free pill Frec meals 35 W Delaware Franklin 3911
Los Angeles §50 o/w doh | Binclair C5 Sedan. 4 door,
onrda SF 32,590 o/w vt | Fully air conditioned. Running bosrds
Any Miami §19 o/w S et | extra. This car will pass for new. Any
hire O AMlsnts  S10 o/w $1450 ¢/t | colour you like, as ong as it'n white
i LOWEST ROUND TRIP FARES : SR SO
iy SR WINTER COAT SALE!
Aeeces, SPECIAL SALE Hood costs, wrep srounds, warm fleeces,
iy Now - from only 529.50 heavily inteclined, coats with lined sriow
New, de huxe, water heaters pants (o motch, Sizey 12.20
kerosene; gas From $14.98. Value 525
217 W Washington Av. Franklin 1300 EMERSON COAT CO.
L&Y, ; 2347 W CENTRAL AV.
Neot responsible for debts except those
contmacied by i $ s;m
J Schaefler 51 Washington nd s SANTED!
. BARGADM The Very Higheat Prices will be paid
Fluffy Pork Ple Sport Felts. 'ﬁﬂlﬂwwﬁﬂﬂ&
Regula 5149 The sll purpose 3
o R, Kelly, Roree™ Soldles, ¥OU RECEIVE CASH IMMEDIATELY
Four hesd sizes 21'4-23. Now ONLY B4e US Dismond Syadicate, 33 N Pulaski R, |

FUARSFLALL ARMS - Idesl Ior excoutives,
Fashionable conveniently located.
Excellent cuisine. Atiractive monthly
rates. Every room with private bath,
Coffce shop. Barber & beanty shop.

4100 Ls Safle Meh. Fairfan 6265

CASABLANCA nite-spot needs planists
Apply Rick. PBos 63980

- 1290 PINE GROVE PLAZA Modern de

Tune 6-7 rm apts. Newly decorsted,
Electric elevator, Lg. closets, v. fite

ARTIFICIAL leg - Mar's;
size 7'4-8. Airplane

FOR SALE. 20 Left shoes, size 1%-8.

Going chesp. Dffers Delaware 7173

LABORATORY equipment for sale

- chemicals, sceles etc. Pef, cond,
Calomet 2071

4 yr old saddle horse. Well mannered,
Swacrifice. Quick sale. Offer,
Edge.

TEETH lost - partisl plate,
WIthSe Reward  Wellington 2354

DRIVING to Denver, Che :
Oklshoma shortly. Take Sm

Gas driven calculators; sdding 1
canh registers & ZXB1a. Mo resnos
offérs refosed.

Mikes Second Hand Bargains,

15 Grand Av (s Plazs)

OLDSMOBILE 38 Del. Trk. Sed. $550
4 door model. Hewtes, very clesn.
$45 down.

Quick drying cement sapplied.
Ho questionn asked. Apply Box 1342

Yiog hi-ach gead. desires off. wk or
reception. Hollycoun 73173

STUDEBAKER
1940 President Sedna.

Gleaming grape-tone maroon fiedsh.
Equipment inctudes radio, climatizer etc.
Exceptionally low mileage. Like new 5895

2433 WWABASH  Independence 3310
City Officials bought snd sold Box 2217

INDIGESTION
MAY AFFECT THE HEART

At the first sign of distress, ymart men
aad women depend on

N0

Spectrum £6.95

48K

MICROSPHERE
72 ROSEBERY ROAD LONDON N10 2LA

o

Ouk Purk 1397

EAUHANGE lady's % caral diamond
ring for Fornivere, Kildare 3927

Mew l:_llislul_ﬁu-llm & casen. Rargain
prices. Telescopic sights optional.
423 5 Clark Bivd, Open eves,
PACKARD 40 deluze Sedan §750
Used 5 mihs. 4dr trunk. Radio & heater.

: Lakeview 3074

Beauty Upe-nlm Trained ar

DE VERE UNIVERSITY

i the States leading salons. We take
pride in their sisccesn. Rates, termy
catelog on request No obligation.

BLACKSTON PE 3125 - 1/2/3 rm kies
well furn. newly dec. $3.75-55up

HAYLEY, | luy . Bric. xaxnx
ES: “mﬁ}uﬂﬁm: tines

Bl 45352 ;
e

i Eﬁlﬂﬂﬁwﬂ-&m Ironer Cleaning.
Fast worker Trisngle 4200
Can't gt #ceons siver in Ommicale? You
s ,
3 Reply Bos 63980
Vestn $1.98 Corduroys French
leskin fabsics. Durk colours, off
Teilored & stcongly reinforced

went Sizes 30-42
or Phone ardens - none deliversd.

S —
OLYMFIC
Lg roomy
& phowe
200 N Osl

50068
Going che

"
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PLANET

FORBIDDEN

Design’s Fi

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

After a lot of trogging around,
space battling and generally
flying through rectangles in
Dark Star, the hero of that game
(you) now needs to collect a
message from the Forbidden
Planet, It's not any old message
though, oh no, this message is
the Ewvil Lord's message. A
message from a being still evil
but no longer lord, this is the
state of airs 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
so 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'ssuch a
really valuable commaodity the
Evil Lord has split, encrypted
and distributed the code thr-
oughout a heavily garrisoned
world the defences of which are
near perfect.

Fortunate, then, that wvour
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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Fast moving 3D graphics astound and amaze in Design
gﬂlﬂ EN PLANET Not power pills, but Pacmen

indicate your energy level in FORBIDDEN Planet as you try
and collect the piscos of code

destruction. The first and most
obvious are the tower structuras
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 dodge and need a good zap to
stop their hull—piercm? activit-
ies, These are often launched
frorn pole structures rising from
planetary fortresses, that instan-
tly retract into their housings
once the missiles are on course.
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 ship’s movements
are strictly limited by the plasma
ducts and force field networks. It
is possible to totally ignore the
field structures, 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

lanet surface convey the main
eeling of 3D experienced. Very
handy is the scanner’s ability to
show a representation of the
various holes inthe constraining
force fields. Using the direc-
tional keys you move a gunsight
around the main display, as the
gunsight moves the attitude
changes to follow the gunsight.
Also for ship control a simple
speed adjustment systermn is
supplied. Two keys, one for an
increase in velocity and the
other to decelerate.

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

ether 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 gquick way to
energy depreciation and death
is flying into the invisible force
walls. Every wall does have a
hole in it, though, and this is
highlighted by the 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
sophistication and set up
dummy heles 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
g'n.re details of your location and

irection. The smga 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 screen
containing such an item, flying
into the object releases its con-
tents'to zour ship’s computer.

Unluckily 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 réturn to the start

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

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

® “What has Simon Brattel
been doing for the past year?
Anyway Forbidden Planet has
been a long time coming and it
is definitely worth the wait. The
raphics 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

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
ible to program a key to
re, go up and go left at the
same time. On the whole this is
a v&rr enjoyable game, though
initially similar to Dark Star, it
mﬁm to be very addictive.
nitely one for any Dark Star
freaks out there.

® ' Okay, everyone, ifyou didn’t
fike Dark Star there’s no way
you'll like this. All itis really is an
updated version of it. But up-
ated all the same, it's still very
good. | liked Dark Star—in fact!
still play it from time to time, so f
think Forbidden Planet is great. |
noticed the front end has been
reduced a bit, but ! stilf enfoy the
maoral pleasure of seeing the
colourful e{;;gafasfans after hav- |
ing totally obliterated an alien.

@ " This follows on from Dark
Star, and if you didn't look at the
intay  you might think it WAS
Da tar. There's a new story-
ling 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 themtoe, fast
vectors

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

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

Use of computer  94%

s

Getﬁnglgarlad 87%

it
alue for money

Overall 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-

ed, reptilian head would
definitely make him stand out in
a crowd. 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 batween craters.
The whole place is riddled with
cave 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. Keys open up
hitherto inaccessible sections,
or even allow William to return
to places explored earlier. Cert-
ain objects need to be carried in
order to access game features
such as having to find and carry
@ disk before you can save a
game, An inventory of objects is
available by pressing 'I'. When
William uses an object, it app-
gars in his hand 3utomatica|ly.

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

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
Eropar scenario is provided

ecause Wizard have made this
a competition game. The first
person to collect all the clues
and subsequently solve the
puzzle 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
g\ﬁzard. nobody has solved it to

ate.

@ | think someone's tried to
copy Tir Na Nog and made a
- b.{:-;lfme' hash of II:I _Wif.f;'iﬂr

obbler is a pretty borin -
ow, slow and obviousi agrnuta
as | didn't catch m sound
coming out of the speaker. it's
nice and colourful but this
seems to have caused a lot of
attribute problems. The total
lack of instructions makes start-
'i;F off very hard, so I'm afraid

izard are going to havetodo a
little better than this to book a
space in my games playing
5e55i0Ns.

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

® “Wizard cerraf'r;;y seem tlo
have put a lot of effort into the
packaging of this ane. The first
impression of the game is rea-
spnable, with a very nicely ani-
mated Bill fof wobbling fame).
Unfortunately, the bad points of
the game seem to make more of
an Impression as you progress.
The lack of sound takes an ele-
ment away: [ think a continuous
tune would have made it more
fun to play, and the single lift
makes it frustrating. You can
wander for hours, and unless
you save the game, can be for-
ced fo re-start again just for
coming into contact with anot-
her life-form. Colour is used
profoundly, but this makes for
an abundance of clashes. An
admirable first effort from
Wizard, marred by the bad
points which, although few,
spoil what could have been a
good game. "

@ " William Wobbler is a differ-
ent kind of arcade adventure
which we § rum 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 reasonabie. The

ame itself is very playable and,

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

nd: poor
General rating: some good
ideas and reasonable game
play, marred by a few faults.

Use of computer  66%
Graphics 61%
Playability 61%
Gathngmmd 67%
Addictive qualities 56%
Value for money  55%
Overall 59%

Heavy on the Magick

From GA RGOV LE
~the GAMEMASTERS
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Producer: US Gold
Retail price: £7.95

With a swish of sword and leap
and a bound, Zorre arrives on
the Spectrum after a brief so-
journ on the Amstrad and Com-
maodore. For those of you not
terribly au fait with with early
Hollywood attempts at advent-
ure and exciternent, the legend
runs thus:

It's very simple really, Zorro is
really 18th century Los Angeles

uivalent of Batman. Defender
of the innocent, scourge of evil,
dreadnought of chicanery, you
know the sort of thing. Anyway,
Zorre is innocently strolling
down the boulevard when his
keen super hero eyes spot the
evil 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 bloa
villain 50 a plan must be decided
upon. First on the agenda is the
retrieval of the fair lady’s hand-
kerchief that she carelessly dro-
?_ﬁgd during her kidnapping.

overall plan is to get to

Garcia's jail and release her. To
do this quite a few essential
objects need to be collected and
the first is the handkerchief.

Zorre is in fact one the now
numerous arcade adventures,
the sort where you have to coli-

ect an cbject 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
ﬁ 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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region

but only one item may be held at
any time.

‘orro’s repertoire of move-
ment is quite broad. In classic
arcade adventure style he can
go left, right and jump. Fighting
15 also possible and more than
probable when you encounter
some of Garcia’s henchmen.

The view of Zorro's immaedi-
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
difference between Zorro and

ZORRO Sproing

other arcade adventures is its
ability to have the main charact-
er happily interacting with the
background. Most of the differ-
ent aspects of the background
scenes can be employed in the
miost heroic of fashions. There
are curtain rails that can be
clambered along, trampolines
to be bounced on and various

just casti

creaper to ask herin

other active props and pieces,
The problems presented though
are not the sort 1o be wholly
solved by a deft hand and a
aumk 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 systemn. It's thr-
ough here that the apparently
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.

@ "“So, the valiant sword-
thruster of television fame
strikes the Spec, eh? A lot of
strategy is needed to get any-
where in this game. To me,
initially, it was far too hard to
make any major progression
through the screens and if |
hadn't had to write this review, |
doubt | would have perservered
long enough. The graphics on
most of the screens are quite
good, and Zorro himself walks,
jumps, fights, and bounces ar-
ound in quite a le
manner. The loading screen is
nothing special, and more could
have been made of the game

erally. it's good fun to Phﬁ

r a while, but then gets a b

tedious for my liking. *

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

game is sub-average, the char-
acters are jerky and undetailed
and the backgrounds 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 itself.
Generally | wouldn't recom
mend this game as foreight quid
it just isn‘tworth it.

® "En Garde Monsieur, or
should that be En Garde all tape
buyers. If US Gold hadkeptup to
their good standards Zorre
would have been a good, addic-
tive game, It turned out to be a
waste of time, and not all that
good. The graphics are small
and some of the screens need a
lot of time before you pass on to
the next. You would have more
fun watching 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
stick: not stated, though

tions .?d"a'mbm ¥
&g\rtu:a play: goo
Use of colour: limited
Graphics: above average
Sound: poor
General rating: a good idea with
some nice touches, that fails
eventually in presentation.

Use of computer  64%
Graphics gﬁ
Gct_ﬂ' Em! rted 54%
e gl
money ]
Overall 53%
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Retail price: £9.95
Author: Conversion by
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irrorsoft’'s  latest  rel-
gase allows vyou 1o
| take to the skies in the
cockpit of a World War 1l aero-
plane the Spitfire, in case
there's any doubt remaining!
The game first appeared on the
Commadore, nearly a year ago,
and has now been launched an

| CRITICISM |

“ Fast, fun and playable are
just some of the great
things about Spitfire 40.
Zooming around the scr-
eens . . . er sorry, skies, and
blonq up all the enemy
planes in sight is a chall-
enge. The best simulation
in years, with detai
screens, and great mobilit
as planes come up beh
ﬁnu. To start the plane at
rst was a bit hard, but as |
got into it the problems
were quickly overcome,
Once Id ialten off, flying
above the ground twisti ng
and turm? was great fun
— an exciting game. If you
get bored with trying to be
an air combat haru.fyuu can
ahnrﬂvs try landing for ano-
ther medal . erall, a
truly brilliant simulation.

VERTICAL SPEED
INDICATOR
in-andtsaf 1000 feer

anl descent

TACHOMETER

& e
wihen green

RUDDER INDICATOR

SLIP AND TURN
INDICATOR

COMPASS

Al.ﬂMl;'l'ER

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

At the start of a session in the
airyou have to load a flying Lag
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 some flying time in.
The next task is to select which
of the three modes you wish to
use, choosing between Practice,
Combat and Combat Practice.
Practice puts you on the runway
and gives you the opportunity o
get to know the feel of the plane
by allowing you to take off, fly
around and land. In this mode
there are No enemies present —
it's very much a case of having
the 'L’ plates on.

The two combat modes pit
vou  against enemy fighters,
Combat Practice puts you in the
air directly behind an enemy
aircraft, and you can practise
your gunnery technigue, After a
couple of enemy fighters have
been destroyed, the opposition
starts to get smart, behaving
more like they would in a true
war situation, twisting and
turning to avoid your machine
gun fire. Semetimes 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

Bang on, Whizzo and
Chaocks A.wav — a great
ame! The instruction

kiet supplied gives
excelient details on all the
aerobatic and combat
manoeuv can per-
hﬂn Daspltemhctthnt

I've never flown a Spitfire
{1}, 1 think | can safely say
this is a pretty accurate
simulation,  considering
the limitations. The facili-
tiosfuran;lmlbat
practice are very as
ls ﬂm save game facillt\r

record "ol -missions. ‘The

the xp!o:-i':“ Igth
[ ns coul ave
been a bit meore realistic.
The plethora (LMLWD) of
control keys may be a bit
daunting at first, but once
Kuu get into the feel of it,
s great. | doubt that this
will appeal much to those
who are opposed to ﬂigM
simulators, but if you're
not one of them, get Spit-
fire 40 — there's a good
arcade element in there
m. e

N your rear miror — a nice
feature which adds realism 1o
the simutator.

True Combat mode puts you
in an ongoing war situation.
Starting on the airstrip you have
to take oFf. find the enemy using
the map, and: fly the Spitfire for
real, r.ngamng the German pil-
ots in dogfights. Once you have
intercepted and shot down the
enemy infruders you have to
return to the airstrip and fand
safely. If the mission is a suc-
cessful one then you can 'save
your experiences to tape as a
Log before going out on another
interception run. The Log can
then be reloaded as a flight
history the next time you decide
to take to 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
piane — a préss on the space bar
tOCqu‘:’b between the two dis
plays. A map screen 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

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
key,

The game can be controlled
entireiy from the keyboard or
from keyboard and joystick, in
which case your joystick con
trols the Spitfire's ailerons and
elevators, mirrering the stick
displayed en-screen, and key-
pressed are required to activate
other controls such as landing
gear, throttle and rudder,

The instruction booklet con
tains all vou 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 asa short section
on aerobatic manoeuvers,

If you do well then promotion
is awarded according te your
flying experience and the num-
ber of kills vou 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, DSO,
and DFC. Then you'd be ready
for Mirrorsoft's next release ...a
game all about that famous Ace,

iggles!

Gantrnl ki Spitfire
vstic.k EP‘E l?::lnwn, A
left, S ri HIFT or; ta
fire, Z/. ruclder iafb’ngh‘r
Q/W increase/decrease
power, F flaps, G landing
gear, B brakes, Mand N
map control, SPACE to
toggle between screens
Joystick: Kempston,
Cursar, Interface 2
Keyboard play: fine, once
I'ou getusedtothe controls
se of colour: tasteful
ies: very fast and
reahstlc, excellent
instruments
Sound: mainly engine
noise 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%
Playabiiity 88%
Getting started 93%
Addictive qualities 91%
Value for money 91%
Overall 90%
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to negotiat

Ludiow Market on a Saturday.

Inside the weird and wonderful supermarket that you have
i n MYLA DI 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 O/
Kaich is a space 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 thirtnﬁﬁ
for sale are dangerous since the
comprehensive security Sys-
tems 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 rﬂur 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 My/a Di'Kaich.

Oh dear. Double unluckily, the
spare parts needed are distribut-
ed very sparsely throughout the
large area that the store covers.
Since the life support system
harl;é]me AWOL, a space suit is
needed to prevent sudden
asphyxiation. The major hassle
of shopping in Myla Di'Kaich is
avoiding having the robots I‘ilp
Open your space suit— you only
have four supplied originally
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and once you've run out the
game is over. The oxygen sup-
ng 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 wanﬁ similar to
that of Jet Set Willy. For those of
you unfamiliar with JSW {have
rDu been unconscious for the
ast 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. !

Travelling around Myla Dif
Kaich is a bit awkward as seem-
ingly solid platforms are prone
to collapsing beneath you and

rently 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. lt's also quite easy to
unwittingly stand undemeath a
descending lift and get convert-
edmx;.lcky splat.

Building up a knowledge of
the map Is quite important, it's
all too easy te walk through a

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

think hwnuﬂlcllﬂ:::veﬁp greatly
improved raphics were
hsonhurfulapﬂ%ﬁml,asm
are however, it is di it to play
for any length of time as the
garish colours and small char-
acters make playing very hard
on the eyes. As for the

itself | think we have all had
en s JSW look-alikes to last
usa ;

® " Global seem to have got the
idea that if you can't think up a
title for a game, why not call it
something no one will under-
stand: how. about Myla Di"
Kaich? (Only joking chaps, of
course | know what it means —|
think), An‘g'{waﬁgenou h of this
frivolity. | hadn't 1 told
about the game, and just shown
a screen shot or something, |
would have said it was a follow
up ta 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 don't

have names, which makes it

difficult to remerber

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 come up with somethin
original. How wrong | was.
thought maze games were dead
and finished, but apparently
some companies can still make
money with them. My/la 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
effect. Unfortunately, this is a
very plain game on a pretty dead
subject where virtually every
possibility has been explored —
except perhaps for mentioning
supermarkets in the inlay. ”

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

Joystick: Kempston
Keyboard play: responsive, and
simple layout

Use of colour: messy
Graphics: well animated, but
tiny

Sorlru'l: poor tune and effects
Skill levels: 1

Screens: 50

General rating: Aged format
Frnvides ncnhing new and the
ow price doesn't make up for

the fact.
Use of computer  45%
Playability pri
1

ing sta 46%
Addictive qualities 41%
Value for money  47%
Overall 44%




_ Digital Drum System |
“Satu?day e ‘ for the Spectrum
guperstoré” S

faty
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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 FACILITY
SONGS CAN BE SAVED ON TAPE
YPHONIC
COMPREHENSIVE MANUAL.
JUST PLUGS INTO MOST HI Fi'S
Available from @ emmemes]High St. Stores
and all good computer shops or direct
from Cheetah Marketing.




'CAVES OF DOOM

Producer: Mastertronic
Retail price;: £1.99
Author: Robert Sansom

The evil Lord of Doom is a bit
averse to strangers snooping
around his planet. Understand-
able really, but when most peo-
ple would tell the odd explorer
or two to shove off, this guy
casts intruders, into a pit and
leaves them to die. He's not
called the evil Lord of Doom for
nathing 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 ta die,
deep within the bowels of the
planet. It's all a bit perturbing
really.

After %uing through heavy
bouts of feeling sorry for your-
self it soon becomes apparent
that the best plan is to try and
escape back to the surface
where your rocket ship awaits.
Obviously it’s not that easy,

umerous sentries are station-
ed around the Dark Lord’s un-
derground citadel. Some are
intelligent, homing in on your
body heat, while others patrol
mindiessly along their desig-
nated paths. Be warned, & sen-
try's touch is deadly.

Lockec doors bar your route
to freedom, blocking the main
passageways back to the sur-
face, ere are five different
types of door, and each 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
compasite object, split into
three pieces; all three parts must
be coliected before the key
\-\ﬁ)rks. Seven bits to collect in
all.

You get arcund the caves
using your jet powered back-
pack. When you fly, the whirr of
Jet thrusters resonates around
the cave. The only real drawback
it has, is that it's not very eco-
nemic on fuel. Luckily, ample
amounts of this wonder mixture
can be found and collected
within the subterranean cav-
erns. 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 along
on oot — 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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area reserved for important
information relating to status,
lives remaining and score. There
is usually an exit on at least one
wall of each cave, and as you
fiy/walk through it another scre-
en ﬂiFs into view. Dodging the
mindless nasties successfully
comes with practice, but the
homing baddies present more
of a problem. They laok like
white stick men and zoom to-
wards your location with a frigh-
tening fervour. You have eight
lives to start with, and some
guick learning is called for . . .
Your man is unarmed, so the
nasties have to be avoided ra-
ther than killed, and points are
awarded for progress.

Those of you having difficulty
with certain screens, or the
ame as a whole will ne doubt
eap into the editor supplied.
This most handy of utilities
permits the playing area supp-
lied with the game to be re-
modelled, or completely des-
troyed and rebuilt. In edit mode,
the cursor remains stationary
while the Iendscage scrolls be-
hind it. Keying deposits a
building block selected from the

menu of 265 components under

8 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?

Inside the editor in CAVES OF DOOM from Mas
you can’t get through a screen you can ahways edi
awiloward bits out!

Dancing Chinamen do their best to block 55
CAVES DE DGO Ck your progroess in
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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 cheerful play. A fast, jolly
E‘atfnrm game which | found
n. |l enjoyed the editor, too— it
added an extra dimension to the
basic game. You should wpket
your mne\r’s worth of fun
this one.

® " Although Caves /s not bad,
maybe it would have been better
value in combination with ano-
ther, similar program on the
tape for £1.99. The cave design-
er is nice and easy to use but it
doesn’t add to the game. | faund
it did the opposite: instead of
enfoying the frustration at a
giver point inthe game, it's all to
easy to edit out the problem
altagether. Generally, this is not
an excellent program, but better
than average.

® “ A couple of years ago |
would have been really impress-
ed with this game as it has lots of
Screens and even a screen edi-
tor. Nowadays, it's below aver-
age, and even for a cheapo
qﬁame it’s not brilliant. Playing
dgama is fairly straightfor-
ward: just fiy around and collect
i . the fuel pods for points and try
R 155 to get all the keys. Graph:caHy

K163 1 & Caves of Doom isn't good, the

. T— characters are small, undetailed
h o : and jerky and the bac.i:gmund.s
hEY S are too colourful and often

garish. Nevertheless, there /s a
strange sort of addiction about
this game ea;/&u it play it when
vou 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 left, P right, A
up, £ down, G start game, E to
edit, 5, 6, 7, 8 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
times

Graphies: simplistic

Sound: jetpack noise only

Skill levels: one

Screens: 40

General rating: a fun little game

Use of computer  65%
Graphics 49%
Playability 58%
Getting 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

art frorn being a thirteen year
old rock album, 2772 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, is 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
ave been designed to do all the
dirty work. Evervthinﬁ is tickety-
boo until some naughty hackers
go and play around with the
system.
Now the supposedly benevo-
fent 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 jcons for con-
trol. These are displayed at the
bottom right corner of the
screen. There isn't enough room
for all of these to be displayed at
once so selecting a particular
icon changes all those currently
shown. To the left of the icon
display area is a scrolling mess-
age screen used for both game
and help messaglas.
Apart from a Help icon which
sends information to the mess-
age window when selected,
icons allow the control of Poddy,
the carrying and use of misc-
ellaneous items collected during
the game, the ability to checkthe
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-
er on the screen.
Graphics are somewhat akin
to those employed in such
mes as Tir VMa 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
seriously obscure the view, dis-

appear at opportune moments.
t of the other characters in
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the game tend to be mechanical

in nature. As these are con
trolled by the malfunctioning
computer, the most harmiess
looking robots have a habit of
hampering you at every oppor-
tunity. ftems may be placed in
their way to stop them or if you
have the first aid kit, you can
often rectify any minor damage
th? inflict. For effective control
of Foddy, he must remain within
the immediate vicinity and this
tends to slow you down some-
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
you neglect him, his usefulness
inevitably suffers. Likewise, the
main character must be kept fit
so it becomes necessary to keep
an eye open for food.
The game begins in the cen-
tral location re the Code
Ms have to be placed. To
ensure 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 cells 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 resembies Cuch-
ulainn’s adventure sagas in only
the most superficial It
has some good original ideas
and an interesting a h to
gameplay. Altho takes a
while to get used to the idea of
dealing with two characters and
a series of special function
icons, once this familia is
acquired, it becomes possible to

Ahh! You've left Poddy behind. 2112AD from Design Desigin

get totally immersed within the
game. However, the pace of
action is such that uniess you
found the speed of Marsport
aatisfaﬂog. you may well de-
cide that this is a little slow for

r tastes. Personally, | found
dm]oyablatuheahletonm
reciate the animation wh
dealing with the thought pro-
vokinig problems the game
pm es. [T

® “0Oh dear! I'm the sole ho,

far humanity — well the UK
anyway— in this game. DD have
made a good job of the icons
anid the animation and scrolfing
are both very smooth, The lack
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 first’ Design
D.e.s:;Fn 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 — |
wouldnt want my favourite soft-
ware house getting a bad name.

@ " | first saw 277240 screens a
few months ago from a very shy
and retiring Graham Stafford
and couldnt 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 robo-friend Poddy you stroll through the
cityscape in 2112AD, a game from Graham Stafford of

Design Design

set up — a sort of cross between
Filmation | and ll, 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
eep and what to give to Poddy.
{Don't forget, |f?;2u give him too
much 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,
Eurscr S :

eyboard 1 very responsive
Use of nuhur?'ﬁmi?éd On SCreen
but effective on icons
Graphics: very good resolution
and animation

nd: none

Skill levels: 1
General rating: good animated
adventure.
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MICRO GAMES ACTION B’nder s Of f er

Qur fat binder doesnt just look

impressive with its silver blocked

CRASH logo and dark blue finish

it's also strong enough to hold a

year's supply of CRASH awalw

Build yourself the most comprehensive manual on Spectrum from your friends! And it's anly

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!

Bea Superior Alien with your very own
CRASH T-shirt and sweatshirt!

Please send me ........ CRANN TS RN i i i i T e et ol
@E4.508OMOLD  Address:

....... -~aweatshirt @ £8.95 S0 MO LD

Please send_______CRASH Binder(s)

at £4.50 | enclose Cheque/PO payable to
(overseas orders please add 40p). Please allow 28 days for delivery

LGFIASH MICRO, Fruposl Ludlow, Shropshire SY8 1BR
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TURBO ESPRIT (3D Simulation Car Chasa)

Spectrum 48k £8.895
Commiadone 64 £8 95
Amstrad 464,/6128 £895

You are & special agent equipped with a Lotus Turbo Esprit. An f
make a huge delivery of
Il 'costs, The drugs are stored at a
1y, and will be taken by cars to an armoured
1 an thevan be
[ ¥ sin cirgulati
riy aramd on L it o alert them 1o your Sai

ain, and must be
number ol housasin

fore they mak it drop, and then try 1o stop the van before it
capes: The delivery cars will be becked - up by Thit” sguads - so watch
{ il
Ot

{ Developed with the support of Lotus Cars Lid)

v 3
es, You must theretare try and pick off the cars one by one

COMBAT LYNX (Air-to-ground Battie Simulation)

Spectr
Coam
Amstrad 46

EBC/E

"Combat Lynx is both simutahon and shoot-em-up games in ona, The 30
effect created by using contour line graphics tends to give it a mere

lets of jets and enemy helcopters whezzing aroun 5
shooting at you which gives the game its instant y appeal, Once
you get the hang of coping wi dy a game of
high strategy which involves not only arcade skills but those of forward
planning. For people who enjoy stralegy type games, Combat Lynx should
provide hours of fun, while for those who prefer something mstant and
fast - choose skill level 4 and hang onto your hats! Generally the graphics
are most impressive, with 8 few attribute problems when objecis a
about 1o become hidden, but these are minor in what is otheraise an
engaging and chy ging gams.”

CaYRE Ly
b :




in advanced

1oid o

the coloni
oCess woukd
that would

Superh,

SABOTEUR (Martial Arts Arcade Adventure)
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Amstrad 464 ,/6128
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As everyone who has known me for a long time knows only
too well, | am one of the world's most uncomplaining people,
but even | have to say that I've been having a trying time of it
lately. It's the snow you see, it makes cycling down the hill
into work such a chore, and going home is even worse. Also,

it didn't mnpe eagle a e that a certain Playing Tips
person had movJ my das furtlmr away from the gas
mantle so he could keep warmer in the office. So it is with
sl'mrnrlngﬂngnrs that | open this month's mail to find attacks
for going downhill, uphili, sideways and every
which way in fact. Quite an interesting bunch! it's getting to
that interesting point where for every letter complaining
about something or other, there's another answering the
complaint. | think I'll ?o into retirement and let you lot geton
with it (perhaps Robin Candy will take over — he's good at
sorting mail, that's what he was initially hired to do).
Anmav. anough of this maundering and onto this month's

i should thank
mr!uﬂymmat."maanh
as l'am — the games of your

E?l?ﬁnghaﬁctha dlmﬂufﬁ]ﬂl

are on their way

After purchasing this game |
have cometo one cenclusion —
itwould be a great benefit for the
buvin%pubi icif graphic technics
could be copied from other
[’J_mg rams, in this case
omahawk and Combat Lynx,
then Tomahawk would have
been a mega smash; Lorries;
tanks etc were detailed in
Combat Lynx plus rolling hills.
Itis in my opinien that if the
Software houses got together

megaletta .
_Lm “HE mm;nadsamvpmblm
with load which
PASSING .. mwmmm
; letters do you aising
Dear Lioyd, ! mﬁmlaadera? ‘not.
Aaargh! ahhgins down a many as most people do nat
bottomless pit) has write to say how good
DB T
a raising a good idea is n
LOADERS? Where are e isar:? Ihave Had o
ey now? WHY have they {aam nuthm 1)
&&appaareﬂ?l I wll M;T TS W mrboloaders.
it's because you printe ess There isan argument both for
streamns of letters cand&mam and against turboloaders.
|put thatone in your dictionary.  FOR: — The average loading
Mmurﬁmuhwurd good ah"‘J—-- time is almost halved, sufelys
mrbgiroa i ' good thing (less waiting more
Hanast(\r now, admitwmthar time playing).
GETTING on games of a similar theme
then we the buying publicand
TOGETHER the software houses concerned
would benefit.
Tomahawk— graphic rubbish
Dear Sir, sSt for the controls plus
Subject Tormahawk. S. A nice touch but having

w 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
sumethln? the buying public
wouldwe mmaaspeclaily atthe
price of £9.95

Ak for the LensLak. it took me
35 minutes, 5 reloads, 80% eye
strain and 80% guess work to
start the game.

But thanks to my Mirage
Microdriver | can put the
Lenslok in the bucket — |
transferred it immediately via
Mirage Microdriver to cartridge
and promptly gave the game
plus LensLok to my young
nephew.

Yas ‘nephew’, for | am 50
gears old {Veteran) hooked on

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

if software houses with similar
|daas ot together then as in the
Combat Lynx and

Tnmahawk then we would have
something worth £9.95, a lot of
money for a kid delivering
papers to afford same in my
opinion,

Please print and oblige.
J Reekie, Dakley, Fife .
I 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
erD its afterwards!
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BLACKMAIL

Dear Lloyd,

| will keep your identity a secret
so don'tworry, all you have to
do is send Robin of the Wood to
this secret address and your
identity will be a secret.

Anon, oo, Cleveland

And I'lf set Michael Butler's
hedgehags on to you. Still, for
your efforts I'm sending you a
copy of Robin of the Candy fo
you, anon. When you get it, just
poke it a few times and feed it
almost raw steak (no veg
though, and never, ever feed it
after midnight — it's not too
E.;-den on water either).

quite nicely!

Lots of Bug Boxers reckon Derek has his historical periods mixed
up, but | thought this snappy cartoon strip from MARK BEAUMONT
[aka ‘Bomber’) or Worsiey, Manchester, summed up the problem

£
F' ite |}u

M .ha-r,-_tllhl,itl;ar,._'ﬂ.‘h:j pe s
Andrew, Norwich, Norfolk

DOORSTOP
HODGES

Dear Lioyd

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

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

inyour magas a last plea to save

sanity.

HODGES PLEASE STOP
CALLING SPECTRUMS
DOORSTOPS!

Glynn Hudson, Norwich,
rfo

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,
harmiess machines, or I'll set
Michael Butler's hedgehags
anta you.

You can't possibly know how
Robin feels— he has nio feelings
to feel with. If vou don't believe
me— ask hirn!
LM

HELP NEEDED

Dear Dr Lloyd,
You have get to help me. | am
suffering from a terrible and’

| disease called
Crashlaphobia (loss and/or lack

of Cl H}. In my case it's both.
Let me tell you the situation:
A few back my mate

borrowed 18 editions of CRASH
from me. (Numbers 1 to 18]
When | asked for them back all
he kept saying was I'll get them
tomorrow'. He said this for
so one day | went to his house
and as for tham. (Now he
had to find them with me
ﬂf‘a’;ﬁinﬂ on his doorstep didn't
Comein,” 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 !haugh‘t
for a minute and said, Yes, 1
know where theyare. My face it
UBJM& ||oy. ‘| THREW THEM

THEM ¢tarnhlewurdsechsed
my head and wouldn't stop. |
ﬁall to the floor and nmrllhhad Y
heart attack on the spot.
mata searchad the bins, hu: no
sign of CHASH was to be found.
ow 2 waeks later, them 4

words are still el;hoing, I'm
losing weight, going a fun
mlaun can't eatand | think I'm
d}l ng. Is there a cure for the
disease I've got, if there is, there
is only one person in the world
whio 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 o ask
Carol nicaly for a set of the jost
issues (should cost around £16,
plus National Health

charges]— ah, but
wait! Quite a few of the jssues
are now put of stock. Oh dear,
Thers's no cure 'm afraid, let's
Jjust hope the condition isn't
terminal, man (groan). Sorry,
Lee, I shaumbas#wurfmnd
mum up—at least it might make
you fm’b:ﬁ;. fﬂ;l’ osgﬂgh:;e!

0 agaim, we'

ﬂaﬁe mum letters afon-g the lings
of causing teeragers fo stray
from the st.-atgmand narrow).
L{l love mums reallyiM
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OVERHYPED

Dear Lloyd,
I have been: mrn-ptmnﬁ foralong
time since the tlrne an you
could find & new POKE every
month in Your Computer, save
up to buy Artic's Galaxions or
a c::m.lr friend round foragame
the wall."
1mhe ays when 'sending off
for a game’ meant receiving a
rintout of 1024 hex digits to
grpe in, who could imagine that,
one day, four or five years later,
the software industry would be
as it is today?
Ary — backto the paint.
Reading another magazine
!gatharad atGalIup,
the compilers of many ‘top 30°
charts hava da-::ldedto srgitha
chartinto m:énsta:dam }
emswe al rograms
and ‘budget’ (i i“grubh{l)ahuﬂndar
Hve undswhluhtmople only
the titles are
chaapi Well — 3 years.
unless a game was REAL Y
gpecial, no —absolutely NO —
mes would cost more than
il
[} more software
u’n&mv—- so the price should have

gone d{:m
The -answer to the question is
Ocean tmk NINE pages
ruary’s CRASH — U
GOLD prartaﬂha same
empire— took FIVE and Imagine
—ahownedbvﬂmnmmk
. Itis not unh,' Ogean, but
thwaw a axarrr e. Th
amas for £7.

g ad\.ra:ts. l
muoh a full-colour page in
{costs, but | knowthat itis

m)gh
‘How can small companies,
Waﬂﬁiﬁ%meﬂucn

as Spellbound are worth ten
Rambos or Eurekas. The only

lection of very well drawn
r'something like that

eompanuswhohausmsriahtm
sell expensive software are
momwhomvau know will give
Wu me. Level 9,
e
not in Nightshade),

Hmmm — Galaxions is going
back a bit, but I'm sure The.
Hobbit (£74.95) and | b'ﬂ:'haﬁa
{similar} are around the same.
time. True, most games never
cost morathan s?gu i?:that
Was, 85 You say, ars ago
and inflation does hit mest.
things. Programmers have
become much cleverer, games
take Ionga ar to develop, the ideas
have to T.nabla
whether thw mi, RE better
Immers are
now mmm ' in the sense

thatth raal[\raam a living that
don't just e.hurn out
BASIC games for a bit of spare

cash. Quite obviously, all this
costs more. On thabalance side,
thsra are now some excellent
?-B'l‘ games at prices that .

wou d have been unthlnliablv

cheap a few years ago. Your
ﬁaraphraamg u‘i Gallup's chart
3 lit intentions is a bit unfair |

think. Comments on this from
anyone else?

1o the big cornpanws
advertising policies, there's not
g lot | can say, Of course some
smaller ones are going to
gm ce games as good as and

er than Ocean — that's only
to be hoped. Butwe liveina
commarcial world and

advertising is essential. It isn't as’

though Ocean or US Gold take

the numbers of pages you quote
for ONE game, and I'm sure they
.end up paying the same page
price as anyone else. The point
is that between thern they put
og;a fot of games, hence alot of
a

m

!EAUTOHATA u.

The Piman’s

Moted by the C.T.A.
RQEH'-\M OF THE YERR"

*10 PRCK™ e
a Tompilation ofi-
Braphic adventures!
M/C Arcade Hamr“
Text adventaoes?!
St rategy games '
lots g FAMILY FLUN®

Plopace send

—I-Ea,ﬁi 0
arable to < 7 NTS SEL
B11 pricen include VAT Carriage within UK. BVEHQE‘EE +&1 EXTRA
=10 p Y Wal.l. 4B Spec. retail £10. MAIL DADER PR
10 B ToWal. 20 m Bpec: retail £10. METL: DROER FIR}EFE' e
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=t Code
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SINCLAIR
REPAIRS
BY THE
SPECIALIST

Walkers will repair your computer at a realistic
rice.

You send a cheque n?::t to Exceed £30.00; your
computer will be repaired and
returned the same day or send for a free
quotation.

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

For information
Telephone — 021-643-5414

or simply send your computer together with the
coupon below

lkers
COMPUTER SERVICE

AND REPAIRS
Telephane {021 543 54

I o ]

----------------'
# Thomas Walker & Son Ltd, 58 Oxford Street, Birmingham BS 5NX B

B PLEASETICK |
] O CHEQUEENCLOSED OFREEQUOTE (O ACCESSCARD i

B NAME |
W ADDRESS [
W i
0 ;ocessn0 0OOOOOOOoDooooon
: TELEPHONE NO: :

(2 2 3 B 8 B B B B B B 0 3 0 B B |/
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CLEAN UP TIME

Dear Lloyd Mangram,
| am writing on behalf of the
computer pacifists to tell you
pur cause, and to warn youl

Our group consists of twelve
members (sadly all boys}; all
owning different computers.
Qur objective is: No rivalry
between computer owners. No
violent, blow-em-up computer
games. No violent evil, sadistic
computer mags. No games that
involve pounding your
computer to death eg OTD. 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

ictures in mags eg Derek

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

At this moment, you, who are
reading think we are soft wallies.
Not if you leok into the depth of
our course,
Our 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

SEr.

HALL OF SLIME. Then this
month | epened your Christmas
CRASH, guess what confronted
me, Frr'dax {the blaody)
Thirteenth. Also somewhere in
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ur pages, there was a porno
teve ‘perverted’ Turner with

his smug look and he was
reading Mayfair. So CRASH
better start cleaning their act or
wou will lose your readers; and |
am sure plenty others.

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

Go on then, clean up the world
of computer games, sounds like
your course ends in samething
really sludgy to me, a load of
slashy bytes with no bite int

them. Toothless games without #

good clean fun in them. I'm
saddened to think you've been
taken in by the wimps party.
Still, gerha another dose of
CRASH will solve the problem!
Look what the worid of
computer games has given us—
once upon a time teachers used
to say a very different activity
made you go blind— now,
according 1o latest research,

it's looking at a VDU all day.

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

LM

GETTING
CHEAPER

Dear CRASH,
| arn 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 the
last year or so. Rermarkable eh?
What is more, | will prove my
theory.
In the July issue of 1984 there
was a total of 110 pages for 75p.
This works out at exactly
0.6818181p per page. OK? The
December issue 1985 however,
eontained 170 pages for a price
of 35p. This works out at — wait
for it— 0.5882 per page.
MNow, if we mu tiEIJ the price
per page of the JULY 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! Infact the price that
you end up with after this series
of complicated mathmetical
calculations is £1.16 — proving
that CRASH hasfallen in price by
21p over the last year. Oh by the
way — in case you even think
about raising the price of my
most favourite magazine
remember that the paper in the
JULY 1984 issue is aimaost twice
as thick as the paper in the
DECEMBER issue of 1985.
Yours mathmetically,
Steven Marshall, Truro,
Carnwall

1 did get Elementary and
Additioral Maths O Level, but
thatwas only because I was il in
bed suffering withmumps at the
tirme and the adjudicators made
allowances for my sad
condition, so I'll take your word
for it, Steven!

Lm

QUARK QUARK
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LENSLOKED oUuT

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

reat deal reading the letters in
the Forum, but certainly do not
enjoy reading such rubbish
about wha is better than what
ather mags are saying. Rubbish
such as this, not my letter,
should be put where it belongs.
The FORUM is a platform for
people to speak, not a toilet to
deposit things in.

ow that that's out of the way

I'would like to talk about an
article by Simon Goodwin in the
Xmas Spegial.

I can sympathise with
computer software companies
wanting to protect their games,
but, where is Lenslok going 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 doas NOT wark too well
on a 26" screen. If you lose the
lens, as happened to me, the
gameis lost, at least until you
Petanathar.When Ilost the lens

promptly phoned Firebird and
explained to them the situation,
no problem they said, send us
the whole package and wea'll
send you a new one. Rather
drastic | thought and they said,
we need proof 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, oughtto bring down
the price of top software.’ | think

1 Aer THE REAL SPARTiCyS
ALL RBOUT j7/ [U2fL 28 2 RO

ERD e
@n@% R‘ Lho'jd !'-I\Dhls JE‘_'IJlls

The ummasking | [ 2y
of Livge th L 0L
Coeu miszed ehat?) ;
Rabin ﬁam‘a prinfed] i
; Pok Ehat worked]
Stored 33 point
:_El_ The Q‘u‘iﬂ.ﬁ :
ecian Desi
wa;'ﬁ? mef—;a-:nad'.
Pauf Ress came

40t of hosgital (7] | [voek
T B i

T
RIcH

£12 worth of software go to WILLIAM THOMPSON from Southport,
Lanes, for one of his tbwo crammead strips on life at CRASH Towers
Ifserendipity (look it up) doesn'tintercede between now and then,
Il try and print the othear strip by William as well,

Tis! 1k
w7l
his face N

it would have the other effect,
the price would go up eg Elite
costs £14.95, Enough said.

Overall | rate Lenslok fair and
certainly don’tturn ablind eyeto
it, but dontletitbethe be all and
end all.

Lastly if anyone is interested
I've reached the status of ELITE
and have 870 000 Cr, playing
time 5 (constant) weeks.

Wilding, Dreghorn, Irvin

It seems to me that an
awareness of what other
computer magazines are saying
and cammenting on it is fair
enough. The guality of the
cormmentmay be another
matter, however, Lensiok is
probably another fad” of this
industry's understandable
obsession 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 properly know. |
certainfy understand them
warnting the entire package back
befare giving you ancther. they
have probably had hundreds, if
not thousands, of calls asking
for replacement lenses, most of
them not bona fide at all! There
i5 a slight misconception in your
pricing argument for Elite.
Although Lenslok 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 Spectrum version
development costs. Historically
speaking it is far from being the
irst game at this sort of tag, and
arguably offers as much,
possibly more, entertainment
than, say, The Hobbit or Valhalla
Eﬁ' in their day.

IF WORE READSMG THS N
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THIS CHAP'S A
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'‘Olly Cetopus’ has forhisc
programmer STEVE CROW

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
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.

PALACE

275 PENTONVILLE ROAD, LONDON N1 9NL. TELEPHONE 01-278 0751.
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There’s never been a better reason
for looking forward toWinter!

MMODORE 64,128
A m£9.95 :
sl‘(iﬂuﬁ

" NOW FOR 2

YT

TOO! SR

now it's on to the Winter
" Games! Andwhatanincredi-
£ ble setting —a compietely realistic
' winter wonderiand featuring six
action-packed events. You can com-

peteagainst friends or the computer.

First choose the country you want to
represent. Then it's practice, training and |
leaming a

q
Now the Opening
tion begins. Will you be the one who takes the
gold at the Awards Ceremony?
The quest for the gold continues...And it's all.

here — the strategy, the challenge, the:orrmeﬂﬁnm
the art and pageantry of Winter Games! -
P Six Winter Events: Bobsled, Ski lgwe

Slullth. Free-Style Skating, Hntﬂng,ﬁeriah and

Family
P Unique Joystick Control — Requires Timing and Sitill S,
P One to Eight Players




NO, NOT
DOWNHILL

Dear Lloyd

| have written about three letters
addressed to CRASH before but
for some reason, they didn't get
pasted | 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

ges pointed outin T

uchanan'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'tagree thatthe
cartoons drawn by readers
should be rernoved. If Mr
Buchanan believes that these
cartoons are a waste of space,
then surely he should think that
a picture of signior ManFram
would be just as much of a waste
of space {no offence intended, O
Mustrious Lioyd.}

Many of these cartoons are
amusing, and if Herr Buchanan
doesn’t think so, to quote our
Maths teacher, “You musthavea
weird sense of humour, boy!’
Surely Mr Buchanan doesn't
think that Paul Mallinson's
excellent comic Strips are
*foolish and immature.” And do |
detect a hint of ﬁaiausy in
Fara raph 2 of Mr Buchanon's
etter? ‘drawn by a load of
infants who think they are really
amazing guys who know
everybody on the CRASH team
W prﬂ?nding to be on familiar

terms.
NOT S0, Buchanan-San.
Jappo).

99 .9% of letters printed in
CRASH (those figures ara just an
estimate, mind you. | could be
about 0.5 out) are excellent.
There is a fair share of serious
letters and light-hearted letters.
In some unmentionable rags
you find about half a page ?not 3
pages as in CRASH) of absolute
drivel such as, ‘| have found a
bug m. .. ' oreven, 'l am writing
totell you thatmy copy of . .. will
not load.’

Think yourself lucky Mr
Buchanan. Why should the rich
get richer? However, | do agree
with Mr Buchanan on the
subject of the Knight Lore/Alien
8 letters {sounds like something
from the Fourth Protocol).

Now Lloyd why did your mag
grint a picture of G.C.

trongman on the Saboteur
review? And do you print
CRASH in capital letters on
every letter sentin by readers, or
do they do it? Never mind, I'll
soon find out!
Neil A Kendall, Halifax, W

Thanks for the general
sentiments, Neil. | agree |
thought the Buchanan letterwas
well overthe top really, but [ feel
{ shouldn't say too much at the
time, being such a nice guy
really. Were | RC, | might have
said much more, which is why
he’s anly 16 and I'm ——
Actualfy, Imust admit that it's
me who puts crash in as CRASH.
although the habit is catching of
course. and lots of letters come
in that way. Mr Capes and Mr
Saboteur got a bitmuddled up in
‘Art'— puzzling when you think
how unalike were the pictures.
Still, these things do happen
occasionalfy, and as my mum
says, if you're going to fall A
over T, make it a double
sormersauit.
LM

UNBELIEVABLE!

MAKE THE MOST OF YOUR MICRODRIVE
WITH

INTERFALE I

THE IMPOSSIBLE HAS BEEN DONE

Yo ir's true oo Teetattle new periphiens! will inarader svery.

program avallstibe on (o mcrdive, Ve

EVETY ONa Yo, DElee 700 Nl IT A0 SETY bo W8 ThAT WE BTE ERAING S el LM_-}CIM'.I B0 e i Ay
el Cipalie of ol bl davang 4 BASIC progiam cam iramsder really swiosand programs io acrced-

e

Just look ot these features . . .

@ Transfers gi programs swvalistde on

to microdrive.

© Very. wory. sasy 1o use, [P Chive can
oo bt wwe e sare you can. |

B Programs will relAD independently
of the “interisce”.

® Mabies a “enapihot” of any itage of o
program. [Saved a5 2 screan.|

@ Transfer can be sctusted st any stage
allewing “customised ” verslons,

F YOU HAVE A MICRODRIVE YOU MUST HAVE INTERFALE I

OMNLY E39.95 inc. P&P

A T A TR
hitred LIK s iser s

e S ) e e )
FirtiiEs I Eaer v

s ok i et oo
Dresighed by DRATHRT

L sim
Chwyd

5, Wrexham,

e

VISCERAL SHOCK
HORROR

Dear Lioyd,
I'm disgusted. After the recent
complaints about the
magazine's covers, what do you
do? The cover of issue 25 was
covered with a multitude of
internal grgans. I'm a very
impressionable twenty-year old,
and I was horrified to see such a
sight as presented when my
magazine landed on my door
mat, I'm considering writing to
Marg Whitehouse to see what
she has to say on the matter.
So come on CRASH pull your

socks up. Just leave the cover
Blank except for the logo and
price to keep us feeble minded
people safe from our own
imaginations.

ust go now and watch
zombie murders in 3078 AD
Simon Lavinter, St Peter Port,

Guemsey

The hearts were all properly
stuffed and baked, Simon, so
there was no risk of salmonella
poisoning from handling the
cover, not that [ expect that
would impress the Town Mouse
{in-joke reference a la Design
Design — check Pink Floyd's
f{r'imals album).

¥

SPECTRUM
IN MANCHESTER

ONE OF THE BIGGEST
RANGES OF SOFTWARE

100’s

OF TITLES!!

IN AND AROUND
MANCHESTER

S..PLUS.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:
SyE=ayc=aTmm BUDGET
=== SOF TWARE
RN ™ CEnTRE
e E STSIS 57 FENNEL STREET

MANCHESTER M4 3DY

orTEL: 061-834 2808
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fe
wvhole

|.J*1| /E" when itis not, nor

OH WOE IS ME

Dear Lioyd,
Am | the unluckiest Spectrum,
owner in the world? Does
anyone else have all these
thmgs wrcng with their
ter?

t1} y keyboard is falling apart.

When I try typing a full stop, 7
times outof 101 getanm. 8
times out nf 10ann instead of a
comma, and an incredible 9
times out of 10 a b instead of an
asterisk. Oh for a Spectrum Plus.
{2) My printer refuses to work
and covers my desk in burnt
carbon.
{3) My Slomio crashes the games
it'is most useful 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

r&sf)cnd.

(6) | have had a new TV screen.
Now my lightpen doesn’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
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mysteriously disappeared.
(9} Half of rny games hawve kindly
been wiped off their tapes for
me by someone who shall
remain anonymou
t1{'.l} My Currah Speech hasa
ech defect.

you see Lioyd, 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
50, why aren't you in the
directory.

So you think vou're special,
huh? The above is a description
of a perfectly normal day at
CRASH Towers. And no, I'm not
on the phone — hateful things. |
detest the idea of a contraption
that allows anyane to intrude
when I'm at hame. if I'm
required urgently in the office
rheg ’t'usr light a fire on the roof

can see the smoke signals
from my hillside cottage among
the trees. Those Redskins
mmn 't fools y'know.

GowT. Wl A ]

A B ER AR S ER Ors L b

AMNHV.E YOuR SRECTRY

gone far enough . |,

COVERS!

Dear Lloyd,

Ch @ea?é me that picture of
Mikse was disgusting, | mean |
‘eould see half of his bare arm

and the sexual overtones were

ma-urﬂgv l'don't saawhy

peaple are cﬁrnalamm -about
gaurﬁene ber jssue, aﬁar all
laod and guts are comman
place on the television, on the
‘news at six o' clock you could
‘seefarworse, Peoplewhogoon

.about the violence and sexual

OVertones on YOur eovers
shauidn‘t beliving in the
Aggtlus butin the victorian age.

1 all, the sarnaargumant
about ‘Tom and Ja;' S
cartoons in.general, has been
thattheyaretoo violent. Pretend

| vielence mind vou

praapls dnn t tfke what they
see then dontbuy it, | but | have
10 agres that! Dwember S cover
was a bit sick.
‘Mark Oldham,

< happened to D
Design? Wa| havén t hafard o
them for quite a while.

I'think that about sums
fa&k ‘on the matter. a?wJ
mmy Pl
5 ve hea
they're deve{apx‘ rg: the
i
converting to the Spectritrm —
mﬂm

A favourite Bug Box figure is poor o’ Rob the Candyman. JASDN
WILLBOURN from Hinckley, Leicestershire thinks the POKEs have

MILDRED THE
CLEANING LADY

Dear Lloyd,
You probably know me, I'm
Mildred, your cleaning Iady The
other year | was dusting the
mantlepiece above the fire-
glaqe, minding my own

usiness as usual when | heard

you ‘Ealkl to yourself about

?(cu ou said something
ike, 15 isthe life—"(feet upen
the desk) '—Why don‘t I create a

Eerson to doanother of my jobs.
hen | would get my salary. Yes!
That would be like robbin
candy from a baby. Why don‘t|
call him Robin Candy!" And with
that you rushed out of the room.
Your secrets are out. If you don't
let me know, then | shall assume
that you admit it, and I'll
broadeast it all across the world
and that would be the end of
your jobs!

Yours cunningl
Mildred Wilding : 'Fhorndan,
Suffolk

Your fired, Mildred. I'll get
ﬁﬂfrherdeener

Okay, that's enough. I'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

cooked hearts for RC). | leave you from a snow-covered, gore and
blood-streaked Ludlow, reeking with covers of dubious taste — see
you next month.




The Complete

s
=
@
7
2]
g
[+
&)
@
o
pra
=
z
s
£
©
@
'—
Q
N o
el
[re.
(=]
£
[1°]
(o
©
c
©
E
O
O
B
<)
Q.
-
7]




Become the hunter
and the

dimimam e

el

- BUIFn fread on the sfreets

SIECTIRUM 488 (OMPOIDONRE 64 ARMSTEX AN

Ocean Software is available from selected branches of: : Oicear Saftware
.- WOOLWORTH, WHSMITH @' | Ocean House - & Central Street
I AT LASKYS Rumbelows, COMET Manchester - M2 5NS
fl Spectrum Shops and all good software dealers. | Telephone 061 8326633 - Telex 669977 Oceans G
I N S D S S A R e S a) E 3

Dty N N _ N [

N N . .




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 enormousiy
useful in keeping CRApSH the way you like
it — if lots of people hadn't told us that
program listings were QUT, who knows ..
. they mi?ht be cluttering up our pages
aven now!

This year, apart from the usual mix of
questions about CRASH, we've asked
¥OU a few more guestions. If you don’t
mind answering them, then your respon-
ses would be very helpful to us in getting
to know you better. But if you'd rather
keep a few secrets, we won't be offended!
It's vital that as many readers as poss-
ible return CRASHTIONMNAIRE 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 too.

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

twelve month subscription to the mag-
azine. A good £100 worth of goodies! Four
runners up will eollect a twelve month
subscription, £12 worth of software and a

H T Shirt and hat. Five more
CRASHTIONNAIRE-replying persons will
collect their very own T Shirt.

You've got about a8 month to put your
thinking cap on (it could soon be replaced
bra H Capl}: sharpen your biro and
fill in your answers. Send the form to
CRA/ QUESTIONS, PO BOX 10,
LUDLOW, SHROPSHIRE, SY8 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 you!
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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
35

6-8

9-10

oopoo

2) On average, how many other people
read your copy of CRASH? 0o

3) If you get CRASH regularly,
how do you buy it?
(Tick one Box)

By subscription
Reserved or delivered by newsagent
Over the counter

ooo

4) In order of preference, which other
computer titles you you buy?

Sinclair User

Your Sinclair

Popular Computing World
ZX Computing

Computer and Video Games
Computer Gamer

Popular Computing Weekly
Other (please specify below)

pooooooo

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

5) Da you intend buying another com-
puter in the next six months?
(¥ or N) O

6) Please give marks out of ten for each of
the following features in CRASH

v vl o0

Advertisements 5 |
Arcade game reviews at
Bug Box ||
Competitions 5|
CRASH Forum ||
Editorial page(s) BB
Frontline Ol
General articles |
Hall of Slime 00
Hardware articles cl
Hotline charts o
Lunar Jetman ||
Merely Mangram 0O
News Input 0
Playing Tips oo
Programmer/Company profiles 0o
Previews oo
Signpost 8
Tech Niche 8|
Tech Tips 5

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

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

.......................................
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B8) Is the current rating system
Good

Average

Bad

(Tick one)

onn

9) How often do you agree with the
ratings?

Always

Quite often

Occasionally

Never

(Tick one)

i

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

Every time
Quite 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
maore, L for less if you'd like changes

Detail

No of screen shots

Amount of reviewers opinion
Length

[ {5 R

12} If it was up to you, how would you
improve the rating system?

SECTION TWO:

ABOUT YOU

A) Are you

Male &
Female )
B} How old are you? |

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

CSE

GCE O Level

GCE A Level

GCSE

Degree/Technical Certificate
School leaving certificate

oooooo

D) How much pocket money do you spend
aweek?

Up to £1
£1-£2
£2-£5
£5-£10
Over £10
{Tick one)

ooooo

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

Model making |
Pop music O
Play by mail games N
Playing sports O

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

F) Apart from CRASH, what else do you
read? Please list titles:

MAGAZINES

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

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

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

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

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

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

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

All the time
Regularly
Sometimes
Never

Y

Please list the stations you listen to:

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

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

H) Which of the following do you drink
regularly?

Coca Cola
Pepsi Cola
7Up

I) Do you holiday abroad?

Rarely
Once a year
Twice a year
More often

oooo




winners EpRIZES

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

entrants. ..
Look at this lot

At last! We can let you have the results 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 bv GAVIN WILDING, Fen Lodge, The Street,

Thorndon.

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

short of space. . ..

CRASH HACKER
comp
December Issue

Hack, Hack, Hacketty Hack you
all went, and differences were

tted throughout the land.

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

Stuart Harris Whitedands Ave W03 5R8D;
Saah Taylor Caterine Way WA12 BRG;
ﬂloanGrean ua ENF:SI-mprr
Smltsw W 68U Alan Smith
Chaegnut Grove K113 3.I.J Steven Bowran
Marion Ave 508 1EJ: Andrew Goodwin
Fo;ﬁ(:u GUS BSL: Sergio Bonito
Mefbaurne it SE20 BAS; D Simpson
Rowan SP3 4HB; Eryl Jones Argraig LLAB
BLR; Mark Meapay Hn-nard VWass EIRE;
i hae1 Chandiar Caim ‘0" Mount PAZ2
Wallage The Thatn:h;r;;s BN2E
_Naﬂ Thomas Woodgate Rd GL14
;JF Masters Welbeck Rd M30 BEH;
Adam Bailey. Maliard Close GR10 OBE:
Jamia Sayer Beaumont Way PE30 4UB; N
Mohr Westminster Rd M30 9EB; Mark
Colling Clifton 5t 575 OJL; Ross !.Ilhrwhrts
Knox Rd POZ 8JL; Bill Kersel Caldarview
Ave MLEATL: Petar Robinson Shottendene
Rd CTS 4NA; N Tulett Hollywood Lane ME7
2AR; lan Haves Boveen Sharavogue
IRELAND; Mrs C Middieton MaresBrook
Park Rd 58 9FN: Paul O McMullen Kelsey
Gardens DN4. 7OB: Mike Clarke Cartyle
Close MK16 8PZ; Jon Sendel Selly Oak Ad
S8 BDU; Alaxander Bates Verdi Close RG22
4JE; Adrian Conn Sam:lrln ham Rd DN2
5J0; Geraint Jones anor Way L25
SN, Adrian Mitchell Graenhall Gardans
BS12 2PD; Paul Taylor Tenn-.rsun Ave SK16
&0R; Ml!nn Patrovich Dall Rd THZ;
reth Jones Gotham Ad L&3 QNO Jahn
hﬁneravneld fid SK7 1JU; Mrs S Churtan
Merthy St CF2 ¢JL Jnscm Meritt Allanby
Drive BM11 Justin O'Brien East
bnumaﬂrlE SUSSEx Tirm Dickson Penarth
Court SM2 SLA: J Bennett Killi orth Bd
ME1Z OBR; JM Sorensen T'he os Way
NE3 4LN; Rick Bechot CL U Kumnm
HOLLAND:; lan Muir Craarrsad Drive NE23
BLG; JHEavam Waesterdale NE2B 8UB; Mr
M W Smith Rimswall Rd 7519 TLJ: David
Jennings Crimicar Ave S10 4EQ Jennifer
Muir Crofihead Drive NEZ3 6LG; Alan
Walton Pesl Close BB2 3MNG; MR K Grasner

§§§

Featherstone DH3 4NB

SWEEVO's WORLD
WINNERS
November Issue

At long last, we reveal the
winner of the Ferguson colour
monitor  offered l-‘i:\( 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 lat,
of course, didn't. Especially not
Richard Creak of Keswick
Gardens HUG BTBwho won! The
rest of you pick up a copy of the
game., ..

RUNNERS UP

Lovd Tumn Rl G IE, Chrstophir
o yawyn e} st &r
mian Baldock Road SGE& 3JX; Jerosn
Nus Kruistash 5 Holland; Paul English
Medwall Gresn S02 BJP: David Jenkins
Desrbrook MP44 45X M 'Giate Panorama
Road BH1S 2QT: Patrick Boyle Kintyre
Avenue  Renfrewshine; W Stevens St
Barnzbas: Road CR4 2DW; lan Muir Croft-
head Drive ME23 6LG; Richard Tudor
Clament Road SK& 5AG; Mr Hapeful
Shelton Fieids S5Y3 BPA; Mr C Yemada
Hillcrest Road BM11 1EF; R Payne Lauder-
dale Avenue FYE 3JP: Mart Totham
Partridge Dirive Essex; Mr N Knowles
Winstree Road CMO BET: Mr D C Lioyd
Chamwood Way CV3Z 7BU; Staven Smith
Pene Close ST'LS EHL; L Parker Totteridge
Aoad HP13 7LE: Tim Fisher Kings Road
GLU13 30R: Gaw Smiltia Platt Avenue OLE
8RT: Brian Poole Gmanbam Way BLE5TA:
A Auckland Boulby Drive 13 4UN;
Andrew Thake Boyd Close CM23 SEG,
Robert Mistiatoe: Street DH1 4EP;
Martin Aldrid Gresnfern Avenus SL1
; Nail M n London Road CT11
O0A: A PGoode-Cnlarama Road BAZ LW,
Adax Cavlderon The Avenue BR3 2ES; Keith
Bumham Sandhurst Avenue B36 8EJ

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 peﬁ}]!e collect
copies of Fighting Warrior and
they are known as the

RUNNERS UP

Roger Judd, Croxdale, NE10 ORR: Nigel
Rivers, Roche Close, SN3 640, Deborah
Hoxdgsion, Redwonth Road, DLA 2JJ
Howard Rickards, Winstaniey Foad, WNS
XD Martin Chiles, Shelton, Closs, WS10
OTZ; Bill Kersal, Calderview Avenug, MLE
4TL; M Einon, Hunters Park, SA70 8TP;

Ersmhiav Tem Drive, NG!E 'IBE Rich-
ard Fallon, Pershore Road, BDJ; Karl
, Mari borough Road, D‘!"E 1BA: Ray-
mand Francis, Mol ier Gians, AMB 4EJ;
Master A Rowan, Thirmere Drive, M2d
IWT; Richand Gamhm. Boxholme Ter-
race, Leeds 7. lan Wood, KIWHE LS16
TBU; Erick Caan, Gatton Close, RHZ OHG:
Mlchaal Reid, South Street, POS 4DF; Jon
Parthmunster Terrace, TR26 2B8Q;
M aal Haataz Ca Road, NG5S ZNG;
Ste Whaien, Fylde Awenue, PRS 3RF; c
Emblem, Lafflands Lane, WF4 2AE; Alan
Thornas, Wi ate Road, GLIU T(Kl‘
Leon Jollens, Sodanecoust Road, BH
CPQ; Dominic Jones, Askham Lud?
30R; P.J O Meara, Newtownad
Chris Laowis, Oaknill- Road, K
Richard MecConnell, Eyre Street, CFZ ZJT
Yiv Man Cheung, Church Street, LS26 BRD;
Lestay Cutting, -Camb Rosd, MES
0OJdH; Stephen Wallsce, Redwood Close,
CMBE 2PL; N J Weare, Rolleston Fload, LE7
9ED; JoeHﬂe Maidanstone Hill, SET3BEX;
Jl:lhn Fisher, CﬂnLral Drive, WATT 8DE; A
rion, Royden R WS 7LP; Chris
Fullon, Station Ave-nue EMS1 LES: J D
@tt, The Drive, ENE ZAP; Phillp
ewoad, Eur',l H|I1 5(519 2RS; Nl
Cans Woklng GE 2EL; Brian
ary Farrn LIE- 1TY; Paul
F| bﬂ Merewood Avenue, ONX3 BEG;
Michaal Gaunt, Vicarage Drive, ST14 5DL;
Dianisl Jayes, Mngmn Fark Crascent, NN3
3AD: P M Barlow, Bertlan Avenus, LL1B
2UG; Mr S Fleahy, Featharsione Close,
NG4 4JA: Staphen Clapham, The Haven,
Di2 2DN; Andrew Matthews, Capmartin
Road, CVe 3FW; Thomas Lennon, King-
standing Road, Ba4 BLB; Daniel Watkins,
Meadow Rize, DY12 175

MELBOURNE
HOUSE's BIG DADDY
CHRISSY COMP

Steven Cook of Ornsay Street,
G522 THP is the other winner of
Melbourne House's complste
works for the Spectrum. He was
witty about the Big Daddy
hoto, 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 soen. Be patient, you lot!

RUNNERS UP

Mr 1 Harl, Lowes End, MK18 2DB; David
Crazier, Cowley Crescent, DHS 90Y; Mark
Rosa, Mewberries  Avanug, Wo7 7EL
Robert Lines, The La: stHauss PO12 200
avid Gorton, Rewidge Read, BEY1 BDJ;
Alandaur Kelly. Main Street, ‘K¥3 0UQ;
Justin Gentle, The Avanue, PO12 2JY; Pau!
Meleish, Taunrcm Avanus . WNT BPT; K
Hennett, Oaklands, SNE BEB J Mum

Taunton Avenue, NN3 3LY: Martin Daina,
Edward Street, DN3 6PS; J Clarke, Grace
Way, SG1 5AA; Adam Wray, Wattsfisld
Awenue, LAS 5L, Siman Proudman,
Town Lane, 854 BOK: R Morlolk, Grays
Close, ST7 3LU); Marc James, Main Street,
LE1Z &PE: P‘hil Gillibrand, 5t Austall
Avenue, M23 TFY; R Prior, Frinity Road,
GU21 zSY Taimanidis_Thesfilas,
Greecs: Michasl Bear,
Phrlc osa CF&Q'I'F F‘Hsdlr%on Marnn
Grove, SM4 BAL; Chris ad,
Emgh Manor Huad TF I8 Bueset‘l
Thomey Close, PO14 3AF; 5 J Zsibrita,
Bowood Road, EN3 TLH; Lean Qrr, Fiz-
william Avenua. BT7 2HJ: Mr R Klobucki,
Lock Crascant, OX5 1THE

MARTECH's ZOIDS
XMAS COMP

Shezad Hussain from St Peters
Road, Berkshire is the lucky fel-
low who collects a copy of Zoids,
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:

SECOND

Sl.e?h-un A Graham, Green Lane, Cumbria;
c:a g Wright, Mount Cottages, TF4 3LL
ins, Moorhens, GU34 3ET;
Almn Batchelor, Thackersy Avenus, N17
a0y John Adams, Clapham Road, L4270
A Garland, Heath Hurst Road, NW3 2RLL J
A Hiy Beach Farm Drive, SK10 2ER;
John Hill, Crediton Close, NN3 3AJ; Russell
Thamas, Hazel Drive, LE17 4TX ) Birbeck,
K-ng Edwards Raad, WR14 4AJ: M e
wres, North Strest, CMO 7DF; Master G
Ta-,.rtcn California Road, BS15 BPP: Linds
Kingsford, Cavendish Drive, NN33HL Mick
Annies, Saliowbush Rosd, TAF;
Jonathon Amor, Coombe Court, RE‘!S&JE
R Ellis, Ashworth. Park, WA18 3DE; Paul
Price, Bromley Close, DHT 2TZ; "Phili
BOIIE'.-.I' Stanstead Avenis, WAS ZHLU; Neil
ie, Cormwallis Drive, CM3 5YE; Christian
Stum; Trend|ewood Park, BS16 1TE

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

RUNNERS UP

Paul Oshourne, Erith Road, DAT BHT; Jack
Barber, Nontingham Roed, NG10282; Chris
Smith, Rhus; 3ET: Matthew Furniss,
s Avenue, SA04WA; Neil Smith,
Samdy!nrm Ayanie, FY‘.S-!BS ‘Neil Martin,
hru R; Jason Fong, Lukut,
ayeia; Jason Drang, Baider F:'IS& SE12
9PF: E Johnson, Hoyles Lane, PR4 ONE;
Alex Gick, I{avanaghs Road, CM14 4NE:
Petar Eweleigh, Liwyn Castan, C
Neil Clarkson, Dawding Way, SN12 650;

Timathy Duni Rodm-rl'.l: Bvenue, BN
8BS: Russell . Dunkirk Road PEB
A0 En.an Mo Carlavarock Drive,
EH33 D R Wad, Totishate Clase,

Souﬂ'lam n; Shukai M Ali, Roberts
Streat, M30 OFX: Kerry Jefferies, Wilton
Park Road, PO

37 7BL); Robert Edwardson,
Winderrrara Road, CW7 26 G E Baggot,
Osborne Road, 503 BGJ; r.und Lu:as
Hawthorn. Foad,

GE7 3LX;
Burley Place, Walas ol | Wﬂgll! T
Road. L63 SHJ; Phlilp Bonner, The mga,
NG11 8NB; Tim Merton, Dyke Vale Road,
S12 4EQ; Nedl Lansdell, Eartham Aoad, NA4
THL: Martin Scanian, Albecy, TR3 7T
Jamas v, Hen Parc Avenue, SAZ THA;
Crarg erghl.. Maunt Ca 6 'FF4 3LL;
Jason Coggins, Moorhens, GU34 3

GPEEE!
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David Green of Greenhill Road,
58 OBA is the person who will
row be able to enjoy playing
games on his Spectrum even
more. He wins a colour telly for
his Stone Age computer design.

ies of the game, Yabba

Dog from Quicksilva are

g:ren now winging their way to
e

RUNNERS UP

Bewl:t Gosna:l. Sixty Acres Road, HP'!G
Marfolk, Grays Close, ST7 3LU

Jahn LOUR'IT Willow Road, GL1D m

Khalid Jamil. Gladstone Park Gardans,

MW2 6LA; Nick Moodie, Church Road, SE13
2EZ; A M Allum, Brook House, Herts: MrL
Gunn, Chestnut Road, 531 O5N; Paul Hib-
bard, Hlld-u\'llla Drive, S50 9RT; Allan
Batchelor, Thackaray Avenue, N17 9DY:
Colin_Reekie, Schoolhouse, KY10 2DH:
Hangi Koppe, Avenue Road, A.L‘l 3PY; Har
e e g
ens mr& SLH c
Powell, Boleyn Close, HPZ 7 Gary
Frame, Glen armn G74 2AG; Mark
ton, Chinnor Rosd, GX8 3L5; Richard Ms,
Joan Ward Street, CV3 EFW: Richard
Cooper, Mount Pleasant, DY6 85L; Tam
French, E\x!r!r.'an'|||\|l‘;nw|I POZOR..!D Ao Ml,ul

Owen .ﬂwmua. Neil Martin,
E:pn EhrisDa , Bri
1] 18 4ER S M Barron, Lungﬁa

E17; Paul Fallon, Denholme,
i.ams.md-tam& . The Wynd, Scotiand

BALLBLAZER
CHRISTMAS COMP

Activision will be sending out
thrae VTX5000 modems very
First, second and third in
me queue will be: Colin Mayof
Runswick Drive, NGB 1JB; Janet
I-Inﬂof Parkgate, WA16 8HE and
M Shannon from Moyola Park,
BTSE 8ER. Twenty five more
entrants won themselves a copy
of the game itself, Ballbalzer.

RUNNERS UP

John Curr, \ﬁols Avenue, TW14 0EN; A

Clare’s Close, DE3; Michael
Mam. Polegarm NEET BJY; Donald Find-
lay, Mensionhouse Road, E3 1TZ; Robarn
Hughes, Wsmlckhwnua CVEEDJ; David
Ma kﬂlle,

PRS 7AQ; D
Marshall I’lm CH1 4TY; Mr R

Chowdhury, Hammersmith Gardens, LUS
BRG; A J Markham, Bishops Walk, NR31
SBQ: Tim Hardmap, Walter Straet, WA1
3TE; Julian Mawson, Silverdale Grangs,
Lszn 8PX; Kevin Fisher, Lea-Gate, GL12
DemdMﬂ-‘wiI Beechfield Aoad, SK9
Ch Burvl Road, L43 9RS;
MrPHarnm nd; Heath Road, 1P12 90U; Mr

S D Laason, Heathfield Road, ST14 TON
Kivin Devine;, Thornhill, YO11 3LY; MrRW
Leason, Heathfieid Road, ST14 75N: Mr R
Bird , Clarendon P‘Iane L82- David Didcorm,
m“‘“‘ wood T s b e

FEWO i a)
ﬁwerl NEE‘?IE%VRI;G“" hﬁi}wgﬁ
e, ichard palk.s, ‘Water-

lao Paddock, LNS i

Julian Smith,
Copperkins, HPE AW
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BC’'s QUEST FOR
TIRES COMP
December Issue

A super dooper Midi HiFi

is on its way to Stephen

and he lives at Hahnemwn Rd,
L4 3SA. Two people each win a
Second Prize, to wit, the ce-rh
plete warks of Software Praj

on the Spectrum. They like obe
called J Keates who lives at
Stonar Close, CT13 9LH and
Miss C Butcher of Industrial
Cottages, LN1 1DZ. Then there
were the copies of BC's Quest
for Tires that are soon to be sent
off to the

RUNNERS UP

Richard Astwood, Chapel Lane, NG153DA;
G Swinburn, Mominga}da Rd, L11 1AU;
Julian Mamun Silverdate Gran LSW
ard Lambert, F'alurs Si

And:ew\i\fo'l Elu
Bﬁnﬂﬁy Wheatlands Pa
Chris Beck, Grattan St, 5671 2.JR; Steven

Warren, ‘Mewslade’, NP6 5BS; Malcolm

Dma,(:uhnn Gardum Nmm%ds Anleg

Cottage, EX20 rain Tel-

hrli. 'I"ha Cullerns, SNG TNN; Sean Ste-

Hﬁh FRd, NEBI! :IITJ Michael

SK7 6PS; BL

Hndonl’hd STIEZMG E&I’J’fi‘mlﬂl'h.

Wainu‘l Wailk, E SUSSEX; Khalid , Glad-

stone Park rden:, NW2 6LA; Simon

Adams, Downs Rd, SM2 5PR; Mr K Green-

er, Feathersione, DH3 4NB; Simon Wab-
star, Almond Hd NR31 BEJ: DW May,

Rivarview Grove, Wa 30P; Pater Ll.anham

Derby R, M14 BLX

HEWSON COMP
WINNERS

What a lucky lot you all arel
Playing Pregrammer’s Photofit
tanded all you lot with copies of
Dragontore, Legend of Avalon,
Technician Ted, Southern Belle,
and of course Asrmcfone. Sﬁy
thank you to the nice
Hewson!

Stephen Albrow, Woods Coke West, NR32
362 Mhcnaes Baer Hodon P 108
SND Andt!mBammﬂ,L Ameﬁ‘l

hifeid Avenus,
wFé % Emblem LafﬂsmlsLann WF4

2AE; Gavin Flood, Lower Sheepham Fam'l
PL21 OLX; Stuart Green, Huntington Road,
Y03 ?RB John Gregory, The Lawiey, BE3
1J8; Michasl Hackett Lubbersthorpe fosd,
LE3 EXH P.-Hamsmiond, Heath Road, IP‘IS
arm, Wanwick se, KV16
Hoa arnes. Wingfield Road, HU3
iker Jannings, rry Hiil Maum,
W'D?‘IDJ Chris
MLZ 7DZ; Michael Lewis, Machen Foad,
GL16 7BU; Crai Mitehell, Moncktons
Avenus, METS Stephen Muigﬂrm
Floors Road, G?BDP)( ; Jamie Paterson, The
Maiting, PE17 1GZ; Mark
Bressey Grove, E16 ZHX: Alex Rudga.
'i'dlaga Cloge, CO13. 0FF; Jon Rose, Lion
1 302 Mark Shaw, Merﬂtgzsmw,
L3G ANS; MStarhi.CIll’l.anﬂnad
Kevin Terment, Broom Hill, PL12 4DZ;
GWB"HISMEHPIB"‘IE Farm, HD3 1XL; Daniel

Watkins, Meadow Rise, DY12 1J5; Glen
White, The Avanua. xm 8LL; David
Wright, Churchfield, WNG

US GOLD
CHRISTMAS
COMPETITION

Twio top prize people will soon
have a ZX Expansion Pack each,

for coming top in this compet-
ition. Their names are, wait for it,
wait for it: Rashid Hazak of St
Joan Close, RH11 75W and
Gareth Ford, The Oaks, DE7 6DJ

RUNNERS UP

And yet a stack more entrants
came out of the giant cardboard

and, as a result, should soon
have their very own freebie copy
of Impossible Mission

Colin Jennings, Glendower Street, CFA8
350; Robert Lines, The Last House, PO12

ylsham

Hﬂad. NR3 ZHF Carl Gllbnde. Whita
Knowie Road, sm? SNG hnl‘.hon Miorhey,
Chumh Jﬂd : Turnier,
hﬂl! Steale,

z SLW C.ha pe Lorrias,

F'rlmnn Avenue, M9 3JW: € Crowhurst,
Cl:éFIEmmrﬁ Avani HUE?DD fan Hunt,

Lane, AN;
Drakeshill Close, DY8 3LE; MrM H:tnbar‘!.

Somerset Drive, S43 1DH; David
Srieddon, Coleshill Street, E?Z ‘ISH KB‘\P]l!

Karen Almand, Bounces Road, NS BIR; Mr
R Smith, Pavillion Road, CT18 SRAL; Mark
Thomas, Wheatridge , PLT 402 J Clarke,
Grace Way, SG1 1lan Walford, Bilson,
GL14 ZL..I John Hill, Crediton Close, NN3

3AJ; C Brown, The Crescent, TNS 1SA;
Darren J Slimrs Hill, SE18 3HY,
Vincent Teg; Road, SG14 INF; Luke
Nation, nad BE13 BDA. Jomia
Jenking, Hlblu']ew Rnad.. EH12 800Q; ne
Ho m, ' rd Street, South Wales;

5 Read, ML1O

BHX: And ruw Bamard, ﬁsCroqi:edHnu:sa

e
r eur, n
NG7 SHW. Crash Reader,
bank Road, 828 8EZ; Gavin Marshall, Spur
Raad, BRE OQL; Graham Roberts, Sutton
Avenus, L64 OTA

MICRO MUSICAL
MIDI COMP

John Camp, of Dommeville
Close, N20 OLE wins the Casio
Synthesiser and a MIDI interface
for his S rum, while Chris
Wood of Chatsworth Drive,
ME10 1TW and lan Couldrey of
Marﬁlﬂret Road, CO11 1RZ coll-

IDI interfaces courtesy of
those nice Micro Musical people

in Coventry

OCEAN CHRISTMAS
COMPETITION

David May of Riverview Grove,
W4 30P; B JPeck, Cheviot Road,
WV2 2HD; Chris O Sullivan,
Arnal Crescent, SW18 5PX; Neil
McKeown, Whyterose Terrace,
KY8 3AR and David Alexa
Hol ush Lane, TW12 2QY are
ive lucky persons who coll-
ect a goodie bag from Ocean,
full of surprises.

RUNNERS UP

Twenty five more entrants coll-
ect and Ocean game to complete
their collection. What a clever lot
of game spotters you all are!

Martin Bell, Shore Road, BT2: ZRP; J

e LR
y in
g?* Beach Growva, CT12 Chwven

ack, 1

Lewis, Mitchell Avenue, NE2 .".LA; Catin
Jenni Glendower Straet, CF48 358G
en Turney, Birdwood Road, CB135U;
F‘mmd 'u"lﬁlqshlra Closs, V12

BEU Ps‘ul Drugfn
ILA D Ma:rtnll-e. Marshal Road, CB1 4TY;
Cam OLE:

Adrian boal Rond, D815 i
Aridraw Mwss, Lirmas ', GG2 9AN; R
B Hall, Linddis. Moont . WF2 R
Betteley, Pina Walk, CWS 7DE; Robin Law,

Quseen rg,aret‘sl’hud ORE 8FW

e e —




TAU CETI COMP
December Issue

A'super dooper “Ghettoblaster’”
and a couple of blank tapes ison
its way to the winner, who is C
Counsell from Waterbench
Drive, 03 258D. Twenty more
winners collect a copy of the
game, ‘cos they are

RUNNERS UP

lan King, Foxyard Rd, DY4 8BH; Wilson
Hayhurst, Fell End Farm LAT JBW: Jahn
('Connor, Hillside, SK15 ZNW; DW May,
Riverside Grove, W4 30P; Paul Fletcher,
Lowenya, IP25 TAX; Jason Guth, Chigwell
Lans, 1G10 3NY: Simon Jones, Grai Hill
Rd, B38 8RE: J::P\n'l'adm BrvnnSnt ATD
1JB; | Mair, Holt Rd, NR25 7TAS: Marcus
Cmper. Stourbridge Aoad, B61 BAN; Pate
Tong. Rue des Belles F¢uﬂ|& FRANCE;
Bryan Eise PenzancaMDE NH: Dagcn
Jones, Ave, N8 BNR; Richard
Sharp, Hall M E4 9Hx David Thomas,
Baﬂ:em B30 3PP, G Inpes, Forhill Rd, KAT
Beck. Genefax Houss, 510 3FJ; &
s, Swiss Av, M1 2AF; Ken Aylmer,

Mrit Lane, OX3 OPY; Craig Taylor,

Drive, M27 35Y

DOMARK Friday 13th
COMPETITION

lan McAuliffe from West
Commeon Grove, ALS 2LL will
soon be enjoying a trip out,
courte: tiloe Sartorial guper—
stars o Domark A few more
folks will be Domarked for Life

with fabaroonie T Shirts ... ..

RUNNERS UP

Carl Humphrey, Gildane Orchard Park, HUS
9AZ; Karl Rowe, Marlborough Road, D3
1BR; N Roper, lmrl;s 15 5PA; Paul
Sml'th Rushetts HH2 7RQ: Mr J
Hughes, Castle Moffat, EH41 4LW; Marcus
Mal.huan Park, M102J5;
rs, Therlow Road, PLI BNZ; A J
eman, Manilla Road BES TPE: Mr o
Bartlett, Insley Grove, 3 3AH;
Man Soueren? Placa, NE& GLIB; Smp-
Scothern, iliam_ Street,
‘rurishlrs, Andrew Staniford, Ehfustlzn
Boad, 542 SNH: D G Cannor, Audney
Gardens, HAD 3TG; J Wilson, Trustons
Gafdnﬂs RM11 1ED: J Samuels, Warrens
Shawe Lans, HAS BFX; M Barker, Hedon

Road, HUS3 SND; R D T le, Howard
Avanue, sL2 'ILB Robert Barton, Brigg
Road, DNZO nner, Matt-

hew Flinders PEZ1 8EN; Rory Me
Veigh, Colinmiil, Imﬁand 1anMulr m*t
head Drive, NE!S 6LG; Tmol!'lg

Mam

Druids me
Ahm I:l Hoa:L SW18 END: Adam
Close, ALE ODZ; David
Eaﬂam Dannal Adamson Aver!ue. M31
4PR; Craig Moore, Farlam Drive, CA1 2XB;
Staphan oian, Hahnamann Aoad, L4 354;
Robert Narton, Goodyear Avenue, W10
3,R: Michael Cook, Ladysmith Road, EN1
AA0; Swephen Rudman, Midway Closs,
L2 ZTE Phii An:lamnrl Hulhrla Cras-
cant, o a% rGas;ng Sa\dtsal kﬁmmn
Read, SE1 an ucklesham
Road, IP10 n?m ple, Kings-
wu-ud aql W{}ZB’E‘F HMuﬂuilIa Mamhnll
Road, CB1 4TY: Chris Whetlor, Thaichers
Close, Worcs;  Jahn ‘I'urle',- Alexandra
Road, G31 3BP; RSwney, re House,
Blﬂcﬂ Matthew Luckl muhew Oid
Bridge Road, CTS 1RJ; lan Hunt, Oid Lodge

Lane, CRZ 44N; Alan , Rodger Road,
513 TRH; Micky H Westarham Close,
yne & Wear; David n, Grindon TCE,

vx:s&Wear Tracy Bentley, Radford Road,
rwickshire; Paul  Yeomans, Beagle
R|dge Drive, Y02 2JH; Damian Highwoad ,

Hutsfard Clase, MES GSS: Duncan Camp-
bell, The Knoll, NEGT 5LQ; Peter O' Brien,
Central Avenug, NG7 JAG; Stephen Grant,
Osbome Road, BN1 BLR; Kevin Fisher, Lea
Gate, GL12 88D

DUCKWORTH's
CHRIMBLE
WINNERS

Half a dozen people will soon
have bookshelves creaking
under the strain of their prizes
from Duckworths. A blo?.:;ghy
of Sir Clive Sinclair plus a

other computer titles go to:

Derrick  Austin, Calf Close. YO3 B8NS;

egl:.hen A Graham, Green Lane, CA2 108;

Davv Elr Hill, CM16 ﬂﬂ Jahn

Lane, T56 OHJ; Judy

Faitnur Felhnde THE 1TN; Neil Graham,
Green Lane, Cumbfla

OLI COMPETITION

Grahame Chidwick from Wel-
holme Road, DN32 9LR will soon
have a smashmg Oliver Frey
Original to hang on his favourite

ﬁ home and impress his
frlend With Good eh?

ROBOT MESSIAH
COMPETITION
December Issue

Pam Sellick of Evenlade Park,
0X14 35Z and Neil McDowall of
Ashfield House, SP2 7EG are
gomg to be getting a whizzo

aga Keyboard to tuck their
Spectmms up in. T Shirts to the
following:

RUNNERS UP

James Millen, Downsview, BNS 8YB, Ryan
Scoular, Fhercus Laan, RHZ! EBA Richard
Dwms. Thirlmere Road, M31 2ST; Chris
Constance kwﬂm, ST& éTE

Mudam. Kenlor Road, SW17 ODFr
L‘.harnai Pandlmu—ﬂame Bixley Drive, P4

5.) Cotterill, M rsaLane 519 6HA;
W WE Bl ‘r‘he zm-e Steve

Whinneyflald Road, NE6 4RR;
V’rlmnt.ﬂueDeLAbbwa.Be-l iem; Mr
Adems, Old Mel Haed NG12 SNH; sn
Kay, Willow Road, M30 8J2: Anthony
Morley , Church Lane, HU12 8JG; C Yau,
Delancey Sireet, NW‘I TRX; Hilary Brown,
Venner AvenLe, HAF; David Kel
Porthill Road, SY3 SHN Mr B Dm]u.
Millsicle , WW:B.I.J MlchneiCaﬂd!ef Caim
& Mount, PAT1 3EQ; Groham Persson,
Ealfour Strest, EHE BER Staven Moore |
Greangata Levens, LAB BNF; M Guaﬂn.
Broadoak Court . M8 BUL; Kevin Penni
1on, Middletho Gm\-\e. YO LE: T
P\urnan Rugbyciose, na-g Jenemv Mur-
:—.,T Taunton Avenue, N
Gill, Banbu:yﬁoacl M4 108; Wnoenﬂao.
rth Road, 3G14 1NF; Peter Math, Coney
I\ahm:l K16 1H|5, .Nun Gaorgs, Davison

yien, Acacis

4831 DA, Holland, Richard Killick, Makd-

stone Road, MES OLH; Craig Aldred, Windy

. NR2950R; Nick Marsh, Lower Aston

5 3EX; Nigel Monlouis, Manbey Park

Road, E15'1EY; John M Lewis, Osklands,

SA148DL; Andrew Rumsby, Lan Yon Road,

TR2 BHF; Kevin Lioyd, Bryn Hyfryd, LL5S

3DU; Paul Fulcher, Lowenva Hale Road,
P25 7TAX

ADVENTURE CHART WRITE-IN COUPON

Please use block capitals and write clearly!

|
t
I
lﬂame. ......................
1
I

Send your cou

CRASH HOTLINE WRITE IN COUPON My top five favourite programs in descending order

to: CRASH ADVENTURE TRAIL, PO BOX 10,
LUDLOW, SHROPSHIRE SY8 1DB

| Please use block capitals and write ciearly!

|

bt
I
|
|
I
|

Poslcode ouv i

Send your coupon to: CRASH HOTLINE, PO BOX 10,
LUDLOW, SHROPSHIRE SY8 1DB

My top five programs are:

I
|
TITLE VOTE OUT OF TEN I
i
- |
2 |
|
3 |
|
4
|
B |
____________________ s
|
TITLE PHODUCEH{
|
: |
2 |
s :
4 |
|
5 |
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2 (28) COMMANDO Elite

4( 1) WAY OF THE EXPLODING FIST Melbourne| Wist 2 S

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 Spear 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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VIARSPORT Gargoyle Games
FOURTH PROTOCOL Century
D MOON Level 9
HOBBIT Melbourne House

OCK Melbourne House

12 (—) SWORDS AND SORCERY PSS
14 ( 8 TERRORMOLINOS Melbourne House
16 (27) TIR NA NOG Gargoyle Games

18 (12) SPIDERMAN Adventure International

22 (29) URBAN UPSTART Richard Shepherd

24 (18) HAMPSTEAD Melbourne House
26 (24) THE HULK Adventure International
28 (—) ENIGMA FORCE Beyond

30 (—) ROBIN OF THE WOOD Odin

~ This month, £40 of sofhnare goes to Steve Whitehall, of Spring Lane MI“’OI"I 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
850 and Paul Reeves (no relation to Superman!) of Regent Drive, Bournemouth.
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Wizard's Lair 63%: 3 pieces of Lion :
Shadow of the Unicom 12%

Yesod 78%
 Point Beat computeron all




The trials and tribulations faced
by Cosmic Wartoad on his quest
to save his gueen from ‘the
horrid Sludge Saw are well doc-
umented on pages 136 and 137
of this issue. THAT is the reviaw,
THIS is the competition. Tadpole
Willy has to help the Toad
amangst Toads cross the time
void, so 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,
CRASH PO Box 10, Ludlow,
Shropshire, SYE 1DB to arrive by
27th of March and you could be
one of the lucky winners who
will receive their very own free

aypdseE

i

L

copy of Cosmic Wartoad. Gerr-
onwithit!
---u----------------%-------
¥
: FIND THESE WORDS:
[ ]
: DENTONDESIGNS
:COSMIC MICARTHARSMI CK
.WAHTOAD BVOPPIZBANPPI Z
s LILYPAD SESFRIGHTGTTNY
:TOADS OOMHXWBEMI LS I K
s SLIME LILYPADVYSIOVL
sTIMEVOID LJKOWSMICEGTON
:SAW PI1ZIAZDOKDHODE
s ZIPPO OIGVRAENTNTLSC
® LIGHTER AMKHOKSDAOTIC I
' TOOL DAPTTIZNWTHLOM
s KIT SXRYLEDTNNOYOS
2 SAMLUYRSAEIPPO
: WITIMEVOIDJADC
:NAME
:ADDFIESS .....................................................
f b : ...............................................................
up for grabs!’ [ R e
:
[ ]
| |
| |
[ |




- 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

\l

inches does not make good surfing, so has leapt into a
passing hire car in search of diversion. Nowreadon. ..

e were Just
. oputside Ross-
nowlagh on
b 3 ~ the Atlantic
coast when the Guinness began
to take hold. Sitting in the mid-
dle of the back seat and sur-
rounded by journalists from
comﬁeting 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
fivea 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 5t
Brides boasts a sacret. Were we
not the hard bitten investigative
journalists to uncover that
conundrum?

There is something 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, | wouldnt have been
Psycho-ed out!

wur  welcome was
‘decidedly un-sca

‘but no less weird.
" Perhaps those wind

ing Irish lanes had worked their
leprechaun magic and we'd slip-
ped back through time. There
were no electric lights in the
place; the maid who answered
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-
ha my name was Trixie
Trinian after all. No steady on —
it was either too much Guinness,
or too little.

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

ink twin set, As she told us
ater, she'd resisted the temp-
tation to get dressed up, by
which she meant the gown she
wears in her educational role.
But this was hardly Lendon
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
more than 50 years ago. Then,
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GAMES
LESSONS

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,
%itah!ishing 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 gothere fora
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
different experience of living as
themselves.” Marianne’s back-

round is both teaching and

umanistic ﬁsvcholom and this
is far more than a theme holiday
hotel; as an experiment in
human behaviour it's “fascinat-
ing". St Brides works because
the pupils are never given the
chance to do anything 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. Marianne 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 to0
glad to Eive 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 tells you that

our schooldays are the happ-
iest days of your life.

his world of lessons —
' & and the ‘pupils’ do
have to study the

basics of maths and
languages — may seem 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 to scrat-
chy records played on a wind-up
gramophone under the stern
gaze of Marianne Scarlett, you
can understand how easy it is to
ge‘t lost in the game. One who
id just that is Priscilla Lang-
ridge. She committed the
unthinkable sin of introducing a
micro 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 Minson

passive and mind rotting, com-
puters “call for 100% concen-
tration and commitment.
They're not just playing with a
oystick.” So, about a year and a
alf ago part of St Brides entered
the modern world, though
they've been known to do their
computing by candle light.

Priscilla was a writer long
before fate, or more Elrobably 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 St
Brides, thair first adventure, set
in the corridors and dermitories
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 few
bare facts found as they walked
along the shore.

‘elling at first by mail
“order only, via a sug-
| gestive show of stock-
B ing tops and school
uniform, Secret sold well
enough to gather 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.” Hts
main strength lies in Priscilla’s
writing skills, which are both

witty and atmospheric.

Secret is- also refreshingly
different — there’s not an orc or
an elf in sight. And itcasts you in
the role of a female character,
though neither woman sees her-
seif 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 games
to be open and accessible, to
appeal to adventurers of both

SEXES.

Spurred on by their success,
the Games Mistresses, as they
styled themnselves, set to work
on The Snow Queen, intended
to be the first of a series oftie-ins
with books in which it's hoped
that facsimilie editions will ac-
company the game. Snow
Queen is based on a classic, dark
fairy tale by Hans Christian
Andersen in which a girl seeksto
save her brother whose view of
life has been corrupted by a
fragment of a mirror made by
the devil. With it, the program-
ming has become more sophis-
ticated, so that Gerda appears to
have a will of her own when it
comes to obeying 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 heroine in the classic
maode, with lots of in jokes for
comic fans. Silverwolfis a more
traditional adventure, and from
the sample pages that Priscilla
handed round it's obvious that

both are being done with an eya
to comics being adult and arty.
Once again, there are scantily
clad females and subtexts of
sexuality. “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-
torias of this place where fan-
tasies can be realised. But

uestions remain unanswered,
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.
W ey head is clea-
ring and all |
feel is that I'd
e like another
drink. It comes as a surprise that
if we didn’t have to charge back
to the surf, Marianne and Pris-
cillawould hapxilvtake us down
to their local. And what do the

villagers make of the latest
inhabitants of a house with an
odd  history? “The Irish like
anybody o is enterprising,”
Marianne says, adding that
coverall for a good scheme, Plan
or whesze, "“a bit of a crack.’

So now | know that the place
does exist, and it isnt some
clever hype. | know that Mari-
anne and Priscilla are most
charming hostesses and | know
that they are fully capable of

laying 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 Priscilla and
presumably the programmers
we were told about but never
saw, they are all busy realising
the philosophy of 5t Brides as a
centre for antasr 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 & hand :
cranked disk drive. . . y
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would have to be

Carter
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 Persaonality

Network 23 is a hugely success-
ful TV company which leads the
rating"s owing to the introduct-
ion of Blipverts — the commer-
cial innovation which com-

resses three minutes of adverts
into 'rhirtT7 seconds, giving view-
ers no chance to switch chan-
nels. However, Blipverts have an

Twenty minutes into the future Edison Carter pauses.
.. The two hundred and ten storey Network 23 tower

STEPPING A FEW
WITH QUICKSILVA

appalling side effect on inactive
viewers, causing them to spont-
aneously combust. Network 23
ignored this unfortunate side-

ect, and Edison Carter, top TV
reporter, tried to expose the
facts. Grossman, head of Net-
work 23 decided that Edison

block looms menacingly down from the skies,
blackened with industrial waste.

wizard, Bryce Lynch, copied Generator, Edison’s synthesised
Edison’s brain pattern onto a  personality. .

computer while he was uncon- With the help of his controller,
scious — thus effectively syn- Theora Jones, Edison Carter
thesising Edison Carter’s per- brought the full story, live and

So you've seen him on ﬂ:eoch impedi. pediment. Max
T.T.!I?,T.V..T.T.V; the only eadroom’s the multi-media
presenter on cathode rayto get  megastar who hosts a telly

a job in spite show, appears in afilm, has
o!pa sp.sp.sp. written a book and is now the

subject of a co er game —
thanks to those i¢k31hn‘ﬂ
people who have come up with

M
HEADROOM,

L
Competition!

........ TSHIRTSIZE .....ccvnuvves
VIDEO OWNED (VHS (BETA)
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1

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

Just a little more than twenty
minutes into the future Edison
Era ares to enter the Network 23

uilding . . .

The security system is certain-
ly 8 complex one, but Theora's
Maxhunter program should give
some help to cracking the codes.
The first task is to get access to

Max Headroom, the game. !
Even if ‘ve seen the film, &
TWENTY MINUTESINTOTHE I
FUTURE, playing the game isn't 1§
going to be a piece of cake. ¥
tricky in fact: from what this ]
Minion’s seen so far Max [ ]
Headroom the game is goingto &
keep quite a few ardent ]
gamesters busy for a good ]
while. To give SHreaders
the chance to get a bit of 5
back nd ma‘tm:‘lrur, '
Quicksilva have deci to élm i
away an all-mg)enses paid day i
out to the studio and edit suite H
where the Max Headroom
graphics are created. The lucky i
winner of the main prizeinthe 1
Max Comp will also geta MAX &
MEGAP. containing the Max §
Headroom Video, a signed copy |
of The Max Headroom Guide to 1§
Life’ along with the book of the 1§
film and a signed copy of [
‘Creative Computer Graphics®
Annabel Jankel and Rocky g
rton. And, just in case you i
cold on the train back, P
re’s a T shirt thrown in too! "
Five more MAX MEGAPACKs §
are on offer to runners up, and '
ten MAX MINIPACKS are
waiting to be sent throughthe 1
st to some more winners, L
a&uopntain asigned copyof |
the Guide to Life, the ofthe §
film and a T shirt. 1
To enter, all you have to do ]
{snigger, snigger] is re- i
assemble Breughel and Mahler, §
E;hn have u';;forlunatelym [
ipverted by an advert for -
cleaning knuckle dusters. Then :
write or draw a Blipvert forany
ﬂmduet you care to dream up. A
eﬁuﬂw copy explosive, Okay? )
hizz your Blipvert Bag '
containin ur e to
BLIPVEH'E &ASH, Box1o, 1
LUDLOW, SHROPSHIRE, Sya &
1DB to arrive by 27th March, the 1§
Day of Judgement. Maxwise. §
[ ]




'MINUTES INTO THE
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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,
Fress'mg fire whan they glow to
ight up the display.
he next task is to crack the
security codes on the executive
level so Theora can control the
camera systems, lifts and open/
close the doors on each of the
levels. In the floor game the
security system flashes a series
of four lights and accompanies
them with four notes, Edisﬂn
miust repeat the series, only in
the reverse arder to win control
of the floor. If Edison fails to beat
the system then his search
throughout the executive levels
is made extremely difficuit 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

FUTURE

The LED game which you hava 1o play
to gain control of tha [ift, in
HEADROOM, the game. The central
scraen is where the action takes
place and control icons are groupad
round it

with Theora's guidance Edison
must find four pairs of hexa-
decimal digits — the Director’s
codes — before 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
before Max is truly his.

The whole game is played
against the clack — Edison only
has until six in the morning to
complete the rescue, otherwise
the workers return and over-
power him. lcons are used to
control the program, although
there is dynamic control over
Edison throughout the search.
Edison Carter's confidence takes
knocks when he is assaulted by
the guards or fails to erack a
code — a readout on the bottom

Camera 5ix gives a view onto one of the floors in Network
23’s building. Edisen scampers round looking for codes and
avoiding the guards while Ms Jones, his controller, gives
him all the help she can.

of the screen indicates his con-
fidence level. It's possible for
Edison to regain confidence by
resting in one of the offices on a
floor, but the penalty istime... .
Edison's mission is danger-
ous — there are a lot of vested
interests involved in the Max
Headroom 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
he’s not careful he could end up
at the body bank, a futuristic
mor%ug.
If Edison manages ta pull of
the rescue then the player is
rewarded with a special treat . . .
details of which we won't reveal
just yet, but there’s a whole
Spectrum memoryful of good-
ﬁs \\lraiting for you if you rescue
ax
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vailable for

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

JUIKS TR

hie \W’Fﬁlrt.li.l"l.-" ful games in the Universe

Quicksilva Ltd.,
Liberty House,
222 Regent Street,
Lendon 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. Bit

inted as 1 really wanted a hover-

C}‘Cie.Dadsajdthatinhisd.ayJ.mwm
lucky if you got a second-hand

re com for Chri

I ooked up puter ?J: hristmas,
Mangrams’ long word dictionary.

avy stores,

JANUARY 3rd

. Spent my software token that Auntie Janet
gave mg for Xmas. Bought a strategy/

ntly it's a military rank. You could
ly only buy them from Army and
2 : S

arcade/adventure game called “The Spmce %

Shutt * Dad said that it was in bad
i sEsoun after the real thing,

e o n

; TS
TV. It shot straight to number 2in
charts a week later. The holographics are
amazing, the best I've ever scen on the
Spectrum Super.
cram into 2000K these days.

e e D

FEBRUARY 13th
What 2 boring day. Tdon't think that it's
stopped acid ra inisim:elgutup this
morning. The only bit of excitement was
when Tibby came running in from the back
yard. Mum told me to put the cat out. but
the fire extinguisher wouldn't wark. She
Nad to throw a bucket of water over him
instead. He hasn't 5 steaming since
Personally, I think we should buy 2 Rob.
Pet. At least they're acid-rain proof,

R

BRUARY 20th

School started again today. Depressing.
My new form tutor is ancient. The
headmaster says that they just can't afford
to buy new androids every year, so we'll
have to make do with the older, ‘but more
i ' ones. Old isn't the word. He
i looks like he's pre-Sinclair. My mate Dave's

B tcaches i thie Latost maodel, with bl 1

in 3D projector and positronic humour
- circuit. I'm not sure what a hurnour circuit
is. Maybe he giggles when handing out
lines!
et

MARCH 3rd
Got into Mum and Dad's bad books today.

It's incredible what they 22

over
towards

me,

smoking moggy, span
sending a spray of non-
aleoholic cider over the room, 1 was

i

ordered to my bedroom without any
protein tablets and told never to say such
vile words again. [ wouldn't mind, but I
don't even know what it means! Well, at
least they can't stop me writing it in my

diary. Grown-ups! They can all get
Thatchered as far as I'm concerned!

e

Went onaschml_
We visited the bui

A

MARCH 21st
trip to Ludlow today.
Iding that originally

MAY 4th

i

The cat has gone missin i
& — again. This
fre-;ueqtly happens. The last time, it had
otten its tail caught in the rear bumper of 3

f £ 2
MO996 before the f:-jr hﬂé:r?ixs':eks o

: Sereams. Luckily the address tag that al]
JICEHSEdm domestic animals mu[:tgwa:: Was
still attached to hig collar, and he was

returned to us minys one life, half of his fur

housed the Newsfield Publishing empire.

In the town centre there is a
tatue of Sir Lloyd Mangram.

wear a

justwhattheyca]'l
Old Rustbucket’, my
didn't know. He did s

i-bronze
P‘!gs‘:ihe really

r bag over his head or is that

Artistic Licence? I asked
form tutor, but he
ay that Lord

was one of the few famous

1 forgot that they were in the room and let

fly with a filthy word. Mind you, I had a
reason to: the final of the Indoor

nternational Tiddlywinks Championship
was on TV, and was just reaching the
deciding winks when the stupid cat went
andb‘itt}uuughthesula:pm:nﬂillm. The

; er went out, the cat litu W §
e A , Tebb

: play
. rain inmy

to my feet angrily shouting out, ‘Ol

it!"" I realised my mistake immediately.

Dad went crazy. Mum, who had been in the

of throwing her non-lslc&bolim_:idex
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APRIL 22nd

" Got picked on by the school bully this
: morning. He t
pl ground and
faoeimleul;sl
rotein pill money. 1 o _
E.ndﬁ&; Furo-dollars on me, so it

coat and any dignity that ha
left. My Dad says that hiacE cr::;ha:: i

al}ways‘been thought unlucky, and that

e
MAY 18th
The cat has returned — battered and

heir likeness bandaged. It appears that the foolish
i ﬁi‘ﬁ ;B“lﬂﬂid-ﬂ""'“ and m‘eam.;‘girta:n'?;eed to mate with a Rabe-
i R Clat a few blocks away. Sparks flew, Tibby
okt flew, and so did his address tag. It took.
W ; 3 S somf.imeforﬁt:hmers of the n:;ih‘a.nia:tall
1 . mouser to find the tag among the plasti-
" Pirated [:: F-'F“L 13th | grass in thei back garcen, hence the delay
M ves copy of "Mega-Galactic in the cat's return, Dad isbeing sued for
= Mice From }-{acr?today, Took six hours prkeofnneRabo-Catmdapayil of
. j\vug::i:?pe in the POKE. I got s litle melted synthetic lawn. The topic of
- Wwhen the Software Protection Chip Tibby's sexual Proclivities is carefully
# in my Spectrum ﬂ'ashfdaWarning that it a\'oiédwhe:nl m around, no doubt to save
wsecasm ) t toself-destruct, and that I had 20 my parents from embarrassing
| Seconds to leave the vicinity of the explanations, At times like these [m glad |
e i T“"‘*;;E the power off had no . had the foresight to bug their bedroom.
ect, as it immediately swi § : : o e
: reserve battery, but | Hfahag:iher,:;tgih : E: PR e
s o with a wad o chewing gumand. | JUNE 10th
B o by seculs o Old Rustbucket dr
. mel ! Phew! Mind you, it was worth it . boringold et dragged the cligs to 3
i Just to see the cat running around after the L o !hemdu:::m today. In the music
. holographic Meta-Galactic Mice. Well, of holadi.c) Semonstrated the forerunners
hobbling areund would be a better hits Df.‘}dlm-{}' slﬁfs calielads tr.e‘:""d?'- Just
ion, what with the bandages and ad to scratch with » nged;;i:)wni:ﬁ you

me in a comer of the &
reatened to throw acid- | :

we him my
had a

.

sounds. Primitive! I've heard

on an inter-plane clearer sound

| Gy Omiemui

tary tnmkmc:il to Jupiter
i ooy if%f the ‘time hopping' andgld‘:fo:uh:
as Richard. It amazes me that he
. ‘escaped detection for over 150 years,

be h
Vi e Moo o

actival i i 1
ted under interrogation, but it js

: rse. Revenge is forthcoming. tobe a far more advanced societ
e e Toave 10 lend the bully “Mega- | | {han ours. fudging fom the androids
Calactic Mice” and a copy of the POKE. S gy [P teg'm'_'m'y- which cannot he

\ So, provided that he doesn't have any wg,g Petsonally, 1 1% 7 known methods
= ewi gum m'mplmﬁmﬂm' 5 called ! dy' : dﬂ" t ﬂ.“nk much of this sg-
%ﬂfabﬁg noise in the L wﬂa Emd society, if, with so much
. neighbourhood. ' send bach -t disposal allthey do witht i
- s robotl T Ploody popsinging
i B i
SR ﬁ o




S e

JUNE 29tk

Tried to discuss the polit;
aspects of the civil :vgfjt::xg::uuﬁ m[’mr

Lynne Constable but
all she
Was cﬁ-a“.i me bde..l'::i d'mfhov:::-ﬂyf:ﬁde m
, We i ]
Dave and Eg, smokin mly T
substance: Tobacco!

AUGUST 31st

We have been discussi

where %i}}r
our family vacation week. Mum voted for
South Al}r:ieﬁca‘ as it's just about the only

Wammwmmmmrﬁitm

something called 5 'f;, 'uﬁha .

¢ ided to be 4 man o%ﬂ'fewactldl d
Ty it Lset fire 1o one end, sucked g rh:J
e el

Bt managed to look 4t my

state. Dirty old swine). I qﬁaim fancied

Moonbase myself. After

his Eurobark account, we settled on a
comprarise, We're going to

, and said Not bad, but I
e e hrough my bravad,tey
the f me that I had just smoked
m&ﬂ;m lﬂradeake me immedjate}y
again. Anythin

that needs 4 ] !
you. Shin s TbEHQOder

again!!

SEPTEMBER 7th
* Herewearein B
never seems to change. Laser lights

nkey, million Euro-do

=" JULY 27th

%

The cat came into the house wi
SPAITOW in its jaws this aﬂem:l:i Bda?d

B"d"‘f species. He chased the cat all
over the house, finally catehing it in
kitchen, After 4 ;II']haIr it

=

i Wauld vote Royalic
- can feel the gmﬂ’

iz ﬁ'lk.!‘ltmad'llnesbylhgr
wind that blows acid-rain hats ;
confetti. ] once heard that the
e
rce of the infamous Black B
Gl ey pool wind. It

in their natural state. Dad wanted Hawaii
(where you can see women in their natural

ad had checked

lackpool. Again. The place
Eﬂnﬁgo?lﬂturex in the sky, rides on the

government

t shield to try and reduce the

m According to my history teacher,

have not always been state
controlled. People were once allowed to
buy them from shopping centres and set
them off personally. This resulted in
thousands of deaths and injuries over the
_years. How foolish of them.

NOVEMBER 30th
Bought my Xmas presents early this year.
Got Mmya large box of vegolates (low

calorie of course), and Dad's getting a pair

of slippers to replace the ones that Tibby
chewed 1o pieces last year, I've
that these are non-toxic as the vet hates
being called out on Boxing Day. For my
grandparents P've purchased some classical
music (non-hal hic) by Wham and
Duran Duran (Yech!l). Il:n;n pla[;ring safe and
not buying the cat anything. o
years hr’siad a Robo-Mouse (stuck in
throat), a musical ball, (rolled into the
i yacuum droid, followed by Tibby) and 2
in

. box of cat sweets, (got head jammed

box).

SEPTEMBER 14th

Returned from Blackpool to find Tibby ina

terrible state. We had forgotten to switch
off his personal force field before leaving,
which meant that he could not get at the
food from the automatic dispenser. He was
starving half to death among a mountain of
food on the kitchen floor. Poor thing. He's
always been his own worst enemy, and now
he's got us to contend with as well.
R e M R

pudsiy e e B
. holographic i a¢ the President’s

I mage. He started rant
t newl'\"ﬂtmg aga“naﬂdl.{he iy he-

€ next ti‘mea,rm“d‘ I
ateh very tho EEE quaking in their

sure

%

2 AR i ﬁ
DECEMBER 141,

Put up the Chirig
tmas :
dra out the pld .f:jcrmt’mx_ We

T e
bit of tweaking s L8NS Worked afier 4

a5 tree” aog;

the control
le streamers Were a bit of pa;

thc:_ug[-._ As usual the

D"? day Il y

i

e {
& “eid

laughter, tof this. From

A

OCTOBER 16th

tug-of-war over the
corpse, he threw the ineriminat; E:
ﬁﬁﬂ? into the i,

had not been &lerg“-’basﬂincinemtm. If1

My birthday. Still no sign of a haver-cycle

s e, [ think the cat might

Sdns,

T —
AUGUST 6th

. The

B8 5 ,"a.nd'

. The court case has been dr

d couldn't

iustice computer decided that

held responsible for the maniaical % :

of a cat. The cat was sentenced to
ﬁemerﬁctri.:: f:ha.lr glag. no gh erﬁiggyckmg].

lebration, Dad bought a
i ‘Iorc:ﬁeiti We should have done %

FYEARS ago! I's fantastic. The field

generator is built into an ordinary cat collar

d activated with a remote switch, It stops
a‘L;:e(:atlzmmping into or biting things. And,
' tly, stops things hil

;

more i ; , 5 DIELIng .
im. Pertec .Ifhegetsmtptmublem}_w.li >

I;;Tmy collection of CRASH Weekly!!

e

o S

on the horizon. Ended up with the usual
sort of presents. Software, of the potential

in bin variety; books-("Biggles Flies
m-“%.lilld. Your Rabo-

Butler”), plus holodisc tokens. No !

Dad said he couldn’t afford to feed the

. whole neighbourhood every year, Just as

= time.

W. considering the cat nearly
in the pseudo-fruit punch last

| riding 00 4 etalls, I got everything

5

NOVEMBER 5th

Bonfire night. Went to the community
park to watch the firework display. A large

% area of plasti-grass had been cleared for the

.
ﬁ

central pseudo-wood bonfire, which was lit
by laser pistol. Computer controlled
ignition of the firework displays ensured

that all the ic displays went off

e

=

@

Fantastic
 hoverbikeatlonglast. Just

off M= S'Pils‘bm 5.'3 P]mipp

DECEMBER 25th

R AR e

Tk e
L 1G1‘eat" Nova-Brﬁ!H ve got “'F‘:':!m i

o Well, it 18
riding on air. Well | E:
e ually,but T t00 i

ult retros,

umm'. memory and
rgency back-u? gegneratnr. Bit tricky to

emer

o civit, but Tl soon

Dad said he'd teach e

tood old Dad!

E
irst, in fact | nearly took the 1P 3

oo

5

DECEMBER 26th

Tebb it! Tebb it! Tebb it! My stupid old
father just rode my hover-cycle t

e

Mirs Pursehouse’s window!! T told him tabe 3

. careful but he didn't listen. | warned him

that they didn't have somersault retros in
his day but he just grinned and said that he
could handle it. He shot off like a luser balt,
clipped a solar power pole, span ibits to
give up. I must try to acquire some for next
year.
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Rosetta Mcleod

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.

i 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 preducing similar types of software
| for a wide variety of subjects, but not all of these

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 [V part 1

Both of these packages provide
an extremely thorough study of
the play involved. The first pro-

| gram on The Merchant of Venice

| 18 concerned with linking events
o plots and themes. If, for ins-
tance, the event is that ‘Antonio

| discusses. the reasons for his
sadness with fnends!, the stu-
dent has to match this with a
choice of four plots and eight
themes. If Money is selected as
the correct theme, the computer
responds by asking the student
to. consider the Friendship
therme as well. The Plots pro
gram takes things a step further
by presenting various events |
from each Act, and then asking

| the student te construct the

| play's chronological order. The
final two programs, Write and
Ouotes, involve a very thorough |
knowledge of the actual text of

| the play, Write displays in-

| complete  paragraphs  taken
from the play and the student |

LETTS DO SOME REVISION

Plots and themes explored with the Letts revision guide to

THE MERCHANT OF VENICE

John of Gaunt

has to complete them. Different
levils of difficulty are available:
for instance, if ‘Portia and Mercy
| and the Law' is chosen at the
| easigst of the five levels of
difficulty, the screen display
| begins, 'Disguised -- Balthasar,
Partia has task of saving
Antonio  while upheiding the
law, as T--- is no power in V-
can alter — decreg -+
[ Atthis level the words omitted
could be guessed by anyane.

paragraph is
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presented  in

| possible to cheat

dashes only! It is, however,
pressing X
displays the completed para
graph on the screen,
begins by inviting the student to
select a character and theme;
and the computer displays the
Act and Scene together with a
quotation which has to be com-
pleted. Again, a cheat facility is
provided, and & helpful com

| ment is grven to ,""_,!{_'lvoke further

| thought.

but at the most difficult level, the |
Henry IV Part 1 has similar Write,

Quotes

The family tree sprouts on screen during execution of the

Letts revision program which takes Shakespeare into the |

computer age. HENRY V Part 1

| Flet and Quore programs, but |
this time begins with a ‘Family |

Tree' lask, so that the student

has some appreciation of the |

reasans underlying the political

| tension in the play. The next

program, Relate, focuses atten-

tion an the relationships bet- |

ween the characters, and these

are displayed dmgranu—nancﬂllv

together with useful comments.
Any student working their

way successfully through either |

of the literature packages would
end up as a candidate for the
black chair of 'Mastermind’
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MATHEMATICS

| Ten different programs are pro-
i vided in this package, ranging
from basic arithmetic and the
use of & calculator to algebra,
geometry . and
| This' ‘mathematics suite’, as
| Letts call it, comprises a sum-
many of important theary paints,
screen  demonstrations, user
interaction where the power of
| the computer is under the con-
trol of the student {eg the draw-
ing of graphsi, 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 corg of
the GCE syllabuses, at the endof
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 difficuity which
could be worked on.

Advice is also given to the
student on how to use the pro-
grams in a revision scheme, and
reference. is made to the other

| Letts revision aids, such ds the
Passcards. Mathematies is a
| subject which lends itself well to
| computer assisted learming, and
this package would be of great

help to the serious student. It

Key facts

L

S

For O-Levei GCE, €SE and Ge

Chem

Produg
duced by d3R Ltg

trigomometry, |

| does,

ST

2 -l s
M=T

however, cover a very
wide area of mathematical
knowledge, so the student may
find that certain programs are
far too easy. A mathematics
teacher commented that the
arga covered was, perhaps, far
too wide, although some stu-
denis might benefit from revis-
ion of the basics,

e
B

F L
 REVISION
LI T e
e il EHF'?!\DE

SE

Istry

| basic

Hard sums with the calculator, part of the MATHEMATICS

software from Letts

CA=EPL1I+D.01r 3"

wEky =8Syrs

Explaining the layout of a scientific calculatar in the Letis

MATHEMATICS revision package

The chemistry suite'of programs
is designed to test knowledge of
facts, and to improve
understanding of the underlying
pringiples. The programs cover
the following areas; atomic
structure and bonding; periodic
tables; formulae; chemical
deductions; electrolysis; appar-

| atus: acids; basésandsalts; and

organic chemistry. Several of
the programs require the stu-
dent to complete passages dis-
played on the screen as in the
literature 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
edge 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.

The FPeriodic Table program
covers this area relatively well,
hut the next program Farmuw/ae
and Equations 15 rather awk-
ward to use, as the entry of
correct formulae reguires the
use of both upper and lower
case letters as well as subscript
numbers which are located on
the graphic keys. Deduce tests

CHEMISTRY

the user's overall knowledge of
chemistry by supplying clues
aboul a randomly selecled sub-
stance, while Elect covers
electrolysis and ionic eguations
Apparatus {s an interesting way
of giving. practice in the selec-
tian and assembly of the most
usual apparatus for the labora-
tory preparation of each of 13
gases, with the student finally
being required to complete
balanced  equations. Acids,
Bases and Salts comes in three
parts: in the first, a descriptive
passage has to be completed;
part two asks for comments an
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 al various
levels of difficulty, and reguire
the identification of isomers;
homologues and compounds,

Thie chemistry specialist who
Ipoked at this suite of programs
for me felt sure that it would be
reasonably helpful if used with
other study methods, but com- |
mented that the content at times
was rather lightweight and
sketchy.
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PHYSICS

The 10 programs in t
cover topics such as motion,
electricity, magnetism, waves,
{ at and radicactivity. A
liagnostic section in the first
am provides 40 questions,
and the computer then reviews
the responses and suggests a
study. The questions
mipted under test
conditions, and at the e the
| scora and time taken are shown,
| with the number of
swered questions.
: )&, the program
vhich covers a variety of equa
tions, is rather boring, but then
some aspects of stud \.'m',-
baring! The two Mot pro-
grams use attractive r;m,,h. S to
convey informati speed,
velocity, force,
| power, momentum and so on,

are. |

while Light deals with reflecti
refraction and defects of the
Radio simulates a range of
experiments on  radicactivity,
but the selection and manoeu-
varability of the elements in the
detection experiment are rather
slow. The Rutherford experi
went shows wvery little, and
one of its fundamental
results — the ba{‘k scattering of
alpha particles. Waves and Elect
2 are |'|11||E|p|ﬂ choice prograrms
in which the computer providas
@ hint if the first answer is
incorrect. Elect 1 uses a water
model to p the student to
understand current electricity,
while Heat simulates heating
and cooling I'.".-:perlr‘.‘.er‘-l:-'..
Onee again, a {Ferx deal of
rmlr‘u is covered in this pack
3 rnc' good use is made of
e student
c’ the test sections of
lar use.

wc}; 1l ri
particu

COMPUTER

STUDIES

Computer Studies is, of course,
one of the newest subjects in the
m, and it is appropriate

t this subject too has promp-
ted Letts to issue a C‘L?T(.Ndl'f‘
revision package to accompany
their other aids. A very -mcle 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 ,-_}r[}qral"m help the
student to revise software dev-
elopment skills, WHIL others are
aimed at deepening knowledge
of technigL fundamental to
the subject ¢ as the analysis

af logic circuits,

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

dent has to cormplete to multiple |
choice guestions.. In  certain |
programs if wrong answers are
given, the computer eith

vides a hint or displays
correct solution after a spe
number of incorrect responses.
Most of the programs com- |
mence with a menu from which |
the student may selectan areaof |
interest. High Level Languages
for example allows a choice
from: Expressions and Assign-
ments, Branches and Loops, and
Suvbroutines 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; Addition |
and Subtraction: 3}0ctal and
Hexidecimal,

The students who looked at
this suite for me were quite
impressed with the range of
|<}pics cavered and felt it would
be a useful addition to their |

| study aids

Classifying bugs, beasties and organisms in the BIOLOGY

revision package from Latts

BIOLOGY

| The programs in this pac kage
fall into two categori
| graphics bas ,t—*ricvwﬁ g|

tanding of the
and functioning of
(_'5[ syste r‘]‘: L"{pl c,r rr It'-:

gepened
aclue appears
correct answer ta which
the drawing of the skeleton .-"\
similar technigue is used in The
Eye 'where a diagrammatic
cross-section of the eye is gra-
dually b up in response to
carrectly swered gquestions
on the structure and accommo-

ation of the eye.

76 CRASH March 1986

| armmal,
| already mentioned, the p

| The second category involves |
the application of afarge body of

kriowledge in Hormeostasis
the student should know how
temperature, water balance,
breathing rate and blood glu
cose levels are controlied in a

In addition to those

suite  covers topics such as
Variety of Life (the plant king-
dom, invertebrat les, arthropods
and verebrate Nutrition in
plants and anim. IL;. Food Webs
[ 3 Breathing,
Irel Reproduc
Jnci :,-:‘ {'”{‘5 The graphics
are dr and are used to good
effect but the content of the
programs is pert lacking in
depth fo study

Hier,

Qs

| pUrposes.

CO"‘puter
tud |es

ol and oy

ol
| PR i
Arw Brld T .‘
® ‘.“u.' e L TP

i "

! "“* s
¥
1

ﬂ@:_‘ i

"

COMMENTS

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:

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!




= THE COLLECTION

Tha PSS WARGAMERS SERIES has
been created 1o combine elements of &
strategy game ke chess with the added
ment of 2 graphic arcade game
hey are for the player who wants a
i0Us bul stimiudating game requinng
both manual dexterity and mental aglity
The strategic |evel otthe games is played
ot & map system, whilst the tactical can
be played in'an opfional arcade style with
you-actually firing guns and missiles

Theatre Europe portrays the next warin
Eurape. Command either NATO or the
WARSAW PACT forces and contral air/
ground/nuclear and chemical units.
Optional arcade sequences put you
actually in the hot'seal. 3 Level game
where Level 1 18 for beginners {the
computer opponent will not use the
Nuclear option). Lavel 2 i3 a “rational”
game r{:«lowwlg the acsemao shrategies
of NATO and the WARSAW PACT, In
lewet 3 rha cumcui[—:: plays-a highly
unpredictable game where anything
can happen

A3 lavel game with you in control of
fighter command during the summer of
1940 Optiona! arcade sequences
ying a Spitfire in asrial combat
i aircralt gunmgroundto
ar r':nh‘m-'

BATTLE OF EHT A!N

v-*-

A C At (S avail soon) £9.95

are m command of the 1S Pac ic
flests 6 months alier the a
Japanese on Peari Harbour, i
game depicting 3 different Japanese

THE STRATEGIC WARGAMES
SERIES has been designed with
wargame “punist” in mind, The games
are played -:-r- m, are

; ' epresent
.ts F‘ ayability 15
nthe series with 5 levels of dif

S C (A avail soon)

of WWwIl, the US
eir costhest amd
of 1 & wear - the
gisland of WO JIMA. You
&5 whilst the

the key

£7.95

-J‘ID.»’\‘: TheMi

stunning SD fully 2ni n\drpd ﬂlf,,_,.n.(_-s
redl time interactve conflict 2
'.'E-'SElllLJ'l SE:[}U-“I""ES. ot y

I‘,rr

A series of expansion modules are also
planned o add new oppon

scenarios and different quests 1o
increase i B

each game writhen with MID J\S

SWORDS & SORCERY - represents the
first example of the Midas range. /

all rofe praying advenlures, the-aim of the
gar o develop your character = vou
m.g-n W

quests for tr>~= who wan
them — some are given, others mu
found - some are lost cagseas - the

the mast compiex
program yel atternpted gn a home
mecrd, the controk i
Just gix keys will control you rf.rnf' 3
around thie duny

Playing the table provided w
hQJrS CI‘ fun, but with Macadam B

prsilion ng E'L rs and bumper
down 1o adjusting the TIl sensitivi
The pass 5 are endiess!

A C (S avail soon) £9.95 ACSM A 8 (C avail soon)

RODUCTS ARE AVAILABLE FROMSELECTEDBRANCHES OF WH SMITH. JOHN MENZIES, BOOTS. AND ALL GOOD DEALERS. CREDIT CARD ORDERS PHONE




' 4

e e S e D S SR T s e S S s e ST 5

X Ak ok ok ok ke k- ok ko e e

.S, GOILID

Until now, this fantastic
ange of American games
bas been available only to
the fortunate owners of
Atari and Commodore
computers. 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 Awerican 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 Americal

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

-
Btk ed by all leading computer stores including: . VLTI WHSMITH WILDINGS WOOLWORTH

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




CRASH BACK NUMBERS

fill that CRASH Gap. . .. .

3 April 84 ® ‘Missile Comman games @ Livi ® Sinclair Talks

4 May 84

5 June Bd

. 10 NE_\{EP_‘I_‘Ile_r 84 efield Joystick — compart Deus Ex Machina

16May 85 @ Sports simulations roundup @ Sinclair Story 2 @ Firebird @ Incentive ® Light Magic graphics
utility ® music utilities ® Underwurlde Map 1@ Brice lee map @ Sabre Wulf Map ® Everyone's A
—______ Wally Map @ Artist: Godfrey Dowson At =
17June85 @ Denton Designs @ Frankie ® Spectrum surgery ® Sinclair Story 3 @ Knight Lore Map 18
Underwurlde Map 2 @ Tape to Microdrive @ Leonardo graphics utility ® Datel sound sampler @
Aftlfs{'._Da\f_id Thorpe
18 July 1985  @Gremlin Graphics ;"yrnlile.Anisl"Bub Wakeliﬁﬁiri(:iéqr ape Magazines z utility
. ¥ i : r gazines®Leonardo utilit
part two@CRASHBACK looks again at games in lssue 8@Gyron map of Atrium®Modems r:::um_-}-
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 Dlipos Fighting
Spectrum®ilirrorsoft Profile®Inside the Timex 20688Round Up of BASIC Compilers®0n the
Cq:u_\f_g.r_&l_'t:at Rich Shenfizld®Maps of Dynamite Dan and Shadowfire

20 September 1985 @ALIEN 8 and DUN DARACH maps@Electronic Pencil Company Profile®Part Twﬁ of BASIC

p::mp_fiers Round-up®The 64K Spectrum®Design Design Autoprofife, Part 1®Rod Cousens
mnterview

Issue 21 October 1985 eviews of MéEpu_ﬂ. Astroclon: te and Scuﬁi_:{r_[io_u @NODES (]F" YESOD ma_p_
®Holografix profile — how to make a Hologram @Crashtionnaire analysis ®Platinum
Productions profile :

22 November 1985  @Feature on small computer magazi aoking ) i icradrive tips and hints
in the NICHE and part 2 of the fas o fes 5 he Cover@An inside look
at Fantasy Gamebooks®Early lo

ecember 1985 &®\Visit to Mel 1 ¢ n Design autoprofile ends@
Computer graph ure — On The Co om Central TV@Scary cover and
fay 13th@More previe
Christmas Special 1985/6  On The Cover Special — 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 Eagle
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
extensions 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 — betier get your orders in guick. It's - ’ : .

probably worth tlephoning if you want to order early ssues, as @ | would like to order the following issues:

we're getting short. And if you missed Issue 19, we can now com-

gheo ﬂplinpurcﬂlamﬁmatﬂnmwdumm&m?
tasteful mm Anouncin 7 -

s gty ’ Please tick the box next to the issue numbers that you want:

(30400810016 17 18 019 120 421 122 (123

BACK NUMBERS SPECIAL OFFERS mas i

® Any thres or four issues ordered at the same time—d0poff total T8 Special 1986 (125

® Five or more issues ordered at the same time — 20p off each 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 £

Fran, Famous CRASH Back Issue Personage

@®0verseas orders: £2.00 per magazine | enclose a Cheque or Postal Order for the TOTAL

(they cost a fortune to send)

@Special Offer discounts still apply, so get in quick! DO NOT pay in cash — cheques or postal order only please, made
payable to MICRO. Please don’t include any mail order

Name ests with general post for editorial, competition entries etc as it

AR s e A will almost certainly cause delays. Include your phone number, if

possible so Aggie can sort out problems g; y. Send orders to the

Address........ address below. Thank you. End of Public Service announcement. . ..

BACK NUMBERS
CRASH MAGAZINE, PO BOX 10, LUDLOW
Post Code..........cc..... SHROPSHIRE SY8 1DB
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“ICON GRAPHIX

Following in the wake of the icon driven graphics packages is ICON GRAPHIX from ASL

which is being marketed by AUDIOGENIC.

B FEATURES

= Bms; ispray tln

M Cassette and microdrive operation
- n joystick or keyboard control (Z,X,C,V

pun {pemiil with up to 16 different shapes

P
&

page (screen scroll)

2E8T
55

clears screen, restores current pattern to black
 joystick or keyboard)
to ZX printer
ify screen area
drawci.rég and filling pattern

lgsgg EEEN

]

‘and save to microdrive or cassette

[
[ 2

17]

ollowing the current trend

towards icon driven gra-

phics utilities, Audiogenic
have released ICON GRAPHIX
from ASL. This is being market-
ed 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.

e 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
to choose from. If that's not
enough, existing pattérns may
be edited to create your own
patterns.
A maffmfy facility with a sim-
le pixel set ar reset facility can
used for detail work. Correct-
ions can be made with the

%

ey

TOOLS and COMMANDS

FELT PEN

PUSH PAGE

Push Page
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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
o]otians 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 characters over the
existing pattern.

A screen dump routine allows
screen 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 userfriendly,
The various 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

82 CRASH March 1986

EDIT PATTERN

t the
with 8 ink

Lir £l

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 palette.

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-
ings using the logical AND and
XOR functions. Serious screen
designers will miss a screen
dump routine for B0 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.

Pﬁmm: lcon Graphix
Producer: Audiogenic
Software Ltd.

Price: £9.95

EC
IPS

FILTERED

TIPS

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 bottom 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
ariginal Mega BASIC tape was incomplete.

Anyhow, the wandering wisdom is repreduced below — let's
hope that the delay caused by adding it to this month’s column
doesn’t provoke any other disasters!

ere's also a rather oo

beyona it WL :

EE'HE %ﬁ“g‘; gfa LL function | files. TR ssette file copier th
s jours bounded areas of s your current prog rai
‘f':gmgccrge?w for you. Filling '3 and crashes the machine | :

Ap AN o

hics com-

fairly fast and you B¥ points | file concerne
number : ’

count Egr;hf_l. can | shifted mﬁéga BASIC s Eene’k
filled. p ,":S.thir awindow and ating to use if you ma
and 553:_?‘1‘_ ;.L aysolute co-ordi m::{; 8 he commands

ca £ : t = e
‘rﬁ:kas : ﬁlN Bczlnﬂ;g%;;?air?:d checkthaurparametarswﬂp
decent resul

) Eebruary 1986
Beta BASIC graphics 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 filied.
Graphics can be shifted and
scaled within a window, and you
can use absolute co-ordinates
rather than offsets, when draw-




ing lines on the screen.

hat Mega BASIC excels at is
multi-tasking. The Spectrum's
';mﬂeerrupt facility is used all over

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
B (WORTH £10) WITH
EVERY REPAIR *

else. it amazes me that Laser
BASIC did not include this fea-
ture — in fact it DOES appear in
the Amstrad and Commodore
wversions of Laser BASIC.

_The Mega BASIC Sprite De-
signer was a bit of a disappoint-
ment since itwasn't recorded on
my cassette. We got a replace-
ment at the next Microfair, and
found it to be a competent but
unimaginatively-written  pro-
gram — not as good as the
character designer on the Hor/-
2ons cassette, for instance. It is
written in Mega BASIC, which
makes it rather sluggish, but
decent results can be obtained
with a bit of effort.

FGﬂMNESTY—WeIurwwﬁH
yOur comiputer being repaired

there |5 nothieg wrong with it. we will
el yeulll

FOR REPUTATION & HELPFULNESS -

COMPILER?

Last month | looked at Ocean's
Laser BASIC — a set of graphics
extensions to ZX BASIC — and
mentioned the fact that a ‘com-
piler” for the extended Lnngua?e
was promised. The Laser BASIC
Compiler has turned up, and it's
very, well, interesting.

For your £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 routings’
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
o 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 machine code’.
The packaging is less forthright,
promising only that ‘compiled

rograms run typically twice as
ast 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

REW GUINEA, SAUDT ARABIA,
SWEDEN, SWITZERLAND

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
overwrites your original BASIC
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 BASIC, correct the problem
and try again for every single
error, ong by one. 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.

e |1 ISE Cice
=FEXPRESS SPECTRUM,BBC
and COMMODORE REPAIRS!

WHY PAY HIGH
‘FIXED’
PRICES

¥YOU DO NOT LIKE OUR ESTIMATE

and 'WE WILL RETURN THE COMPUTER
ZIMBABWE — send their Spectrums to  AND REFUND THE POSTAGE INCURRED

MANCOMP for repair!
24 HR. TURNAROUND NO-QUIBELE
CGUARANTEE MO HIDDEN COSTS,

Because we repair hundreds of printworks Lane Levenshulme,

MANCOMP ro
{(Dept.3c )

we have been repairing ZX 81's, | have come across 2 firm that will be. computers every week, weare  Manchester M19 3JP

Spectrums, OL's, Apples and Pow 0 remey gour probiene, Toey DI€ t0paSS onour ‘component- phone 061-224 1888
BBC's ally, for 21 : : buying discount’ to YOU in ;
mf!mw “wmu G e vt 45 lower prices ... ZBOA cpu OR 061-224 9888,

3 ite 1o disquss your problems  £1.50, 4116 50p. Upgrade OPEN MON - SAT Sarm to 7
.:@_- !n_aIIUJLm‘mwm—u-Waﬁmd_ml %mmm fo cheap mtadﬁi&ﬂssop i

with INTERNATIONAL repair servicel mﬂéﬂﬂw CAR ~ we bring down the prices for o \n

o COMPUTING Y JAN 85 repairs and components| "‘q,
G to charpe LOW PRICES for the smaer {We may refuse ‘o revive N
N (earsl (e €6 for keyhoard faults) Fﬂnspasn-‘oneﬂrmgtmm computers suffering from 5 4’%

- g CTect any necessary repairs over the  attempted D.IY. repairsi) ~RHE

PR FOR LOW PRICES - "My comguter 1A mmmm""m”m'm“;m Every parcel sent by £ Q%
B W s recenty. ook it 1o MANCOMP.  whot & v e Roya i Recoipta Pust and sured L/

I who fixed it in B minutes! and for less {

turnaround in the business to for return journey!
than £10] They are local, ‘clued up’, callers” CRASH Magae:‘neﬂrlg 1985, (For next day detivery incude £1.50
and blindingly efficent!” 4 HE)H%NS extra),

AJ

THIZ IS WHY Spectrum users {Securicor by prior arrangerment), “
London, Cornwall, Scotiand, On-site maintenance for 3
| ™4, FOR PROFESSIONALISM — “OF all the Birmingham, Liverpool, Coventry, 1 8 M.’s and most makes of printers .
W1y repal comparies Sincli User Lotester Gossop, LOM. et ai50 avallatie LANE
I o, seermed LSTRAL 7 BELGILM, Guaranteed 4hr response|
BV PROFESSIONAL when it came to advice -

PROFESSIONAL when't ama EQYET, E1RE, GERMANY HOLLAND, WY DELAY _ OUR ESTMATES A% What we do today . ..

i s WITHOUT OBLIGATION. ¥ nthers do tomorrow!
NOTE OUR PRICES AND WATCH OTHERS FOLLOW THE LEADER
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Luckily, the Laser system
doesn't impose many restrict-
ions. You're not allowed to 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
ete, obviously dontwork.

The compilation process is
very, 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 bugsin
the resuiltant code, but — as we
shall see — that is hardly

su_ﬁ‘nsmg
e code can be saved and
loaded in the normal way, but
the listing has disappeared, to
be laced by a dummy PRINT,
DOMIZE USR call, and a

cuu le of lines containing all the
DATA and DEF FN statements
from the original program. The
‘compiled code’ is stored invisi-
bly 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!
You must first load the ‘run time’
routines that process Laser
BASIC commands. These rou-
tines have to 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 seconds in ZX BASIC ran
in 28 seconds when compiled.
This was a very d:sapgomtmg
result — much slower than an
other BASIH
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 taok
35 seconds. In other words, the
Laser Compiler made ne useful
difference to the speed 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, variables and all
— vyou 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
ence to the speed of the code.
The only other changes seemed
to affect line-numbers and IF
statements, where (I assume)
addresses rather than numbers
were used. This is not, in itself, a
crauer trick, since a program to

the job was listed in Your
Computer azine over a year
or so ago. Beta BASIC does
something similar when pro-
cessing loops.

| can’t recommend the Laser
BASIC ‘Compiler to anyone. It is
expensive, hard to use and — in
the final analysis — almost use-
less since it makes little differ-
ance tothe of most BASIC
programs. It is most short-
sighted of Ocean to launch this
ﬁmgr'am on their new ‘IQ’ label,

is not a 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
market programs 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
the Laser BASIC package to start
with.

LENSLOK

A couple of months ago |
explained the details of the
Lenslok security system in

ASH. That explanation
obviously came too late for
Firebird, who seem to have
made a mess of their
implementation on Spectrum
Elite.

In principle, Lenslok is a good

tem — it is easy to use,

eap, and it works, as Iong as

the display is at least ten
centimetres wide and the user
looks directly through a properly
folded lens.

The software industry
desperately needs a way to stop
home copying. If Lenslok—ara
similar system — fails, then all
honest software buyers will
suffer as a result. Unfortunately,
Firebird seem to have made
several mistakes, and Lensfok
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isn't universally loved, if the
contents of Lloyd's postbag are
anything to go by!

e first mistake was to install
Lensiokwrongly on some
copies of Spectrum Efite. Itis
quite impossible to use one
production copy that was sentto
CRASH, unless you deliberately
ignore part of the instructions.

Before attempting to use the
lens to unscramble the pattern
of dots displayed on yvour
| screen, you have to let the
| Lenslok systemn know the size of

your telly screen. Rather than
type in the appropriate
| 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 the lens
holder, which justhappens to be
100 mm. The computer keeps a
count of the number of pixels
| between one line and the other,
5o it can convert from pixels to

peq systems, of 151
Millbridge, Dollis Valley Way,
Barnet, Herts ENS ZHU

Thane ;

miillimetres (on your telly) with
gase.

WRONG SUMS

Unfortunately, Firebird got their
sums wrong. A mistake in their
code means that you have to set
the lines substantially wider
than the instructions would
have you believe. Itis not too
difficult to do this, if 1!;c:u use the
scrambled display of the letters
‘OK’ towork out the correct
setting, butyou fail completely if
you do just what you're told.

Firebird have owned up to a
different problem, which makes
the system completely unusable
in some cases. Lens/ok uses the
lens as akey and the 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!,'thinig sharper than a
milk-bottle). If you use the
wrong lens, the ‘lok’ stays shut.

¥ou can check your copy of
Eiite by prising the small
transparent lens from its orange
plastic holder. Unless you are
needlessly violent, you'll find
two small tags projecting from
the side of the lens. If there's a
letter "A’ on the lens, all is well;
butif there's a letter ‘B you've
got the 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
time you've wasted.

| hope that Lenslok survives
these problems, because ithasa

| lot of promise. ltwould be a
| greatshame if pecple were put

off the idea because of teething
problems. Whatever happens,
we'll keep you posted.

TWIDDLY BITS

These components are ive consequences.
interesting in their own right, as m second componeant,
theyletpeoplewitheartly ~ ima narned VC2,
mmrs% thedisplayto  keeps the colour chip ticking
el e (ISP ot bt e TR
the ‘clock’ whichthe ULAusesto  as | know. ﬂﬂ L
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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" —
CRASHMAGAZINE

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

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

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

4. “FREEZE" PROGRAM AT ANY POINT (can be used to save

Eama pﬁ.l

. 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
are required charged at £2. Please contact us for details)

order to
A.T. &Y. COMPUTING LTD, 35 VILLA ROAD,
LONDON SW8 7NC
Infermation: Tel: 01-733 6175 or send s.2.8.
Fully inc. price £35.95 lﬁ&:s £37.95) Overseas: Eur. plus £2
hers plus £4
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MULTIFACETTED DEVICE

Romantic Rebot's MULTIFACE
ONME 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 tacility for cassette,
Microdrive, Wafadrive and var-
ious disk drive based Spectrum
systemns, 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 a more
versatile storage interface, a
port for the obligatory joystick
and @ crisper screen picture.
MULTIFACE ONE supports the
OPUS DISCOVERY and BETA
disk interfaces directly and ather
drives can be accommodated by
saving programs to 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 sys-
tern 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. All
software functions are initial-
ised by pressing the ubiquitous
red pushbutton,

The joystick interface is Kemp-
ston compatible, which means it
is pert mapped to address 31.
The joystick function can be
checked by pressing the red
button and then SYMBOL SHIFT
and A which should cause the
data values to appear at the
bottomn right of the screen when
the joystick is waggled. For the
BETA disk interface the Kemp-
ston joystick interface must be
disabled as it interferes with the
disk drive operation. This is
done 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, butis
taken directly from the Spec-
trum’s edge connector, This
means some Spectrum owners
may not find any signal on the
autput of their unit as it seems
some machines do not have the
video signal available at the
edge connector. Some Spec-
trurm owners may find the signal
very weak and noisy and see no
improvement in picture quality.
The familiar dot crawl will per-
sist, as the video signal is gener-
ated from intermodulation of
the colour carrier frequencies

required for the standard PAL
video signal. The quality of even
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MULTIFACE ONE from Romantic Robot. The magic red button helps
yOu save your cassette 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 in ' picture
sharpness at least,

The save facility is obtained by
gressing the red button. Thiscan

e done at any time, regardiess
of the program running. MULTI-
FACE DNE freezes the current
program and displays a list of
options on the bottom two lines
of the screen. EXIT provides an
exit from MULTIFACE ONE and
the 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 is 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 prug;am and is the
default setting. Then you need
to specify the device you want to
save to which can be TAPE,

CARTRIDGE, WAFER or DISC. | forits own software and 8K RAM

MULTIFACE ONE automatically
detects if OPUS DISCOVERY or
BETA, is connected and follows
the correct procedure. The prog-
ram or screen is then saved to
the selected storage device.
Programs are always saved in
four parts: a BASIC loader, 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 bringi;s
you back to the current menu. In
mast cases MULTIFACE ONE
need not be present to reload
the prc_'r%rams ithasbeen usedto
save. The only disadvantage is
the distartion of the top third of
the screen, which usually gets
updated by the program any-

wg’y. )
ypically, a 16K program
occupies b3 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 ONE can store up to 24 16K
programs onto a doublesided 40
track disk without renaming and
recopying files.

MULTIFACE ONE has BK ROM

as buffer area. The RAM can be
used to store data and machine
code routines, utilities, tools and
50 on, if required. The RAM sits
below the screen area and must
be paged for access. This can
only be done in machine code.
ULTIFACE ONE performs
well with all the storage devices
listed. The compression tech-
nique 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
to JUMP to a specific location in
memory and executé 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
works 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 is 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
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T naroono ) SPECTRUMS REPAIRED for only £19.95
> RePAIR CENTRE ronly :
0 - ¥ i3
INTHEUK. _ ; B including PARTS - INSURANCE and P & P.
ENT We don't give you a between price and let you guess
aP"“‘“m N 0 HI DDEN the bill, we give you a 100% fixed price NO extras. We
don't n to boast about our service, we have
EXTRAS 1000°s of customers from all over the world highly
e e — delighted with our service and help. Only 20
minutes from Manchester Centre. Commodeore 165, Commadore 64, Vic 20,
aiso repaired call us for detalls. 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, pius on every Spectrum we repalr, we
send you 4 free games worth £25.80 for your enjoyment and pieasure,
w Wl you walt senvice by Profossional *  MoStSpectrums repained within 45 minutes
COMmpiIDar Engineers. w AN MECrOS insuned for return journey,
# I month written guarantes on 3l repairs. W Keyboard fauits ondy E8.55
+ Internztional Repair Company. Werepalr * School repairs undertaken - giscount avattapie
compaeters from all over the world, » Free softwars with éach Spectrum repaired

# . All compaters sent by Mall Orger turned »  Owir8years experience working with
v J' o aroundin 24hrs. computers, All computers fulky tested,
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address or phone number and we will comzctrlou same day by phone or letter with quote, if you prefer, please
YOUR COM PUTER call us and wie will give you a quote over the phone, we alm to please. That's what made us the most reliable

and No. 1 Service Centre in the UK
(SPARES AVAILABLE THROUGH QUR D.L.Y. SECTION.)

BEST PRICES ! |
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2 Why not
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Old Spectrum into 3 \If]%'.\f'::
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COMMODORES
* NOW REPAIRED *

commodore 64, C16's, Vic 20,
1541 Disk Drives. :f,ame Day Service.
Call us for details or purchase

the I.C's from our D.1.Y. section

CA
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parace e g AT anSP A, SpectrumParts o mmodore 64 Chips
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customers VIDEOVAULT HEALTH WARNING!!!
Sending your computer to any other Repalr Centre can seripusly Damage Its Health
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ENGINEERS
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ENGINERERS
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FOR OUR Telephone: Glossop (STD 04574) 66555/67761
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140 High St :
BRANCH 40 High St. West, Glossop, Derbyshire, England
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Tasword /! has been out for
nearly two years now. During
that long space of time it has
pushed aside a number of
attacks from other word proc-
essing programs with the great-
est of ease. But fears are grow-
ing for its safety as market
leader, as Oxiord Computer

Publishing (creators of Ant
Studio) bring out a new offering
called Word Manager. As soon

as Word Manager arrived, it was
out with my printer and dise
drive to see if this challenger
was really going to topple Tas-
word Il off its (by now warm)
perch.

As a dedicated Tasword I 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 Spectrum alord Processing
world and there are lots of Tas-
word files sitting on cassette
already. Thoughtfully, OCP have
included a facility in' Word Man-
?gar 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.

QOCP 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-
iné code routines (17 to be
precise) for I’}mur printer. If your
printer interface is not included
in the menu then don't despair if
you can't implement your own
machine code 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 guu‘ve r.a;ot 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 /I knock for knock, Word
Manager has a large number of
extra features and extensions
which, to my mind, give it the
edge over the current market
leader, It is a more flexible and
more powerful wordprocessor
inthe final analysis:

THE FEATURES

Insert Mode: Insertion of char-
acters without overwriting. In-
s?frt maode can be switched on or
off.
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Fast Edit: The cursor can be
moved around werd by word
and page by 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
Cursor,

Moving Blocks: Text blocks of
any size can be marked and
moved or copied to the present
cursor position very rapidly.
Moving 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 alse jump to
the start of the present line and
the start/fend of the present

mﬁraph.
Codes: Can produce new
paragraph marker or tell the pro-
ﬁram not to justify this line. A

atch code can also be placed to
tell the printer to start a new
page, ie add oneto page number
displayed and produce a blank
line to separate it,

es: These are

placed when using OCP's Add-
ress Manager with Word Man-
ager, and mark names, address-
es and telephone numbers.

i ! SBearches the
script for a specific word/letter.
You can also delete all occur-
rences of a8 word/letter in the
script from the beginning or
from the cursor position. The
word/letter selected can also be
changed for another if you wish.
Tabulation: The TAB function
allows the user to vary the
column that the cursor returns
to when entering & line, this is
useful when preparing tables. A

MANAGING WORDS

Oxford Computer Publishing’s Spectrum Wordprocessor is put through its paces by Ace
reviewerperson, Dominic Handy

Do Not Justify hatch code hasto
be positio at the beginning
of egach line otherwise ‘your
table will be completely screwad
up' as the manual puts it.

ing: Justification (sprea-
ding the line out along the
sereen to produce an even edge
to the text file) only occurs when
a paragraph is completed. You
can opt to justify a 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

fore 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 80 col-
umns of the printer over two
sereen lines, which | found very
hard to get used to — but it
seems to work alright.

The Printer menu allows. you
to have single or double spacing
between printed lines. It aiso
allows you to use continuous
paper or single A4 sheets to
print 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 bottorn, or at the top right
hand cormner— or they can be left
out altogether. Page numbering
can commence at any number.

Printer Codes

Unlike Tasword H, Word
Manager uses ASCIl symbois for
printer codes and not the easy to
use preset ‘graphic’ symbols.
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 probiem | found in my
version was that | couldn’t print

the infamous pound sign on the

rinter while using Word
anager, but I'm sure it's in
there somewhere!
Multi-Tasking

Word Manager also features a
very clever fast/slow print opt-
ion which simulates multi-
tasking {deing more than one
thing at once) when printing.
This means that you can choose
to have the text Erin:ed and if
you see any mistakes in it during

nting you can change them
B;: 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, memaory {in
characters) used, memeory
remaining, and the all important
word count which is very, very
useful for us reviewers. None of
these features existin Tasword /f
but an extra piece of software
;:J:g be bought which will add

M.

SUMMING UP

The main thiw 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 I/ for ages.
Alsa, | was a bit unhrﬂ;)py nat to
be given a small ‘window’ at the
bottom of the displayed text tell-
ing me the line/column my
cursor waes at. The cursor
doesn't flash, and | found life a
little confusing attimes . . .

Overall, Word Manager is a
much more professional word
processor than Tasword fi. It
contains more features and is a
very 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
Il 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
E}ackwe. Tasword I watch out|

he Word Manager has come to
take the words out of your
mouth.

Price: Tape/Microdrive/Opus Disc Drive Versions
£12.95

E;&g"l&ston & Watford Electronics SPDOS versions
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
yvourself. 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-
ion is vernv‘rastv 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 a mean col-
lection of software. .. .

OCP publish a suite of five
programs, including Word Man-
ager that could form the basis of
a very useful office computer
systemn 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 to keep
track of up to 600 different prod-
uctfines 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, addresses
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

en 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 BO columns. These
guys mean business!

nd 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 right hand of anyone mov-
ing into the world of machine
code as it makes entering and
testing hexadecimal maching
code routines much less painful
and there's a complimentary
ditor Assembler for putting to-
gether that machine code
masterpiece,

If all this serious Spectrum
using tires you out, you could
always indulge in a bit of light
relief with (gCP's Video Pool,
Casmo Royale or play a little
chess with The Turk.

All these programs could be
yours, and it you're lucky, you'll
get them on Wafadrive with a
printer thrown in! What we want
you to do is write 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
issue, or a serious article on an
aspect of computing or the state
of the software industry, a short
story, a One Act play, an Ode to
the Spectrum, an analysis of the
serious side of microcomputin
or a letter to your Granny expi-
aining what these new-fangled
micro thingies are. It's entirely
up 1o you what you write, but
you must use Word Manager to
prepare you entry.

We're going to give you guite
a while to get your copy of Word
Manager, learn how to use it and
then create your masterpiece.
Three months, in fact — you've
got until April 24th to send your
cassette containing a Word Man-
ager file to the OCP COMP,

H, PO Box 10, LUDLOW,
SHROPSHIRE. Admittedly,
you've got to lash out about thir-
teen quid to enter, but even if

""'"baisy

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
you have any difficulty in getting
hold ofa cor;\z of Word Manager,
don't forget Auntie A ?iein ail
Order is a very helpHJ soul. So
long as you don't ring her while
she's having her din-dins, that
i8...

A Wafadrive and

Wheel printer
on offer from OCP
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THE OFFICIAL

For the first time the Fi on ha omputer

Tony Williams, cele iry " and “F.A. Non-League

Club Directory” has provided au

led authe »-to-date home and away form for a total
of 124 Leag glie teams.
You must decide whichf C ' 1l the various matches and

tthe morale of your team
, and if you are
Aililay even experience

you must make ma rial decis
and subsequently the score!l’
lucky enough to regé

Above all, The Official F.A. Cup Football game com alistic results
Availabie for Spectrium 48K, Commodore 64/128 and Amstrad CPC 464/664/6128
B o i e e M e L
e e e N A L L R e

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

Spectrum48K[] Commodore64/128[1 Amstrad CPC 4646646128
Tick appropriate Box
All versions of FA. 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 Lid, 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 life | meet people, both
joung and old, who are surprised at what | do fora
ing and are then interested in just what kind of a
world games software is. In particular, they marvel
at how young programmers are, and at how easy it
4 is to enter the fie are factors which the
average CRASH reader will be very familiar with.
eeply concerns me is not the youthful nature of this industry,
nor the lack of job security for established programmers, nor the
ever increasing standards of new software and the exacting nature
of today’s Prﬁmﬂlmlﬂn- No, none of these things worry me and
neither should they worry you. , what should most

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
fP‘,ﬂnghsal._mars‘are regularly seen
and that intelligent moles live in
d tunnels.

e game takes place during
the reign of the third Kim, and
Eden is run as a benevolent
bureaucracy. This is the para-

Producer: Level 9 dise of the title, where the silent
Price: £9.95 majority live in the peace cre-
Author: MN, & P Austin | 2ted by full employment, no

crime, good housing, and more

The Silicon Dream trilogy,
begun by the text-only Snowbalf
and followed up by Retumn to
Eden, is now completed with
The Worm in Paradise. Being 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 enocugh worthy
features to recommend it on its

oW,

The story takes place on the
planet Eden, one hundred years
after the time of Snmowball and
Return te Eden. You are a citizen
of Enoch me?apolis, the first
and smallest of the dormed cities
which support Eden's popula-

certainly worry you is that you live in a soci that ignores
computer software for these very same reasons. We live in a society
where people are more concerned with losing their j than
entering new ones, more concerned with showing d to
employers than telling them what's what (unlike Japan where
waorkers are actively involved) and where factories are closed rather
than improved or, h n forbid, rebuilt.

Recently much time and space has been devoted in the media
towards youth opportunities and careers, much more than in my
day when there were far more career openings. All the old nonsense
is still there about analysing your best skills, aptitudes etc etc. What
use is this advice if it leads a pupil down a road where there are no
mgnd where it is nigh on impossible to work on a self-employed

in the field?

With ali due respect to old people, the future of Britain as a trading
nation lies with the young of the country. Young minds can be
turned to useful occupations or be left to wander in a confused
vacuum. The answer does not lie in better careers guidance. The
answer does not lie in ematin_Fhlrliﬁchl work or forever raking up
age-old teenago problems. The answer is to encourage high
technology and to train young people in how to use it.

THE WORM IN PARADISE

entertainment than is possible
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 theoretically run at a
profit, extorting no taxes from
their citizens but getting income
from such sources as fines for
criminal offences. This involves
tight controls on services and
routine supervision of the m
ulace to catch trouble-makers.
Millions of robats, 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.

The Enoch Police naturally
enough tum in a profit. Fines
rather than imprisonment, re-
wards to informants, summary
ustice 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
body parts to ageing 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 helps
to turn costs into profits. In the
larger scheme of things the
people of Eden, originally in-
tended as a source for future
colonists, ara ieft with no further
role to play as the robots and
machines mine every asteroid
and hollow out every moon in
t!:léir path, and build psople on
site.

The story behind this adven-
ture is much better than the
normal hotch potch which ac-
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comparnies 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
humaour to sweeten what is quite
a bitter task, that of changing an
inhuman. bureaucracy into a
society where humans are
worth something beyond just
hemﬂ robot fodder (that is, if |
ot the gist of the plot right from
the amount of the adventure |
completed).
| You begin within a dream
where you find yourself in a
arden.\léoﬂnwin the worm you
el pleased with yourself for
getting somewhere whereupon
you suddenly wake upl 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
drea?ming of a dreamwithina. .,

The Worm in Paradise evolved
alongside a 12 month enhance-
ment on Level 9'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
never 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.

| comments

Difficulty: no push over

Graphics: imaginative, but poor
tation: good

Input facility: sophisticated

Response: fast

General rating: excellent

Atmosphere
Vocabulary
Logic :

dictive quality
Overall

LW
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Producer: Melbourne
House

Price: £15.95

Author: Philip Mitchell &
Beam Software

Ever since The Hobbit was
released by Melbourne House,
gamaes players everywhere have
eagerly awaited the computer
version of JAR Tolkien's great-
est work, The Lord of the Rings,
The Hobbit comé:uter game was
widely regarded as one of the
best programs to run on a
Spectrum and even now it still
stands as one of the best ad-
venture games you can buy. Its
fasting appeal can be attributed
to its immense intricacy of ?Iot
and the high competency of its
programming. Lord of the
Rings, dealing with the story
found in the first part of the
trilogy, The Fellowship of the
Ring, sacrifices some of the
programming panache of The
Hobbit in order to offer as wide
an entertaining medium as is
possible on a Spectrum. 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
as been too busy with his own
I:\et irajact to see the great
engths to which other software
houses have gone to impress
with their presentation.

You might now think that this
raview is about to concur with
one or two others which have
fallen short of praising this new
adventure. Not so. Considering
the enormous efforts made to
make this game deep, intricate
and entertaining, one can over-
look the minor irritations in
presentation, speed and debug-
gmg and applaud Melbourne

louse for a very coura 5
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
an&oyed playing it.

ow that I've got that off my
chest let's see what you gats for
our money. As with The Hob-
it, you get the corresponding
Tolkien book, The Fellowship of
the Ring, which isthe first part of
the Lord of the Rings trilogy.
This Allen & Unwin paperback is
more than just a sales ploy as it
contains important background
and clues to your quest. Fur-

thermore, it contains maps of
The Shire where you begin the
adventure, and the whole of the
western section of Middle Earth
by which you can gauge the

threat emanating from the east.
An impressive booklet of very
full instructions is also included,
which serves both as an introd-
uction to the game and as &
broader intro to the whole world
of adventuring. It is a mast lucid
and palatable guide and does a
superb job of introducing qual-
;!Fx adventuring to the novice.
e game itself spans two cas-
settes. On each is a challenging
adventure on the A side along
with its beginner's counterpart
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
very informative manner.
story behind the garme
will be very familiar to Tolkien
fans but prabably be pretty con-
fusing to those who have never
&icked up on the books. It is the
iddle Years of Middle 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 athers, 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
Baggins, 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 ring’s
curious ability to render the
wearer invisible before handing
it on to his heir, Frodo Baggins.
The ring causes some strange-
side effects however, makingf 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,
whaose struggle to keep the ring
safe from the servants of doom
is told in the Lord of the Rings
trilogy.

The adventure begins 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
teamn have cleverly devised a

lot which has enough in keep-
ing with the Tolkien work to
justify its name, but not so much
as to make playing futile. There
are new paths, new situations
and novel twists which will en-
sure that a thorough knowledge
of the books alone will not give
an easy victory, At no point is
knowledge of the books assu-
med, although thorough read-
ing is recommended, if only to
gain insight into the fantastic
world of Middle Earth.

The first striking featu;eofthe
game pops up right at the start,
when you are oﬂgrad 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
the one character. Indeed, the
beginner's program setties for
Frodo only. Even in the begin-
ner's program there is still
gj:hmv of scope to influence the

shaviour of your Hobbit com-
ganions via the use of the in-

uential and highly effective
SAY TO command. Often the
likes of SAY TO character
‘HELLO' is sufficient to draw
most characters into conver-
sation. As in most commands
which are used often, the pro-
erﬂrnming team have thought-

It &nwdedthaabrid ed form
cf}, NDALF) ‘HELLO' as an
option.

Many of the problems you
face will be impossible 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 most
useful tasks as with SAY TO
SAM ‘CLIMB TREE'.

Playing the game you find the
booklet isn't kidding 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
controlling things is one of the
perfectly enchanting aspects of
the game. The program really
does its level best to act intelli-
gently at all times.

Going beyond the beginner's
program you might like to play
the game with friends, each
E_erson taking on the responsi-

ility of ona furry-footed Hobbit.
The commands BECOME PIPPIN
or LAM PIPPIN, or simply PIPFIN,
will swing the game round so it
is played outthrouih the eyes of
Pippin_until it is changed once
more. To show who is playing at
any particular time, and to in-
dicate which Hobbits are pre-
sent with you, the screen uses a
layered effect whereby the top
layer has | AM FRODO etc along
the top with his picture, while
down the sides are the pictures
of any other Hobbits present.
Lower layers show the pictures

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 arranging parties to
tackle spaecific problems it might

worth remembering that
Pippin is the most agile, Sam the
most sturdy, and Frodo the
smartest. Sam, being Frodo's
devoted friend, always tries to
stay close to him. During the
course of the game characters
suffer weariness from the con-
stant strugﬁ!: and their strength
declines, best remedy for
low maorale is a good meal and a
rest, but if the Hobbits should
chance upon skilled healers or
magical herbs this helps them

ure the fray even better. In
combat, Hobbits are generally
thought poor fighters as they
normally live cheerfully peace-
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
itis not sure.

THEIR FINST HOUR

Producer: Century
Communications

Price: £10.95

Authors: Nicholas Palmer
& John Wilson

Their Finest Hour is an icon-
driven strategy game out of the
same mould as Century's prev-
ious release, The Fourth Ppmra-
col. That game was based 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 Il pilots whe
inflicted Germany's first defeat
ofthe 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 wyourself becomin
more and more absorbed wit
the task of halting and event-
ually turning back the northward
advance of the Luftwaffe over
southern England.
is game scores on all
fronts: design; looks and playa-

Two features from The Hobbit
have been retained in this game.
Mapping in The Hobbit could

me pretty unreliable owing
to the structure ofthe game, and
80 it is in this case. The other
feature of The Hobbit ratained 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 & small door or tunnel.
Liquids cannot be carried with-
out a& container and you must
ration your acguisitions to just
those you can manage to carry.

Lord of the Rings took over 15
months to program. After wait-
lp-q for so long people may ini-
tially be disappointed with the
resuft. The game is slow, 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 strangely
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-

ed to be humorous or not,
ike, were there really photo-
graphs in the original as found
escribed in the first frame?
Having said that, the game fea-
tures a very good and informa-

Not all news is good news — a raid on a radar station makes
life more difficult in your struggle with the Luftwaife

tive EXAMINE command, &
super friendly vocabutary which
gets just about anything you
want to do done, and it takes the
interaction of characters to new
heights in adventuring.

n the whole, despite unfa-
vourable reviews from other
quarters, this adventure is
wonh*of a Smash as it reveals
enough features to place it
above the usual release. In

rticular, its friendly vocabu-
ary and its options on character
play add to the standing of an
already monumental work.

Difficulty: not difficult
Graphics: to be honest, poor
Input facility: weil beyond verb/
noun

Response: slow

General rating: a highly
commercial and entertaining
game

Atmosphere 9

Vocabulary 9

B ity 13
ictive quali

Overall o 9
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bility. Design is centred around
two. map scales — one a small-
scale map showing southern
Britain where dots represent
radar stations, air bases and
nine ports, and the other provi-
ding large-scale ma;:ls showing
much smaller areas (eg Devon
Cornwaill where dots inside
uares are air bases from
which you launch your aircraft,
anchors 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 map
screen are the main icons such
as anti-aircraft flak, plane alio-
cation to the ten air bases, 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 ex-
ample, the Alarm Sub-Menu
gives the choice of putting the
crews of an air base on hut,
cockpit or plane alert where
gach 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
air base, radar stiation or port
you are interested in, You can
then use the. icons around the
sides to alter fiak cover (which
starts at two anti-aircraft guns
er site}, plane allocation to
ases, or alert status for bases,
or you can just request inform-
ation wvia the information icon.
This last feature is a very useful
one as in such an involved game
constant updates on infoerma-
tion on both your own move-
ments and those of the enemy
forces are vital. Reports on
enemy aircraft are not just
plonked into your lap; a strong
thread of strategy runs through-
outthe game and in this case the
accuracy of reports on enemy
movements is governed by
weather conditions and the
watchfulness of the radar crews
and ground observers,

This is certainly a good-lock-
ing game. The maps are geo-
graphically aceurate represents-
tions of southern Britain while
the icons for such diverse oper-
ations as tape, keyboard/joy-
stick, plane allocation and re-
pairs are pleasing to the eye and
reveal delightful detail. The
icons are driven b whizzingha
cute pointing hand around the
edge of the maps with the
SPACE key and selecting with
ENTER, Sub-menus and bulle-
ting are flashed up onto the
screen in a very neat fashion in
keeping with the looks of the
game as-a whole.

Not only is the game glavabie.
it also has that rich blend of
strategy 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 255 {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 87's
(Stukas) which are the (pro-
Erﬂssfvery lighter and faster)

ombers but the heavy HE 111's
and JU 88's do the most dam-
age. The numbers of these air-
craft trpas will vary each time
you an 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 begins 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 calis
you from his bunker to inform
you how the War Cabinet as-
5e8885 your progress. If your
losses are severe Churchill asks
fo[r;r‘our resignation.

ere are many strands of
strategy running throughout the
game. Well rested pilots are
more then a match for the
Luftwaffe, so early interceptions
of the enemy forces should be
on the highest rating of agg-
ression (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
when in the air they tire very
quickly, it is probably better to
avoid combat unless the enemy
force js composed more of
heavy bombers than swift figh-
ter craft.

After lunch each day vour
pilots will be tired and you
should recall the most exhaus-
ted to base. Squadrons at the
end of their tether should nor-
mally be rotated to Scotland,
especially if the weather fore-
cast is bad, making enemy raids
less effective. You may decide
not to 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.
Squadrons 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
sueh a good idea to go on too
hiq_lp_I alert too early.

& 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
wellbe a idea to harden up
defences {via the flak icon) along
the southern coast radar sta-
tions, as it is these which give

THE
NEVER
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
%}as the caption at the top of
this story which follows the
theme of the film about Bastian
Balthazar Bux, a bay who dis-
covers a dusty old book on the
shelves of an antique bookshop.
The book is titled the ‘The Never
Ending Stery’ and chronicles the
ever changing fortunes of the
people of Fantasia. Bastian takes
the 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-

Flagaey o
e of
Sappaedr

.

ing school he avoids his tea-
chers, climbs into an abondened
attic and settling himself down
on an old rug begins to become
absorbed in this compelling tale.

you the earliest detection of the
advancing forces. Needless to
say, should all your south coast
radar stations become dama-
ged, you are almaost 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
bugs. At one 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, to 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 best
stratggy. is is a luxury not
afforded the strategists g..lring
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. The
rate at which the pilots tire is a
great cause for concern. During
Just one marning pilots become
tired and can actually reach the
end of their tether. All the while
the advancing German pilots
seem to keep 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
stﬂ..tggllniI with  insufficient
material. He has constructed the
game so that the computer
controlling the German forces,
far from being a passive oppo-
nent, exploits wesknesses in
your defences intelligently. The
strategy element wvaries 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. Because the
strategy element is so pervasive
the game becomes really sbsor-
bing and can held 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 Pratocal.

Difficulty: choice of pace
Graphics: excellent
Presentation: excellent
Input facility: icon-driven
Response: fast

General rating: very good
Atmosphere
iC

ictive quali
Overall el
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Their Empress is weak and the
peoples of Fantasia are badly in
need of a hero. Caifon the

hysician tells them of a small
an, Atreyu, who is the only

person who can find the saviour
of Fantasia. You take on the role
of the hero Atreyu. Only through
your endeavours can the king-
dom be restored to its former
glory.

The main characters are fam-
iliar from the film. The three
travellers, Rockbiter, Teeny-
weeny, and Nighthob are on
their way to see the eternal, ever
youthful, Empress ruler of Fan-
tasia at the very top of the lvory
Tower. Gmork the Werewolf, the
main servant of the dreaded
Nothing, will range all his
powers against you, the one

rson who can stop his master
rom destroying  Fantasia.
Morla, the Ancient One, is an
enormous  earth-covered tort-
oise who lives in the Swamps of
Sadness. Two animals are of
particular impertance 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
unusual adventure in that it
comes on two cassettes with a
pre-game side to be loaded be-
fore the games proper. Each of
the three games has a different
backdrop along the top of the
screen onto which token grap-
hies are placed to represent the

objects you are carrying and the

companion who accompanies
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 Eictura appear at
the bottom of the object display
area. Larger illustrations for
locations or events appear 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 represent the different
locations, objects and charac-
ters are of avery 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
Earﬂv scroll off before you've

ad a chance to read them —
veg Irritating and unnecessary,
and the input has a tendency to
‘auto-repeat’. The lack of an
EXAMINE command is quite a
serious omission, as without
such a command a ?ame lacks
depth. At the crystal/telescope
problem a powerful EXAMINE
command would have been ex-
tremely useful and would have

added to the player's enjoyment
and sense of participation in the
game. Taking the first game as
an example, there don't appear
to. be too many problems to
solve; three to be exact. Apart
fromthe crystal/telescope prob-
tem | can only recall how to get
past the thorn bush, and how to
get pass the multi-coloured
desert. However the game is
good fun to p!aT and the solu-
tions to the problems are logical
and reasonable enough. All inall
an enjoyable romp t rough the
fantastical world of Fantasia.

Difficulty: not so difficult
Graphics: very good

tion: very jpiaasam
Input facility: verb/noun

Response: fast
General rating: well worth

playing

Atmosphere
Vocabulary

gic
Addictive Quality
Overall
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The mailbag for both

8 SIGNPOST and
SIGNSTUMPS was quite

B cnormous this manth.;

clearly adventuring is a real

ha growth area in CRASH. |

would especially like to
thank the many unsung
heroes who write in each
month with tips. Should the
new filing system fam
currently working onever
get going, | will he able to
thank more tipsters
individually. Without mare
adlo fet’s get stuck into these
here probiems:

Never Ending Story has been
cau.sfng naver ending
fnradwntumrs
thismnmh, D. Jones from
Treorchy, Mid Glamorgan
. wirites:

“Please could you help me out
ﬁa‘\r E din ins:ha f .

er Eny ory from
Ocean? Q

Firstly where is the Scuthern
Draeleuwhmunyou reach
how do you anter the
hwyTuwu{'s linked with
the crystal}? ™

whilst Andrew Freedman of
w, Middlesex writes:

“I'cannot get into the Ivory
tower, do you have to get a key
for it? If so where and how do
.Y_“'-' find it? Also howdo you get
lkor to fiy? When | type ‘fly
Falkor' ltrespnnds Idon't
understand’.”

You can 't enter the lvory

i -Tomr{g:;;tﬂ:nug‘rhu:hk
- game uthern Ora

- o the south overthe
nmfﬁnnrnmddnm Tobe

able fo HF@HHJ ]ruumﬂﬂ

Also on the same game Lynda
Dixon from is
tering

the cave Mndz;tl‘mm
bushes, whilst on in
Part Two, Mark Cox of
Consettis stuck at the

spider’s web.

Tnmmmﬂnbushum
must CVSO then. To rid

‘1tl1od wur hmlsonTha Hobbrt
from issue 23, but when | had
killed the wood elf at the.
wmrfaﬂandmmdmm

Julian Tedstone in
Kingsbhridge, Devon asks:,

“Please, please, please could
you tell me how to get past
the Death Beetles in Kentilla
and after that ﬂml‘almgn?"
whilst Lee Cartwright has the

same problem.

The solution to

Death Beetles and the
Zalrogs is linked, Your first
hint is

that Death Beetles hate Blus
maove to the west. If however
u drop one batch of Blue . in
it s yousomsuczato, e |E
and kill the Zairogs. itto getit o followyou,
FrmnSear’u'Sndlman.mnf h !
gt Boradnfthaﬁlngs nprorui :
on the Serpent Sea, | ems.
received a messagein a gmv Hawward
bottle requesting assistance Stockport asks how to get
in avoiding the song. y from the vendi
Ithink some XBY mayhelp. If i Lanmirtens Mo !
my memory serves me right! s unable to pass the Morona
saw some wax from a burnt . Mearer the end of the
“out candle on the floor in the ?amnDerekJsﬂhnsnfm
Urga-Mauls dungeon. shmdﬂﬁnuﬂyﬁndﬁng
.'ﬂﬂllp:fuhrmofoi‘d _
Gaodnhdd E room with a tﬂnvm is very
cau!dmnofhumngﬁquld,a s if your ¢
e e o ek Fooorn ot o sl Cave. |
Wi b
5::{5 i atte - JOTFSU
UBTUF QBTUF will reduce
your size and allow you to

; mrhpmws

T ""'é"gl R

‘need Issnpwndsmmn '
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coax |D out of its cnnfuston aik:
to it, via the keyboard, and
and build up trist, ¥You can teach
\D and learn from ID. .

in_inter- well, interpersonal;’
communications, 1D will co

to trust you and its pers

will gradually be ' repaired.
Bewsre thou "gh “=a fime will -
come when according tothe
Lns‘lrut:t:ons it recalved all S8
millénia ‘ago, will try to ¢

moods  swifg
happy. ta trusting; ™0 frightgfe
and confused as it tries todt
sense of the informagé
giveit. Be nice to [
knows, yougotild gé
theworld

To get you in the mood for delv-
ing round inside ID's personal-
ity, CRL have decided to offer a
. bwhizzo first prize package in this
 JD competition. A copy of the ex-
#rellent tome (LMLWD) The Adv-
anced Guide to DIY Brain Surg-
ery is on offer to the winner, and
a Canon Sprint camera will be
inciuded inthe first prize so you
can record your progress on
film! Twenty five copies of the
program which contains 1D's
shattered memories will go to
runners up, by way of consol-
ation. Not everyone can be a tap
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flight Home Brain Surge
see. CRL don’twant to floo
market!

Imagine you are Carl Jun
Laing or Sigmund Freud. Start-
ing out as a young, enthusiastic
psychiatrist wyou 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
instanee, or Lloyd Mangram,
Aggie Jiffybag, The Ed or even
take a quick shufti inside the
cranium of your Humble Comp-
etition Minion. Record your find-
ings on paper, film — or even
make a model if you like.

Reveal the innermost
thoughts and secrets of your
chosen CRASH person; discover
the hangups, phobias and com-
plexes lurkin msrde his or her
mind. Then our entry off
to CRASH BHAIN DRAIN, PO Box
10, Ludlow, Shropshire, SYB
1DB making sure it arrives on or
before March 27 when we’ll be
deciding who's the best at anal-
ysis. Psychoanalysis, that is. . ..

,HD )
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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?

Q0 =1 & 1 = o DN =

How can you book a seat on the 3.15 from Euston—at midnight? ‘

for just 20p a day

ANSWER
jﬁ?/ g

e R
I
|
I
I
|
|

To: Micronet 800, 8 Herbal Hill, London EC1
Please send me a brochure on Micronet 800

Name

Micronet 800

Telephone No

|
|
' Addresy
|
|
|

i 8 Herbal Hill, London ECIR 5EJ

Telephone: 01-278 3143 Ape Micro

CRASH. 3.86
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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
like tocall it, since we took at itin
last June's TECH NICHE. Per-
haps the most significant
change has taken place on the
Chatline front: the service has
expanded considerably. There

THE
FIFTH

sages. Mew messages on the
Quiickchat channels appear a
few seconds after they are sent,
and overwrite the current frame.
“Blink, and you'll miss it”, as
Micronet puts it on their expla-
natory page.

Now that Chatline is run on a

HANNEL

ON
YOUR

SET?

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
miuch more sophisticated than
the one it began life an — the
frustrating delays and break-
downs that aggravated Chatline
users have largely been eradi-
cated. The seven new Quickchat
lines work rather differently to
the 100 page message board
Erinciple of the original Daisy

hain chatline — they cope with
one message at a time, and you
can't step through the old mes-

102 CRASH March 1986

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
personal 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 latter.

CLUB SERVICE

“Micronet 5 becoming more
and more of a club and com-
munications  service', 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

uarter of the page accesses on
thewhole system.

The Gallery section of the Net
has really taken off in the twelve
months it has been running. The
Gallery allows individual Micro-
net subscribers to rent a collect-
ion of up to twenty six linked
pages and then use them to pub-
lish their own material —so long
as it's not done for financial
gain. Soon after the service
started, a gueue 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 they ‘'might
as well have some pages any-
way' and did nothing with thern
have stopped clogging up the
area.

In the Gallery, you can rent up
to four frames for four months at
a cost of 89p 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. 5o
for £15 excluding editing char-
ges, it's quite possible to publish
arespectable small magazine on
Micronet — much cheaper than
printing a few hundred copies.
And the potential asudience is
huge — your Gallery entry re-
aches into homes containing
70,000 people.

The Gallery service is very
much an electronic publishing
First for Micronet — currently
there are over 250 Gallery exhib-
itors, and some of the material is
very good indeed. Understand-
ably the range of topics covered
in Gallery entries is wide rang-
ing — from motorbiking fo
religion, Net gossip and collect-
ions of random jottings. Well
worth a browse. And just to keep
Gallery exhibitaors on their toes,
Micronet has introduced an ele-
ment of competition, publishing
a league table of the most pop-
ular Gallery siots for all to see. ..
Otherwise, Micronet staff don't
interfere with the content of
Gallery frames; uniess they're
obscene or illegal, of course.

PLAYING GAMES

Interactive games are getting
popular too. Apart from the
games run in the Gallery, game-
sters might like to browse thr-
ough some of Micronet’s own
offerings. In the 'Buttons’ sect-
ion thera's a prize adventure
running. You're charged a few
pence ﬁer page as you progress
through it, but the incentive is a
juicy cash prize which is award-
ed sach month, when a draw is
made from the subscribers who
solved the adventure. The
'Round Britain Race” has also
proved VE‘T popular. The player
moves a flashing curser on a

rid laid over a map of Great

ritain, attermpting to find four
specified locations. The cursor
can be moved North, South,
East or West, one square at a
time and each move costs a
penny. 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 to
tape or microdrive, some ‘of
which is free and some of which
yau pay for.

On the more serious side, a
new business related service,
Bizznet, has opened, where sub-
scribers can access pagés 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 to know
where to 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, whether or
not the Post Office makes more
sense than a Building Society,
and so on.”

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




becomne self-employed by ex-
panding their ideas. aybe
they'll come to rule out, once
and far 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
to give people the necessary
impetus to take their idea fur-
ther. A Watchdog 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 a computer that breaks
down and their local store is
being rather unfriendly when it
comes 1o replacing the faulty

aods — we'll be investigating

e 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
press and the section keeps up
front; it's updated twice weekly.

A thriving classified/small ads
sgrvice runs on the systemn. In
the Talent sections, Netters can
advertise their skills, from plas-
tering through drumming to
landscape gardening. A Home
Search service is running, as
waell 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-
Bosed (something to do with

eing revamped!), but the Graf-
fitti board is thriving — it's
surprising what people have to
say to the world! Already seve-
ral Micronet members have or-

Simon D'Arcy. for it is he, Publishing Executive of
MICRONET — the most popular part of Prestel by far. No

waonder fie 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
partner's subscription!)

In many ways, Micronet is
becoming a2 CB channel for
micro users — of the 20,000
subscribers around 8,000 are
Spectrum owners. The publish-
Brs encourage special interest
groups to flourish, “Unlike a
conventional magazine, which
has one editor, we've got some-
where in the region of forty of
fifty people editing their own
areas — excluding the GaHer_F".
Simon D'Arcy ‘explained, “Th-
ere’s a whole range of subject
areas which are put together by
individuals or groups. A mem-
ber of the Micronet team over-
sees contributors — not from
the censorship point of view, but
to offer advice on the English or
graphics, and to keep an ays 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
events around the country. A
gossip columnist — ‘a doyenne
of the industry who will remain
anonymous' is the official line—
is set to contribute incisive
human interest steries, and
Micronet's very own situation
comedy/soap opera spoof,
MACRONET will soon be enter-
taining folks after their Sunday
lunch,

The Celebrity Chatiine 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
itwere. .,

It's quite clear that if Micronet
maintains its present rate of
growth and keeps the innovative
edge, it will become a major
farce 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
service such as Micronet is
exciting — and not just for the
paoﬁle in Micronet Towers.

“Micronet could become the
fifth entertainment channel on
home TV sets”, Simon D'Arcy is
convinced. “In the long term |
would fove to see the remote
terminal which is capable of

Crash Contact: 105845851

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, Apart fram Micro-
net, thatis. ..

The new editor of Micronet,
Sid Smith, is looking forward to
expanding the services offered
even further. His personal ‘baby’
at the moment is the Sunday
Supplement, which should
come online for the firsttime, 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, because it's still a fairly
technical affair to access Micro-
net using a modem. You have ta
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 to go online to
Prestel. “I'd love to 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 thé remote unit and be
automaticall connected to
Prestel and Micronet. Then you
could de whatever you wanted,
maybe hook up a computer,
download software and start
playing & game on the same TV
set you were using to watch
Coronation Street five minutes
before.!

Channels One, Twao, Three
and Four had better look out.
Micronet’s coming!
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IN SPACE,
THE KNIGHTS
GET LONELY...

UPCOMING ARCADE

GHOSTS
AND
GOBLINS

After 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
dermon,

The quest, as can be expected,
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 miniors of the evil
demon are lurking in wait for
our, including ghosts, zombies,
ire-spitting plants and winged
demons.

As with all knights, the hero
goes nowhere without his trusty
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sword, or rather swords in this
case — he defends himself by
slinging shining blades at the
enemies 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

ing area huge, but how it'll con-
vert to the Spectrum we just
don’t know yet. Steve Wilcox
assured us that the final version
should contain some of the best
sections of the arcade original,
caﬁturing the flavour and atrmo-
sphere of the Capcom game.
Apparently an ‘excellent four
way scrolling” technigue has
already been developed for the
Spectrum version of Ghosts and
oblins 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 . . .

ACTION

BOMB JACK

Tehkan's Bomb Jack appeared
in the arcades around Easter
1984, and aithough it didn't
become a massive success, the
game attracted a cult following.

he arcade machine boasts
some very pretty graphics with
five beautifully drawn back-
drops and some wonderful
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 screen,
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 aveid 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 sereen, and pressing
the fire button rapidly keeps him
suspended in mid air, so he can




SCES
BRIGHTSTAR

Magic Knight moves onto the bridge of the Starship Pisces,

wihich iscurrontly orbiting planet Brightstar. Will he find o
piece afthe time machine on the plamet’s surface?

Stumping through the Transputer Room, in KNIGHT-TYME,

Magic Knight wants to go fiome!

| FROM ELITE

BOMB JACK

The first screen, in early demo mode, from Elite's Tehkan

conversion of BOMB JACK.

Inside one of the'carga halds of the starship Pisces, Magic
Knight looks for something useful to hielp his trip home

move left or right onto a
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 try 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 attemnpt to kill you. On later
screens other far meaner nasties
appear, coming after you at
speed,

. Ifitall sounds a bit overpower-
ing, don't worry — you're not
tofally defenceless. Every so
often & power coin appears at
the tap of the screen and boun-
ces around. if you manage to

catch it then all the hostiles 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-
ble form.

Bomb Jack has quite a few
hidden bonuses too, When you
collect the first bomb a fuse on
another starts to burn. Get that,
and anothar fuse will start to
burn. Why collect 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
ether bonuses too — occasion-
ally a B coin appears in similar
fashion to the power pill. if this s
collected then all points gained
so 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.

ery occasionally a coin with an
E appears. If Bomb Jack can
collect it before it disappears
then a bonus life and 32,000
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 wversion, including bon-
uses. The completed game
should be in the shops abaut the
time you read this, and Bomb
Jack fans may find something of
interest on Page 44 of this issue .
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The rest has obviously done
them good — they can't be
bothered with wire frame 3D
graphicsany more. Having done
an awful lot of hard sums and
delved into the realms of same
very complicated mathematics
indeed, Realtime has developed
amethod of producing fa
moving shaded graphics in 3D.
Solid stuff, indeed, as we saw in
the demo sections of their new
game Starstrike /.

The'seenario foliows on from
Starstrike!— once again you are
pitted against The OQutsiders,
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
anumber 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 eentral star system.

Andy Onions (whose
parentals live in Ludlow)
popped inte the office to let us
have a look at the way Starstrike
fwas looking. We had a chat
about the seenario and a peek at
some of the completed sections
of the garne — which should ba
completed and in the shops by
the time this issue of the
magazine isinyour 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 begins with vour
craft sitting in a Support
Module. Although yvour eraft can
travel between the planets in a
star system under its own
POWET, youmust return to the
Support Module to entar
hyperspace and travel between
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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 3D Tank Due/— an
excellent version of the arcade game, Battle 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 Realti

— until a few weeks ago,

me front for quite a while

really, when they came to

show us progress on their latest 3D supergame.

systems.
Arriving in a star system, you
have to fight your way down to

the surface of a planel. Firsttask

i th quence is to find one of
the pentagonal space stations
and shoot the triangular pods
hanging on the nodes of the
auter pentagon: This allows you
to dock with the station, by
aiming the central sight at the
middie of the black void that
opens up in the middle of the
rotating pentagon

After docking, you enter the
hangat section of the game.
Youreraftis propelled
inexorably (LMLWD) towards an
irising door at the far end of the
hangar. To avoid being
splattered against the wall VoL
have to shoot the three
triangular iris controllers
grouped around the doorway.
Fiming 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 fioor

Leaving the hangar, you enter
danother section in space (not
complete when we saw the
demao). Essentially, itwill be a bit
like Asteroids, blasting debris
and space mines {and avoiding
somenon-blastable objects) in
order to survive, Unlike
Asteroids, this section will be
played from the cockpit of the
ship, with & head-up display.

Next comes the space shoot
em up sectionwhera you get the
apportunity to meet and try to
destroy a whole variety of ships
that loom up from the depths of
space in stunning 30D When
ships are destroyed, they leave
behind fuel pods, which can he
gathered and used to replenish

our tanks, Be quick, thot

he banana-sha \
15 @ fuel scoop which will try to
beat you to the pods:

Survive the sheot out, and it's
into the penultimate (LMLWD
again) section of the game, also
stillunder development, vou are
on the surface of 5 planet and
using the head-up display waLll
have to bomb targets an the
ground. The Duct comes after
the ground section — flying
aleng atrench you have to avoid
moving barriers, ramps and
ratating fans. This last phase of
the attack sequence baasts a
noevel control method:
aceeleration and deceleration
only takes place when you push
up and down on joystick and
hold fire at the same time,
otherwise your craf
constant speed and the joystick
is used to manoeuvre. You can't
dodge around and change
speed at the same time. Survive
The Duct, and zowie, the Finale
andit's time to move onto
anather planet or system.. . ,

In the finished version of the
game yvou rmay be given the
option of skipping the docking

and hangar sequences, which
may be an advantage if you find
you're not 5o good at those
sections, but skipping a section
meansa longerspell in the pext
part of the game, and it will be
narder to survive . .,

You have fouriaser cannon
grouped around the screen, one
in each corner firing onto the
central sight int pairs, alternating
between the top and bottom
cannon, Traditonally anough,
they heat upwith use and cut cut
ifthey get tao hot, refusing to
work until a lower temperature
has been achieved. Thus
autorepgat merchants are foiled
from blasting away endiessiy.

The fuel gauge level drops as
you drive, and running sut of
fuel effectively ends the game
all you can do is hover
motioniess, waiting 1o be wiped
out. The foree field that protects
your craft is damaged by
collisions — toe much damage
removes your shields
completely and the nextimpact
ends the game. Fuel can be
collected from pods left by
vanquished ships and returning
to the Support Module allows




as one is doing in the left haif of t i

| One of the attacking ships in the space shoot em up
|Inside the hangar there’s the parked ship on the floor to the seguence, showing wall how the sofid 30 looks,
Heft, and ahead of you the iris through which you must fly. static picture doos no justice to how good it loaks
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We'll take you beyond

the Specirum.

QUICKSHOT Il AUTO RAPID-FIRE JOYSTICK

SPECTRUM INTERFACE

-

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 buttonand 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, Costsjust £9.95.

SPECTRUM UPGRADEKIT

Boost your 16K Spectrumto 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.

Ramn Electronics (Fleet) Ltd (Dept C ), Unit 8 Redfields Industrial Park, Redfield

Lane, Chureh Crookham, Aldershot, Hartts GUI13 ORE.
Credit Card hot line: Tel: 0252 850085. {Access & Visa).

SPECTRUM UPGRADE KIT

“TURBO INTEREACE
S

N
\

'——————q-—-n———————-

Please send me _ Spectrum Turbo Interface(s) at £1850
Quickshot Il Joystick{s) at £9.95.

_ Spectrum Interface(s)at £9.95.
Spectrum Upgrade Kit(s) at £21 95.

(Please stateissue 2 [ or 3 0]

+£1 per order P+ P [(£3 Overseas) TOTALE

[ enclose cheque/postal order [ charge my Access/Visa

ExpiryDate. /.t
g e O e 3

Address

Postcode

Telephone

24 Hour despatch for credit cards and pos
All products are fully compatible with the S
and Sinclar Microdrives,

Rediield Lane,
rookhiam, Aldershat,
Hants GLH3 ORE.

Trade and Export enquiries weicome.

el
ctrum, Spectrum +
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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 E20
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
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 ta start
Elaving games seriously especially with these cold winter's months

ping everybody indoors. | would welcome tips for Zoids, Sword

I C nd 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. Therefore | have very little
time to reply to readers’ enquiries. So I'm afraid to say | can no
longer answer personal letters, but if it's something to do with
mistakes in pokes etc | usually try and rectify it in the magazine.
Sorry there is nc longer time to enter into personal correspondence,
While on the subject of writing letters, when you sign your name
please print it! That makes life a lot easier and you wouldn’t want

The Firebird mafia (admitediy a
bit squiffy at the time) have
consented to my revealing the
cheats in £/ite so here they are

ns of Felix for providing
information on the missions.

SUPERNOVA
Sometim 2

for you to drool aver (and | getto
keeg my fingers). Thanks to Phil
Wilki

behind. You will now have a
Cloaking Device. Thisis
activated by pressing Y butdon't
leave iton fortoo Eong becauseit
drinks your energy. Particularly
useful in Witch Space.

INVASION
'!uﬂ

jammer
station th

on activate the
and launch a

WITCH SPACE

In the booklet Witch Space is
mentioned briefly. Contained in
Witch Space are lots of lovely

Thaié?oids justwaiting to be
killed. To get into Witch Space
freeze the game then press F
then unfreeze. To get out of
Witch Space freeze the game
Elrsss F again and unfreeze then
yperspace.

THE CHEAT

your name spelled wrongly after all that hard work you put inte
playing games, would you?

i're stuck i s latest release then have a look at
“Mm'“ ‘:s“i.:ﬁ E\?g\?ism?her Wilson of MiglmHl did
mdhlh:s entire solution but I've spiit itinto two parts.

CHEAT THE

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
i mwmwﬂe!tmh' manually. Just before you enter
Righton with the tips then . .. the station press H to
| 1 and collect the handkerchief that CLOAKING DEVICE Hyperspace. When you have
1, Ggup the vine on screen 1 and ¢ Fo soimetica ot ot | Sl oo s
" z d ; 7 Palm tree me attac Y a ocking station of the planet
- Tzﬁﬂ Sﬂﬂgg‘éﬁ"g‘;‘?’p of ﬁiﬁﬁavg ;T;arl:g:;%gi;h;"m to the ﬁeet of Asps where one fo them
_m';"’- p“rm‘ths fire butto

where you wished ta go to

without any hassle from pirates,
good eh.

flickers on ai?d off. Desltjroy this

: : : d pick up the debris left
boot. : o and collect the glass iAo
3. With that done W%ﬁaﬁﬁr‘.{ With the drunk in it 83; the®
"“““’m&m"aﬂu wait unitil he lies down, You can now

st it ing iron with
as atrampolinel d collect the branding iron Wi
4. Return to the h“‘e.ﬁ'o'fh"ﬂgnﬁfvﬂith-gm bull it near the star
theZon L el B on in the fire and jump up an d’“"b; i and complete levels 1 and 2 so | think
f srpmns ”ﬁ.‘ﬂﬁns. Collectthe iron, which sh:ﬁfmg next to the pokes can wait until next month, Just follow the e
mr:fdbttlgglguil with it. You can collect the object wmwm Whli:;pinm.ﬂummhkbmme
gﬁ' e e room, again, Collect the bell then 9¢ ﬂ':eat energy quickly. gt o =
T Mw'ﬁtﬁdﬁﬁwﬂ ' 1'?1 ‘on the left hand bell holder, which |
screen right an

bt this

ack and getthe bell again

- mﬁmﬁe‘::n mﬁﬁtnhgnd bell holder. A hole ehou |d appear

e oround butdon'tdlimb down RYet o i and
4 s start screen and climb down! s o ey
& Gom-to mﬁand collectthe plant. Go back up an ngul i rﬂp-»:mtn -
?natg the ball and wait. _Wh%!-: ﬂ:ll.t rp-:)m r?';uai"; he!s e hutlan;:
e ar gt plant. Wait urt e the drunk. Go tothe top leve
o 1 gﬁb?::ﬁmindforue a guard 1o h?nﬁ ciu: ;I::I B
::ﬂfehanmag aprsagrdng the boxup. Go down th!?ne?ﬂ sanboliect
thi ch::{:a'buwou will just have to wait ?I.Ir;tilo "
'ﬁrteal'mrilﬁng instalment of the Zorro s ;

SABOTEUR

I've got some pokes for this one but Aubiray Lim of Thorton
Heath hae sent nthose fine to oo i

-

Right, right, right, right, right, right, down (use the ladder to the
right of the screen), right, u?t. right, down (on the ladder to the
left), down, down, down, left, left inte tube number 1, left, laft,
left, left, down, right, down, down, down, right, down, left, into
tube number 2, left, uE, up, up, up (second level), up, up, right,
right; right, down, right, up collect bomb, down, left, down,
down, left, left, up, up, up, up; right, right, get terminal (swop
bomb for disk), left, left, down, down, down, down, down, right ffes
into tube 2, right, up, left, up (use ladder on the left), up, up,
night, right, up, up, ieft, left, up, left, left, up, onto second

? atform, jump across to the right, jump again to the right, up,
eft, Halmdptrr uplt!

{phewwww)
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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
maonth Ill 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 Norwich have kindly supplied
these tips for the excellent 5ir
Fred, but does anyone know
how to open the doors in the
dungeons?

ARROWS
(8]

d for killing

hitting swi

STONE:

pwmen and for

ishasonly o
ferrymen ac

MATCHES

hana
CHICKENS
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r Shearlock of London has sent in these tips for

look alika.

the crocodile will not harm you.
Go to the screen with the Ice
cube in it and press the Action
key. Now pick up the Hole and
o right until you are just past
the crocodile, now drop the
Handbag. Take the Gol% fish
bowl and the Hole to the
Wishing well screen, stand at
the far left of the screen and
press the Action key. Go leftinto
the new screen and take the
Skeleton key, the spider will not
move as long as you have the

ASTROCLONE

After months of persevering
with the game, here is the final
installment of the solution, So

get battling with those Seiddab
and you may win through to see

the final effect.

ULTRON — The Final Base
Using the Hy rav lift from
mass in

2
st of the Sai
blown from
ing the Ultron Mass
Acron i

Hect the
rt and collect the

Bowl.

Go through the picture again
and into the sea, pass over the
locker and the doorwill open.
Takethe Spinachanddropitina
convenient place. Go back to the
roorm with the picture in it and
getthe 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 Egg and the
Spinach proceed to the room

i} strewn
highlever

that centains the sign 'Old
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
screen that contains Wilma and
shoot the native with the Bow
and Arrows,

Proceed to the screen with the
wellin 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
depressad. 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 the
Coconutwith both of the objects

ress the Action key, Take the

ottle of Ol and the Blunt axe to
the screen with the hut and the
car. Pass over the front wheel of
the kerlam:l pressthe Action key.
With the Sharp axe return to the
screen with Wilma and cut her
Eown by pressing the Action

ey,

Clone’s made the
on the Battle
hac i




and the door to the school will
BACK TO SKOOL main open. est
of practisi
The follow up to last month's With the window
tips reveals how to finish the
game completely but | will try
and get hold of some pokes
because the game is still tricky
to play even if you know what
you are doing! Thanks to
araint H Jones of Anglesey and
Andrew Mends of Draycott for
these hints.

ed r
ol ground. Fill
shern

GUNFRIGHT

i i i hanlks
is is definitely my favourite Ultimate game and now, t :
3 "H'Jm!‘%%gp;;s arl.dvF{ B‘;ayiiss of Didcot, some of its secrets are

5 s f outlaws you will receive a bonus e go t window  the girls ”, ap? e
| Between k|llnnﬁ§:$2,:°xﬂﬁhgve the chavnug to get more money b ns start. up. The b b deid,
" by shooting the money bags. gradually this screen gets fa?ter. | :
At the beginning of group bandtrl:s a r‘f;:szﬁ?:}?;l:g&a s,
b R m?t?‘u;g?.:girtshe game the reward for
in irst bandit is worth $350, the second
fourth $2000 and so on.

B

4
g‘- R ESET

A
L
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XMAS SPECIAL CORRECTIONS
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This listing ndlyuppuradlnhausﬂbutthamma
Mﬂdmmm:w is the correct version. Don't
mmimmmmwunm
L Ao
10 ATS9, 2,"FI.AYTRASHMANT!PEFRDHTHESTAHI’"-
20 POKE 23570,16: LOAD ““SCREENS:
Nmmw.m POKE 59616, 195; POKE 59617, 3: POKE
59618, 19
40 POKE 23570,
m
Olu:- ﬁniﬂyd wmummmmn
o errar 42528, §for Ininite attesny
POKE 42528, hrlﬁﬁnluamm
mmonmmﬂmdmkumﬂmﬂnﬂm
FDKE!ZHE
mm 0 if you are hit by a car or trash cart you go to the
m.ﬂ
POKE 42459, 0
mm.zmmnthnhomsmuhummwmammd
?’m you hit a car you only get a lim
mmw 291 m\mu can walk through any meving object
dlnmdbvft.
When hanmmudumm kes then Randomize Usr
po
42384 mhm
5 L
Uhh d 0 g bad DD d
0 R OR
{ L) 0
0 =0 40H)
40 READ A f 3] 00
0 PO
il
1 () Bl & A O
DA ( ()
P AT 0, 0 A OR ROPO
= D r U
= i P i [}
AMND 0 DATA 0
OO0 DA TA 44 B 034 DA A () 0 0
001 LA 0 8 0 0 DATA
D02 DATA 0 036 DA TA 0
()3 DA 0 0 0 Bl
D04 DA 05, B 038 DA 0 (
005 DA 0.6 L H 039 DA
006 DA 0 D40 DA
007 DATA 1! M A g
(B DA 5 (i DA , 3
009 DA i 0 043 DA 0 0
010 DA G 044 DA q Q
W B U i 4 (4 DA ¥, i
i LA i 0 i 0 0 g A 0o
i )A 0 ¥ (1 DATA 0 B8R
D14 DA 2 048 DATA
0 DA i 49 DATA {
& LA 0, 20 050 DATAG 0
0 DATA 0 051 DATA 0
018 DA 0 052 DA i z
019 DA i 0 0 LA ik U b, b U
020 DA t § 054 DA 00
021 DA 4, 20 055 DA : g9, 20
i By L &1 3.6 Uhh DA 9 Ud 9
0 DATA 50 0 DA 0
24 DATA DATA 5 0
1 LA 4 & ¥ ) DA A b
026 DATA 0 0 060 DATA 5
0 Dlu- 0 G 6T DATA 0 0 ¥ 3
028 DATA 1 06 In A 00, 169 0
0 |I|:I 0, 68 B 06 DATA 40 24
030 DATA 0, 220 D64 DATA D, 246
3 B ¢ i 0 06 f f 0 g
U LA 066 D D D

I 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. Mext manth | 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 ermzrthls‘j:mgram choose the pokes you desire, run the
program and then 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 - s?}‘ou can walk through nasties.

POKE 53922 0 - for infinite lives.

POKE 54033, 201 — just try it out.

WHEELIE |

The error was in line 20 where the C went missing but if you
missed that issue here is the entire routine.

5 REM WHEELIE POKES

TO0LETC = 0: FORA = 23296 TO 23340: READ B: 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 55,20‘5,35 5,48, 234

TUDATAEZT 33 108, 98, 1?.125 152

80 DATA 62, 255, 05, 86, 5,48, 242

90 DATA 52,201;50 85, 117, 195, 30, 109

SPYHUNTER

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

20 PRINT AT S, 1;,”PLAY IN SPY
HUNTER MASTER TAPE™;AT
11, 8;"FROM THE START"

30 RESTORE

==
& &

4A0LETTOT=10

%

S D o

o)
e g

50 FOR N = 65024 TO 65114:

0 READ A: LET TOT = TOT + A:

A § POKEN, A: NEXTN

A, 0 : 60 IF TOT <> 9438 THEN PRINT
A 254 4 ; AT 0, 0; "ERROR IN DATA™:
STOP

i 70 RANDOMIZE USR 65024

Rl i I-f-i-f~—
o & z

el L B o oo o

gz
53
>
R385
548
2§
B
¥

ODATA S8 17 8 135 2) 170 DATA 092. 237, 091, 143,
e 180 DATA 025, 034, 075, 092,

190 DATA 042,

5T T D

i__i:
E
§

250 DATA 000
260 DATA 062,
270 DATA 201,
280 DATA 144

iy
-t




1

Ivan the Crusader's
epic quest to end
Rasputin's gvil reign
puts thisisometric
multi rapm arcade
adventure in a world of
NS own

Crazy multiscresn
adventura- failed
GermGerry proves his
worth by laying waste
tahisvictimy's body =
until he réaches the
hearti. .

‘r‘ FIREEURINS A TRA

AR OF 3R

The evil Orcs rayage
thaland af Belom - vou
comrol the only
characterswho can
saveit. Stunning
landsgapes glus
intriguing adventurein
Yenturescope’

qerry_:thg___garm

S\ 7
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Ted's Great Summer
Blow-Out- over 40
whacky sereens ashe
triges to avaid
sunstroke, drinks like a
fishand blows all his
hard-earned money!

Four great, sizzling games from Firebird —the all-new Hot
Range. Available for the Spectrum, Commodore 64 and
Amstrad - see them at all good computer stores now!

™ I o, machine, casnelbo o disk and guantity noguinsd.
— i /PCHmedo payabie o FREBRD SOF TWARE, Al
'I = I ly. O 5 despaiched promply. Al prces
FIREBIRD SOF TWARE WELLINGTON HOUGE

MAIL DRDER: AUNTIE KAY, "FREEPOST FIREBIRD, WELLINGTON HOUSE,
LUPPER ST MARTIN'S LANE  LONDON WCaH 0DL

1S HTELE MUNICATIONE UPPER ST MARTIN'G LANE, LONDDN WCZH BDL. 12 st reuines
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SWEEVO'S WORLD

I think that this game has been
out long enough for me to
reveal tips so here are the main
points of Andrew Dadley’s, of
Kingston near Lewes, letter.
Just follow the instructions and
your game should improve
quite a bit.

ZOIDS

I'm a bit disap
pointed  with
the amount of
mail  received
on this game
but neverthe
less Neil Stone
of Huntingdon
has written in
with these
hints. Come on
gamesters go
out and buy this

To kill the horrible little girl first
find a teddy bear. Then entér the

one, you won't

JIIII1|!

L

h\‘lm
INTERNATIONAL KARATE ~
From: Christopher Mills of

AROCKMAN

Simon Taylor of

ON THE RUN
Jeff Smith of Bunting

After a few months’ gap the
Minitips section returns with all
those odd snippets that can
improve your gameplay.

room with her in it and climb up
some blocks so that you are
safely above her. Once that has
been done just drop the teddy
on her head as she passes. To

INVASION OF THE BODY
SNATCHERS

ROLLER COASTER Reeves
From: Kevin M f I

COMMANDO
From: Andrew Watkins of

ate
and fire
the men
L gy

kill the dictator follow the same
ggacadura but thistime use a

ot. To kill 2 Wijur just hound it
into the rising finger. To killa
goose just %et a weight to drop
on its head but before that
collect a BOO and walk up
behind it. Then say BOO to a

goose (groan).

MARSPORT

Last month's Marsport ﬂﬁls had some of the info missing after
instruction 25 so here is the correction plus the final part of the
solution.

25. Now go and get the clue from the Vidtex uniton sector flevel
e. ‘One says nothing, the other says it all’.

26. Get the mute from the music room.

27. Get the manifesto from the oratory.

28. Combine the mute and the manifesto to make the E token.
29. Go to sector i level d and get the clue from the Vidtex unit.
‘One draws near and throws away'.

30. Get the charcoal from sector g level d.

31. Get the projector from the oratory.

32. Combine the charcoal and the projector to make the M token.
33. Go west from sector g level i and kill the Warlord.

34. Get the clue from the Vidtex unit on sector d leveli. Oneis
eashand 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.

38, Put the key in the key slot in the sanctum sector e level h.
39. Go west out of the sanctum.

STAGE 3

Do not collect the plans straight away because you will net have
enough timeto escape if you do so but instead follow these tips.
1. Get the clue from the Vidtex-on sector d level |. ‘7 from 10
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rnakes you a bighead’,

2. Collect the E codex from sector i level j.

3. Get codex D from sector d level i.

4. Get the G codex from sector i level h.

5. Get codex B from sector g level g.

6. Get the T codex from sector e level f.

7. Get the U codex from sector f level e.

8. Get the W codex from sector e level d.

9. Get the | codex from sector h level .

10. Get the H codex from sector g level b.

11. Get the N codex from sector | level a.

The 10 codes’s are the ten referred to in the Vidtex clue but you
will have to find out for yourselves what the 7 is. But if you work
that out then you will end up with a map reference. Go to this
area and go to the side view and shoot atthe wall to reveal a lift
up to the start of the game. You must have the plans to escape
from Marsport.

what is ap:

g in these hallowed pages next mo
ur pokes, Rambio tips, | h Prato

That's all the room I've got this month but here is a teaser of

ing extra special! i you have any tips,
cheats, pokes or solutions then send them to: ROBIN
CANDY, CRASHPLAYING TIPS, PO BOX 10, LUDLOW.,
SHROPSHIRE SY8 1DB
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Now, the kind of quality you've been

o looking for in a Joystick Interface, with two
Preditor. -

- s ® Full Filtered Sound through your
I he ICk television.
® Video Monitor Port (composite colour).

® )
interface with ;.0
The Preditor has all Joystick Protocols

® ie: Kempston, Protec and Sinclair, left and
more bite. -
® 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.
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PRICE BREAKTHROUGH

inc. VAT.
P&P.
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on lx Pleasesendme______~ Preditorsat £18.99 each
I Computer make

P A S I e s I | enclose Cheque/Postal order for £_
RRed oo el ik b s S R

Made payable to KONIX,
Please charge my Access/Visa
Cardholders can call on (049525) 5913 to order

1 Signature
MName %
Trade or expert enquiries contact either | Addren
Keith or Wayne on (049525) 5913 | — s =

Keonix Computer Products is a trading name of Kenix Computer Products, Unit |3, Sirhowy Industrial Estate,
Creative Devices Research Limited. . I Tredegar, Gwent NP2 4QZ.

PREDITOR - PREDITOR - PREDITOR - PREDITOR - PREDITOR - PREDITOR - PREDITOR - PREDITOR - PREDITOR - PREDITOR : PREDITOR - PREDITOR - PREDITOR - PREDITOR -
HO11034d - ¥OLIOIHd - YO LIJFHd - YO LIAI¥d - HOLIATYd - YO LIATYd - HOLIATHd - WOLIAIHd - YO LIQTHd - WO LT - HOLIJ34d - HOLIQTHd - HO L3 - HOLIQTHd -

HOLIA34d - HOLIJ34d - HOLIJF¥d - HOLIOINd - HOLIAIYd - HOLIGIYd - YO LIOTHd - HOLIOTHd - HOLIO34d - 4OLIa38d




This
amazing
Cross
between
a watch

and a '
database could be yours:

‘ve had one of these incred-
oy eunning_gadgets In e
for a week now, and

ol Sy e e it oh s RS

By B rnere e 5o, e St v
m vith it is very clearly ardinmmmnmﬂuﬂ .
i graph for ifwe gave ityou. M
'“““,,.',,'m"",' would you squirrel away insid
-m,,- ‘e ultimate product of the  jts 80 pag of memory? How
: 'hmtgm . Not muldm the watch change
e e F99-0dd that you  yourlie? oo
would have to hand over inthe _ Best submission 18 oenl
Hattori UK — the who Egﬂwm_.w. e
Hibute the watch in the UK,  SY8 1DB. Make sure your idess
have said that we can give one mmmb&tﬂﬁumm
awayv to 8 deserving CRASH mm%-mw
2 moﬁvm yazing your "“'*m‘d’l
: wath your: 8 If you
e might get
i

Seiko have produced the first
wrist computer terminal — the
RC-1000. It’s a digital watch with
a 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 averafga human being
uses them for), and stop-
watches. Just like they say inthe
advertisements, nowadays
"you can take a little bit of your
computer with you wherever
you go'’,

Well, a little bit of your com-
puter's memory. Oh alright
then, a little bit of the contents of
your computer's memory. You
see this watch can be used as &
portable mini-database, storing
up to 2K of information on
eighty ‘pages’.

@ watch face itself contains
a 12 by 2 alphanumeric display
{letters and numbers, dolt!} 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
en & chronograph and a
database.

You can prepare information
to store in the memory of the
watch on your computer using
the editing software that comes

with the package. If \{ou've gota
Spectrum and an Interface 1,
then all yau do is link the watch
up to the computer with its
special lead and download your

ata.

Each of the eighty ‘pages’ of
memeory in the watch can be
used as a menu screen, which
heads up a number of other
pages of memory and leads into
them. So if you set up one page
as the Address Menu, then you
have up to 79 pages remaining
in which to store the detaiis 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 set an alarm signal to remind
I{ou to do something it can be

inked to the memory pages. So
when the watch goes beep at
half past nine in the morning of
September 23rd 1986 it doesn't
just go beep and leave it at that.
t shows you the relevant page,
which reminds you what to do at
9.30 arn, 23/9/86. Smart? Yes,
definitely, especially as you can
program reminder alarms up to
a year in advance.

More 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 they’re still
Here, getting ready to go, will be
amazed by the way you can pro-
gram up to 79 different world
times into this little beast. Sornt
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 someone 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 & reminder
to wash behind the ears. It's up
to you.




WHERE DO
WE GO FROM

FINEST
HOUR

Producer: Century
Communications

Retail Price: £9.95
Authors: Nicholas Palmer
& John Wilson

In the wake of PSS's highly
acclaimed Battle of Britain,
Century Communications, bet-

Intelligance reports are vital if
enemy dispositicns is to be

ter known for their series of
computer handbooks, have pub-
lished an icon driven simulation
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of this famous conflict. The
ame was programmed Fourth
tocol style by John Wilson,
but designed by veteran board
wargamer, Nicholas Palmer,
author of the definitive The
Comprehensive Guide to Board
Wargaming. The result is the
most fascinating computer war-
ame yet to appear on the
m

It's hard, in fact, to know ex-
actly where to start praising the
game as it excels in S0 many
areas. The packaging is medium
format ‘bookcase’ style, contain-
Ing a cassette and instruction
leaflet. ‘Leaflet’ really fails to do
i':usﬂca to the excellent rules slip.

rom a potted history of events

ambat readiness sifow intacceptor
o with th

L

that led up to the battle, yvou ere
taken systematically through
the different rules and given
Eui_delines on play at each stage.
iagramatic summaries of
icons used in the game make the
straightforward p?av techniques
even easier to grasp for the
beginner. Finally, a section of
notes from Nicholas Paimer ex-
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 ocoupied
France. The map shows air-
bases, anti-aircraft installations,
radar stations and ports, as well
as major cities the Luftwaffe
might attack. This supplements

nostafficiency. Use the
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the map presented on the screen
ring 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 & 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 single day option is
perhaps the best 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 decide how best
to set the pace of the battle. In
the one day scenario, victory is
assessed at nightfall when the
attacks have ceased. In the cam-
paign game, at the end of sach
day’s ﬁghtmg You are sum-
moned to Winston Churchill’'s
command bunker where he
assesses your progress. It is
possible (though very difficult)
to deal a crippling blow to the
Luftwatfe during a single day, in
which case victory will be yours.
If you have managed the forces
gnicularlv badly, Churchill asks

r your resignation. Otherwise,
he merel‘y aSSESSes your pro-

ress so far, and play continues
the next day. You may decide to
guitatany poin:lduring the cam-
paign game, and victory is given
to whichever side has per-
formed best.

Intelligence reports are crucial
for planning the initial defence.
The type and number of aircraft
available to the enemy are
detailed at the start of the game,
and although the numbers may
differ each time the game is
played, subseguent RAF losses
are always measured against
this first intelligence report. The
Luftwaffe has ME109 fighters,
ME110 ﬁéhwr bombers, HE111
and JUBE heavy bombers and
the medium DO17 and JUS7
bombers at its disposal. British
air defence is made up entirely
of squadrons of Spitfires and

rricanes. The author acknowl-
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edges that Beauforts, Defiants
and the like also had a small part
to play, but for the purposes of
the game he chooses to ignore
them. This has no detrimental
effect on the game as a
simulation,

Whilst monitering incoming
enemy attacks the player hasthe
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
Foliots 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

on the enemy when in
battle. Repairs m;a_r be carried
out on those airfields which
have suffered an enemy attack.
If these repairs are intensive,
they return an airfield ta opera-
tive status quickly, 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 pilets to
break off the attack before cas-
ualties are suffered, whereas a
hi h_ag?rasesion factor results in
relatively high losses on both
sides. If 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 the opportunity to damage
it as severely as possible should
be taken. Germans gain victory
points with successful raids on
Eorts and cities. Successful

uftwaffe strikes against radar
bases eventually result in severe
blind spots occurring in the
defensive network, which can
lead to your downfall.

Forces may also 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
opposition in one fell swoop.

variety of strategies that
may be employed by the com-
puter make this one of the most
compelling games ['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 to a
major mistake — you can usu-
ally get out of it without any
particular problem. Sometimes
a message appears such as,
‘Already in flight, Sirl" if you try
to scramble an airborne unit.
Full combat results appear in
messages which list the num-
bers of each type of aircraft lost
by each side in a particular
engagement.

e game lacks the optional
arcade element present in Battle
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. The
talents of John Wilson and
Nicholas Palmer have been used
to_the gteatest effect. To my
mind, the combination of their
abilities has resulted in the finest
wargame curreéntly available to
Spectrum owners.

g

PRESENTATION 88%
Beautifully effective — and
useful too!

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%
Onceagood pulserate issetand
the campaign game is played,
the qualities of the game as &
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: RT Smith

RT Smith won acclaim for his
last game, Amhem. His latest
work, Desert Rats, outclasses
Arnhem in terms of both scale
and quality. Arnhem depicts a
single battle, massive though it
was in term; o1f tt;g rgenba:)ntﬁ
equipment deplo y

sides. Now Mr S‘lr'nith has re-
turned with a truly massive
Elame covering the history of the

orth African campaign in a
series of scenarios which range
frorn a seven turn introductory

ame based on the British Batt-
eaxe offensive to a six hundred
and twenty four turn game
depicting ‘the conflict from
Rommel’s arrival in the Spring
of 1841 upto 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
innavative way related to the
status of Malta. There are three
different ways Malta's import-
ance can be portrayed. The first
is the historical setlin?, where
Maita is used successfully by the
British to increase their own
supplies and cut off those of the
Bnen'rr The second, Operation
Herkules, assumes that the Axis
forces capture Malta and as a
result their supply levels incr-
ease ?reatlv 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 good strategy and is
worth reading even by those
familiar with the historical con-
text as a whole, because the
information it contains is so
relevant to the scenarios
presented,

The sequence of play allows
the British player to order 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 available to
a unit, the British player has the
oaf:nonthDTD AT atthe rate
of one unit per turn. The order
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allows British units to travel
from Tobruk to Alexandria, or
vice-versa, 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 the
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
displayed.

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 ina
fairly straightforward manner so
as notto burden players with too
much irrelevant detail.

Logistics play an important
part in the game. Various kinds
of movement and aftack orders
deplete the supplies of units to
varying degrees. The supply
rules in this game are the most
complex |'ve dealt with fer some
time. Unless attention is paid to
the depletion of units’ supplies,
you will soon find yourself up a
proverbial gum tree!

Although the game plays ina
similar fashion to Arnhem, it is

- ﬂi"hi!u

gt ralian Division
-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 battie sequ-
ences p!a}r faster and yet more
confusingly to add realism. The
effect works well and enhances
the feeling of tension prevalent
throughout the game.

There are six scenarios in all.
The first five are inchronological
arder wheregas the last one att-
empts to cover the entire cam-
paign. To be honest, there was
no way that this last scenario
could be Ela ed 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 reguire even
mare time. The only way to win
the scenario is to destroy all the
opposing units. At the same
time, your own losses must be
kept low. This is the only major
point of contention | have with
the game. As the author himsalf
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
scenarios however, esach have
their own victory conditions and
all of these reflect the difficulty
of the actual situations.

One other area, not so much
an inaccuracy as an omission, is
the lack of airpower on either
side. This can be accounted for,

however, when you consider
that rarely did the RAF or Luft-
waffe have any decisive affect
on en?‘agements, and as the
author himself reminds us in the
designer's notes, there were
some limitations imposed 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
maost 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
worked better. Air support rules
could have been added for the
sake of completeness. The scale
could have been cne that better
suited the game and Mr Smith’s
apparent wishes. Then the
5 rum would have had a
classic series of wargames, I'm
sure.
What Desert Rats does offer is
a massive game that strives to
retain every historical point of
accuracy despite limitations and
aver present compromises. Per-
haps these criticisms should be
laid at the producers and notthe
author himself. Perhaps other
factors prevented a series of
ames from being developed.

hatever 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 screen

RULES 97%

Well developed and written

PLAYABILITY 85%
Unwieldy for the total beginner
but etherwise there should be
no problems

GRAPHICS 60%

Let down the game a little
through the ambiguity of some
terrain features 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
however, the level of accuracy is
viary high.

VALUE FOR MONEY 87%
Nothing innovative here — buta
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
presentation. 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 damnsels

in distress. So to start in
the way of all good fairy tales:
Once upon a time there was a
wise old king who ruled over a
happy land. Except for one
thing, the evil Hugh D'Unwyt, an
evil dude wha's stolen away the
King's fair daughter. Since the
kingdom is usually such a ha
‘place, the bored Knights are all

‘off on aquest 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) enough to take up the

guast is the aged and corpulent
ir Fred. :

The princass is holed up in the
Castle Feare, stronghold of
D'Unwiyt. When the Baron stole
away the King's daughter he
knew that trouble would be on
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§ir Frod shins up
Mikro-Gen's 5IR

4 I thr
edge, Lightning Z8P%
Ilaaﬂ anto the mid

to opan B secret trapdoor

its war, 50 his castle is extreme-
Iy well guarded and near im-
nable to a lonesome Knight.
n aun%adﬂrhisdaunting 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 become a hero 1s 1o
collect and shrewdly use certain
objects, Unlike a majority of
aicade adventures objecls, are
plaged in a different place each
time you'play. Though mapping
the game is still quile easy,
placing the objects isn't. Though
not random thera are fifty six
different perrnutations 'of the
where the different items essen-
tial to'your guest will appear.
Sir Fred himself is an action-
packed spritette capable of
many. actions and looking re-
markably similar to semething
out of a Mordillo cartoon. Whan

a creoper o h
ED

At the top of the STOeFEl o, ¢he sky

"

@ castle in

js way into th

Y
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il
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fches on B
hero has to
so & lever

jr Frad p8
ar vﬂﬂf
ere ha can v

s wh
die cloud — $08 L s into the castle

wou start, all Sir Fred can do is
run and jumip. His running style
is quite a bit more realistic than

MIKRO-GEN

“This is an excellent
arcade adventure with
lovely graphies, The main
character is fab, and looks
like he's been lifted
straight from a Monrdillo
cartoon. The animation on
him is incredible for such a
tiny character as he swims,
swings and runs through
the castle and its lands. The
game is a tricky one, and

are some E'r:;ty nifty
puzzles to be so before
the Princess falis into your
arms. This game really
um:led to me, who cares
a an ancient storyline
when a game isasgood fun
as this? ™

most and has actual ineria.
Haiding
n't boot Sir Fred straight into top
gear -— instead, he gradusally
speeds up to
diraction, and

down left ar right does-

whack. Change
e Knight's heels

stick into the ground and little
sparks ﬂ\y off as he reaches zero
speed. You can i into prob-
lems (literally). If you run Sir

“ Dear Oh Dear! How many
times have we had the
“rescue the beautiful prin-
cess from the wicked
knight” story before? |
must admit, though, that
the inlay is very well set
out, with a very poetic
poem to set the scene. The
ame is similar to JSW, but
as sug‘rjior_ graphics. The
man, , jumps, swims,
runs and walks in liquid
animation, and is capable
of making bigger jumps if
he takes a run-up. if you run
one way, and then chan
direction, little skid ma
appear at his heels. There
are better platform games
on the market, but this one
is nice enough. Kk may
al more to younger
?1 — with all this talk of
airytale knights and prin-

Producer: Mikro-Gen
Retail price: £9.95
Author: Made in Spain
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t full tit down a ﬁigh: of
mm for instanee, he's more
_ﬁun 1o end up flying head

ﬁﬁjﬂfﬂ‘lﬂ ‘pb&iaﬂ upmth the

sﬁe&tm "Along the battom of

the screen are a numbm of
boxes thatcan contain an object,
‘A blue box highlights the win:
; currently under your con-
trol. To use an object press the
‘use key and the blue boxed item
will comme into use. On some Df
the weapons only a limited
iod of use is permitted, se a ttle
countdown -appears above the
window and decrements every
time the object gets used. If the
counter gets to zero then the
nb;ael is no longer in Sir Fred's

nventory.

Different objects can add te
SirFred’s nblﬁtiaa Pick a sword,
and the knight is capable of
being a swashbuckling swords-
man if you add seme neat con-
trol afﬁm One of the weaker

i s is the the stone that
can be threwn — another good
one is the bow and arrow.

What makes Sir Fred different
ta most of the Miner Willy's and
Wally Week's of this world is his

“Available from W H Smith and all good software dealers
or direct from Cases Computer Simulations Lid.,
ndon SE3 7TL.Tel: 01-858 0763.

8K/+£9.95 inc. p&p.
AMSTRAD 464/6128 £9.95 inc. p &p

14 Langton Way, L
SPECTRUM .

“This is an interesting
departure from the Walk
series. itis still an anima

adventure with lots of
objects to collect and many
locations to use them in.
The screens are well des-
igned and very colourful,
with the usual Mikro-Gen
attention to detail
character of Sir Fred is
smoothly animated as he
runs, swims and climbs.
The only problem with
his game is the
. Though only six
mntro!s are needed there
are great troubles with get-
ting your jumps right and it
takes lots of practise to use
tha ropes wnhout faliing

mend it to anybody who
enjoys the Wally games
and would like to try a
sllghﬂy more advanced

ablﬁw 1o interact wrth the back

ground. Thers are pools that he
an Swim in, ropesto be climbed

arﬂclsffmo mped off, all easi
mh?d m u:;r dﬂWnW

left, ri Ii-'rlrin"ld fire. Action packed

Fred, mvulnerabie heisn’t, Run-
gng ona Ilmi‘ted energy suppry,
has to try and avo

Wmlfﬂrg into various nas’uaca'
l

ng silly mistakes, Al

ese silly activities are darnag-
mg to. Fred’s energy hand,
shown st the bottomn of the
screen. Only ons energy band is
supplied and if it r e85 Zero
then the game's over. Nasties
you'll encounter are of a fairly

common sort:  things like

snakes, fish and rats; all moving
along preset patterns.

The puzzles and tasks to be
amnpl'rshad are of a fairly
complex ‘sort, Just like anpy
arcade adventure nowadays Sir
Fred’s world is shown in flick
screens, with lots of medieval-
_tlz;] pe backgrounds in this case.

e more of the castle you visit,
the betier your end perce

Near a- hundred percent FS-

needed to rescue the princess
and what a daunting task that is..

Control keys: definable
Joystick: Kempston and
Cursor
Keyboard play: very fast
and responsive
Use of colour; some
attribute clash but
otherwise tasteful
Graphics: prefty backdrops
thatare very detailed plusa
very action packed sprite
Sound: no tune but nice
t effects

kill levels: one
Screens: 36
General rating: A great
platform adventure that's
guite novel

Use of computer 83%
Graphics 92%
Playability 90%
Getting started 86%
Addictive qualities 91%
Value for money 89%
Overall 91%
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RAMBO

Producer: Ocean
Retail price: £7.95
Author: Platinum
Productions

‘Rambo’, few people can have
invincible character brought to
the screen by Sylvester Stallone.
Ocean, ecatching on to the
Rambo bandwagon, have now
released their binary interpre-
tation of Stallone’s blockbuster.
The plot of the game foliows that
of the film guite clossly.

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 either en-
gagin%tha enemy or being not-
iced. Rambo is spotted, it
would jecpardise the prisoners’
chances of rescue and could
lead to thair deaths.

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 | dying in the sun,
Rambo disobeys his orders and

rescues his friend. The enemy,
of course, spot this, and much
blood splashing, carnage _and
mayhem is the result. Swiftly,
Rambo returns to the helicopter
that airdropped him, and makes
the pilot fly back to the camp for
a quick and successful attempt
at rescuing the prisoners.

Then, pausing briefly to tackle
an enemy gunship that tries to
blast them out of the sky, Rambo
and the rescued prisoners fly to
Thailand. Well that's the theory
and, if you complete the game,
that's what should happen.

ARambo 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 |2
failed to hear of the all-fighting, £

skill levels can be set. The play-
ing area occupies the left two
thirds of the screen, with the
right hand portion oceupied 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.
Rambe 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 only 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-

eron. Our Photography Minion is obviously
break for stardom . ..

bo can collect other weapons on
the way, Apart from the knives
and grenades, you may find
other weapons lying about an
the jungle floor including a bow
and explosive arrows, a mach-
ine gun and a rocket launcher.
All the weapons have a seem-
ingly endless supply of ammao,
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, & baddie
should shoot or stroll through

0L IARLICY

in amongst the huts RAMBO deals death to averything that

moves

you, you don't survive the en-
counter. All the same, the man is
tough: you get four lives.

Rambeo 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 the 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
ared.

® " After Commando comes
Rambo, which is similar in many
ways. As | got into the swing of
things, shooting and blowing
thil up while ging bushes
etc, | found it was a reascnable
game, The graphics on the load-
ing screen and in the game itself
are really 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 of the US National
Anthem. Not bad, overall.

® “And so, in a blaze of ex-
ploding grenades and bazookas,
Jehn Rambo hits the Specey (I
h?};?el 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 simifar to Commando, but
it's not as playable. Some neat
tunes express themselves well,
and there's a small high score
table. Overall, this is quite

ood game, and l'd recormmend
it to anyone whe likes trying to
totally obliterate any enermy
when the odds are a8 mega-
million to one. Well, & thousand
anyway ... Hmm. Maybeten ...

® " 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
teo 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. (I 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
be a good touch if Rambo 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
similarities. "’

Control keys: definable
Joystick: Kempston
Keyboard play: very responsive
Use of colour: status screen
pretty, playing area rather drab
Graphies: good scrolling and
detail
Sound: very good tune,
reasonable effects
Skill levels: 3

s: 3
General rating: doesn’t quite
match the hype perhaps, but
offers some good arcade
playing.

Use of computer  82%
s, S
G started 82%
Vohie tor poner . 75%
alue for !

Overall 79%
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FOOTBALL _
‘QUICK Quiz

Producer: Rothmans/
Cassel

Retail price: £8.95
Author: Peter Dunk

As you can imagine, Rothmans
Football Quick Ouiz 15 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
g;sr about every avenue of foot-
all 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 Ioads and then infor-
mation on the number of players
and their names needs to be
input.

he computer acts as quiz-
master and can present quest-
ions in three ways: Assigned:
Three In A Row and The Race,
Alternatively, the Full Quiz
option is a mixture of the three
styles of guiz. ‘Assigned’ is the
most basic of the three options.
The computer asks each player
inturn a question and gives four
different answers numbered 1to
4. Using the appropriate number
key, the player chooses an
answer — a correct response is
rewarded with a little fanfare
and ten points are added to the
player's score. If the computer is
given a wrong answer, it points
out the mistake and reveals the
correct response to that quest-
ion. Players are given a twenty
second time limitto answer their
questions — 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 guestions
In a row correctly. The Race’ has
everybody scrabbling for the
keyboard. When the Race option
is chosen the computer asks
everyone to define a ‘claim’ key
for themselves before the game
starts. The computer puts quest-
ions 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 foothall knowledge is
limited to Hereford United, this
program doesn’t appeal to me
at all. Sound and graphics are
not “over-used”, although there
are a few tunes here and there
(possibly to wake you up). The
loading screen is really some-
thing else — | haven't seen any-
thing as bad as this for ages, The
unfortunate footballer depicted
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 lofli-
Eor standing on a gianrt beach

all! On the whole, | cant see
four intelligent people playing
this game for longer than ten
minutes without falling asleep.
But then, if you're a football fan,
rou might just see it a little dif-
erently ...

® “Despite being a total non-
footballer, | found this game
zm‘ze interesting — but will it

ave a wide appeal range? Un-
faﬂuaare.’y, the quiz dfr.fr t hold
my attention for too long. To me.
the twenty odd different subj-
ects didn't seem particularly dif-
ferent! The game itself is extr
emely simply presented and is
basic down to a point of dullness
— there are no graphics and the
sound consists of a few doleful
Poopoopbeedoops. The prog-
rarm Is terribly overpriced — you
could buy the Foothall Yearbook
instead, and stifl have change. If
the price was knocked down, it
would be a touch more appeal-
ing but as it stands it may only to
dppeal 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, non-frilly quest-
ion-and-answer game. Each set
of guestions has to be |oaded
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 vourg
Person.The program is obvious-
y written in BASIC and consists
of some very stupid errors rout-
ines - like if you press the BREAK
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.

Sound: minimal
Skill levels: one
eens: four different quiz

options

eneral rating: a very poor
question and answer game
which probably won't even
appeal tosoccer fans at the price

Rothmans Football Quizis avery
un-userfriendly program with-
out any good features and not
even a redesigned character
set. ™

Control keys: 1-4 to choose
answer, Z, M, @, P to claim
uestion

oystick: none
rd play: unrespensive
Use of eelour: not inspiring
Graphics: just a dire loading
screen

NEW SPECTRUM TAPE and DRIVE TRANSFER UTILITIES

m—mm-mwmm—wrmwm for backup and drive

COnversion.

L S‘umplel?]gemﬁun for fast loaders — accurate svan il over 48K, [tone and baud rate

MEAsure

* Deals with ciicky losders — convarts COMPLETELY o normal for tape load {plus
drive transfer with T22).

99 on tape OR £7.92 on m/drive cart,

TRANSFER PACK 2 — FOR TAPE TO DRIVE TRANSFER

Package of programs INCLUDING TUS, other utilities, sliows drive transfer of many

» Details given on transferof 40 programs

* Manages virtually all clicky Isadars, Bytes cho pear/splitter, heater reader ic.
State nama of drive system | m/drive, Opus disk, etc).

ONLY £11.89 on tape OR £12.99 on m/drive cart

OVERSEAS! add £1 Eu 8, £2 others for sach
UPDATE SERVICE — SAR s detaile..

CAARY OUR MONEY BACK GUARANTEE not updates
LERM, DEPT CR, 10 BRUNSWICK GONS, CORBY, NOHTI'MN{I'S. NNiESEA.
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k. Shriss

BATTLEOF THE
PLANETS

Producer: Mikro-Gen
Retail price: £9.95
Author: Chris Hinsley

Arch rebel Zoltar's quest for

alactic domination has caused
him to attack a universe contain-
ing five planetary systems. A
group of young superhumans
Eit their craft, Phoenix, against

oltar’s Spectran forces. Only
the G-Force and their ship
Phoenix can Frevenl 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 werld 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—time as them,
50 the amount of mayhem they
cause is limited to some extent!

The Phoenix is equipped with
two waacglmn systemns: 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-
tween planet systems — find
one, drive into it and a map of
the universe pulls into view. The
five systems are numbered, and
& quick tap on the appropriate
nurber key warps the Phoenix
to your destination.

tatus information can be
called up into a window at the
bottorn 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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Learning to flick through the
displays is important if you are
to monitor the state of play
during the mission.

The main area of the screen
acts as a cockpit view over which
a long range scanner system is
imposed. A three dimensional
view of space as seen from the
ship’'s bridge employs vector
graphics to display planets and
enemy craft, with stars moving
ftowards you at a rate governed
by yeur ship's wvelocity. Two
sights are provided: the square
neutron torpedo sight remains
static in the centre of the screen,
while @ mobile sight is used 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 the
corresponding ship; pate 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 death.

While you are in the vicinity of
a planet, a request for Planet
Data reveals the number of
enemy landers that are on the
surface and the status of the
population. if Tour ship is in the
area when a planet’s pepulation
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 horizon that
scrolls left and right as you
move. Lines parallel to the the
herizon move towards you to
indicate forward motion and
speed. 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-
metric shapes. To dock with a
maintenance ship, just drive into
it.

You've only go one life to play
with in space, so drive carefully!

® "l was an avid fan of the
BOTP series, and | think '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 evastated
its chances of success. The
ame is similar to Elite and
rion graphically, but doesn't
seem to the scope of either

of those. Iit's good if you want a
blast ‘em up with minimal intel-
ligence required, and the game
is good fun in a general sense,

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
contains fots of colour without
the clashes. The game s nothing
like the T.V. series and gets quite
boring after a while because it is
50 easy to stay alive. The lon
range scanner is thoughtfull
arranged and very useful be-
cause it is ‘on screen’ all the time
wihich makes locating Zoltar and
his chums quite easy. Both seqg-
wences (planet and space) tend
to lock up when lots of things
appear on the screen, meaning a
constant speed is hard to main-
tain. [ thought that the planet
sequence was a bit too like 3D
Tank Duel — not a very good
copy at that. Giventhe 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. The instructions are
unclear and potter into gibber-
ish every so often. The on-
scraen instructions were diffi-
cult to read and only give 'Z’ as
the to_la: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/| left/right,
O—T up, A—G down, B—SPACE
fire, 1—5 select scanner, K/J
increase/decrease speed, Z—V
fire torpedo

Joystick: Kermnpston, Cursor
Keyboard play: responsive, but
can get tricky

Use of colour: colourful display
windows

Graphics: fairly speedy wire
frame 3D

Sound: opening tune, then

firing noises

Skilllevels: one

Screens: five planet systems to
defend

General rating: Not a bad shoot
em up quest

Pleyabitty &%
i b W
Value for money  68%

ral 71%
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AN ALLACTION GAMENOWPLAYING 8
ON SPECTRUM & COMMODORE 8%
FROMDENTONDESIGNS 0
BRILLIANT - A
SOUND-TRACK

(on SPECTRUM too!)

AMAZING
INTERACTIVE
ANIMATION

¥ SHOOT-em-UPor STRATEGY -
‘\"'WL‘_ L|‘--“' \.r—

WE'VE TAKEN THE ICONS OUT OF SHADOWFIRE:
EVELOPED SOME INCREDIBLE

H'\.I‘u \TION TECHNIQUES;

AND COMPOSED A POWERFUL

MUSIC SCORE...

THE RESULT?.

..AN ADVENTURE IN WHICH
YOU SEE, HEAR AND EXPERIENCE
THE ACTION!

AVAILABLE FRON ABOOTS, ME\JZIES WH SMITHAND BETTER SOFTWARE RETAILERS F\ATlOf\ VIDE.

IF YOU HAVE DIFFICULTY | LOCATING VEJI IR LOF Y WRITE TO: BEYOND, BRITISH TELECOM, WELLINGTON HO
UPPER 5T MARTIN'S LANE, LONDON WEZH SBL




ENIGMA
FORCE

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 game,
the Enigmateam is transporting
wicked General Zoff across
space in the Enigmacraft to face
the Emperor's music. As the
ship passes a nearby g!anet on
the Imperial border, Zoff con-
centrates his psionic powers on
the ship's guidance system
causing it to crash. When the
crew gain conscmusness. Zoff
has dasa eared
anet is Swlk’s home-

worid and at the moment, its
insectoid inhabitants are fight-
ing a war with reptiloid troops
loyal to the evil Zrcgrfp. These nasty
creatures also have some ships
on the way which, at some
indeterminable time, 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 issued to the team
and enemy troops have 1o be
deait 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 incredlbm fit fighter with
a pathol?&lcal atred of Zoff,
Sevrina Maris is the marks-
woman and locksmith of the
team. Finally, Maul the robet,
adds slow maving but heavy
firepower.

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-
ious allies and enemies in an
isometric perspective,  Like
Shadowfire, there is 8 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 select-
ing a command icon for that
character. Up to five different
commands may be ‘stacked’ for
each character at any time.
Miniature versions of the relev-
ant icons are shown beneath the
character’s icon when this hap-
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T!Ieﬁf.l]!mg ares 1u.|'uur:1i'h_m to tndicate which character is
@ Lirk Montor [red), Mast of the
"r'-”‘-ﬂ."‘ﬂf' arafmone !f.'ln.l“ﬂ" here.

Syl I‘]—'.eﬂow} is under control, shooting anenemy i
bock. :

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
&‘httmg ausing and the like.
en 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.

explosives},

There are some object icons
about which the manual says
little except that you should
discover their uses for yourself.
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
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the player's control with the
mi icon, In this mode,
the character may be moved
about using either keyboard or
fpv'_.;tick control. Actions are
imited to movement and com-

bat when this option is selected ginning and a few well placed | Control : ENTER
but it allows rapid deployment effects during the game. Gener- | COMMAN (Top Row); UP
of the character which may be ally, I'd recommend Enigma | (Second Row): n (Third

necessary.
The screen uses single colour
%l;aphics on a black background.
e colour shown depends on
the character under icon control.
Sound effects support the act-
ions of sliding doors, firing of
weapons etc, and there is also

an introductory theme tune. ective finishing touch. 1 think | guel which proves to be a ics: Very good use of
Your mission awaits . . . the game woul bestwitha | worthy successor. Enigma Force graphic effects but character
.. Otherwise it's useful to s best summarised as a comb- :dentitr can become confusing if
e thirty fingers. ™ ination of Shadowfire and their | severa are on the screen at the

® “ Controlling the characters
takes some getting used to and
this inevitably means the first
few games are likely to be un-
successful. Once you get used
to the controls, the pace is fast
and the adrenalin is soon flow-
ing. Somehow, | still feel that
the icons are a little gimmicky
and unwieldy but this will pro-
bably not deter those siready
addicted to Shadowfire. An
attractive feature is that the
game is playable in its own vriﬂht
50 it really doesn’t matter whe-

TR a S

Producer: Thor ing on the outskirts of the city | ed around the city, and Charlie | and cavorts it's possible to
Retail price: £8.95 where the Monlith is held. He | must use them to gain access to negotiate most of the contsruc-
Aﬁt?:oﬁr'il?lfé Thor taar needs to find some way of rea- | the subterranian world in which | tions and obstructions found

After the runaway success of
Nodes of Yesod a sequel has
finally arrived from the Liver-
pudlian demifads {Thor/Qdin)
in the from of Arc of Yesod. Once
more the star of the show is the
Bt Hon Charlemagne ‘Charlie’
Fortheringham—Grunes, the
man who battled bravely ag-
ainst the black slab Monolith in

odes. Though he battled bra- Sl trog about on the floor. The
vely Charlie lost the contest, and floor-trogging species of baddie
the Monolith teleported off- tends toGLa pretty indestruct-

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
strangs alien planet.

Earth is still in danger — if the
people of Ariat 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 taking out most of the Galaxy.
A shuttle, hurriedly prepared,

ther or not you bought the pre-

quel. The opening theme is
mI:!E well constructed and the
redefined character set used
throughout the game is an eff-

® “| can honestly safy that |
didn't like the thought of review-
ing this game, as | didn’t get on
with Shadowfire at all — there
were too many different pages
of icons and | found it a bit of 2
s‘truci?le inputtinq_hinstructions
guickly enough. There are no
problems of that type in this
game, however. After a faw
goes, getting used to inputtin

commands and practising fight-
ing, this game began to grow on
me. I've n playing it solidly
for the last few hours and | can't
see myself putting it away for a
couple of hours more, at least.

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
E:;Eﬂ\-’ goed, with a tune at the

Force to everyone as it is very
addictive  and immediately
playable, *

® “Shadowfire was an enor-
mous step forward for icon
driven games and now Denton
.Dm}-gns have launched the se-

other kit game Frankie. Getting
into the arcade/adventure is no
problem at all and within a short
while using the icons becomes
second nature, Should you dis-
like using the icons then you can
play the game by controlling the
character of vour choice with a
jog:r:ci: My main reservation
about Enigma Force js thar it
may prove to be a bit easy, It
doesn't take very long before
you start doing quite well On
the whole this'is a good game,
much maore arcade orientated
than Shadowfire, that should
appeal to fans of Denton’s other
games. "

transports Charlie to Ariat. Once
again Charlie has been charged
with saving life as we know it —
his job is disarm and destroy the
Monelith before the Ariatans
can retrieve the information it
contains.

Paradropping onto  Ariatan
s0il, Charlie finds himself skulk-

Py
Rl < Lec)

ching the device . . . . the game
begins.

harlie's best line of attack is
to get underground and travel to

O it i & i
g e

the Security Centre via the large
network of caverns and caves
that nestle below the city. The
surface view of Ariat shows the
city in the background set
against the night sky. As Charlie
moves off the left or right of a
screen, a new screen flicks into
view. Small manholes are dott-

i
| L

LA

most of the action takes place.
Charlie is an agile fellow, who
can leap and bound quite deftly

in the low gravity environment

ow); LEFT/RIGHT (Bottom

Row Alternate Keys)
: Kempston, Protek,
Sinclair 'adn;ilfuliarr. p
yboa y: Very fast.

Use of colour: Well used on the
Icons, more simplistic on the

2mea screen.

same time.
S#Bum: Good theme and special

efrects,

Skill levels: one

General rating: Difficult at first
but rewarding, may prove

?uickerto solve than you think at
Irst.

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

e filled caverns of Ariat
With a few well-timed sproings

underground. A teleporter sys-
temn exists within the labyrinth,
and Charlie can zoom 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

able. If Charlie walks inta one of
them he's bounced all over the
cave interior. Airfloaters disinte-
grate when touched but, like the
ground animals, contact with
one costs Charlie some of his
essential life energy. He's got
four lives, each if which is lost
after too much energy has been
sapped 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
each clash with the flora and

fauna.
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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 remains 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

ich 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 atdealing with the Monaolith
— the poor chap's certainly got
his work cut out . . .

difference between Nodes and
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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bﬁlbumping into the masonry ¥ 3
W

@ There really isn't a lot of
Arc. The changes are few and far

e 2
L S I (NP —~ Oy Show
ok l:l-d_w st 1

Inside a cave full ef animated nasties, Watch out, Charlie,
time's dragging on and there are crystals to collect.

enjoyable to mar. Most arcade

adventurers will surely enjoy
this challenge. Even 50, owners
of Nodes might well feel a little
cheated if they shell out ten quid
ftln'a mat!'lat, in .ﬁmﬁm
a own.

@ ‘‘Brilliant’ sums up my opin-
ion of Arc of Yesod The gra-
phics, as in Nodes, are great
with loads of detail and no
spared colour. Sound is a little
on the meagre side, maybe, but

-
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the intro music is a real ear-
apener, especially when ampii-
fied, In look it's very similar to its
predecessor — Charlie hasn't
aged a bit — and the game is
both playable 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
alfways worse than the originals,
as has happened in some cases
recentiy.”

@ ‘| 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
has changed. All the graphics
are large, well drawn and well
animated and there is very little
colour clash. The sound is-a
pleasure — a lovely three chan-
nel simulation in the ture with
the title screen and a few burps
and beeps during the game it-
self. Gameplay is exactly the
same as in Modes, so it can't be
called original. If, like me, you've
ot Nodes and have become
red to death with it, | wouldn't
bother with this one. If, on the
other hand, you are NModeless |
Stm?:PIIY recommend Arc as
you'd find it very playable and
addictive.’

mp.+-§—m (L {5 —imo @ 2l

L

Control keys: 1-0to 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, Cursorand
Interface |l .
Keyboard play: fast, responsive
and accurate

Use of colour: cleverly
conceived colour scheme
avoids colour clash

Graphics: pretty backdrops
coupled with excellent
animation creates a pleasing
effect

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%
Gmphiuﬂv m
e, OF
alue for I'?Iuﬂl'lﬂ sa;t
rall 89%
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Ocean Software is available from selected branches of. (Z¥), WHSMITH 7 ENTII WOOLWORTH,LASKYS, Rumbelows Greens.
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SIDE ONE

tries hiz hand at a bit of
Get the joystick going,

phy parson)
W pES.

Cameron (our
o

and bui
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as he falls towards the landing
slope and stopping ares. In the
upper right hand corner of this

_sereen a little window shows the
‘skier's posture in the .air. Te

malke a good jumip, you need to
wateh this window, correcting
m%;_i_lae,rfs--faum in mid-air. Up
unbends the skier's kniees, down
stops the skis from crossing and
left and right is used to adjust
the angie of forward and back-
| lean. If corrections aren't
then presentation points
lost, the skier doesn't travel
mft:r :dnd a crash Iandi?g is
kely, and rmore points are lost.

The distance jumped is multi-
plied by three and added to the
presentation marks to give an
overall score. Each player has
three attempts to notch up a

score before the winner of
he event is announced.

Hot Dog Aerisls is the third
event on Side One. In this crazy
eventa skier hastowhizzdowna
short runway, take off and per-
form as many stunts, somer-
saults and kicks as possible
before landing safely. Like the
Ski Jumping, the skier is acti-
vated ba a press of the fire
button, Once in the air, six dir-
ectional controls select the
stunts that can be performed.
Since the jump is a short one
thera's only time for two stunts
= more and the hotdogger
is fikely to land head-first! Points

§

83

are awarded for the difficulty of
the stunts performed: the more
complex the routine, the higher
the points. Once again, you get

i
i
iz

i
i

tion of
‘events make for great fun,
and bammlnl g,n.wns'-
nrtr[;ria-

this is a highly addictive
piece of software. Some of
ting into, others are ins-
tantly pla but m

!
i

and helpful, telling

‘event, and detailing a his-
tory of the Winter Games
as well. Epyx seem to have
succeeded where Electric

S

three attempts but, in this skiing
event, a panel of international
judges award points, which are
then averaged.

Figure S ,Free Skating,
Bobllodk:r&:ln#he Biathalon

The two skating events are ve
similar indeed and have identi-
cal contrel methods and gra-
phics — in Figure Skating seven
compulsory moves have to be
made whilst in Free Skating it's
up to you to choreograph your
own performance,

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 cgrowd scrolling
past in the background. A timer
ticks down during your
performance.

Figure skaters are capable of
eight different moves, including
skating forwards. Practice and
experimentation 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 a tumble is
vital. When a minute is up your
skater takes a bowand a score is
given. Points are awarded for

successful movements — awk-
ward movements and falls cost

points.

_ Free Skating looks and plays
identically to the figure skating,
only thera is a time limit of two
minutas. In this event the overall
object is to make three success-
ful atternpts at the seven moves.
Once again, points are won for
each movement completed and
lost for mistakes and falls, The
highest possible score is a six,
ng matter what your overall

score.

The Biathalon is the most
strength sapping of all the
evenis ...
over your shoulder you have to
endure ice and snow as you race
against the clock over scenic
Iandsc:ﬁes pausing for a spot of
target shooting on the way. The
course consists of several flip
screens showing slopes, flat
stretches and the four target
boards. Each target screen con-
tains five targets and a sight
moves vertically over each one
inturn. Your athlete's pulse rate,
monitored by a flashing hearton
the bottom right of the screen,
affects the steadiness of your
aim. You. get one shot at each
ta‘rget— aim carefully as a miss
adds a five second penalty to the
overall time for the event.

Fluent left/right mevements
on the joystick or keys moves
the biathlete across the snow on
the level and uphill stretches, If

o too fast he slips; go too
sl 'aong it pf:ﬁkga S%es_ to build
up a good § B ging r

i qulckﬂ into the snow Id?gs

on the downhill stopes. At

a end of the course your
overall time, less penalties, is

diﬁavad-
e final event on Side Two
mmu in the driving seat of a
. In order to retain con-
trol of the sled you have to steer
left and right in the bends. The
screen is divided into three, with
est area taken up bB an
aerial plan of the course. Once

/ start racing a red line creeps
mn :

i the course showing your
progress, heiping you to antici-
pate bends. The second screen
area gives a 3D view of the track
as you belt down it, and is the
most important screen since it
allows gauge whether the bob is
being oversteered 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 accordingly
to the medal winners. After all
the events have been played on
one side, the player with the
highest points is acclaimed the
champion of the games.

h a .22 calibre rifle

i

il

e
— you need to be really
mlmu.-_£M"

Winter Games also has a
World Record facility. If W?ﬁf

a record during a game then
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 vyour
chums. Don't be too disappoint-
ed if you can't find the Opening
Ceremony mentioned in the
large instruction sheet — the

rogrammer’s couldn’t quite fit
it in, and an Errata slip should
come in the package apologis-
ing for this omission.

Cursor, Itertaces
Keyboard play: nice and
Use of colour: good
ek bk o

Sound: some good tunes
Skill levels: one, improve.

E:’ r scores! ,
reens: one for each
event, two for the Ski
«Jump, and a course made
up from three flip screens.
forth B‘ia‘thalonM.
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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, Benny'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, each within a8 time
lirnit.

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 boundaries to avoid colour
clash. Benny can move left and
right across flip screens which

are presented in a pseudo 3D:
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
are 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, he must
hop to another screen level to
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Benny hits the dust and gets jumped on for his pains by an
annoyed lady in BENNY HILL s MADCAP CHASE

avoid bumping into the obstruc-
tion. Collisions cause Benny to
fall to the floor and he loses
time. Just to make life more
tricky, the street signs and lam-

t5 on certain screens have a

abit of shifting between screen
levels while nny is some-
where else. His pursuers can
also be encouraged ta bump
into things, with a bit of nifty
footwork, in which case they
stagger around for 8 while ses-
ing stars while birds twitter!

o complete each of his three
chores, Benny 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 ofthe
public.

Twenty points are added to
the score displayed at the bot-
tom right hand side ofthe screen
for each item safely deposited
on the first screen. Points are
lost for each stomping Benny
endures and for collisions with

the scanery. Gathering up allthe
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 to

the next job.
Benny's first chore is to gather
in the washing for Mrs Harras,

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

| but it is very playable and

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 %ame sees Benny
gathering apples for Mr Bramley
while being hassled by a farm-
hand and a tractor, and the third

ad wit
ADCAP

task involves collecting jumbile
for Mrs Bargin and avoiding a
couple of over zealous Bobbies.

@ " This is a strange little game,

addictive. Graphically, Madcap
Chase is excellent, each charact-
er is large, well animated and
has many facial ions. As
with ltsfparont;im;}peye there
are very few attribute problems.
Sound is well 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
other, as the scenery — tele-
phone boxes, trees, lamp posts
and the like — changes position
when you pick up or drop an
object. At first | really enjoyed
playing this one but it gets very
monotonous after a short

® “Quite 2 good game, with
neatly drawn big, bulky sprites
which are very easy to identify.
Mare sound would have helped.
The game is set in a street, with
lots of objects lying around. |
loved it when Benny fit some-
r!;?{g or the fady chasing him
had a fit. Once you get into the
game jt becomes more and
mare interesting and fun to play.
ftis so playable that it's easy to
get hooked. A good game, well
worth getting. "~

@ " Benny Hill's Madeap Chase
uses the same colour masking

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.
Dk'Tronics seem to have got a
faster game in Benny Hill, but
not as much thought has gone

ousewife in pursuit,
for you

into presenting the whole scre-
en, and the gameplay is a bit
unresponsive. When | first play-
ed this game | was guite pleased
with some nice touches — like
the woman jumping onto
Benny, and the way he leaps
about, but after playing tﬁe
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
was impossible, as | kept hitting
the fire button which resets the

ame. Good first impressions,

tno lasting appeal for me! *

Control keys: definable
Joystick: 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%
G ics 84%
Playability 83%
Gettm?v:tartod 83%
Addictive qualities 69%
Value for money 75%
Overall 78%
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< 0U7 OF YoURCOCKPIT WiNDOW ‘SKYFOX' is t-rm.mo aalistie awe-inspiring combat simlatin you've
oirscaerams e ever seen on your computer. ‘SKYFOX special features include —
P AIRTOAIR & AIRTO GROUND COMBAT
> 3D SCROLLING FLIGHT SIMULATION
B 15 SCENARIOS (from training mission to massive invasion)
P 5 SKILL LEVELS (from cadet to ace of the base)
» AUTOPILOT FEATURE FOR LAUNCH & ENEMY SEARCHES
> ONBOARD & BASE TACTICAL-COMBAT COMPUTERS
exen s arace » e I :ﬁ?g;’.’s“é‘é"”s & GUIDED MISSILES
: 3 V) AT KING & G I
e » JOYSTICK & KEYBOARD CONTROLS

GET SKYFOX NOW e

Available from all good software retailers — if its not there, please order it— orin case of =
difficulty send your crossed cheguelP.O. made out to Arielasoft UK. Led., including your own name ﬂﬂ nla
and address, to Arfolasoft U.K. Ltd,, Suite 1051106, Asphalte House, Palace Street, London SWIE5HS.

(1. "= Spectrum Cassette £8.95 HIGH PERFORMANCE PROGRAMS
UK orders anly. Prices include PEF. Flaase alfow 28 daysfar defivery,
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COSMIC

WARTOAD

Producer: Ocean

Retail price: £7.95
Author: Denton Designs
(from an idea by Simon
Butler)

Deep within the bowels of the
Castle Rygellian, far below the
Holy Torture Chambers, is the
Slime. Beast's Department of
Abduction and Foreign Queen
Abusement. 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, soa
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 to rescue your
queen, since you are the the
bravest of the cosmic wartoads
— a Toad among toads.

The path to the Slime King's
lair is not 8 mere hop across the
lily pad: you have to cross the
ferrious RYGELLIAN TIMEVOID.
n the void are the eight pieces of
the COSMIC TDDLK?I'. a menac-
ing compilation of deadly mach-
inery capable of dismantling the
sludge saw if you get to your
Queen in time. The kit is most
awesome 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 Smutt
Gun, a 3 Million Megawatt Light-
bulb, a Cosmic Axe and a Zippo
Lighter.

hilst in the time wvoid 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 cell of the veid and the
idea is to reach the Queen at
bottom ieft. You can only move
to adjacent nodes in the grid —
it's no good trying to make a
mega leap straight for the

ueen’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 vacuumns, with each
vacuurn 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 which you do battle. As
you inflict demage on the nas-
ties, your Toad Points increase.

The Quean of Toad:

Saw. Are you Todad

Conversely, as tha Rygellians
score hits on you, the Slime
Paints tally rises.

During battles with the nasties
Wartoad may be assisted by
Ultrasonic Hobot Defenders.
Each time you clock up 1,000
Toad Points one of these beas-
ties appears in the playing area
automatically and can delay
some of your enemies by seizing
hold of them for a while — how
Iq% 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 befare blasting away.

Status displays on the border
of each game screen indicate
how the le is progressing,
and the nasties themselves
change colour to let you know
how close to winning you are.
The most powerful nasties are

Cosmic does battle

Peallot Gun

the red ones. Then, in descend-
ing order, are the magenta, yel-
low and white versions. To de-
feat the nasties rlou must keep
shooting until they go white,
and then shoot some more! 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 threa
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 homesinon
ou and his touch is deadly.
Escorted by his fawning min-
ions, the Slime Pawns, the Slime
Master himself is loathe to at-
tack a Cosmic Wartoad preferr-
ing to send his cohorts on the
aftack. Wartoad can move with-
in the playing area in the four

ime Master and his yukky
15 in 3 subgam windowsz out of the Saw
. Good job he ot his trusty Constant Recoil Alpha-
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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 mob-
handed and cling to the top of
the Blayin area, out of range,
dribbling slime at you. Every so
often a slug (or two) lets go and
falls to the floor. You've got to
zap the slugs as they fall and
avoid being slimed or hit by a
falling invertebrate. In this sub-
game Toad can only scamper
{eft and right but he can protect
himself from falling slime and
slugs by shooting them.

renzied Flies appear in &
swarm, bunched together in the
top left hand corner of a time
vacuum. Attack sguadrons 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

can be found in time vacuums —
all Toad has to do is walk over
them and add them 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 sguares 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

rindow, and three of

have been eliminated, Wartoad
will automatically be trans-
E?Ined to the LILY

NDOW where the Constant
Recoil Alpha Pellet gun may be
recharged. A bar at the bottom
of the screen show the gun
charge remaining — if it reaches
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 time to complete its
descent, during which time you
need to collect the Toolkit and
arrive in the node where the
Queen is held captive. Failure
scpells 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?

CRITICISM

@ ‘After Frankie this has to be
Denton’s best to date. Though
markedly a Denton product,
with windows, icons and other
such Ipam%nnlli;, ¥h wasn't
actua esign. The game
itself z very neat im:l-oac? and
though many of the sub-games
are quite mindless they're great
fun. The scenario and instruc-
tions on the accompanying in-
lay provide nearly as much
entertainment as the game it-
self. Whoever was responsible
for these certainly has a slightly
unstable sense of humour. Gra-
phically Cosmic Wartoad is very
nice, and the main sprite is
cleverly animated, though a lit-
tle colourless. The windowing
system works very well and
isn't as obtrusive la::s Dem&n's
previous attempts. Cosmic War-
toad is a very good release
indeed and is well above the
usual Ocean standard. Denton

R

fans will love it but it's appeal
should spr_nd to many other

® '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 & load of totally
original sub games all combined
to make one game then that's
the nearest you'll get to Cosmic
Wartoad. T raphics are gen-
erally big, colourful and very
detailed, as you would expect of
Denton. There is wvery little
sound besides a sort of tune on
the options screen. This is one of
those garmes 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 best!”

@ There's an awful lot of inst-
ructions to this game and the
scanario is well complicated. It
took me a while to read and
digest the inlay and | still had to
play for about half an hour be-
fore | fully understood what was
oing on. Maybe 'mabitdim...
nce you get to grips with this
game, however, it's really neat
— and frustrating. | can see it's
ing to be a while before | crack
e problem and rescue the
Queen.  Essentially there are
three arcade sequences, each of
which is a compelling game in
its own right, and there'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

ame
3aysﬁdl: Kempston, Interface 2,
Protek, AGF, Fuller
Keyboard play: responsive
Use of colour: bright and
cheerful, avoiding clash
Graphics: large detailed 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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nother issue of the
azine, and another Waliv
i game fto review. This
time the title of the game has to
rate_as Mikro-Gen's worst pun
yet. The game features three of
the Week farmily on a tropical

istand so the titie is Three
in Paradise (gedditt?).

“Wally's back again in
style this time. With his
hanky on his head, he trias
to liberate Wilma and Herb-
ert from the evil clutches of
the natives. | loved this
game. it was so playable
and once Gro-u thought you
had it made, 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!

fe scang
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The main character in the
ame is the ubiquitous Wally
Veek and he's ?m tha 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 flesh, Wilma and
Herbert are on the menu. As
with most Wally games the idea
is to collect a number of objects
anc ?a! Wally to use them ina

cunning  way htb bgamaﬁg his
aims. might be expec
Wilma and H;ghert are bm

guarded: Wilma is trussed up-
side down, hanging from a tree
and guarded by a witch doctor,
while young Herbert is sitting in
cooking pot with two ferocious
lions standing either side.

The controls are of a standard
Wal e type with Mr Week
being able to jump and move left
or right. The A key is an inter-
esting addition — its function
g nF_ss depending on  your
location end inventory. The first
use likely to be made of A is as
an IN key. On some screens
there are other ways of moving
anto another screen, apart from

the IN key. Some of the alter
native exits are quite obvious or
are labelled, others are a 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
screen with the keys 1-and 2
used for dropping or picking up
the objects, Once picked up and
inside a window, a small text
description appears in case you
cant quite recognise Mikro:

" Five Wally games must
be pushing it, | thought, as
ancther superlative load-
ing screen materialised — |
started on the game, all
ready not to give it a good
review. No. The game is

" good indeed.

graphics are very
Wall and | loved them.
A really nice tune plays as
around the
tropical ions. The
packaging is colourful and
neat and the instructions,
while short, tell you ail you
need to know. The prob-
lems set in the game are
PROBLEMS. Myh“o;?rall
impression was t s is
a professional package,
containing ancther very
professional ?ame Just
don‘t do what nanrg did:
dislike it because the
Stﬂ.r. -

Gen’s visual interpretation of
some objects. Also along the
seunter, wnerg aach of the four
lives is shown as a skull and
crosshones. Next to lives are a
couple of skeletons, having no
S
thing they do is tap their fee
after long periods of Wally
nactivi

i e . i
\As ever with Mikro-Gen, the
solutions tﬁ!:tﬁem.blﬁma'in the
game are of a devious but log-
ical nature. Onl the hﬁa‘mth it
seems impossible to cross with-
out losing a life because of the
%ﬁ!ﬂlﬁﬂ d. However a pair of flip

ps should help your dilemma,
as once they are wrapped aro-
und Wally's feet the guicksand
can safely be traversed. Most of
the problems follow this sort of
format

" You are not up against the
clock in this game, despite the

Producer: Mikro-Gen
Retail price: £9.95
Author: The Wally team

; CRITICISM

“ Mikro-Gen's last release
was a bit of a disappoint-
ment. Three Weeks in
Paradise is the logical
follow on to Everyone's a
WalrrL The graphics are
excellent, rust like the prev-
ious Wally games. This
time the puzzles seem a bit
more devious but I'm sure
you brainy lot will have
them worked out in no
time whatsoever. In this
game Mikro-Gen have incl-
uded some nice features
like the music on/off

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 mast of you. "

cannibal's hunger the only dan-
ﬂgx‘ is from & variety of nasties

itting about on different scre-
ens. There are bats, lions and

even snails to dodge. Also

thera's no energy bar, bumpinto
e I arg ;
usual Mikro-Gen analysis of pe
rmance is presented, together
with a percentage of the game
completed score.

COMMENTS

Control keys: O/P
left/right, A in, 1/2 pickup/
drop, b pause, Q to jump
Joystick: Kempston
Keyboard play: fast and
responsive.

Use of colour: ingenious
attribute control minimizes
clas

Graphics: the sinclair user
who produced these
pictures really is an ace art
fiend and doesn't need any
scolding

Sound: excellent spot
effects, but annoying tune
tr}?t can luckily be turned

o

Skill levels: one
Screens: 31

General rating: Another
game for Wally fans
everywhera

Use of computer 92%
95%

Addictive qualities 94%
Value formoney 91%
Overall 93%
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Spectrum 48k, CBM 6928, All Amstrads, All
48k Ataris/Atari ST, BBC B, MSX

ALL TAPE 7.50
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