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SUMMER SLIPS
There were moments at the Trade
Day of the Earls Court Computer
Fair in June, when the fair seemed
like a symbol for the month. The
stand that should have been
occupied by Camel!  Software had
been handed over to someone else.
Camel l's name plate had vanished
to be replaced by that of the new
occupiers, But even as I stood
watching them fill the stand, their
name plate was replaced by
another and they we-re out! One
exhibitor was heard to murmur, 'It's
like the Wall Street Crash round
here! The shows not even officially
open yet and software companies
are going out of business like flies!'

Well it was a bit ol an
exaggeration, but what with Carnell
collapsing at the start of the month,
Salamander half way through. and
the earthquake from Liverpool as
Imagine crashed, one could be
forgiven for thinking that the bubble
had burst. But has it?

Another rumble was to be heard
at the very start of June, with the
news that Argus had bought out
Ouicksilva. The main difference
being that the shareholders and
management of Ouicksilva seemed
pretty happy by the take over,
which, according to Rod Cousens,
had been on and off and on again for
months. Cluocksilva's take over
indicates something Rod Cousens
has been heard to state would
happen, a slow merging at interests
between the several bigger games
software houses to create a much
more powerful base for marketing
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and development. Of all the events
of June. however, nothing was quite
so spectacular as the demise of
Imagine.

Perhaps the major problem
associated with the collapse of
Imagine is that like a large ocean
liner going down, it may suck a lot of
others with it n o t  in the sense that
anyone else is financially
dependent on Imagine, but in the
sense that the loss of the powerful
company may be seen by the world
at large as the end of the British
games software boom. If this
assumption is made by the media,
then it will be an inaccurate and
unfair one. The computer press, of
course, has a lair idea of the
shenanigans that have been going
on behind the scenes at Imagine
House recently, but the National
Newspapers (who have so loved
reprinting Imagines outrageous
stones of 17 year old programmers
earning salaries of 05,000 plus a
year) don't know, and probably don't
care much. Neither will the TV
companies who have flocked to
Liverpool to shoot film and video of
the brash, young new moguls of the
software boom; nor will the gloomy
pink predictions of the Financlal

Times make better reading, for they
have never been able to distinguish
between the clumsy fumblings of
the American software scene with
its spectacular upsets over

dedicated arcade machines and
horns VCS games machines, and
the far more thoroughbred, quirky
and innovative British home
computer games scene.

So there is a distinct danger that
the aftermath of Imagines financial
collapse will be read as the END —
FINITO — no more games software
— another skateboard tad — a bubble
burst. Fortunately most of us who
care about the future of the home
computer and more especially the
rich and exciting development
possibilities of the computer game,
know that this is a load at bullshit_ So
perhaps the world will get lucky and
the media at large will totally ignore
Imagines disaster. Or better still,
perhaps they will examine it all
properly and come to the conclusion
that as an organisation Imagine was
heading for a fall of its own making,
due to mismanagement at the very
top.

What is truly sad about the whole
sorry business is that a lot of people
employed by the software giant in
Liverpool are now jobless and a lot
of magazines are out of ad revenue
they should have received; worse
still, perhaps, for the tape
duplicators who have helped create
the wealth of the three directors of
Imagine who seem to have pulled
oft one of the biggest financial coups
for a long while, getting out with
assets and money to leave the rest
to rot.



What is certain, is that Imagines
demise will not affect the rest of the
software industry one iota. Indeed, it
may well benefit some software
houses. Its a pity Imagine will miss
the coming pre-Christmas season
which promises to be rich in the
mixture of dross and brilliance that
makes British software such an
exciting thing to write about.

AUF WIEDERSEHEN PET

22

LORDS OF MIDNIGHT

35

Tynesoll 39 Beyond 72
AUTOMANIA Mikrogen 7 MESSAGE FROM

41

BEAKY & THE EGG

22,23

ANDROMEDA

2

SNATCHERS Fantasy 90 Interceptor Micros 69
BOSSMAN Avalon 52 MR WONG'S LOOPY

43

BURIABEAST Kenan 37 LAUNDRY Antic 12
CAVELON Ocean 90 NEW VENTURE Falcon 53
CLERKY Unique 35 ()MADAN ATTACK Avalon 4-0
Co L o r r z  Phipps Associates 74 PIT-STOP Avalon 46
CRICKET TJ. Owen 13 RAPSCALLION Bug-Byte 93
DARTZ Automata 51 REALM OF THE UNDEAD

Dream Software

DEATH CHESS 5000 Artie 38 Lothlonen 11
DOTTY Dollar Soft 91 SAND SCORCHERS Unique 86
ESCAPE FROM PULSAR 7

Vortex

SPECTREALM Rune Soft 44
Digital Fantasia 70 STAR TRADER Bug-Byle 36

FULL THROTTLE Microinega 6 I LL  Vortex 14
GATECRASHER Ouicksilva 86 3D TANK DUEL Realtirrie 88
HAMPTONS CAUGHT UGH! Sottek 14

B Sides Software 12 UNITED C.C_S 45
HOWZAT Wyvem Software 13 WAR OF THE WORLDS
HYPERBLASTER Lothlonen 51 C A L 44
JACK & THE BEANSTALK WHIZZ KID Unique 38

Thor 92 WORLD CUP FOOTBALL
KOSM IC KANGA Micromania 417 Antic 87

Addict ive Games 22 Incentive 35
AGF 24 Lothlorien 10
Arcade Software 107 Micromania 41
Beyond Software 22,23 Micromega 2
Cambridge Comput ing 48 Mikrogen 8
CDS Microsystems 49 New Generation 43
Cheetah Soh 50 Peaksoft 39
Crash Mail Order 63 Poppy Soh 97
Crash T-shirts ibinders 95 P.S.S. 71
C.R.L. 16,17 Ouicksilva back pageCross 29 Realt ime 77
OKTronics  108.109,110,111 Runesoft 22
Dream Software 42 Silversoll 96
Fantasy 58 Ult imate 9
Fret 59 Vortex 25
Gargoyle Games 30 Walker 29
Gilsoft 68 ZX Microfair 62

There are more details about the
Imagine crash on page 32.

PRICE INCREASE
Rather than spnng it on you next
month when you pick up your copy
of CRASH, we regret to inform you
that as from next month (Issue 8)
the price of CRASH must go up to
85p.

The reason for this is not that we
have increased the amount of
colour or improved the quality of the
paper overall, but because the price
of paper is going up generally.
There has been heavy strike activity
during this year in the American
paper mills, resulting in an acute
shortage over there. American
paper brokers have been
rampaging through Europe buying
every ream they can lay their hands
on. This has caused a sharp nse in
the price of paper corning from
British mills and our printer is forced
to pass on this increase to us.

We deeply regret the necessity
for this increase, and hope that you
will go along with us. At 85p, and
with its high editorial content, we still
feel CRASH represents good value
for your money. Of course, those
readers who have take out
subscriphons will still continue to •
receive their copies at the old price
of 75p. Anyone who would like to
subscribe to CRASH - this is the
last issue with the coupon at an
effective price of 75P per copy.
Better take advantage!

HOW ME RATINGS WORK
There seems to have been some
confusion among readers a nd
software houses about ratings -
not so much about the way theywork, but more over what the
OVERALL percentage represents
In value. When CRASH started, we
said that we would not be crunch-
ing all reviewed games into the
high percentage bracket_ The idea
was to give some latitude to distin-
guish between programs ratings.

Once again, we repeat what the
pwrntages mean, BUT STRESS
THAT THE WRITTEN REVIEWS
AND OPINIONS ARE FAR MORE
IMPORTANT T H A N  T H E

OVERAL PERCENTAGE which b
an average of the other six ratings.
Under 30%
31-40%

41-50%
51-55%

56-80%
61-7'0%

71 -801‘

81-90%

Above 90%

a waste of time
generally Door but
may appeal to some
average
reasonable average

game type enjoyed
good on most counts
generally r e c o m -
mended
highly r e c o m -
mended
Knight of the British
Empire
Words fail,..

INDEX TO GAMES REVIEWED IN THIS ISSUE

INDEX TO ADVERTISERS
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Full Throttle
Producer: Micromega
Memory required: 48K
Retail price: E6.95
Language: machine code
Author: Mervyn Estcourt

A new game from Micromega
has become something to look
forward to since Deathchase
and Code Name Mat. Each one
seems to be carefully crafted for
a specific purpose from this
software house that releases
relatively few games. Full Throt-
tle is the latest program from
Mervyn Estcourt (Luna Crabs,
Deathchase) and continues his
theme of bikes, this time on the
race t r a c k .  In ter es t ing ly
enough, Mervyn had never rid-
den a bike before work on this
game. Towards the end, he felt
he ought to get some experi-
ence, borrowed a friend's and
rode off  into the sunset, o r
something, leaving Micromega
worried for his safety. As you
can now see, he was okay!

Full Throttle is to bikes what
Psion's Chequered Flag was to
racing cars BUT with the addi-
tion of competition in the form of
39 other riders on the track.
Unlike Deathchase where you
only saw the handlebars of your
machine, in Full Throttle your
biker and machine are in full
view ahead of you on the track.
Maximum speed is  175mph
and you can race on any of ten
of the worlds top circuits with
your 500cc motorcycle. The dr-
cults provided are Donnington
(UK), Mugello (San Marino),
Jarama (Spain), Paul Ricard
(France). Nurburghng (W. Ger-
many), Misano (Italy), Silver-
stone ( U K ) ,  S p a -
Francochamps (Belgium), Ri-
jeka (Yugoslavia) and Ander-
storp (Sweden). Information is
provided on recent circuit re-
cords, average speeds and the
winning rider's name.

The display screen is  ele-
gantly simply in layout with cir-
cuit name, speed, position and
lap number superimposed over
the landscape. This consists of
the grass, moving background
and the track itself, black with
white centre lines and cross-
hatched shaded edges. Circuits
are selected via a full display
map of each using SPACE to
select and ENTER to return to
the main menu. The number of
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Roaring up from behind at Full Throttle

laps to be  raced may be
selected between one and five.
It is possible to practice without
other riders on any circuit,

Full Throttle is also unique in
that it is a serious racing game
because there are no spectacu-
lar explosions should you crash.
Leaving the track results in your
slowing down -  running intoother nders will result in almost
total loss of speed as a penalty.

CRITICISM
•  'Have you ever seen Atari's
Pole Position racing car game -
yes? Well here is Full Throttle
and it's a very similar form of
game but on  bikes. What's
more -  it's superb! The 30 is
some of the best (if not the very
best) I  have seen. The game
itself is fun to play and is exhilar-
ating (I bet you can remember
swaying on your seats playing
Deathchase! This one will prove
just as exciting). I found it ex-
tremely addictive partly due to
the fact that the other riders are
obviously of world class stan-
dard, and it will certainly be a
while before I  can pop any
champagne corks! But I  bet
Micromega will be! With ten
circuits to choose from. if (and
when) you become champ at
one, the rest will still prove very
hard to conquer due to the fact
that they each have their own
characteristics, fas t, lo ts  o f
bends, even hairpins. Gotta be
a Crash Smash!'

•  'Atari will have to pull up their
socks if they want to out throttle
Full Throttle! Perhaps Po le
Position will have more colour
though. The 3D graphics in Full
Throttle are marvellous, the
most realistic looking yet. The
effect of the road going into the
distance works brilliantly -  you
can see double bends before it
vanishes. The other riders are
all green, same colour as the
grass, and a  first slight dis-
appointment turns to admiration
as you realise why this simplic-
ity - it adds to the realism, Also it
avoids those ugly Spectrum col-
our attribute problems that tend
to so bedevil 3D road games.
The physical behaviour of your
machine is also quite realistic,
skidding with speeding too
much on bends, very controll-
able with use of  brake and
accelerator, just like the real
McCoy. A  neat control key
touch is that the brake will al-
ways override the accelerator,
so you never have to take your
finger off the accelerator key.
I'm convinced this is going to be
a big hit both for people playing
alone a n d  f o r  group g e t
togethers, especially as best
times and positions can b e
calculated. Great!

•  'First impressions o f  this
game were that it was outstand-
ing -  a Pole Position like game
where the road disappeared
into the horizon and scrolled
exceptionally well. On playing
for a bit, I noticed it was even

better, because the road does
more than it does in Pole Posi-
tion -  it actually moves left and
right across the screen instead
of staying fixed (nearest the
viewer) in  the centre o f  the
screen. Waiting on the starting
grid I was startled when the flag
went up and I couldn't see the
other 39 bikers for dust. Are my
reactions so slow? The hand-
ling of the bike is very realistic,
When you take a left hand cor-
ner, because of the G-force, the
bike automatically moves over
to the right, and the faster you
take a corner, the more the rider
leans over. Hardly any details
have been left out, for instance.
if you move over onto the grass.
not only does the bike s low
down but it actually bumps up
and down as well. If you come to
a stop, the rider puts his foot
down to support the bike, and if
you wait for a while, or are too
slow, the other riders will lap
you, roaring by either side, and
swerving t o  pass you. O ne
small niggle: perhaps the colour
could have been better used on
the background hills, jus t t o
break them u p  a  bit ,  a n d
perhaps my bike could have
been a bit more definite a colour
than yellow -  but these are
really minor and trivial points.
This is an entirely new break-
through in 3D road racing type
games for the Spectrum, and
one which will make games for
other computers blush -  the
Spectrum's done  i t  again!
Whatever has been said about
3D games before -  this is  a
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game that sets new standards.
Its the ultimate programming
feat (to date!) — you'll just have
to buy it to see it.'

COMMENTS
Control keys: good— 1/0 left/
right, 9 to accelerate and bottom
row to brake: R returns to menu
and quits game or pratice
Joystick: ZX 2, Kempston,
Protek, AGF
Keyboard play: very
responsive
Use of colour: not much but it
is used very well and avoids
worst of attribute problems
Graphics: neat, well drawn
bikes, good fast scrolling
landscape and some of the best
looking 3D yet
Sound: continuous, with starter
signal, revving bikes and engine
note change, skid sounds
Skill levels: 1, although each
track has its own difficulties
Lives: tl/A
Originality: not perhaps an
original idea, but the
development of the 3D certainly
is on the Spectrum and this is
the first  serious bike, road racer
General rating: excellent.

Use of computer
Graphics
Playability
Getting started
Addictive qualities
Value for money
Overall

Automania

94%
8 8
(
Y
o

95%
92%
85%
90%
91%

Producer: Mikrogen
Memory required: 48K
Retail price: E6.95
Language: machine code

Meet a new hero — your aver-
age British Worker by the name
of Wally Week. Wally Week is
destined for big things — like a
three percent wage rise next
month. Wally works on a  car
assembly line, in fact he Is the
assembly line. In this highly ori-
ginal platform type game you
must help Wally build a series of
cars.

The game has  two basic
screens, starting off in the stock
room. There are three platforms
with a single ladder to the first
level and two at either end from
the second to the third. On the
two upper levels are situated
the six parts of a car. What you
do is walk Wally along the floor.

up the ladders and collect the
parts, one at a time and then
take them down and through
the door to the assembly room.
This contains a large hydraulic
lift, and on its first level are some
of the already assembled bits of
a car. When Wally walks his
collected stock part over the
appropriate area of the vehicle
the carried part is automatically
deposited in its correct position.
Then its back to the stock room
for the next bit. Each piece has
a time limit.

Sounds simple enough, even
for your average British work-
man. But then, this is a compu-
ter game so nothing is  as  it
looks! The factory is populated
with robots and bouncing tyres
which kill on contact, and from
the overhead gantries in the
assembly room, falling air cool-
ing blades cause problems.
Fortunately, Wally can jump. To
add to his problems the gantries
in the stock room keep moving
in and out and in difficult posi-
tions are various static objects
which are designed to tempt an
honest man away from his work
like teapots (mind the oil cans
as well).

When (if) all s ix  parts are
correctly assembled, the car is
driven off to be replaced by the
rudiments of the next one. In all
there are ten cars to build start-
ing off with a humble 2CV and
ending up with... ah, well that's
up to you.

CRITICISM
•  'Automania is a game about
Wally — the game itself is far
from being a wally game. Intact
it's a superb game with excel-
lent graphics and animation. I
really enjoyed it. This will be a
game of the month I'm sure. I
found the choice of the first car
very appropriate for Wally — you
know, the upturned pram on
wheels vegitarian mobile. This

•

is probably the best game yet
from Mikrogen.'
I  'Automania has some of the
best animation and  realistic
graphics that I have ever seen.
All the graphics are large and
colourful, and needless to say
they move smoothly. There is
much more to this game than
just building a car — its a race
against time — a very fast ticking
clock. Colour and sound is well
used, with a continuous 'manic'
style tune throughout, which
may be stopped if it drives you
mad. The best game that Mik-
rogen have ever produced and
worth buying.'

•  'Great colour, great sound,
amazing graphics. The anima-
tion of Wally is just superb. Not
only is  he a large. highly de-
tailed caricature (rather Andy
Capp like) but he is beautifully
animated with plenty of neat
touches from his flat cap and
beer paunch to the cheeky way
he turns to look out at you after
completing s ome particularly
difficult task well. On top of that
comes a game which has been
well planned and implemented
to provide just the right com-
bination of temptingness with
skill difficulties. Timing jumps in
two directions over a  static
obstacle where you must land
or take off from a  constantly
moving platform is  very tricky.
Automania is  highly playable
and extremely addictive — don't
be put of f  by  what a t  fi rst
appears to be a rather plodding

COMMENTS

Use of computer
Graphics
Playability
Getting started
Addictive qualities
Value for money
Overall

Control keys: preset— Q/A
u p
/
d o
w
n ,  
O
i
P  
l
e
f
t
/
r
i
g
h
t
,  
M  
t
o

jump. but all keys may be user-
defined
Joystick: ZX 2, Kempston, and
almost any other via UOK
Keyboard play: very
responsive
Use of colour: very good
Graphics: superb, with
excellent animation
Sound: great tune (continuous)
with well used sound effects—
sound may be switched off
Skill levels: 1
Lives: 3
Screens: 2 but with 10 cars to
build in each
Originality: very original use of
traditional game components
General rating: very good to
excellent, playable and
addictive.

speed, a bit Bear Bower-like,
Wally walks faster than some of
the obstacles, s lower  than
others and all in all it makes for a
properly paced game of highentertainment value.'

92%
89%
86%
83%
88%
91%
88%
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CONFRONTATION: SCENARIOS VOL I
SPECTRUM E5.95
For use with the Master CONFRONTATION PigtaPri,
this add-on pack gives you four scenarios set in
actual 20th Century Conflicts: Afghanistan, Allgo
mai and Kent following the German I nvasigryn0
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,CHOC 4 DØPMRLIE
COMMODORE 64 E6.95
taught in a time-warp, Charli
is trapped in a sealed
warehouse. Avoiding the
robots and ferocious guards
he builds a time door to
escape to the next
warehouse. 2 screens, 16
increasingly difficult levels.
Sound and smooth
machine-code graphics.
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RENEW Of THE MEAD
SPECTRUM E5.95
Can you ttght off the vampires
to reach the subterranean
dungeons of Dracula's Castle,
where you release the villagers
and Dracula, who must be
lured to his coffin for the final
chill? 3 screens.

MYPERSMSTER'
SPECTRUM E5.95
You are commanding a
prototype spacecraft on a test -
flight when you are attacked by
an Alien force. Dare you test
your Hyperblast and plunge int6•
Hyperspace? Fast action. 100%
machine-code. 15 screens.
Keyboard manoeuverability
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KE
IAC OASTATIONS
CTRUM E5,95 4 !  .

ecial Operations has class. If they c;141,4o this
with a humble Spectrum what kind of games can
we expect for the O r  COMPUTER CHOICE
A graphic adventure. Pick your force to locate, A
. i iphotograph, penetrate and eventually destroy
Hitler's secret germ warfare establishment.
JOHNNY RED
DRAGON/TANDY 32K, COMMODORE 64K,
MEMOTECH MTX 500/512 £6.95
ALSO FOR SPECTRUM E5.50, ELECTRON/
BBC B, ORIC/ATMOS E6.95
"I could quite easily get addicted...very user
friendly...good value for money" EL
EC T R O N  
U S E R  ,
r  ,

There's still plenty of fight left in the Confederate
South as each side selects forces to do battle on a
full graphics battlefield. One or two players.

SPOOKY MANS/ON
ATMOS/ORIC 48K E6.95
Attacked by bats, nasties and
everything that moves, intrepid DIGGER
explorer Hugo First fights his ATMOS/ORIC 48K E6.95
way through the spooky M o n s t e r s  in the mineworkings *
1 1
1
mansion collecting weapons, t r y  to stop you taking your gold
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Realm of the
Undead

Use of computer 50 %
Graphics 52%
Playability 53 To
Getting started 48%
Addictive qualities 45%
Value for money 53%
Overall 50

e
/0

Producer: Loth lorien
Memory required: 48K
Retail price: E5.95
Language: BASIC and
machine code

Stake 'n chips, 'Fangs for the
Memory', and other assorted
funnies come to mind as you
take a trip into the Realm of the
Undead Haunted by tarantu-
las, bats and the Dark Lord
himself, your task is to clear
three screens and rescue trap-
ped villagers.

Screen one is a simple maze
patrolled by tarantulas, whose
bite is death unless you have
collected sufficient quantities of
garlic cloves. Contact with a
member of the undead will re-
sult in the loss of a clove of
garlic. Once the garlic i s
harvested it's safe to go and
press the lever which is some-
where at the top of the screen.
This causes a  secret exit to
appear, which must be reached
before it vanishes again.

Getting onto t h e second
screen, you must free the trap-
ped villagers. This is done by
entering a long maze, avoiding
the bats and tarantulas, getting
to the lever at the bottom and
then returning up through the
maze to the top level where
pressing the lever has opened
the castle door. This also re-
leases the villagers which must
be 'run over to rescue them.
The castle door only stays open
for a short while and closes
anyway if you run into a bat.
Running into a spider will lose
you more garlic. Entering the
castle door takes you to the third
screen.

Here the Dark Lord will leave
his coffin in the centre and
chase along with a bunch of
zombies. Three bites from Drac
and you're dead. A lever beside

The Castle door's open. but can you reach it in time to rescue the villagers?

the coffin opens the door to a
store room at  the top right
where you can collect a stake.
Another lever at  the top left
causes a hammer to appear for
a short while. This too must be
collected before either Dracula
gets it, or it disappears. Having
collected stake and hammer
you can entice Drac back into
his coffin, shut the lid and drive a
stake into his heart. Van Helsing
would be proud of you.

CRITICISM

The cloves of garlic mount up in the first screen maze.

•  'Realm of the Undead is quite
playable considering it is prog-
rammed within the realms of
Basic. The graphics are neat
but could do with a little enlarg-
ing, but the biggest problem
seems to be that the game is a
little bit too simple. Even a
mega-dodo like myself com-
pleted the game on skill level
one, but at the other end of the
boot the game is unplayable on
skill level five. So this means the
addictivity goes down quite a
bit. The idea for this game isn't
too bad (well not really bad
anyway) b u t  graphics an d
sound could have been en-
hanced. A nice touch is when
you've completed the game and
killed Drac, you get warped
back out of the castle. My big-
gest grumbles are with the
small graphics, lack of sound
and the fact that the instructions
don't tell you how to shut Drac's
coffin:

•  This is a fairly original idea,
although the game itself isn't
because the concept is played

Drac's out on patrol and the undead await you

out in a typical maze with chas-
ers situation. Graphics a r e
small and undetailed and move
from a slow jerky pace to such a
hyper speed on  the higher
levels that you can hardly see
Them.' Colours are chosen fairly
well although I  think a darker
background would have been
better. I like the way that eating
a clove o f  garlic makes you
squeak -  exactly the sort of
sound! would expect to hear
from anyone eating a  whole
dove of garlic! Yuk! Other than
this, you could say there wasn't
much sound at all. The game
itself is fairly playable, although I
wouldn't really recommend it.'

•  'Realm of the LIndead takes
you into Carnell's realm (ex-
cept they seem to be very dead)
and does it more entertainingly
than The Crypt or The Devil
Ride In, With all its drawbacks of
small, rather early-Spectrum
period graphics, the game man-
ages to be playable and fun.
However, I can't imagine it hav-
ing much lasting appeal for the
reason that it is too simple over-
all. with only the three screens
which are quite quickly com-
pleted. So m e variability i s
added with the second screen
where the maze shapes change
from game to  game, some
being very mean. In the end, a
bit lightweight.'

COMMENTS

Control keys: sensible, I/O up/
down, 9/0 left/right and S to
drive home a stake
Joystick: none
Keyboard play: very.
responsive
Use of colour: nicely used
Graphics: small, undetailed
and slightly jerky at slower
speeds

Sound: neat squeaks but little
else
Skill levels: 5 speeds
Lives: 3 to start and depends
on garlic afterwards
Screens: 3
Originality: concept fairly
original, game type quite typical
General rating: fair to average
but not much lasting appeal.

HOW THE RATINGS WORK
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Mr Wang's
Loopy
Laundry
Producer: Artic Computing
Memory required: 16K
Retail price: 5.95
Language: machine code
Author: J. Prince

Computer games do seem to
run in cycles -  now its the turn
of the Chinese with Ocean's
Chinese Juggler and Artic 's
Loopy Laundry. Mercifully, con-
sidering the verbal possibilities,
Artic have contented thems-
elves with a very short scenario
on the inlay, merely pointing out
that as Mr Wong contends with
the laundry, he also chased by
soapsuds, an iron and a bag of
dirty laundry.

The laundry takes the form of
a very traditional looking five-
platform game with between
two or three ladders connecting
each floor, To the right of the
screen a  laundry chute runs
from top floor to the bottom, and
It is into this chute on the top
floor, that the items of clothing to
be found, must be flung. Mr
Wong is only able to carry one
item a t  a  t ime (presumably
underlining that  famous o ld
Chinese proverb about many
hands making light work). He is
aided in his oriental perambula-
tions by starch, which may be
fired at the pursuing laundroma-
niacs, stiffening their resolve but
freezing their action for a few
precious moments. The starch,
however, runs out very quickly
and leaves Mr Wong vulnerable
until a new box appears on the
screen somewhere. To be ac-
tive it must be collected before it
vanishes again.

On the ground floor there is a
washing l ine  stretched o u t
which shows the items of clo-
thing that must be collected.
These float around (unmoving)
on the different floors. A busy
washing machine calculates
points remaining, which start at
990 and tick down.

CRITICISM
•  'In many  ways this  is  a
'Panic' like game -  running up
and down ladders, avoiding
aliens (well irons  etc.) and
generally carrying out your task.
The laundry is small compared
with Mr Wong, but quite detailed
and well coloured. Keyboard
12 C R A S H  August 1984
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Velly crean wash in Mr Wang's Loopy Laundry, but starch is velly

responses ar e good with a
sensible key layout. The game
is very different but not really
addictive. An unoriginal 'Panic'
type game with few variations
on the original theme.'

•  The graphics are quite neat
and move well although found
it irritating that due to the char-
acter block reading it is easy to
get 'killed of f  by a chaser in
certain circumstances when the
eye tells you you have escaped.
This happens most on the lad-
ders where on reaching the top
and moving off along the floor,
The ascending chaser's block
touches yours. The sound is a
bit sparse apart from the nice
Chinese type tuna'

•  This is  a  'Panic' variation
game_ It's generally good. ie.
graphics, colour and playability
are all okay, but its  only  a
variant and doesn't tend to be
too original. Artic's Bear Bower
was a very good platform game

this is not so hot! Basically it is
playable and almost addictive
but tends to suffer from aver-
ageness (if there isn't such a
word, there is now!):

Hamptons
Caught
Producer: B. Sides
Software
Memory required: 48K
Retail price: E5•50
Language: machine code

As you might well guess from
the punning title. Hamptons
Caught is a  maze game -  a
rather large one. Your job is to
guide poor old Hampton out of
the maze in which he's been
caught. Hampton i s  short-
sighted and something o f  an
explorer -  this may be a  non-
sequitor but it's relevant, As in a
traditional maze there is a start
and a finish. At the beginning of
each game we see Hampton
walking into the enticing looking

COMMENTS
Control keys: OA upidown,
OiP left/hght. bottom row to fire
starch
Joystick: Kempston, ZX 2,
AGF, Protek
Keyboard play: responsive
and sensible positions
Use of colour: very good and
varied
Graphics: good. smooth and
well detailed
Sound: average
Skill levels: 1 with increasingly
difficult screens
Lives:5
Screens: 1
Originality: a variation on the
'Panic' platform type
General rating: above
average, but not overaddictive.

Use of computer
Graphics
Playability
Getting started
Addictive qualities
Value for money
Overall

65'/0
69%
62%
68%
5 5
1 )
/ 0
5 5
°
/ 0
62%

garden, the door slamming shut
behind him -  and he's trapped.
There are four objects some-
where within the maze. Three
are obligatory to find and one is
helpful. The first is a map. As the
maze is  some fi fty time the
screen a r e a  th is  i s  pretty
essential if you are to find your

Hampton's Caught and without his glasses he's not likely to get out,

T I n e  L E F T  •  t 1
t .

way out. Helpfully, it is normally
to be found within a few moves
from the start -  if  you know
which way to start looking. The
second object i s  a  pair  o f
spectacles which cures Hamp-
ton's short-sightedness a n d
brings the third vital object into
view on the map - the key to the
exit. The fourth object is  an
alarm clock which adds a few
vital minutes to the time limit
against w h ic h  t h e  s tir r ing
escape is played.

That's about all there is to the
game, except to say that the
mazes (a different one is drawn
each game) are extremely com-
plex -  a glance at the map is
enough to terrify. The walls o f
the maze are seen from above
in a simple form of perspective
with the screen area scrolling as
Hampton moves about. On the
overall map Hampton's position
and that of the key are shown as
red dots.

CRITICISM
•  'Hampton is a simple game
although the sheer size and
complexity of the maze makes it
more interesting to play than it
sounds. But the real weakness
of the game is shown by the fact
that it is played against the clock
(fine) but that the key is hardly
ever visible until you have cros-
sed three-quarters of the way
towards the ex it and almost
always pops up virtually all the
way back towards the start
which means it is a struggle to
make it out of the maze before
the time runs out. I n  other
words. excitement is being arti-
ficially introduced. As a result,
and despite the different maze
set up each time, the game
lacks a n y  ser ious  las t ing
appeal.'

•  'Reading on  the cassette
blurb it  said, 'Amazing sprite
graphics and animation... 3D
maze 50 times screen size.'
The implication is that there are
lots of animated sprites, when



there is only one -  Hampton
himself, and the animation isn't
really amazing, it 's  quite un-
gainly. The 3D maze is a fake -
if you are going to attempt to
draw walls that look solid, then
they should play a part as they
do in, say, Android 2  or  Ant
Attack, where the characters
can disappear behind a wall, In
Ham pions Caught. the 3D plays
no part whatsoever. The four
direction screen scrolling is very
jerky, slow and eventually be-
comes tiring on the eyes. The
maze is so large that it can take
you all of the quite long time
allowed to find how to reach the
exit. Generally, I  thought this
was quite a disaster,'

Use of computer 44 ci/o
Graphics 47%
Playability 38%
Getting started 57%
Addictive qualities 30%
Value for money 42%
Overall 43%

•  'The graphics of the maze
are very straightforward, where-
as Hampton is  quite a  large
character, fairly well animated
and, unusually in Spec trum
graphics, variously coloured,
red shirt, blue trousers, yellow
face and hands. His legs move
in a rather ungainly way howev-
er! The game itself is not all that
inspiring by today's standards,
especially as it all moves rather
slowly. Very frustrating when
times running Our

COMMENTS
Control keys: cursors
Joystick: Kempston, Protek,
AG1
Keyboard play: not very
responsive and awkward to
control at times
Use of colour: reasonable
Graphics: no real use made of
3D. main character animation is
inventive
Sound: poor
Skill levels: 1
Lives: against the clock
Originality: the concept is as
old as the hills of course
General rating: below
average.

With the summer season well under way, we thought we
would take a look at two games on the subject of cricket.
The noble English institution has been covered before by
games for the Spectrum but these two are new.

Cricket
Producer: T. J. Owen
Memory required: 48K
Retail price: E6.95
Author: David Owen

Howzat
Producer: Wyvern
Software
Memory required: 48K
Retail price: E5.50

Of the  two games  Howzat
comes in the more professional
looking packaging with a  full
colour insert containing two
pages of brief notes. Cricket has
a yellow card insert with a line
drawing on it and no instruc-
tions, but is accompanied by a
large booklet containing playing
instructions and many details
on playing cricket in general.

In keeping with its packaging,
Cricket is the less sophisticated
program, although it has plenty
of options, allowing play against
18 county sides. Howzat allows
play against or selection from
17 county sides and 7  Test
squads. Both games allow the
player to select his own side
and name them. In simulations
of this sort, a  printer is  very
useful -  almost essential in the
case o f  Cricket, a n d  both
games allow this facility.

CRICKET
On completion of loading you
are asked to put CAPS LOCK
on, as the program only acc3pts
input in capitals. This seems a
little primitive these days. You
are also asked to type in '1' if
using a printer, but there is no
screen prompt to tell you any-
thing else, although ENTER
moves things along. A  12-
option menu allows y ou t o
select a team load or save one.
play a county side, play another
invented team a n d  several
other things like change the
Over limit. Selecting your own
team means typing in the name
of 16 players, they are then
given their various qualities and
strengths and when playing
another team or county side you

may select which 11 to choose.
Cricket offers a pitch analysis

before taking the toss and in-
forming you who has won. If it is
you. you may elect to bat first or
bowl. The game is non-visual -
you select how many balls the
game is to continue for, and the
computer reports on each ball.
When the  number o f  balls
selected for play are over it is
possible to see the scoreboard
and partnership details.

HOWZAT
Howzat is  a  graphics ty pe
game, which shows you the
field and the position o f  the
fielders, batsmen etc. In  this
respect it resembles CRL's Test
Match. As the player you may
select the bowler and set or
change your  fi eld positions,
moving them via the keyboard.
Two games are provided for,
one day cricket or a first class
match. You may select a team
from the options provided or
create your own. The selected
team is then displayed with the
standard players and rest of
squad, from which you may
select the players you want.
When this is done, the players'
strengths in batting and bowling
are displayed, but the skill fac-
tors may be altered if so wished.

When the toss has been de-
cided, the field appears, Using
the cursor keys it is possible to
place a cursor over any player
and move him to a new position.
Between each ball it is possible
to reset the field or  see the
scoreboard. Pressing the '13'
key results in the bowler running
up and bowling. The stroke is
taken automatically and the
batsmen asked if they want to
run or not.

The pitch in Koval

CRITICISMS
CRICKET
•  'This is  another rather in-
volved simulation. Don't worry
over long delays -  the prog is in
Basic and these things happen.
The game has no direct user
involvement and there is  no
visible play, only screen mes-
sages. This left me rather cold.
Such games should contain
more user involvement -  surely
the idea of a game is for the
player to get involved.'

•  Cricket got off to a bad star t -
not many prompts informing the
player what was happening. if a
wrong input is entered the prog-
ram crashes. Watching a TV
screen w i t h  comments  o n
what's happening in the game is
just not cricket, and there are
better such games  o n  t h e
market.'
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•  'The instruction booklet is
quite lovingly done, but  the
game seems less so. Its  very
primitive programming which
asks y ou t o  engage CAPS
LOCK for input and expects you
to wait ages for a  response.
Whilst I can believe that cricket
tams may get fun from team
selection and getting to know
how the players 'work out'. I
can't believe that even the most
ardent fan will enjoy sitting back
watching a  string of repetitive
comments come up on screen
informing h im o f  what hap-
pened to each ball.*
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HOWZAT
•  'Howzat has been apparently
endorsed b y  a n  England
Cricketer, Brian Rose. He says,
'It's a truly addictive game. It is
involved and accurate as to the
selection of county, test sides,
trophies and one day cricket.
The user involvement is only to
the point of making decisions on
team selection and commenc-
ing playing actions. I would like
it to be more interactive, I am
sure that cricket fans will like it,
but to the rest of us I would say
beware -  it tends to have the
same effec t a s  T V  cricket
(Zzzzzzzl).'

•  'Compared to Cricket, How-
zat is much more slick, no need
here to input and ENTER, the
input is  sufficient and the re-
sponse almos t instant. B u t
actual play is very unrealistic.
The bowler always bowls from
the same end, no matter what
over, and fielders move in steps
to the ball to field it between
each run you take. No skill is
used to judge a run. Although
not a cricket fan, I  did enjoy
CRL's Test Match, but this one
left me cold, and I can't see it
being in the least bit addictive.'

•  Howzat has reasonably large
characters, although n o  real
animation is used. Moving the
fielders around i s  no t  very
realistic as you cannot put any-
one very near the actual pitch.
In the end, it seems most un-
realistic to expect any sort of
enjoyable skill from a  game
which requires a  vast playing
area in real life, when it is re-
duced to this  s ize on a  T V
screen.'

Use of computer 38'/0
Graphics N/A
Playability 25%
Getting started 78%
Addictive qualities 45%
Value for money 40%
Overall 45%

Use of computer 70%
Graphics 38%
Playability 50%
Getting started 53%
Addictive qualities 48%
Value for money 58%
Overall 53%

COMMENTS
CRICKET

HOWZAT

14 C R A S H  August 1984

Ugh!
Producer: Softek
Memory required: 48K
Retail price: E5.95
Language: machine code
Author: Tony Samuels,
S. Beverly

There are quite a few prece-
dents for Ugh! First off, Ugh is a
caveman -  and we know there
were a few of those about. Then
there was the funny story of
everyday cave life by an Amer-
ican radio comedOn (Bob Ne-
whart?) about how interesting a
caveman's life was, living inside
rocks, sitting on rocks, throwing
rocks, eating rocks... T hen
CAL pr oduc ed Cav eman,
which was all about stealing
pterodactyl eggs, then Softek
brought Ugh! Out on the Dra-
gon. Ugh also goes about steal-
ing eggs from a  pterodactyl,
only now he does it in colour on
the Spectrum.

The screen layout is  fairly
simple. At  the bottom left is
Ugh's cave and at the top left is
the pterodactyl's nest. Between
the two locations a wide path
zig-zags upwards. Another path
makes lazier zig-zags over to
the right and there are some
dead ends leading on this con-
figuration. Ugh must make his
way from the cave up to the
nest, steal an egg and return to
his cave with it. Then he can go
back for another egg. On his
way up he is provided with a
spear but has to abandon it to
carry an egg. Fortunately life
provides him with another once
he returns to the cave and de-
posits an egg.

A spear is  lost once it  is
thrown at one of the pot-bellied
tyranosaurus which shamble
amiably along the paths in a
random pattern. Once speared,
the prehistoric reptilian retreats
to the furthest edge o f  the
screen before setting off again.
Ugh's other  problem is  the
understandably distressed pter-
odactyl which flies above the
terrain at the top of the screen,
dropping -  yes, you've got it -

Zig-zag your way up to the pterodactyl's next and steal the eggs.

rocks. Bumping into a tyrano-
saurus or getting hit by a rock
causes instant death to Ugh,
but he has three other relatives
all called Ugh to take his place.
With eac h screen c leared,
there's a bit more to dodge.

CRITICISM
•  The first thing to strike you
about Ugh! is the title screen
which is similar to the cover (full
of nice cute little things). Once
loaded, you are greeted by a
catchy tune, then you have to
sift through the various skill
levels. A l l  the graphics and
sound are very good but my
main grumble is the difficulty of
moving your adorable cave-
man. This  problem ruins the
game which is otherwise well
thought Out and produced. I f
you forget its one fault, Ugh! is
quite fun and I feel it could be a
hit with a few adjustments.

•  An attempt to produce a sod
of 30 game hem - quite unsuc- •
cessful though. It's  difficult to
move your man which makes
the game hard to play. The
screen layout is quite nice, parti-
cularly the way that the score
and lives are set into a block of
stone - very convincing. Colour
and graphics are above aver-
age although there seems to be
a slight lack of colour. In the end
I don't think there's very much to
Ugh! and it soon becomes unin-
teresting.'

•  'This is a very original idea,
but tends to fall down in the
actual working. It can get repeti-
tive and boring when you have
collected some eggs. Moving is
not easy due to the screen
design, the bends in the zig-
zags are deep and you have to
move your man to the furthest
comer before he can change
direction. The graphics are very
good but I thought the colour
could be better used, as, unlike
the title screen, all the charac-
ters are just outlines on the
basic colour ground. Above
average, bu t  lacking lasting
appeal.'

COMMENTS
Control keys: user definable,
four needed for direction and
one for throwing spear
Joystick: almost any via UDK
Keyboard play: good, but
limited
Use of colour: good, large, well
animated and smooth
Graphics: good tunes (one
reviewer even refers to it as
music!), but poor during the
game itself
Sound:5
Skill levels: 4
Lives: 5 different paths
Originality: obviously Ugh!
scores quite well
General rating: above
average, onginal but lacking
addictivity.

Use of computer
Graphics
Playability
Getting started
Addictive qualities
Value for money
Overall

Producer: Vortex
Memory required: 48K
Retail price: E5.95
Language: machine code
Author: Costa Panayi

68%
69%
56%
64%
50%
59%
61 %

Tornado Low Level (TLL) is
from the s ame programmer
who brought us  Android and
Android 2 and it bears a family
likeness t o  the graphics o f



Android 2. Again, we have a
rapidly scrolling series of three-
dimensional graphics which will
move across the screen in any
direction. The Tornado of the
title is a swing wing jet fighter
which you control in a mission to
eradicate a series of evil dots on
the landscape. In this respect all
the missions can be seen as
training, since the 'enemy' dots
in question a r e  spattered
around the very buildings which
make up the township around
your base.

The total playing area is ab-
out 36 times the size of the
screen display which consists of
a square, offset so that to the
right are the instruments. These
include 'radar' v iew some 4
times the screen area on which
targets appear as white dots, an
altimeter, fuel guage, targets
destroyed status and time.

The landscape is seen, as in
Android 2 from a severe birds
eye view perspective. Ground
level is approximately one third
of the way up the altimeter as
features included are sea and
cliffs, which means sea level is
way below ground level, On the
ground features include low and
tall buildings, pylons and elec-
tric lines, trees, roads  and
bridges over rivers.

The game commences with a
glimpse of the total playing area
map, before cutting to the base
with the Tornado ready at the
end of  the runway. Visually,
height above the surface is indi-
cated by  the shadow of  the
aircraft which alters accurately
depending on the terrain being
flown over. Targets are des-
troyed quite simply by  flying
over them at virtually zero feet.
There are five targets to destroy
and when these have gone.
more are provided in different
positions.

Some targets are randomly
placed, even in the water, which
may mean underflying t h e
bridge. If your fuel runs low it is
possible to land and refuel, turn
around and take off again.

Use of computer 83%
Graphics 79

1)
/o

Playability 85
(3
/o

Getting started 70 %
Addictive qualities 84 %
Value for money 84 %
Overall 81%

CRITICISM
• 'TLL is a worthy successor to
Android 2. One thing to be said
is that it isn't actually as arcade
exciting as Android 2, but that
isn't a  drawback, because i t
offers another sort of  excite-
ment, not quite simulation, not
quite arcade, but somewhere in
between. Although it is possible
to destroy targets when you are
visibly some feet above the
ground, you get far more points
if you are lower still, so there is a
self competitive element in the

"Scramble TLL - 5 enemy dots at zero feet..."

game. Another thing to watch
out for is that there is a tower too
tall to fly over. The graphics are
remarkably clean looking with a
strong use of colour to define
buildings, cliffs etc., and full use
of normal and bright to create
shadows. The 3D effect of your
shadow works extremely well,
breaking up quite accurately if
you are half over a building. I
enjoyed TLL as a very playable
game and to date I still find it
addictive.'

•  'Watch out  for  the 2-part
loader. First part tells you to
disconnect all peripherals ex-
cept for the Sinclair add-ons.
First time round I  ignored it
(never unplugging the Kemp-
ston) and the program crashed.
TLL is, in a word, brilliant. The
3D effect really works, it's just
as if you're looking down on a
real plane flying over a land-
scape. The graphics are not
super-detailed bu t  a r e  very
good. f o u n d  this game play-
able and addictive and after a
while I found myself flying under
bridges, power  cables a n d
manoeuvring around trees at
low level. In my opinion, this one
takes the biscuit.'

•  'The shadowing works very
well in this game to create a
sense of depth. This includes
the use of normal and bright
colours on cliffs, buildings and
bridges as well as the shadow
of your aircraft. The only incon-
sistency here is that the aircraft
shadow doesn't get bigger or
smaller as you go up or down.
Flying under bridges and high
power cables works very well,
as does the effect of low flying
behind cliffs, where the shape of
your p lane ma y  disappear

altogether. The only graphical
crib is the lack of detail in the
buildings, where maybe a few
windows would have helped.
Sound used is a fair roar or a
beep, a nice touch is that on
take o f f  t h e  engine no t e
changes w h e n  y o u  h a v e
achieved sufficient speed for
take off. Perhaps a better white
noise sound generation would
have been better for  engine
sound. Instructions were not as
clear as I would have liked and
there appeared to be no real
indication as to objectives, or
how to go about them. I feel this
game probably lacks a little in
content, perhaps a few enemyaircraft would have made i t
more lively. Overall, quite good'

COMMENTS
Control keys: liQ up/down, C3/
H bank left/right, X = take off or

TLL's shadow -  a graphic that really works

change wing mode, M = map
(on the ground)
Joystick: ZX 2
Keyboard play: responsive
Use of colour: very good
Graphics: mixed opinions from
'brilliant' to 'fair, needed more
detail'
Sound: average
Skill levels: 1
Lives: 3
Screens: continuously scrolling
Originality: very original
General rating: playable,
addictive and different,
generally recommended.
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AVAILABLE FOR
ZX SPECTRUM 48K
TUBE CREATED FOR
COMMODORE 64
RIC 148K ATMOS
BBC MODEL B
ELECTRON
AND OTHERS
E795
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a d a p t a t i o n s  o f  th e  H .  G .  We l l s
c l a s s i c : C A L  in a s s o c i a t i o n  w i th  O R P

p r o u d l y  p r e s e n ts  to  th e  w o r l d  o f  h o m e
c o m p u t i n g  t h e  s tr a te g i c  a r c a d e
a d v e n t u r e  T h e  W a r  o f  T h e  W o r l d s ' .
B a s e d  o n  J e ff  W a y n e ' s  i n te r n a t i o n a l l y
s u c c e s s fu l  d o u b l e  a l b u m .

PRODUCED BY CRL



THE DREAM MAKERS
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The success of our ATIC ATAC MAP
competition has shown how many CRASH
readers there are who can draw and present
maps excellently. NOW HERE'S ANOTHER

CHANCE TO HONE THOSE SKILLS.

In association with Ultimate CRASH asks
you to don your pith helmet and mosquito

boots and plunge into the jungles of SABRE
WULF armed with sword and theodolite to

prepare a map.

The map can be as big or small as you like, although you'll
obviously stand a better chance of fitting detail in on a
larger format. It should show all the screen locations of
course. How you present that is up to you, but we would
like to see an indication of what actually makes up each

separate screen image. This could be done with an
overlaid grid for instance, but there are many other

methods. Again, we want as much detail as you can
sensibly fit in. using a key to objects and animals if you
prefer that to including them actually in the map itself.

Maps should be sent to: SABRE WULF COMPETITION,
CRASH MAGAZINE, PO BOX 10, LUDLOW,

SHROPSHIRE SYS 1DB, and should arrive by the last
post September 7th. We have already received several
maps from readers. It would be better for those people to

have another go. but if they wish we'll accept them as
entries for the competition.

The decision of the Editor will be final in judging the entries.

MAP COMPETITION

All the entries must be accurate of course, but we will be
looking for overall presentation, use of colour and sheer

imagination in the winners entry. This will be used to
prepare a poster-sized version to be printed in a later issue

of CRASH.

Ultimate had a superb trophy of the ACG Key made for the
Atic Atac competition, and they are now busy having
another trophy made up for this one. The winner will

receive the ACG Amulet from Sabre Wulf.
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Hitch a ride on the
Mugsy Art Racket and

spot the fakes!
50 copies of Mugsy

ride on it!
Melbourne House, who brought you Penetrator, The Hobbit,

Terror Daktils and taught you how to draw Melbourne on a
Spectrum, now invite you into streets run by The Mob. Join

Mugsy's gang of hoods and save him from an art forger, and
the Godfather from donating the wrong picture to the

Metropolitan Museum of Modern Art!



"Okay Mugsy y o u ' s  da boss for now. Jus keep ya spats
dean and ya hair parted, and de Gawdfather's agonna keep
ya outa dat a great speakeasy in de sky. Trouble is, Mugsy,
ya gotta have a keen eye to spot de fake from de high grade in
dis a life, or i ts coit'ns for ya a n d  ahm a not talking about
Laura Ashley either.

"SO dis is de big time, Mugsy. De Gawdfather wants wid dis
here picture (it's art, see?) and de guys come up wid two! We
don' know de real from de' fake -  so's it'sa down to you! De
boys. dey say dere's thoity diftrences between em. But can
ya spot dem oil? You do well here, Mugs baby, an' de
Gawdfather may put up some dough for bail next time de
cops grab ya!"

(Loosely translated this means; there are 30 d i ffe ren
ce
s
between the picture on the left and that on the right. Circle the
differences on the right hand picture (or a photocopy if you
don't wish to cut up The issue) and send it to the MUGSY
COMPETITION, CRASH MAGAZINE, PO BOX 10, LUD-
LOW SHROPSHIRE SY8 108.

Entries must be received by the last post August 30. The first
fifty correct entries drawn from the bag will each receive a
copy of Mugsy by Melbourne House.
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PSYTRON EZ 95
SPELLBOUND E i  95

THE LORDS OF MIDNIGHT CSP• 95
BEYOND ORDER HOTLINE
0 8 5 8  3 4 5 6 7  G R A N O  TOTAL

BEYOND ENQUIRY HOTLINE o i l  prices include p&p
01-2518496

I enclosa a Postal Ordar/Chaqua payabia to
Beyond, or charge my credit card.
Cord Number
Access Viso IDelete os necessary
Nome

Address

Post code

Signoture
oriee 'Erik ere deetsot/ ol nre i  woe, ti e Bowed loehosoe Mb PS

Enter the realm of  Dream
and Paradox —Sur vi ve 150

locations on what is probably
the most di fficult task
you've ever  been set

— i f  you can!

•  • ,- •  -
ti) la.oktic rive i l G ov e c s

Am on  from the game (CBM 64)

The Highlight sequences are pure magic
And then you have to ea on the side lines
and sweat it  ou t
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Prices: BBC ModelS £ 7 . 9 5
Commodore 64 £ 7 9 5
Spectrum 48K £ 6 . 9 5
Z.X81 I 6 K £ 5 . 9 5
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INCLUDED IN THE DUI I VERSION
,°verges% orders add t i 60
Strategy Gans" a lbs Tear, 1963

I N . ,  . . . J .

Golden leirsurit Awards

RUNESOFT PRESENT

Popular Computing Weekly (15:04:84): "Paradox looks, born a
quick play and the complex maps I've been sent explaining II, like °neat
the most complicated adventures ever designed a d d i c t i o n  is
probably ensured."

LOOK tor  the
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PARADOX

Logo

* *  COMMODORE VERSIONS AVAILABLE SOON * *
HUNESOFT artwork by Nick Bibby

Commodore 64
& BBC 'Model B
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JOIN IN THE FUN
OF KEVIN TOMS' No. 1 Football Game

•

FOOTBALL MANAGER
Football Manager
Designed by Kevin Toms
This outstanding game of

skill and strategy is
now widely available
and you can join the
many thousands of
satisfied customers
who have purchased
the game.

Some of the features of the game:
•  Matches  in 3D graphics  •  Transfer
markets  Promotion and 'elegant:in
•  F.A. Cup matches •  Injury problems
•  Full league tables •  Four Divisions
•  Pick your own team for each match
•  As many seasons as you like

•  Managerial rating •  7 skill levels
•  Save game facility
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RUNESOFT

Help Yaw Ni ng to fi nd
SPOOF the magic dragon.
despite the whole wor ld being
set against him. Poor  Yaw —
You'll probably die laughing.

PARADOX. SPOOF and SPECTREALM ja strategy game lot budding
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nationwide at the followmg prices

PARADOX: E 7.50;  SPOOF: £7 . 50 ;
SPECTREALM: E 6 . 95
In case of difficulty. ask your local stockist to contact his distributor, or send
chequesPOs direct to

Char nwood House ,  8 7  Lower  Par l i ament St ,  Nott i ngham
NG1 3BB.  (Tel : 0602 (STD) 287667 & 271748
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Please soul me

THE LORDS OF MIDNIGHT £9.95

PSYmoN 0.95

SPELLBOUND £5.95

BEYOND ORDER HOTLINE 0858 34567
BEYOND EN'QU1RY HOTLINE 01-251 8496
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Please niNh rn druuh44 th, -ENTER the BEYOND"
Spittoon! Club

I enclose a Postal Order/Cheque payable
to Beyond, (Yr charge rtry credit card.

POSTCODE
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Programmable Interface

2 1 . 9 5

Tee r e w A G F RonnSlot has boon designed tor anyone who at rwarl, owns a programmable
loystick interface or peelers to use the heyboard to COhtfOr garnet, and would like mead
the rec. I,ty al ROM cartridge software to their system

ROM ilemeS ere rereedy wadable from Sinclair and in Aiegoit Nen totally new titles we 10 be
relented by Parker Video Genvet exclusively in ROM torynat

The adranioreet ol  1ht1 new system ere instantly 'Padilla garineS the! trey hew required a
larger memory capacity i t loaded hy cassette Tr ic  ROM  cartrolgo in actually a tleilmeted
teetrottary reneite m ill l i t  wrap ern la , mooed ly N.1 isata 1 10, 41144111,
1 1 0 1  t e r t r i a l a t a l e  l i S I T
Ar411tre [nature o f  l i e  A GF RuinS lot i t  i lti  •P lestarr lacility  A n y  program can be
' ,ovally  re started or coneentionet machine na l ,  twine, cleureel without the newt to remove
lie  e gement

ArernS4011 • t ...el.(  with a hill ...gramma. crinnowite lin odes a id Iwo i s c u y e r e d  lay a I
, 4,th raiaraitee

8 . 9 5

only1195'plus 50p post & packing

Tile ALit Programmable JoystickInterlace has established ilsell ewer the
Wuatir ye ar as e a n  th e  o n ly harrhe ntre  prOgtarne rte rt itteetee th at acce p ts A I L

standard loysticks or trackball% -  including Osockshot I I  wt
l tt ' r a p i d  fi r e 'tot ose with ALL Spectrum or LX81 su(wore

The hardware programming method employed by dirt peraluCt hat several
advantages over similar Interlaces that require traira tapes to ere loaded or
combinations ol key presses a nt movements of the  loydck to he mode
before each game, i.e

•  Progrernming is not lost when power as disconnected between gam,

•  [ T M  directional control only required tatting ral the  lour  norroal
d ire ctio n S

•  COrntletattithy guaranteed with ALL key reeding methods -  rnechine
carte old BASIC

•  Se ve ral  in te rlACe ll CO I  h a  re mate [e le  Pe crailne rne d  t o ;  m u l t i  p laye i
sot tware

•  Low power lour  I t .  design allows M ite  Ite0470S10111

Tne PlOctaenghnll leads attathed to  the  intertace woke contact with
nutruesure  cro co d ile  clip s M e t g ive  ciaid ise sion tre e  cone e rations e ve ry h o e
unlike plug and socket arrangementt. a nd the y  don' t work  loose in
militant kite.

Keyboard opwation d  unaffected by this  interlace and 4  is guaranteed
never tu conflict with ANY  odes add one.

17 month guarantee key prograromong tha n and a pack o f ten Quick
Reference Programming crudi with lull instruchons are supplied

2 6 9 5  • plus El post & pocking

Quickshot

nterface II
Only • 9 5

No w th e  A G F  I n te rl e af  I I  i s e ve n  ra i l e r  val u e  S in ce  we
pioneered th e  cu rso r-ke y in te rlace  in  O e to te e  M N  th e re

OttN I  novo e r  1 0 0  rwoorra O r Wi tti l y program% vo th  wh e t  th e
AGF option or  cursor k e y  controlled -  th a t  makes i t
unbeatable at this new low price.

Sa,lliramtparating the  all ,moortant rear expansion cork
rector whicli meaty, other peripheral. can be connected at
the sync' tuna e  Flom Peck', Printers, Speech Wiets etc,
mid a l  course the key replication principle idol guarantees
rt is will never conflict electrically with any orher rad r.tis

Quickshot II
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And why not?
It has the finest graphics yet to emerge from

a Spectrum game.
Fly the latest swing-wing fighter

bomber, with full 360'controL
Seek out and destroy enemy targets.
Land, refuel, take off at will.
With 3D multi-screen, multi-directional

wraparound landscape, it's guaranteed to give
your brain hypermania.

Fly Tornado Low Level today - just one in a
series of mindblowing action games.
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El ANDROID TWO SPECTRUM 48K E 5 . 9 5
v /  I D  ANDROID ONE SPECTRUMI6IC 48X t a t . 95
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VORTEX SOFTWARE. 280 BROOKLANDS ROAD. MANCHESTER M23 9H0

L  DEALER ENQUIRIES • CAII 061973 9580
• VORTEX ACTION GAMES - AVAILABLE FROM ALL LEADING RETAILERS •
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,Each mo n t h  ( i i  b e  ch o o sin g  t h e  b e st  le t te r f ro m th e

postbag, and, as we ll as publish ing it. s e n d  the write r El2
worth of software of his or her Choice (if can be two cassettes
as long  as they come with in  the E12) I 've  had 10 grOvet on
bended knee to the editor for this, So you'd better be grateful'

Send your letters to Lloyd Mangram, CRASH Forum. PO
Box la  Ludlow, Shropshire SY8 100. I can't promise to print
everything that comes in because space is precious ( I'm told
but l i i  do my best

1

Well, what a hectic month. I thought everyone said it gets quiet as
summer comes on. In addition to the 3,500 plus competition entries
(nothing to do with me thank goodness!) there have been literally
hundreds and hundreds of letters to the Forum. I could probably fill
two magazines with only letters this month, but that isn't on! As a
result there are going to be a lot of disappointed letter writers who
won't see themselves in print. Sony about that, but all your letters do
get read and the points absorbed.

Recurrent themes this month have been Mastertronic games, Sabre
Wulf of course, and Spirit Software. Many of your letters are filled with
over the top compliments to make a worn out letters editor blush.
although none of you fool me. I know it's only the El 2 worth of software
you're really grovelling tor. At a brief glance I particularly liked Julian
Hiscock's kind comments- th ink your magazine is excellent It is an
amazing. indispensible, fact-packed, fun-filled, witty. devastating, critical.
complementory, colourful, error-ridden magazine, and is much the best use
can think of bra tree. Thank you Julian, and no It doesn't make you
letter of the month. In fact choosing a letter this month was extremely
difficult, and in the end I decided on the following useful letter for
would be do-it-yourselfers

EASY TO FIT!
Dear Lloyd,
When I first bought my Spectrum it
was a 16K and eller a few months
I decoded to upgrade it to 48K.
Instead of speding E50 for the
RAM pack I spent £30 or the
DIY. Chip Set . Good idea, I hear
you say? Well, to anybody
wanting to do this, take care.

. O n  the instructions ventten in

,nice, friendly, easy to read words il  ll said, 'EASY TO FIT WITH NO
t SOLDERING.

Dont be fooled, it took me three
hours to lit the chips in os that a
record?). Also, for the issue three
Spectrum you have to do an
intricate piece of soldering, which
Should be left to a skilled
electriaan as intense heat can
;ferriage the computer .

After this, I switched on the
er and the TV. 0 0 H! The

een was flashing and there
as no use of the keyboard Back

to the shop it went
I turned out that there VMS a
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.with  anew set. Problem solved?
I The screen had stopped

•
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flashing and the keyboard
worked. but it wouldn't load a 48K
game.

We had a phased ideas like
rubbing the chips with lin foil to cut,
Out static. Still no go In the end the

shopkeeper took the machine to ' tan electrician and it was gone for
month. When it came back, U-
worked! R. C. Johnsons (the
shopkeeper) have a list of DIY
chip faults about as large as the
Blackpool Tower (well almost),
many of which are from leading
manufacturers. So all of you
hopeful upgraders out there -
care!

Anyway, thanks fore brill
magazine. What happened to
Terminal Man in issue 5
7  H o wdare the artist fall ill when our h
is marooned on an Alien planet!
It's just not on.

Alan Bates. Grimsby, South:
Humberside.

Thanks for the warning, Alan.
E12 worth of software on its way,
which might go some way to
making up for your troubles with.
chips.
LU

UNREPENTANT
Dear Crash,
If I were to say that your reviews are
the only ones worth reading. it would
not be good for your souls so I won't
bother. As author of Psi-Spy I was
delighted to see it reviewed in July,
but make no apologies for the fact
that your reviewers found it hard to
fathom out! It's not a game for the
taint hearted, but I will say that
nothirig that happens does so by
chance, and all the clues needed to
solve the problems and discover the
objectives are contained in the
instructions. However, if anyone
really stuck (surely not!) they can
get in touch with me or contact
Postern.

If you thought that one was tough,
I lully intend to make the next one a
good deal harder. See, I'm not in the
least contrite!

Yours faithfully, John Keneally,
33a Commercial Road,
Weymouth, Dorset.

More next month in our new Upset a
Programmer column! Thank you,
though, for your letter, John s o
now you know where logo if you're
pstuck psi-spy, crashers.
LM

DISPIRITED
SOFTWARE
Since Mr Johnson's letter regarding
the bogus company Spirit
Software was published in CRASH
we have received numerous letters
and phone calls on the subject,
largely telling the same sad story of
unanswered letters and answering
machines, no game, no money. Just
in case anyone is still in any doubt
about the matter. contact Detective
Sergeant Condon at Kensington
Police Station, 72 Earls Court Road,
London W86E0, phone 01-741
6212.

Paul Steel of Maghull, Liverpool
wntes:

I hope they get what they deserve,
which is not enough, !feel. It is
people like this mat give the little
Spectrum software houses bad
names and take advantage at the
computer age by advertising non-
existent programs. trying to cash in
on the innocent public and their
money. I say bring back hanging
and throw them into the Golin's den
for Gollum to strangle.

An interesting point in all this is the
problem magazines face in booking
advertisements from new
companies. Andrew Herrera of
Birmingham says;

My view of this is that any
advertisement going into a
magazine should be that of a
responsible company which has a
good background, like Ultimate of
OKTronics. Little companies which
have never been heard of before
shouldn't be trusted by mail order.

The problem with that argument is,
of course, how do you know who's
to be trusted? Even big companies
start off little. A magazine can make
credit checks on a new advertiser,
but it takes time and is often quite
unhelpful. As distribution of software
has improved and the increase in
retail outlets has made mail order
less important, most of the bigger
houses don't need mail order
coupon ads. But fora new software
house it takes time before retail
outlets handle the games, and their
only way of making moneyand
getting on with their business is to
start with mail order. We should lock
at things in perspective- yes, ills
upsetting when someone like Spirit
Software actually sets out to np
people off, but be honest i t  doesn't
happen all that often.
LM

WASTE OF SPACE
Dear Crash.
Although I enjoy reading your
magazine I have several criticisms
about the last issue (5). Okay, so it
might be of equal value to the
games player to be told what is
rubbish as opposed to what is out of
this world. However, Instead of
devoting hall the mag to some
pathetic company who calls itself
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Pulsonic, you could have reported
on some promising games like Jack
and the Beanstalk, 3D Bat Attack,
Blade and the Warrior and the latest
Sinclair releases,

I was a little puzzled by the way
readers' letters are treated.
Sometimes the comments are very
helpful: other letters get a very
cynical reply.
Bob Jenkins. Farnham, Surrey.

Other readers agreed with Bob
(about Pulsonc games reviewed).
As to my replies - surely no one
could ever accuse me of being
cynical!
IN

Dear Lloyd.
In the recent June issue there were
no less than 8 games by Pulsonic. I
think that it is an unfair amount of
coverage as there are doubtless
other new and established software
houses who would want to have
their games reviewed. There might
be justification for this number of
games by the same company if they
were of particularly high quality.
However, 7 of the 8 games gala
CRASH rating of below 50%, and
one got an overall rating of 17% and
addictive qualities of just 1% This
sort of standard is not acceptable by
today's high quality of computer
games. So please don't clutter up
your pages with this rubbish,
especially in such numbers, and so
keep up the reputation of CRASH as
the best computer magazine on the
market.
Tom CI itt, Maidstone, Kent.

There have been a few letters
complaining that we haven't
reviewed any games by
Atestertronics (f  1.998 cassette)
which are now appearing in many
newsagents near the bit The reason
is that they have consistently
refused to send any review copies
think we buy ing  some now!). The
point is that some letters have
complained because they think the
games are good and should be
reviewed, others have complained
because they think they are awful
even at 12 and we should warn
people off wasting money.
Pulsonic put out a large number of
titles with no advertising to speak of
but with a pretty heavy saturation of
department stores. Would we have
been fulfilling our duty as a review
magazine to ignore them? (They
were sent to us for review?) What
would we say to people who rang
rip, perhaps to complain, who said

The commend centre of Submarine Strike.

that they wouldn't have bought the
game had we reviewed it first?

The thing is, CRASH is a review
magazine for good and bad games.
Perhaps you might argue that we
should devote less space to games
we think are rubbish, but we still try
to do everything in as much detail as
space allows. However, not
everyone agrees entirely with the
previous writers.
LM

MISRATED
Dear Lloyd,
Glad to see reviews on some of the
cheaper software, e.g. Pulsonic. I
bought two for school hots, Mission
Omega and Submarine Strike Very
disappointed in Mission Omega
-your review came a bit too late, but
Submarine Strike, I and the two
boys, Jason and Lloyd, have
enjoyed it. I mean, at E2•99 what do
you expect? By the way, we gave it
75%, thinking your 49c.'/0 was a bit
unfair.
Mrs lit Naylor, Leeds.

Can't win, can you!
LM

NOT SATISFIED
Dear CRASH.
I have recently bought the latest
Ultimate Otte, Sabre Wulf. After the
large sized box caught my eye, I
paid E9.95 eagerly and rushed
home. After being a bit put off by the
title screen, which is not up to
Ultimate's standard, I settled down,
to my horror, to find that this over-
priced game is merely a rewrite of
Atic Alec. The principle of the game
is the same, the movement of the
man, the movement of the aliens,
the noise of your man walking - all
exactly the same. The objective is to
find 4 hidden parts of an amulet.
Now doesn't that sound the same as
finding 3 parts of a key? Even the
percentage given at the end is

exactly like Alio Mac. The only
substantial difference is that you are
in a maze instead of rooms. But
really, an unoriginal Afic Atac re-
write. maze game from such an
experienced and loved company is
just not on, even more so with a
once tag of almost £10. What do
Ultimate think they are doing?
Jason Keeley, Maidenhead,
Berks.

Well Sabre Wulf  certainly put the
cat among the pigeons (or is it the
wull among the hippos)? There are
a few complaints about the price,
and a few about the similarities to
At ic Atac, but on the main everyone
seems pretty happy. The next few
letters are about many items, but
they all have Sabre Wuif  in
common
LM

SPEECHLESS
Dear Lloyd.
Yet another black thing with a hole in
the middle? Well, no actually mine's
a rectangular black thing with two
holes, but when I put it in my
cassette player and press the hght

•

buttons 'a game called Sabre Wulf
loads. It's new from Ashby
Computers and Graphics Ltd (am I
the only person to notice that
Ultimate Play the Game is)ust a
trademark?). and I completed it in
just two days (mind you, I still find it
difficultly Tips enclosed elsewhere.

Wow! Six competition in one
issue (5)! I was speechless until I
worked out that it would cost me at
least 3p more than CRASH to enter
them all. How about setting aside a
page with space for answers to all
the competitions? This would save
us readers a lot in postage.

However, minor quibbles apart.
one only has to turn to the letters
pages to see the high standards set
by you Lloyd, which the rest of the
magazine somehow manages to
keep up to. Your intelligent replies to
our letters are a joy to read. More
letters pages please!
Oliver Broadway, Finchley,
London N3.

Well- what can I say? It took a lot of
self control not to award you letter of
the month, Oliver. But I have to be
careful otherwise he who is
occasionally obeyed would think
was giving in to a spot of grovelling.
Going on to competition replies,
there's nothing to stop you sending
in all the replies in one envelope. It's
only common sense that's needed -
the venous entries have logo into
different bags (actually they're
Sainsbury boxes but never mind),
so you must make the sorting deptS
life easy for them. This should save
a bit on postage surely?
LM

NOT ENOUGH PRAISE
Dear CRASH,
I have just bought Sabre Wulf and I
can't praise it enough. The graphics
of the jungle are fantastic and those
of the mountains and the temple
area are just as realistic. This is by
far the best yet of the Ultimates and
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is worth every penny of the price.
J. Shepherd. Fincham, Norfolk.

Dear CRASH,
I have just received the new
Ultimate game, Sabre Wulf. It really
is an incredible game with fantastic
jungle graphics and addictive
qualities. (More tips in Playing tips -
L.M.)

Mark Philpott, Redditch, Worcs.

Dear CRASH,
I'm writing to you because I feel I
must congratulate Ultimate on
another brilliant game; Sabre Wulf,
it's just so addictive. The graphics,
sound and colour are typical of
Ultimate, in other words, fantastic_
Even at £995 it's a bargain.
Ultimate have done it again!
Stephen Davison (13), East
Herrington, Sunderland.

Dear Lloyd.
In issue five you threw down the
gauntlet to make THE map of Atic
Atac in one of your competitions. I
think you have mistimed it a bit.
because now that Sabre Wulf has
been released, how can anyone pry
themselves away long enough to do
the other map?
Chris Kaye, Birkenhead,
Merseyside.

Well pry yourself away from the
screen long enough to do the Sabre
Wu, f map competition, Chas. Out of
interest I counted up the letters
received about Sabre Wulf over the
first week of the game's release. We
received 36. Only one complained
about the game in any serious
sense (printed 6 letters above).
Three made a mention of the pace
being too steep, although otherwise
happy with The game. the rest were
all full of praise. Most started off with
the line. 'I must be the first person in
the country to have completed
Sabre Wirt  We l l  1 guess
someone must have been!
LM

CRASH No 5
Dear Letter-Reading Lloyd.
I walked into my local W H Smith not
particularly looking for CRASH. But
luckily I saw the familiar logo
peeping out from behind the covers
of Computer & Video Games and
Popular Computing Weekly
(obviously in good company- LM).
Yippee! Hooraa! Skill!

I looked at the stunningly brilliant
graphics ol Oliver Frey and then
was almost bowled over - SEVEN
competitions in one magazine. Had
Roger (King) Kean been
overpowered by the money-lusting.
power mad ,  micromaniac Lloyd?
28 C R A S H  August 1984

Have you noticed how previously
excellent, low pnced software
companies are raising their prices? I
must say, the games you are
reviewing are gettingpoorer. I
personalty think your overall value
for Psytron of 91% is too high. Sure,
graphics and actual game design is
brilliant, but I find it rather confusing
and, dare I say it. bonng. With
increasing numbers of glossy and
colourful pages in your mag, I hope
you don't have to increase the price
from 75p. I liked the sort of interview
with New Generation - more
please. One thing about
magazines, which I'm afraid
you're doing as well, is putting
things that have to be cut out
(such as competition entry
forms) on the reverse side of
reviews etc. Please put them on
the reverse side of ads.
Leigh Hunt, Norbury, London
SW16

There have been, perhaps, less
really good games to review over
the early summer months. As to
company profiles and the like, we
are planning quite a few more in
issues soon, as well as one on
Ultimate from the inside. You
wouldn't believe how hard it is
getting into Castle Ultimate!
Planning an issue so that cut out
coupons fall in the right place is
extremely difficult. One idea is to
have a page devoted solely to such
coupons. but it looks rather boring
and may well cause confusion. In
the main we try to opt for
competitions which don't require
anything to be cut out, but of course
you can't always restrict yourself to
that type As to a price increase, I'm
sorry to disappoint you, as you may
have read in the Editorial, CRASH is
going up on once. We're all a bit
unhappy about it but it was either
that or another cut in my salary
LM

TALE OF WOE
Dear Lloyd,
I have to complain abou the repair
department of Sinclair Research.
Please tell me if Sir Clive has
employed Vera Duckworth in the
despatch department? My tale of
woe started 3 days after Chnsimas
when my Spectrum broke down.
Back it went to the shop where we
were told it would take four weeks to
repair. Okay. I thought, I'll start to
learn BASIC (little did I know I'd
have enough time to learn machine
code before it came back!). After
four weeks we went to the shop,
who said the Spectrum wasn't back
because of the Christmas rush.
They said give it another two weeks.
We did. By the time I went for the
third time March was here so I
demanded my money back. They
said that I could riot have any money

back until the computer was back.
So I stormed out of the shop arid
went and got another Spectrum
from a reputable computer shop.
and waited for my money back from
the other shop. On June 5th,
SEVEN MONTHS alter it was sent
off ,-the computer came back_ Is this
a record? (No, not a black thing with
a hole in the middle).
Stewart Jones, Kingswinford,
West Midlands.

It could well be a record. Stewart,
although the black thing with a hole
in the middle would appear to be
Sinclair Research's repair
department. The real problem
would appear to be the very high
number of series 3 machines that
have developed faults and need
repair.
LPA

PRAISE BE TO FREY
Dear CRASH,
Many people have written to you
praising CRASH and its reviewers,
praise to which I too hold, but
nobody has yet commented on the
ability of your ace artist, Oliver Frey,
to capture the world of computers in
his cover pictures. The best, in my
opinion, was on the cover of issue 5
(June) and I would like to know it it is
possible to obtain prints of this or
any other of Oliver's paintings_ By
the way, I would have grovelled to
Lloyd Mangram in order to get the
El 2 ol software, but I fell it was
about time the other members of the
team got a mention.

I think Derek Brewster's
Adventure Trail will be a great asset
lo your magazine
Gareth Jones, Gerrards Cross,
Bucks.

Easy come, easy go - if you don't
want C12 worth of software,
suppose that's up to you. Besides,
Oliver gets a/at more money than
me -  nicks of money (as they say up
here in Shropshire). Still, I'm never
one to complain - unduly. We may
be doing some posters or a
calendar nearer to Christmas,
LM

SLIPPING
STANDARDS?
Dear Lloyd.
I keep reading in your magazine,
and others, that the standard of
computer software is nsing. If this is
the case, how come the worst rating
in CRASH has dropped from 47%
(Apple Jam, March) to 16% (Hairy
Wilfred and Co. June), and the
number of games gaining over 90%
has dropped from 4 (March) to 1
(June)? Apart from that, prices are
rising: when the Spectrum was first
introduced software was C4.95-

now it is around E6.50. Software
companies just want to grab the
profits oft unsuspecting buyers arid
often the 'graphical experience of a
lifetime' turns into a crummy BASIC
program.

On the other hand there are
exceptions to every rule_ This one is
made by Mastertronic whose
El ,99 programs are in the Smith's
Top 10, proving that quality is riot
always expensive. I hope to see
these reviewed soon.
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would have given up trying to pick a
good game before I buy. CRASH
helps us choose good software, but
is there that much to choose from?
Robert Burgess (13), Rotherham,
South Yorks.

I think there's still plenty of good
software to choose from, certainly
better written and more varied
programs can be found today than
could be two years ago when it was
1'495. Things do have to increase
in pace as time goes by Good
games today, take far longer to
program than the much simpler
ones that were around when the
Spectrum had just been launched,
Of course there's also a blot
rubbing priced at around E6.50 -
there was as much when r4.95 was
a more usual price. The next writer
has both similar and divergent
views.
I N

CHEAP HIGH QUALITY
Dear Lloyd,
As your magazine shows, there are
many high quality games available.
far too many to buy all of them. If
software houses reduced the price
of their games more would be
bought. This has already been done
with Mastertronic, and their games
aren't particularly high quality. High
quality games at cheap prices
would sell enough to make up for
the smaller profit. This would also
decrease pirating, because a
games player would rather buy a
cheap game than wait a month for a
copy.
Mark Ramshaw, Peteriee, Co
Durham.

Top 10, Goasher and Bullseye
We will be reviewing their games
soon (since it was mentioned earlier
in this column, I've heard that the
entire CRASH purchasing
department has staggered to his
feet and tottered drunkenly across
the Ludlow Bullring to Preedy's to
buy the cassettes- the power of the
press!
LM
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WRONG!!!
Dear Sir,
I am writing to you on two points.
The first of which is about your
'Cheats Comer' in May 1984
CRASH. You displayed a few
different ways of cheating on Manic
Miner. which I think is completely
WRONG!!!

The author of Manic Miner
obviously took a lot of trouble over
Producing a game like that. Now
cheats like you are getting on the
scene and producing ENDLESS
LIVES! This in my opinion is entirely
destroying the concept of the game.
Why not just play the game properly
and depend on your own skills?

My second point is on the spelling
i n C R A S H . l t ' s
d l s g u s t i n g ! !
! t  w a s
reading Cheats Corner when I read,
'When the sheet you want appars
on creen, release the key and start
playing. Can't you do any better
than that? If not then gel someone
who can,
Richard Spe igs I, Eltham, London
SE9.

At the risk of losing a doubtless
valued reader. Richard, can say
that you are acting like a wimp! it's a
bit like saying the English language
is sacrosanct in the way it is spoken
arid written. Well it's not. the way
people actually speak and write it is
the English language- it's
constantly changing. So, too are
games, The way games are played
is what they are cheating
Ocluding. Of course you should use
your skill to win. But you'll notice that
its only the really good game that
people want to cheat al. That's the
first point The second is that people
'like us' aren't 'getting on the scene
and producing endless lives', Good
OK Richard, where have you been
recently? Within days of Jet Set

appearing pe opl e
-
l us t l i k e

you - were n•nging and wnti•ng in to
every computer magazine in the
coi.intry with endless lives POKES
and the lot. Within days, ads were
appearing to n•p people off by
charging 11.95 loran endless life
POKE. We didn't publish any
POKES on either Manic Miner or
Jet Set Willy for a set period in
order to give the game a chance,
arid many other publications did so
before CRASH did.

As to the spelling (not that one
again!) just sit down and read a few
of the better class Sundays and
count up all the 'disgusting spelling •
errors. They do happen, and often
when there's one there'll be another
close by because if one has been
overlooked when it comes to
correcting then it likely any others
nearby will also be overlooked. AND
LET'S GET ONE THING
STRAIGHT before finally banning
the subject - what were talking
about here is not disgusting spelling

-  it's mis-typing, not surpnsing with
approximately 140,000 words a
month, The average novel length is
60,000 to 85,000 words, and takes
several months in the typesetting
and proof reading- not three weeks
like CRASH takes s o there!

To end on a happier note- poetry
seems to be the upend coming
thing these days among games
players. I thought the Moral Majority
considered violent games bred
violent people, but itS obviously not
true, CRASH readers make great
poets - well almost great.
LM

ODE TO CRASH
After buying my new Spectrum,
I've really got the blues,
There's so much Spectrum
software,
But which to choose?

I must by CRASH__

I've studied all the inlay cards
Until my eyes are sore,
There's Manic Miner, Jet Set Willy,
And hundreds, hundreds more,

Are the graphics good on Cookie,
Is it worth the price,
Shall I become addicted.
Or only play it twice?

The answer's in CRASH

My problems are all answered,
I know which games to buy,
I'm getting value for my money,
And all my scores are high,

THANKS TO CRASH!

Simon Horobin (11), Wimbome.
Dorset.

There you go, that's all for this
month, 'rucks' more letters next
issue - I must dash. the
Mastertronics have arrived!
LM

SINCLAIR, ATARI
COMMODORE

COMPUTER REPAIRS
by the

SPECIALISTS

FOR INFORMATION
PHONE 021-643 5474

Walkers
COMPUTER SERVICE

AND REPAIRS
11;1 1

Irlegrdin. •
Birtintigh.1111

TPle% .1.1/1:q

WALKERS will repair your MICRO quickly
and efficiently.

Services available t o  s u i t  t h e  Customers
requirements include "one-off"  repairs and

Quotations.

Most Repairs will be in the range
El 5 to E30

subject to machine
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TO THE STARS!
FOR THE 48K SPECTRUM FROM CigliGOVDE WCICS

"SPACE IS DEEPER THAN YOU THINK . "

ONLY 0 .95  EACH
liDO% MACHINE CODE

ARCADE ACTION, FEATURING
GARGOYLE'S STUNNING
CARTOON GRAPHICS.
AVAILABLE AT SELECTED

RETAILERS OR SEND COUPON
DIRECT TO GARGOYLE.

DEALER ENQUIRIES WELCOME.
TEL: 021-236 2593.

PLEASE RUSH ME C O P Y / C O P I E S  OF AD ASTRA,

I ENCLOSE CHEQUE/Pa FOR E @  E5•95 EACH
POST AND PACKAGING FREE

Send this coupon to:
GARGOYLE GAMES,
4 NORTH WESTERN ARCADE,
BIRMINGHAM,
B2 5LH.

1



CRASH THROUGH THE LOTHLORIEN
WORD SEARCH TO WIN A m1-

4
3
1
1
1
E
N  
)

MICROMOUSE CASSETTE, G
AA,
E
. 4
. G
r 4
1 ,

HOW TO ENTER  T O  start you off we've ringed 'PARAS: I t  '  ?
1
'
t  *
,
d g l r

Study this list of titles from the T h e r e  will be 100 Micromouse
Lothlorien Range. We've hidden 24 of c a s s e t te s  for the first 100 correct entries.
them in the word search jumble. Words Pr i ze s will be awarded strictly in order of A  'i t
. 4  a  r
•  A  W I  -
can run horizontally, vertically or r e c e i p t ,  so send your entry as soon as
diagonally and forwards or backwards. y o u  think you've found all the titles.
—BATTLEZONE 2000
—  BEDLAMBLASTER
B E E T L E M A N I A

—CHOC A BLOC CHARLIE —
—CONFRONTATION
D I G G E R
—DREADNOUGHTS -

GRID PATROL

The Lothlorien story goes back
to Manchester Central Boys
Grammar School in the days when
computers occupied half a castle
and cost twice as much.

Mike Cohen, Roger Lees and
Geoff Street were all boys together.
but left to pursue separate careers
in commerce and business.

By 1981, Mike Cohen and Roger
Lees were each writing Wargame
programs as a hobby interest.
selling them privately and
separately.

In 1982 they got together to form
MC Lothlorien and launch the
famous mind-stretching
WARMASTER series.

In 1983 they were joined by
Geoff Street who had moved into
professional programming with a
major International Bank

Now all three have specific roles
in an expanding company. Mike
Cohen is Managing Director, Roger
Lees is director in charge of
Marketing and Geoff Street is
Technical Director.

Following the success of the
WARM ASTER series the company
moved into Arcade action with
ACTIONMASTER, acquiring a
reputation for high technical
quality. MICROMOUSE is a typical
title. It has arcade action but
embodies the principles of
programming in an easily

HYPERBLASTER
JOHNNYREB—
MICROMOUSE
MUMMY MUMMY

PELOPONNESIAN WAR —
REALM OF THE UNDEAD
R E D BARON

THE LOTHLORIEN STORY
assimilable form.

Thought provocation has been
part of the Lothlorien philosophy
since the earliest days. And
certainly the games provide
players and reviewers alike with
abundant food for thought

Most action games are 100%
machine code and more and more.
reviewers have commented on the
quality of sound. smooth graphics
and very attractive presentation.

More critical reviewers have
welcomed originality and thought-
provoking content, putting
Lothlorien at the forefront in this
sphere.

Now, with some 40 titles
available for virtually all
machines. the company has
moved on to provide Adventure
too, with the ADVENTURE.
MASTERSeries. And with a
factory opening soon will be in a
position to guarantee quality even
with the fastest delivery.

Central to The Lothlorien Story
is a belief in promotion. Originally
all games were available by Mail
Order but now you'll find them in
most leading software outlets.
Lothiorien regularly appear in the
reputable Computer Titles and
will soon appear on TV, when the
eagerly-awaited Autumn Titles
will be revealed.

LOTHILORIEN
MC Lothlorien, 56a Park Lane, Poynton, Stockport, Cheshire SK12

Tel: Poynton (0625)876642,

• SPECIAL OPERATIONS
ROMAN EMPIRE.

SPOOKY MANSION —
THE STOLEN LAMP —

— TWO GUN TURTLE —
—TYRANT OF ATHENS —
W A R L O R D
O R I O N — —

MitTlimouiiii-
Tbr great educational
arrade game from M
Might colt iltar soli...44w bogs with Datalt ill it nd
help Mit roniouse dii-bug his priigraina Fight
through the levels to the highest NO ore

A F G N L  I  J P R N S Q 2 Z Y  T W O  L I C O N
A M U M M D Y A R A S R A P V W U K S  N  I F
DI  R G E B E E T L N A N V R A  I C  A A O
Y Y S X O O M N P R E B E  F F  F B I _  A
E I  O L J A C B L .  A C H Y E P B L A S  I
UR E P Y H P A  I  S T O O K V M A N S  1 0
R E D B B A O R O N A M N E H T A O L D E L M
R E A A E N G U C  I  F N I  D I E R R E G L  L C
O O M B E D D L I S E O F G C H  I  I  A J E K L  A
N I  M M I D N O S E T P N O R R E B S T R U K
A V W A L  X N Y Z H N A O B C O D D W A R Z  E
M A D C E F G L I  I  K A D I  P A  T R E S C D L  B
T B A D M M H J E L R D T A D E B R L E F O O
A E W L  A O  T I  S H Y  E A G A  H D  I  G G  E R
B S N E N E R R Y M T L T D D J K P E L M T N
✓U O T  I  S M U M S R F N O P P O M P N N A D
W O W Y Z U Z B E 0 O C H O C E  I  O O P D
C M D A S H M S H O U T R M E L  A N N  I  P D C
R O E D E Y E B  I  G M E F N L E A A G R R  I  E
Y R V E M P Z S H G E B N R T A R M G O S R P
SC  I  M C E R  T O O N G O E T O E O L N O G A
T I  U L J U R S O P S A J C E A V L R A G R S C
A M L M A B E L S P R A O Z B O A R D  I  N G S
LS P M A L N E L O T S E H T W B E D L A M E
NO R S E A N T 0 0 0 0 2 E N O Z  E L  T T A B
DW A R F S E P C K O N Z  I  R N  I  V E R S F L .
BA K L L T V A S Y R Z M L E A V I
D
E
0 0 0 0

M E A R N E L S E M R E A R Z  I  O R O B E L R
OR R O E R E T S A L B M A L D E B E  I M K E
BO R M C A T L A N D Z I  H S  I  G N A B L  L W
A F O A Z I S T A S N  I N C H E L P Y K T P  I
NH L  P A U S M  I  I  H O S C R E A M E R S Q Z
O B 2 P E R O S O O A N D O V O R S U G A R A
R A W N A  I  S E N N O P O L E P P T W U F O R
EA S E P F A N T A S I C B O A N I G L A T D

A S E R B E N R O C K S A L L I N D O N E E R
SA L  T E R R  I  F V C L I C G M E R M A  I  D A
L A  I  C E P S P E C  I  A L O P E R A T  I O N S
A C U R S E S L  I  V E D W H P O I S O N A R R
W I  T C H S P E L L E I F C P O L O P E N W O
RULES Of SWIM
I (  i •  nor ourn to rinnloyar•ia r
warms at m C laubliirirn. M i l ,  relat
2. No rt•ponsibility ran bir accepted tor
iLitamiagritl, or illegibir rtitne.
1. M ist,  b r  awarded to Lorrevi entrivii
in 'arid order ol taciript w a w a ,  you
parat your entry, illy berirr your chancy of
winning!
4. A rittraiii notation will bp publisheil to

Magriarnr
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Poynton, Stockport Clteskina 1k12
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The Bubble Bursts
Imagine is dead—
long live
imagination.
After months of rumours and
counter-rumours. the lively.
publicity-seeking Liverpool software
company has collapsed owing half a

- I l i on  pounds to its bank and
dors

• The company founded by Mark
and David Lawson, who

'natty split away from Bug-Byte.
. l as t ed  a little over a year. having
: reeled enormous news coverage

all the media including
. t a l o n .  Shortly belore the
. laps e.  Imagine was claiming to

worth in the region of C30 million

iscord
But behind the facade°, software

bustle, money and last cars there
has been a long history of internal
. discord. The earliest rumours of

agine's instability started before
i hnstmas when a large amount ot

r massive advertising bills
. a i r e d  unpaid The ads had been

ad by Imagine's agency.
udlo Sting and an estimated

amount of over £50000 of
advertising was unpaid when Studio

ing went into liquidation The
.
s 
p
r
o
p
r
i
e
t
o
r  
w
a
s 
S
t
e
p
h
e
n

lower,  who was also a
shareholder in Imagine Blower
became a victim, according to close

, c  itnesses to the Imagine in-fighting.

• Another member of Imagines
aft to fall foul of the founding

lathers  was Men Melon. weo has
'Also been at Bug-Byte. He hadn't
been with Imagine tor very long
iivhen he became unwillingly

volved in a somewhat messy
'on which was the creation 01

r company
Intended as a hidden offshoot of
Imagine When Alan was offered a

, more suitable partnership and the
•chance to run his own affairs away
from the fog of the ButleeLawson .

11.1

aidirtinistratIon, he look it arid
Software Profects was formed. For

ontris afterwards Maton was
'forced to retreat behind a legal
shield as all manner of threats and
writs were hurled in his direction by
the apparently incensed Dave
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Lawson acting in Imagines 'best
interests'. Matort was accused of
setting up a rival software company
with secret inside knowledge of
Imagines business dealings -

When Cohn Stokes, sales
manager for Imagine, left the
company and went to work for
- A l a nMa ton's Software Projects. he was
faced with the same
barrage of invective, both verbal
and legal. with Imagine publishing in
their Newsletter a whole chunk
transcnbed, it is claimed. from
telephone conversations between
Colin and Imagine's competitors in
the business. Cohn had come under
the heading of 'unreliable in the
But terlawson cannon and so his
office phones had been bugged.

Collo Stoke;- Ns Owes were bearer]

Mounting Debts
Imagine had over expanded. It

was booking its own ads in the
magazines and not paying for them
Debts were mounting with tape
duplication firms and remaining
unpaid. A few weeks ago. being
pressed for payment, Imagine sent
out a duplicated letter to creditors
saying that they were expecting to
receive E250.000 within 21 days
and would settle all accounts at that
time The deadline came and went

Sale of Titles
Then the news was announced

that Imagine had concluded a deal
with London-based Beau Jolly to
sell the marketing rights of all their
current titles. Beau Joity's Managing
Director. Cohn Ashby, told
CRASH. To oe honest, I'm not very
happy with the deal. Were sell
waiting for the master tape of PC

Mark Boller end David Lemma hem more innocent days

Bill, and I'm not convinced we ve got
everything we agreed to.' He went
on to explain. *We weren't paying
over money just for old stock. The
idea was to invest in the new games
as well. but I think something's gone
wrong.'

The news of the sale alarmed
many creditors. CRASH included It
is impossible to get money from a
company without assets, and hadn't
it just sold the assets? Ills a criminal
offence to sell assets of a company
which is insolvent CRASH put this
to Colin Ashby. He said, 'What a
revelation. I hadn't thought of that.'

The new games Ashby was
reterring to are the •mega-games
Psyclapse and Bandersnatch. He
told us, 'I've been trying to get
Lawson, Buller or Heatherington for
weeks because we thought we
were doing the new games as well
in this deal. But I can t gel hold of
them.'

No wonder. Messrs Butler,
Lawson and Heatherington were
root in the country- at least.
according to Bruce Everiss.
Operations Controller of Imagine,
David Lawson and Ian
Heatheringlon were in San
Francisco trying to raise more
money

The Collapse
On the 28Ih June the CRASH

offices heard that Personal
Computer Games had issued a writ
against Imagine for their debts. A
call to Imagine was fobbed off with
the comment by Dave Leon,
financial controller. not to pay
attention to silly rumours. When'
pressed he did admit that a writ had
been served. We then called Bruce
Evertss and the confusion began to
clear. When asked what was
happening at Imagine Bruce replied
shortly, 'The company is up shit
street There has been no proper
Financial control. Not even a VAT
return has been done •

Responsibility for ImagineS
financial affairs belongs to Ian
Heatherington. who together with
Butler and Lawson form the
Imagine triumvirate. According to
Bruce Evenss, when Heathenngton
saw the slate he had allowed things
to reach, he formed a personal
survival plan together with Dave

Lawson The idea was to form a
new company and gradually
transler the assets of Imagine in
This would normally be subject to
legal scrutiny by any creditors, but
according to Everiss they had the
best lawyers money could buy
the whole is water bght

'The company is up thit street -
Bruce Everiss Operations Controller
. The new company is called
Finchspeed and its directors are
Mark Butler, David Lawson arid tan
Heattiehngtoni Functispeed is
expected to take about 20 staff from
Imagine, the minimum needed to
produce the mega-games which
Cohn Ashby thought Beau Jolly
would be marketing.

The future at Imagine was ir
doubt by the time the PCG writ
landed anthem. With all the assets
stnpped and with debts of half a
million pounds, Bruce Evenss
was left to find jobs for 60 people. 'It
makes me sock,' he said to CRASH.
to think that the people who have
worked so nard to make the wealth
of Imagine have been left high and
dry wide the directors of the
company have stripped it bare and
got away scot tree. They did
everything to line their own pockets.

So will we see the mega-g
A member of the advertisement
depalment at Personal Comp(
Games has told us that should
anyone having anything at all to do
with Finchspeed or any of its
directors approach them tor
advertising space they would be
where to go. Bruce Evenss
pragmatic about Finchspeeds
chances. They have a lot of
money.' he says. t h e y  go round j
paying in advance for their ads. who
will refuse them?' 410



Trashed by Trashman
In what may prove yet to be the most
dangerous precedent ever set by a
member of the software community,
New Generation launched its new
series of The Complete Machine
Code Tutor tot the Spectrum (48K),
CBM 64, BBC and Atari computers.
This was done in quite a clever way,
since the computer press are not
noted for dashing out to launches of
educational software New Gen
arranged a competition for the
various editors of computer
magazines to battle over a game of
Trashman— the winning editor to
take a weekend in Pans for two.
This fiendish ploy was obviously
designed to get an ear for the new
program as well as setting editor at
editor's throat and starting an
intemeicirie war between the
magazines!

In the end, after a lot of nail biting,
the winner was Peter Green, editor
of Computing Today who scored
9187 points. He beat Chris
Anderson, editor of Personal
Computer Games by only 45 points.
Chris had played in the first round at
the same lime as the erstwhile
CRASH editor did his bit. Tony
Heatherington of Personal
Computer Worldcarne third with
3138

CRASH was  bravely
represented by none other than
Roger Kean. who despite the
disadvantage of a damaged joystick
at his regular morning practice,
managed to come somewhere after
that with two thousand and
something!

The holiday was handed over
accompanied by a suitable round of
booing from the other unimpressed
magazines.

Rod Evans, Managing Director of New
Generation presents Peter Green with
champagne and details el the weekend in
Paris.

A study in serious cmiceniration - Elluene
Lacey of Computer & Video Games this alum
ilways told him he'd be a dustman when he
grew up).

Machine Code Tutor
This is New Generation's first
excursion into the 'educational*
software market. It is aimed to give
the BASIC programmer a step by
Step guide to teaming machine code
programming, The Spectrum
version contains two cassettes with
over 100K of data. 33 lessons follow
exercises together with a
comprehensive booklet. New
Generation claim that the user may
experiment without few of crashing
the program and that the high
standard assembler in the system
ensures fast error trapping and
correction. The Machine Code
Tutor retails at £14.95 and will be
subjected to a CRASH review soon.

Cheaper Software
The British software industry has
been a httle alarmed by the spate of
cheap software around recently.
Warwick LeiStire's Put son ic range
at E2.99 and the Mastertronic
programs at only El ,99 have
obviously given cause for alarm.
Despite general public calls for
lower prices, many software houses
feel that it is no longer econimically
feasible to produce really
complicated games at such low
prices.

Nevertheless a number of well-
known companies are prepanng to
do just that and lower prices. Mike
Cohen of Loth torten says that the
market is changing, opening up so
that it is possible to sell a particular
type of game at around the E3 mark
without seriously affecting the high
quality game for which Bna tin has
become known at the higher prices,
Lothlonen are certainly considering
a range of much lower priced
games, and a cartel of other
software houses are expected to
announce low-priced ranges of
games before much longer.

Software house C.C.S. have also
gone onto the lower price range,
locking oft with Iwo games in the
new 'Charlie Charlie Sugar range.
Priced at E2.99 both games are for
the 48K Spectrum. Dix Mille is
described as a traditional French
dice game which can be enjoyed by
all age groups. Whodunnit is an
investigative game for up to lour
players and is a computer version of
the famous board game Clued°.
Whodunnit looks like one we have
already seen released by a
company called Placet, but the new

Jump Challenge
Eddie Kid, the motor-cycle Stunt
ace, is soon to be a computer game!
Software producers Martech are
launching a game called Jump
Chigenge on the Spectrum (48K)
and the CBM 64 this month. Eddie.
whose astounding bike jump of 190
feet is a world record, has been
closely involved with the games
programmers for several months,
claim Martech They say the result is
a unique, highly realistic game
which challenges the player to try
and match Eddie Kidd's skill,
control and sheer courage in
leaping over increasingly difficult
and dangerous obstacles. Well,
well soon see,

In the meantime, if the real things
appeal as much as the game,
Martech say that Eddie Kidd will be
making personal appearances on
the Martech stand at major
computer fairs over the next few
months
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The Moth of Magra
Alter an extensive advertising
campaign over the Christmas
period and then endless delays in its
release. Carnell's Wrath of Magra
adventure seems to have bitten the
dust owing to the fact that Garnett
Software has gone into liquidation
At the time of writing, the company
has called a meeting of creditors to
sort the situation out. but it seems
unlikely that Camel! will survive in
any recognisable form

The late of the Wrath of Magra is
also in some doubt There were
rumours that the program had been
partly financed by the software
distnbutors Websters• but phone
calls to Websters resulted in blanks
being drawn — they had never heard
of it It is possible that another
software house may pick the
program up for marketing Advance
reports from Derek Brewster on the
game suggest that despite its
mamoth length, it contains serious
drawbacks including up 1010
second delays in responding to
input, So for the time being it looks
as though Magra is in mothballs —
maybe forever.

version has been rewritten.
C.C.S. say that the new range is

designed to encourage impulse
buying and is accordingly priced
within the average teenager's
pocket money allowance. A lot of
software houses have obviously
noted Mastertronic's success
when placed next to the till a quick
impulse buys out of the change from
a main game purchase. The
question remains — at half the once,
on average, of games which have
been carefully developed, are these
cheapies really worth the money?
We'll be taking a look at the Charlie
Charlie Sugars next issue.

Anti-copycat Cartel
Software houses PSS, CAL.
Anirog, Sliversott„ interceptor,
Microcleal and Visions have joined
forces in an attempt to stamp out
home copying. The action being
taken is the theatened withdrawal of
all advertising support from any
journal carrying advertisements for
tape or disc copiers. Gary Mays of
PSS said, 'There shouldn't be the

Kevin Bowes on his PSS sponsored bike.
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need for such devices. We offer a
replacement tape or disc should
either fail to load, and I would have
thought this was sufficient'

Marlboro Clubman
On a somewhat lighter note PSS
have a hardware success on their
hands it seems. It comes in the form
of 23 year old Kevin Bowes and his
motor cycle. Kevin. a printer by
trade, started racing motorbikes as
a hobby, He progressed well
against his local Coventry rivals and
came to the attention of PSS who
pledged their sponsorship support
for 1984.

It's been repaid well. After an
early victory in a pre-championship
warm up race at Snetterton during
March, Kevin has gone from
strength to strength. qualifying for
the Marlboro Clubman's
Championship, where he is
currently lying 5th in the overall
Championship table.



The KeIwood k-Board In 8lece.

K-Boards Professional keyboards for the
Spectrum have become quite a
business in recent months. Now
Ke!wood Computer Cases have
launched their K-Board Unlike
most other lit-on keyboards. the
Kelwood K-Board 'snot a complete
housing for the Spectrum but an
assembly which sits on top of the
Spectrum's keyboard and replaces
the membrane circuit The new
keyboard fits where the old one was
with ribbon connectors replacing the
existing ones. The keys are foil
pnnted in red and gold and are
claimed to have a last switching
time_ with smooth action and a travel
of less than lmm The keys are
shrouded by a plastic moulding on
lop of which sits the original
Spectrum key template

The K-Board costs E28.50 +95p
for p&p) and is available from
Kelwood Computing, Downs
Row, Rotherham, S. Yorks S60
2110.

The Cost of Repairs
It seems to be harder to get your
Spectrum repaired these days,
what with reports of Sinclair
themselves taking up to six months
in some cases, As a result repair
services have become more
common. Thomas Walker & Son
Ltd., are one such_ but in this young
business Walkers are hardly new.
Established in 1838. the
Birmingham-based company has
been innovators in the field of
marine instrumentation. They hit the
headlines in 1980 when they
launched the world's smallest and
cheapest satellite navigator to the
yacht leisure insdusty,

The Sat Nays, which are a
combination of receiver, computer.
keyboard and display PCBs, have
given the company considerable
experience with the Z80 CPU which
is the basis ot the Spectrum. It
seemed natural to move into home
computer repairs. Their repair
service now includes the Atari and
Commodore computers as well as
the Sinclair machines.

The services offered by Walkers
Computer Service and Repairs
provide for one-off repairs and

quotations direct to the customer
and as a support to computer
dealers who require back-up to their
sales. Thomas Walker & Son Ltd..
are based at their works. 58 Oxford
Street, Birmingham.

American Software
Cheetah Soft (Bat Attack and
Conquest) has signed a deal to
produce imagic Software for the
Spectrum_ 'magic has been
producing software in the United
Stales for some time. The first two
titles are Moon Sweeper and
Dragon Fire and should be available
on cassette soon priced at E7,95.

Cheaper Interface
Cambridge Computing have
recently reduced the price of their
Spectrum Programmable Joystick
Interface from 1:34.90 to £29.95
which includes the two independent
fire button joystick. The interface

alone is reduced from £27.90 to
e27 85

At the same time the software
used to program the joystick
interface has been extensively
rewritten, say Cambridge. It is now
fully microdrive compatible and
additionally can record the key
combinations for up to 250 separate
games (48K version),

New Representation
With Full Throttle, Micromega look
set for another 3D hit, but Neil
Hooper says it may be one of the
last 3D games they do. There is
another on the stocks, a cockpit
view game with a sequence of
events such as landing on a planet,
walking in space, getting into a
crawler, shooting aliens, returning to
the ship and blasting off, but that is
likely to be the last strictly 3D game
Micromega produces. He says,
Were looking at a new
representation for video games.
There are lots of ideas floating about
here at the moment. It's all quite
exciting!'

Spanish Action
In last month's News Input we
reported on some games from a
Spanish software house. Some of
their Spectrum programs have
already been reviewed by us arid
would have appeared in this issue,
but we have been asked to hold
them back, The games and all their
documentation were in Spanish, but
an English software house
(undisclosed at this time) has
entered into a marketing deal with
the Spanish company, Ventamatic,
to market the games here in Britain.
Al present new English inlays and
English text graphics are being
designed. So we'll be reviewing
them as soon as they are ready.

48K SPECTRUM 15,50
COMMODORE 84 16.50

M U M

SPIECTRuM CHAL ift* Eig
FROM 1PdCWIffed S O rrwARE  L ID

48k SPECTRUM 15.50
48K SPECTRUM 15.50
BBC MODELS 16.50 481( SPECTRUM (5.50 48K SPEC T R U M  15.50

INCEVE AVAILABLE FROM LEADING DEALERS EVERYWHERE Incentive Software Ltd, 54 London St,
OR DIRECT FROM

Reading RG1 4S0 (07341 591678
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Star Trader
Producer: Bug-By te
Memory required: 413K
Retail price: E6.95
Language: machine code
The game requires the skills of
a shrewd trader and a fast trig-
ger, it claims at the start of the
instructions in the two-part load
of this new Bug-Byte game.
However, for those not so keen
on the space arcade action, it's
possible to avoid confrontation
by not arming your cargo ship
with a laser, although it means
almost certainly having to pay a
tribute t o  marauding pirates.
Mercifully, Star Trader has short
and to the point instructions on
the screen, so there's no need
of a ZX Printer, Eidetic memory
or Pitman shorthand skills.

The game falls  essentially
into two distinct parts , t h e
strategy buying and selling bit
on the various planets. and the
space travel bits where you are
likely to meet and be engaged in
combat by  pirates after your
cargo. The trading takes place
over eight planets and involves
eight commodities — grain,
guns, tools, timber, wine, clo-
thing, oil and gold. A picture on
the left of the screen shows the
space port which, rather like
Holiday Inns, looks the same
whichever planet you are on.
Should y ou enter  a  trading
establishment it is replaced by a
large picture of the trader in
question who. rather like Holi-
day Inn managers, looks the
same whichever s h o p  o n
whichever planet you are on or
in. To be fair, the traders have
different coloured eyes, hair,

R
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Like any good Holiday Inn manager,
the traders tend to look alike

sometimes have moustaches,
sometimes hats, but the identi-
kit pic feeling persists!

At a spaceport you may opt to
go in (to lake off) and will be
asked which destination you
wish. You may be refused per-
mission if  you are medically
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Space pirates threaten your cargo in Star Trader.

unfit, a  situation remedied by
resting and eating good food!
When you arrive at your des-
tination you can list your goods
in the customs hall, declare all,
nothing or part of them or bribe
the customs officer and part
with appropriate money accor-
dingly.

If y o u  d o n ' t  en te r  t h e
spaceport the options open are
to go to a farm, a gunsmith's, a
tool shop, sawmill, wine mer-
chant's clothes shop, fuel mer-
chant's, jeweller's, pub, hotel or
general store. I t  is  from the
general store that you can buy
the essential lasers and power
packs with which to defend your
ship from pirates. In a shop you
can buy or sell, but it's worth
keeping an eye on the econo-
mic status report which will tell
you what buying and selling
prices are at all the planets in all
commodities_ The other thing to
keep an eye on is the time of
day a s  t h e  s hops  a n d
spaceports tend t o  c lose a t
night and for lunch — pubs and
hotels also have appropriate
opening times.

The arcade sequences take
place in space and the screen
shows a viewscreen in which
planets can be seen moving in
simulated 30. I f  you have no
laser o n  board, then pirate
attacks and tributes are merely
reported, but if you are armed
then the enemy ships can be
seen swooping in on you, firing.
Laser power and ship's shield
strength run down quickly and if
you don't want the game to end
ii is worth surrendering before
you are killed as the pirates are
fairly sensible chaps and usual-
ly leave you with something to
trade with at your destination.
The objec t o f  t h e  game,
obviously, is to get rich!

CRITICISM
•  'The graphics, though there
aren't many on the trader part of
the game, are well drawn as are
the ones in the arcade part.
There is very little sound except
when you are shooting aliens
and what there is of it is rather
poor. This game is fun if you like
trading games and is fun to play
with friends. The added bonus

of the arcade game is a good
idea after trading goods all day
(how peaceful)! It gives people
like me (psychopathic killers) a
chance of knocking off the odd
pirate. I didn't think it was a very
good game overall but it may
appeal to the more peaceful
members of the computer gam-
ing universe.'

•  'This is a game that is play-
able but will take a long time to
play if you don't get killed off by
pirates. Graphics are very de-
tailed and colourful, but where
has the sound disappeared to?!
found whizzing off to planets to
sell goods quite fun although
the in between arcade sequ-
ences seem a  little long and
drawn out. Keyboard input is
usually one touch. Quite a play-
able game, i f  you've got the
time.'

•  'Star Trader represents an
advance over the space trading
game like Quicksilva's old Trad-
er, in as much as the latter was
a linear game with a start and a
definite end. In this game you
can keep playing until your
money runs out. In general I
thought the content was a little
lacking with most problems aris-
ing from becoming hungry at
inconvenient moments or con-
cluding your trading to find the
spaceport closed. The graphics
overall are quite good, and the
arcade sequence is very nice
although your ship does look
rather antiquated (Dan Dare-
ish), The 3D effect is simple but
works, although I couldn't figure
out why they had gone to the
trouble of showing planets mov-
ing towards you (you can steer)
but which didn't need avoiding
as they do it all by themselves. It
seems a bit pointless. Nothing
really startling or new here, but
a user-friendly program which I
enjoyed reasonably well.'

COMMENTS
Control keys: cursors
Joystick: Kempston, ZX 2,
AGF, Protek
Keyboard play: mostly single
input, responsive on arcade
sequences
Use of colour: good

Graphics: generally good.
large and detailed
Sound: very poor
Skill levels: 1
Originality: the trading concept
is hardly new, nor the
combination with arcade action.
but this game does have a fresh
look and is well implemented.
General rating: above
average.

Use of computer
Graphics
Playability
Getting started
Addictive qualities
Value for money
Overall

Clerky

73%
67%
69%
68%
63%
57%
66'
2
/0

Producer: Unique
Memory required: 48K
Retail price: O.  99
Language: machine code
Author: Simon Harrison &
Jonathon Carter

Clerky is to filing cabinets what
Psst was to blooming flowers —
at least in concept. All Clerky
wants t o  d o  i s  GOTO h is
favourite pub but before he can
do that he must GOSLIB first.
The subroutine in Clerky's life is
that he is a filing clerk and a low
wage earner. His boss won't let
him go until all the filing is done,
and h e  won't earn enough
money to afford a drink unless
he works hard. Life is  made
worse by  the flying inkpots
which try to spill ink all over his
shirt front and the publican
(being a fusspot) won't let him
into the pub if he's besplattered
with ink stains. Another problem
is the mad typist in the next
room who keeps throwing rub-
bers at him.

On screen, there is a large
five-drawer filing cabinet filling
the left side of the screen. Cler-
ky floats around in the blue void
left, collecting the sheets of pap-
er which are dropped randomly
from six slots along the top. The
object is simple, catch a paper
and run it over to the cabinet. It
doesn't matter which drawer
you aim for, as  soon as you
touch any part of the cabinet
one of  the drawers is  fi lled.
When all five are full you prog-
ress to the next screen. On the
first, there are only two inkpots,
and another is added with each
progression. The inkpots dart
around all over the playing area,
killing Clerky off if one hits him.
The rubbers enter from the right



Empty tiling cabinets wailing to be tilled. and Cleft with his mind on the pub.

Use of computer 60 %
Graphics 40 c

1
/0

Playability 38%
Getting started 68%
Addictive qualities 20%
Value for money 30%
Overall 43%

Use of computer 58 %
Graphics 56%
Playability 59%
Getting started 48 %
Addictive qualities 52%
Value for money 5Cr/o
Overall 54 %
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and bounce slowly along to the
left at the bottom of the screen.

Despite indications to  the
contrary in the scenario, all the
game takes place in the office,
none of it in the pub. Points are
scored for catching a letter and
double for filing it.

CRITICISM
•  'Clesky is by no means a
sophisticated computer game.
but it is quite playable for all that.
There is a start up screen of
Clerky leaving home and walk-
ing to the office block he works
in, with the lift going up to the top
floor, but otherwise all the action
takes place within the confines
of his office and after a bit it
seems to get claustrophobic.
The characters are reasonably
large but the inkpots look as
though they kill you off before
they really touch you. By the
time there are tour pots flying
around on the screen the game
gets very hard. However, there
isn't enough variation or overall
excitement for it to have any
lasting appeal,'

• The idea behind this game is
very simple -  even idiot-proof,
although the game progresses
from easy to impossible de-
pending on how many inkpots
are flying through the air. The
olayability of the game is re-
duced because you can get
killed by an inkpot even though
itdoesn (touch you. This seems
strange as they move about
with a smooth action. Keyboard
responses are very good and
Kill positioned but there is no
sign of user-definable keys as
mentioned in the insert Gener-
ally I found the game unpiay-
able and of a very primitive
nature'

ill'Graphics are large but un-
colourful and the black inkpots
don't show up very well against
the dark blue background. The
letters float down very nicely.
Clerky himself is quite nicely
drawn and animated and the
way he catches letters on his
shoulder is amusing, but overall
the game contains little to in-
spire, quickly becomes very re-

petitive and progressively un-
playable.

COMMENTS
Control keys: cvA up/down,
0/P left/right
Joystick: Kempston, DK
Tronics, AGF, Protek
Keyboard play: good positions
and responsive
Use of colour: below average
Graphics: uninteresting
Sound: good tunes but
generally average in game
Skill levels:1
Lives: 5
Originality: the idea is neat but
the implementation is limited
General rating: not very
addictive and below average.

Buriabeast
Producer: Kerian UK
Memory required: 48K
Retail price: £5.50
Language: machine code
Author: Matthew Dowell

Buriabeast is described as in-
troducing a  new plateau in
graphics and sound. What the
insert doesn't tell you is that this
is a straightforward 'Panic' type
game, and with the amount of
versions available already, you
could s a y  t h e game type
plateaued out a long while ago.
You are  the sole surviving
member of the human race and
it has fallen to you to defend the
world from hordes of marauding
mutant KENS (as in 'D'ye Ken
John Peel') and your only tool is
a shovel. Quite honestly. if I was
the sole surviving member of
the human race, I think I would
leave the world to the maraud-
ing Kens.

Thus described, the game is

quite traditional -  five platforms,
several ladders o f  varying
lengths, holes lobe dug or filled
to trap monster's which, if they
escape from a trap, get more
vicious. The novel feature is the
Buriabeast (is he a Ken or not?)
-  a  man-sized blue monster
who has to fall through three
holes to die. The game is played
against a falling oxygen level.

CRITICISM
•  'The graphics are quite col-
ourful and detailed, especially
the beast himself. I think this is
also the first 'Panic' I have seen
where you can dig holes right
beside ladders -  indeed, even
on top of them. The monsters
are quite intelligent, although
the higher level monsters

Don't panic whatever you do, and keep a sharp eye out tor the Buriabeast

almost always oblige by falling
into your holes. The tunes are
quite good. Graphics move by
the block and are quite small
except for the man and the
beast, both of which move well,
Overall a fairly neat 'Panic' type
game, but still not the best on
the market.•

•  1 seriously doubt the wisdom
of anyone bringing Out yet
another 'Panic game, when
there are already so many on
the market A s  to  the new
plateau in sound and graphics -
well the tunes are quite nice but
nothing special, and the same
can be said of the graphics,
Your man moves quite well, and
has a nice touch -  when he
jumps through a hole, he bends
his legs quite realistically on
landing. When you lose a life
you reappear immediately at a
random position on the base
platform, usually away from the
monsters -  no time to relax! By
no means the worst, nor the
best 'Panic' game for the Spec-
trum,'

•  'I think it's a bit late in the day
to bring out yet another version
of this ancient arcade game,
unless, of course, it's spectacu-
lar. Buriabeast isn't really spec-
tacular in content, graphics or
sound. That said, it's a perfectly
playable 'Panic', and if you ha-
ven't got one and want one,

then this is probably as good a
buy as most.'

COMMENTS
Control keys: Ci/A up/down,
OP left/right, D/F dig/till
Joystick: none
Keyboard play: responsive
Use of colour: average
Graphics: average
Sound: above average with
good tunes
Skill levels: 3 speeds
Lives: 3
Originality: hardly any (close to
original)
General rating: an average
• Panic game



Whizz Kid

Use of computer 41%
Graphics N/A
Playability 45%
Getting started 58'/0
Addictive qualities 38%
Value for money 43%
Overall 45%

Producer: Unique
Memory required: 16K
Retail price: E5.99
Language: BASIC
Author: Phillip Carlin

Whizz Kid is a puzzle game. It is
really a  computer version o f
those flat plastic cases contain-
ing lettered blocks that may be
slid around, always one less
than available squares. I n
Whizz Kid you are presented
with three squares containing
nine spaces — a total of 27 in all
between them. With the 26 let-
ters of the alphabet, that leaves
one blank square. The object is
to take the randomly sorted let-
ters and move them around to
finish with a configuration which
takes you correctly through the
alphabet arranged A. B, C on
the top line of  the left hand
block, D, E, F on the next and so
on, with the black square left
between M and N on the middle
row of the middle block.

Letters are moved by using
the cursor keys and 0 to change
from block to block. The less
moves made, the higher your
score, but the game is played
against the clock with you set-
ting the limit up to a maximum of
nine minutes.

CRITICISM
•  'This is one of those simple
looking games that proves to be
a real brain teaser and will prob-
ably while away many an hour
for those keen on letter puzzles.
I found the moving of the letters
a bit confusing at first and kept
thinking that the old fashioned
hold it in the hand version was
much easier. But once you get
the hang of it, the game proves
quite enjoyable. Definitely a li-
mited market for Whizz Kid, but
worth it for puzzle enthusiasts.'

•  I  don't think this sort of game
works particularly well on the
computer. With something like
a Rubio Cube you can revolve it
in your hands and solve prob-
lems visually, physically, bu t
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once o n  the  computer the
physical aspect is removed and
often you forget what it was you
had planned to do next by the
time you come to do it. This
game is made even more diffi-
cult by the slow response from
the keyboard and also you can't
move the letters about as freely
as you would be able if it were
really in your hand_ Colour is
used well but  the so-called
'three-dimensional c o l o u r -
coded grid system is  only 3D
because a few lines have been
added to the sides of the main
blocks -  not very convincing
and anyway, 3D  has nothing
whatever to do with this game,'

COMMENTS
Control keys: cursors
Joystick: AGF, Protek
Keyboard play: unresponsive
Use of colour: reasonable
Graphics: very simple of
necessity
Sound: only simple beeps
Skill levels: self-selected
against the dock
General rating: a game with
limited appeal.

Death Chess
5000
Producer: Artic Computing
Memory required: 48K
Retail price: £6.95
Language: machine code
Author: Anthony Adam

Artic have made claims in the
past to being the producers of
the best computer chess games
for the Spectrum — it's obviously
a matter for argument! Death
Chess 5000 is a novel depar-

ture from the chess format and
certainly n o  ordinary chess
game as it incorporates arcade
sequences w i t h i n  t h e
framework of normal chess.

For a  start of f  the chess
board, although traditional, has
quite different looking pieces.
Pawns a r e  represented b y
tanks, kings and queens resem-
ble lethal looking missile com-
binations, bishops look like high
powered science fiction wind
surfers, only knights and rooks
are instantly recognisable. In all
respects the strategy and rules
of chess apply. But what makes
Death Chess 5000 really diffe-
rent is that when you challenge
the computer's pieces or vice

Unusual pieces In Death Chess.

versa the screen cuts to an
arcade sequence. Winner of the
arcade game retains status quo
on the board. So, if you move to
take a  computer operated
piece, before you can you must
fight it out. The computer may
win, in which case you will loose
your challenge piece instead.
There are six different games.
Pawn takes pawn: you must
drive your tank forward to save
the c ity  whils t avoiding the
bombs raining down from an
overflying helicopter. Bishop
takes bishop: escape from the
vaults of the enemy avoiding

the ghosts. Knight takes knight:
hit the enemy horsemen before
they reach your edge of the
screen. Rook takes rook: scale
a tower avoiding the falling bar-
rels of oil. Queen takes queen:
navigate the star trencri and hit
the enemy flagship. Piece takes
different piece: shoot through
the galactic barrier to hit the
opposing ship.

Additionally it is  possible to
select a normal game of chess
without the arcade sequences.
On either game there are seven
levels of play from 0 to 6. The
easiest lev el replies  i n  2
seconds, level 4 in five minutes
and levels 5 and 6 play a strong
game and take a  long time.

Input i s  with the traditional
chess notation. In the straight-
forward chess mode Death
Chess will recommend a move
if desired_ Castling is  allowed
with the Kings move entered,
and capturing en passant by
pawns. Games may be saved
or sent to hard copy if you have
a printer.

CRITICISM
•  'Chess is  a natural for the
computer and I  have enjoyed
many games, many versions,

Rescue the city and save your piece, just one ol the many arcade treats.



so I was very dubious when I
loaded Death Chess 5000. My
suspicions deepened when
saw the pieces. Chess boards
on computers naturally tend to
be small and novel piece design
can be confusing. On top of
that, would a game of chess
interrupted by  arcade sequ-
ences be a travesty? Well the
answer is no. I haven't had as
much fun in a long while in fact.
On the chess s ide, Death
Chess is a perfectly good game
and a few minutes play gets one
used to the odd looking pieces.
All the arcade sequences are
well done. In fact plunging into
the trench is  a better looking
game than Rabbit's Death Star.
I can highly recommend this
version of chess to anyone who
not only likes a serious chess
game but is also looking for a
new angle on the game.'

•  'After seeing the screen load
I felt that this could not be an
ordinary chess game. I  was
nght The arcade Ms are pretty
good, as  good as you could
expect from a multi-game pack-
age such as this. The combat
idea is  refreshingly different
from traditional chess; so that if
your strategy is not up to scratch
you can make up for it  with
arcade skill. Problem is that the
reverse is also true of course.
Overall, a  nice change from
chess. but I don't think it will get
to world tournament level!'

•  As soon as you start playing
you can see why the traditional
chess pieces have been rede-
signed. The chess graphics are
well defined and easy to see
with a  definite shape. Board
colour combinations are very
good (green and white pieces

Ant Wiedersehen Pet
Producer: Tynesoft
Memory required: 48K
Retail price: £5.95
Language: machine code
Author: R. Carr

Based on the telly series, this
new game features the hero Oz,
a Geordie 'brickie' working in
Germany with such famous in-
ternahonal locations as Dussel-
dorf. It is a three-screen arcade
game. In the first Oz must lay as
many bricks as possible under
instruction from 'Herr Fuhrer'
whilst avoiding the  watchful
'Encs' and falling trowles. He
must also avoid lay ing any
bricks in a place where there

on b lu e  a n d  black). T h e
graphics in  the game sequ-
ences are large, detailed and
smooth. The trench sequence
has an effective use of shadow
under your ship. Most of the
game ideas are good, some
good enough to be games on
their own. Att ic  couldn't d o
much to  improve this game,
except perhaps by really having
knights jousting and tanks firing
missiles for real on the playing
board.'

COMMENTS
Control keys: chess -
alphanumeric input, 0-T1A-G
up/down, 0/P left/right and
bottom row to fire
Joystick: ZX 2
Keyboard play: responsive
Use of colour: general' quite
good
Graphics: well detailed and
recognisable, generally very
large
Sound: not much
Skill levels: 7
Originality: chess isn't exactly
original, but this version is very
different
General rating: for both
serious and non-serious chess
players, very good value and
generally recommended.

Use of computer
Graphics
Playablitty
Getting started
Addictive qualities
Value for money
Overall

70 'Yo
72%
70 (
Y067%
64%
70%
69'
)
/0

are none underneath. Should
he reach the top a  cement
bonus is  added. This screen
takes the form of a brick rampart
with the bare scaffolding grided
above it, dotted with Eric faces.
Oz may move in four directions,
laying bricks in the manner of a
'Painter' game behind him.

The second screen features
the favourite pastime of Oz -
drinking in the local bierkeller.
The bar is  represented by  a
green brick square. You start off
with two tables topped by bier
glasses. Oz must drink the bier
without hitting the table or the
multiplying bar maids. Success
leads to another bout with one
more table added and more
madchen to avoid.

One of the most realistic loading screens yet-here comes Oz.

The third screen, a kind of
bonus screen. sees Oz weaving
his drunken way home. The
route is beset with lamp posts,
police cars and security men -
none of which must be hit. This
would prove easy, even for a
drunken Oz, were it not for a
power failure which blanks Out
the street lamps and everything
else with it. After a good look at
the scene you must memorise
the route and guide Oz through
safety without bumping into
anything.

Between each screen there
is a little graphics representa-
tion of the coming scene with
wry Geordie comments on liv-
ing in Germany.

,

Nome

Address

•

CRITICISM

.
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•  'When l o a d i n g  A u !
Wiedersehen Pet you'll see one
of the best loading screens ever
because it shows a very recog-
nisable picture o f  Oz , your
favourite brickie from Geordie
Land. The graphics are neat
and very well drawn. The three
different screens a r e  really
three different games, which
adds to the value immensely.
Each screen has its own par-
ticular tune and if you know the
tunes you'll find that they fit the
screen. The game is  nicely
done and the three screens are
neat little games and you can't

The m o st  co m p le t e . co m p u lsive  a n d  o n lo rla in in g
lootba ll monagemont ga me  e ye ' i
*4 divisions •F A C up  q u ro p o rin  C up 'Europe a n CUP
-Winn•ts•  C u p  • R e p la ys  • P ro m o lio n lS o le 9 o lio n• Transfers •Susponsions •  Injuries •  Substsfules N o m *
loa m • T Aa m  se le ct io n  ' N o m e  p la ye rs •C h o o se :ch o n g e  t e a m  lo rm a t ion
• Wsokly le a gue  ta ble s •fa tures;Results labSe •Reetsors squa d 'Sp y o n  °M e g
clubs • minut•-by•minut• goa l lo ch  * Goa l kings feature
If WI  DON'T DESPATCH YOUR ORDER ON TISE DAY WE RECEIVE IT YOU  CAN HAVE THE
GAME MEI
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Use of computer 45%
Graphics 49 %
Playability 60°A
Getting started 70%
Addictive qualities 50 %
Value for money 49%
Overall 54

11
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Use of computer 48%
Graphics 25%
Playability 43 %
Getting started 55%
Addictive qualities 46%
Value for money 34 %
Overall 42%

2.
5 
0
11 1 3 2  XI

•  M O M  M o  • m .  woo a m •
• • • •  Oa M M
,  
M .  
q a  
• •
•

•  al
a a

•

t
i
t
ft

h

-,-, M ED- O l o .  •••
• m a  M P M I  • •

ft

-srger -
er

Second screen - watch out for tables and bar madchen

really argue whether o r  not
you've hit something because
this isn't a fast arcade game.
This game is  definitely worth
considering, especially if  you
want something to play together
with your friends. A nice touch
would've been more keyboard
and joystick options_ All in all, a

•rh i•sh  l e  m u n r ill  a
look.'

First screen and Me Erin are watching
as you pile up bricks.

•  'This game improves a  bit
with the playing, each screen
getting harder (except for the
third which gets easier) each
time round, and very much har-
der each time if you complete it.
In other words you play each
one, one after the other con-
tinuously, but if  you actually
complete one in each round,
you get to do it again, and again.
The result can be quite addic-
tive for a while, although doubt
shall bother with it again. The

graphics are rather primitive,
although Oz is a pretty lively
stick figure -  it's a  pity the
control responses are so slug-
gish,'

•  'Although this is based on the
TV series, I wouldn't state that
as being a buying point. The
scenario relates to the series
but only very vaguely really. The
content of this game isn't really
high at all. Tunes are quite good
at first but tend to get on your
nerves after a fair while as do
the in-between screen sequ-
ences. Keyboard response is
not really up to today's stan-
dards, but then again, it isn't a
real arcade type game. The
third screen is the most irritating
as it takes time to slot in all the
lamps, cars etc.. but worse still,
40  C R A S H  August 1984

takes even longer to black them
out again. I don't know whether
this is a serious bug in the prog-
ram, but I think it crashed on the
second screen on reaching 50
beer pots. My score was 39,228
points -  the beer pots began
appearing one after the other,
slowing down considerably in
thAir annearance as it reach the
40$. The fiftieth appeared - and
I'm still eagerly awaiting either
the fifty-first or for the game to
commence. Still waiting....

Third screen and the lights are going
out all over Dusseldorf.

COMMENTS
Control keys: ZA left/right, 0/
K up/down
Joystick: Kempston
Keyboard play: slow to
respond
Use of colour: good
Graphics: average
Sound: good tunes, otherwise
below average
Skill levels: 1 with progressive
difficulty
Lives: 3
Screens: 3 games screens
Originality: overall quite
original, although each game
type is not uncommon on its
own
General rating: mixed opinions
from fair to good.

Omadan
Attack
Producer: Avalon
Memory required: 48K
Retail price:
Language: machine code
and Basic
Author. M. L  Knights

Ornadan Attack is a  space
shoot em up in the tradition of
Crystal's Cybetzone. The type
of game where you have to
shoot away the thick forcefield
protecting a ship which is firing
at you, before you can blow it

The mothership -  a  sort of
yellow Tie Fighter shape, is at
the top of the screen, firing laser
blasts downwards through its
thick protective shield. Your
ship moves across at the bot-
tom of the screen firing up. To
either side at the base there are
laser blast suppliers as you can
only fire 20 blasts before need-
ing to refuel. Additionally, your
ship is  unable to destroy the
mothership once it's exposed,
so you must call up a  more
powerful cannon to do the job.
This cannon is no use for get-
ting rid of the powerful forcefield
however. T h e  c annon w i l l
appear immediately  b e lo w
wherever your ship is placed at
the time of call-up and will van-
ish again after firing a shot or if
you lose a life.

CRITICISM
•  .Although there have been
several versions of this type of
game before i t  is  s till quite
addictive as an idea. Sadly this
program does nothing to add to
previous games as it has primi-
tive block graphics. The force-
field is just a group of pale blue
character squares, three thick
and about ten long. When you

shoot at it, a block disappears
each time, Nothing like the love-
ly effect in Cyber Zone. It may
have been wonderful two years
ago. but not today.'
•  couldn't get on with this at
all. An element of playability
appears to have been attemp-
ted by giving you only 20 laser
blasts before refuelling i s
necessary, but as this adds no
risk and does not detract from a
time limit, it seems to be point-
less as an addition to the game.
Also, the mothership's blasts
sometimes destroy you when
they haven't really touched you.
Poor graphics and use of col-
our, and overall a poor game.'

•  'The packaging on this game
is very simple, lust a pale card
with text on it, so no one can
complain that they were misled
by the amazing cover. Just as
well, because what's inside isn't
really worth bothering with.'

COMMENTS
Control keys: 1/2 left/right, 8 =
call up cannon 7 = fire cannon,
0 -  fire laser
Joystick: none
Keyboard play: responsive
Use of colour: poor
Graphics: fast but small and
very primitive
Sound: good
Skill levels: 1
Lives: 4
Screens: based on an old
game idea with a few new
additions that seem to have little
point
Originality: poor.

The mothership gets in an accurate shot on your laser base. The moth-eaten block
near the top is the larcerield.
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16K/48K Spectrum

KOSMIC KANGA, a multi-screen, amazing, arcade standard original action game.
Featuring superbly animated graphics and packed ful l  o f arcade features.
Help KAN GA find his space ship so he can return home to his planet.
Leap about buildings, trees, clouds etc., pick up bonuses and throw boxing
gloves at the enemies.
Keyboard o r most joystick. 48K SPECTRUM fo r  most other
Computers soon.

Invasion Force ONLY E5.95 EACH
Available from most good software retailers,
If your local software retailer is out of stock, send
cheque/P.O. to  Micromania, 14 Lower Hill Rd.,
Epsom, Surrey, KT19 8LT., and we will send your
order by fi rst class post free.

huck.mmu WICROMANIA
DEALERS: P H ON E  MICRODEALER UK 0727 34351 OR MICROMANIA (03727)20152
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Vic Zungeontlitilber
GRAPHIC ADVENTURE SYSTEM

SPECTRUM 48K
The Dungeon Builder is  a highly  sophisticated program enabling
machine-code graphic adventures to be writ ten quickly and easily,
even by those who have no programming experience al all When
creating y our  adventure y ou c an choose f rom 1600  poss ible
locations which are visually displayed on an octagonal lattice. The
program gives you the facility to illustrate your chosen locations if
you wish.  A separate -
g a m e - m a k e r "  
p r o g r a
m  
i s  
p r o v i
d e d  
w h i
c h

enables stand-alone games to be made that wil l  run on Spectrums
without  Th e  Dungeon Bui lder
-  b e i n g  
p r e s e n t
There are two versions

1 Cas s e t t e  ( n o w available).  Fo r  wr i t i n g  medium-s iz ed
adventures.

2. Mic rodrive (coming soon). This  wi l l  enable you t o wri t e
really large adventures.
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Boots. Lightning Records and Tapes, and good computer shops.
You may  also order direct f rom us by sending a cheque, P.O.. or
your Access number.  Access orders may  be placed by 'phone

Price E9 95 inc. V.A.T. (Cassette)

Please send "The Dungeon Builder" (Cassette)

Name
Address

Access Number
iit  applicable)

Cost
9.95

P&P 0 . 5 0
Total 10.45

As many of you will have noticed, in last month's issue we asked you to find 19 words in the
puzzle below. This was not possible! Due to a serious error during layout, eight lines of the puzzle
were lost and it was only possible to find twelve words. We apologise to everyone, readers and
CDS Microsystems alike. To make up for our error we are running the competition again! This
time with all the lines!

C.D.S. POOL COMPETITION -WORDPUZZLE
Find the 19 words listed below by ringing the letters, up, down or
diagonally. Then give answers to the two questions.
SPECTRUM
POCKET
CUSHION
SMOOTH
SHOT
BAG
FRAME
POINTS
CDS
CUE

POOL
TABLE 1 .  Who is the current UK Pool
TIP c h a m p i o n ?
CHALK
FOUL 2 .  Name 1 0  C.D.S. game
BALLS t i t l e s .
RED
BLUE
WHITE

Fill in your name and address

Name

Address

P o s t c o d e

CDS/CRASH Pool Competition, PO Box 10, Ludlow,
Shropshire SVEI 1 DB.
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From the moment you sit
down to play you'll be thrilled by

this exciting. original, laugh a
minute game.

Your job may look easy to the rest
of the world, but you know the hazards -
speeding cars and pavement cyclists can

both shake you up. Let's face it cars can
be fatal.

But if that isn't enough you've got the
other problems of vicious dogs, the after
effects o f
-
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too many in the boozer.
Not only will you be gripped by the action

you'll be amazed and amused by the high quality
graphics.

With seven levels of play featuring three
attempts to finish the game (assuming you are not
run over by a car) Trashman will provide even the
most experienced games player with a thrilling
challenge. I  or 2 player option. Flail of Fame and
joystick compatibility* ensure this game has all the

best arcade features.
Trash man is available NOW for the 48K

Spectrum. Ask for it today at your local
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Spectrealm

Use of computer 73%
Graphics N A
Playability 75%
Getting started 80%
Addictive qualities 74%
Value for money 68%
Overall 74c

1
/0

Producer: Runesott
Memory required: 48K
Retail price: E6.95
Language: BASIC
Author: Jon A. Slack

The author of this game may be
Slack, but he obviously allows
no slouching, for the average
Specthan (inhabitants of Spec-
trealm) have to work very hard
to stay alive in this  strategy
game. It may be played against
the computer or a second play-
er. The object is to survive one
hundred years as Governor of
Spectha. From humble begin-
nings in a land only 200 miles
square, a  population of 1,000
and with only El ,000 in the bank
and 5.000 sacks of grain, you
must expand in to  a  mega-
power.

This is no dictatorship. Every
five years the population will go
to the polls to vole Elections are
shown with your votes mount-
ing up alongside those of your
rival. How you do at the polls will
obviously depend on your per-
formance measured agains t
your previous election prom-ises

planting corn seed and with the
weather. A meteorological har-
vest forecast appears as a bar
code for each month, showing
the success of the harvest.

There are no graphics in the
game, only text and simple bar
codes_ T he rather luxurious
looking leather  ins er t  s ur -
rounds a comprehensive sheet
of play ing instructions a n d
game objectives.

CRITICISM
•  'Spectrealm is a game that is
much more tun with two players
than with one, but I did find it
extremely addictive when play-
ing on my own. Ruling my own
country gave me quite a good
sense o f  satisfaction a n d
achievement -  something that
I've rarely found with most other
strategy games_ The game is
not totally varied, but the odd
war adds a climax now and then
and the voting is always exciting
because it's constantly chang-
ing, Overall one of  the best
simulations I've ever played,
and one of the most addictive. If
you like this sort of game you'll
love Spec/realm -  and even if
you don't like the sort of game,
you'll probably enjoy this one.'
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Elements which affect the
game inc lude feeding t h e
population, buying capital plant
like power stations and factor-
ies, and all this in turn depends
on having enough population to
cope. Factories and so on may
be bought on the world market,
but wars crop up from time to
time which not only increase
your population and land area (ii
you win), but may add enor-
mously to your installations at
little cost. Produce from agricul-
ture and factories may be ex-
ported to make more money if
there is  a  surplus to require-
ments, but in the early stages
the main preoccupation is with
44 C R A S H  August 1984

•  'This is  one strategy game
that I could keep playing. I really
enjoyed it. I t  isn't graphically
very exciting but the game just
seems to keep growing on me -
like the corn! I am normally no
fan of such games -  This is an
exception.'

•  There is no winning limit in
Spectrealm, y o u  jus t  k eep
going until the population throw
you out or you wear out! There's
plenty to contend with but un-
like, say, Dictator, your options
once used don't run out on you.
which makes it a much more
realistic simulation. There are a
number of neat touches -  wars

are conducted i n  nail-biting
terse despatches from the front,
and elections are even more
edge of the seat stuff, especially
when playing in two. On these
occasions the player who has
been in power for the past five
years must match his perforrn-
ance against the (often) rash
promises of the player attemp-
ting to become governer. So it
can develop into a real power
struggle. Definitely one of the
most enter taining r u le - a -
country games yet. Addictive
isn't a word that normally ap-
plies t o  strategy games  -
perhaps this is the first such.'

COMMENTS
Control keys: general input
Responses: very good

War of the
Worlds
Producer: CAL
Memory required: 48K
Retail price: E7.95
Language: machine code
Author: Nigel Taylor

Ogilvy the astronomer always
sounded like a bit of a twit, but at
least he went down in history by
coining the famous lines that
almost became the chant of a
generation i n  J ef f  Wayne's
musical adaptation of the H. a
Wells novel War of the Worlds.

'The chances o f  anything
coming from Mars are a million
to one,' he said.

The chances o f  anything
coming from Mars are a million
to one -  but still they come!

War o f  the Worlds is  de-
scribed as a graphics arcade/
adventure strategy. In a superfi-
cial way it resembles Valhalla
visually, in as much as 'you' are
animated. The adventure ele-

One of the excellent title screens in War of the Worlds.

Use of colour: practical
Graphics": text only
Sound: limited
Skill levels: 1
Features: 1 or 2 player games
Originality; in essence a
standard type of strategy but
with more interactive elements
than usual
General rating: very good and
worth its higher once

ment comes in that you are
supposed to move in directions
when possible, the arcade in
that you are frequently opposed
by t h e  Ma r t ia n  fi gh t ing
machines which will blast you to
death unless you can run from
them.

The game starts on Horsell
Common, Surrey. where the
still cooling cylinder has landed.
The top unscrews and a Martian
fighting machine emerges, fir-
ing its death beam. You are
given three options -  make a
run for it, hide in the bushes, or
stand very still. Hiding is the
best bet and you will escape.
Pressing a key results in your
finding yourself on a  nearby
road in the company of an artil-
lery man. You can move via the
cursor keys and the landscape
of fields and houses scrolls
past. Each screen section ends
and allows you to walk to the
edge before cutting to the next
section. Occasionally roads
lead north or south. Any direc-
tion may be hazardous if you
encounter a fighting machine.
On running away from one you
tend to get lost and wander



another Martian liontino machine blasts you into the dreaded set up mode.

Use of computer 45%
Graphics 53%
Playability 38%
Getting started 59%
Addictive qualities 37%
Value for money 42%
Overall 46%

around for a while. Companions
are inevitably turned to ash by
Martians i f  y ou manage t o
escape from a Martian.

You are searching for your
fiance, Carrie. and the object of
the game is to reach the main
Martian encampment by visiting
six specific locations- These
must be visited in the correct
sequence and on the correct
days. As a result of this, the
game plays to its  own time
scale, beginning on  Monday
morning. If night falls, you must
find a house to shelter in or die
of the cold. Only houses with
open doors may  be entered.
Food and drink must also be
discovered, although you start
with three bottles (unspecified
contents) and  three loaves.
More bottles and loaves are
dotted around t h e  s treets
(again, reminiscent of Valhalla).
Getting caught in the panicking
crowds fleeing London is  not
very pleasant and may lead to
your untimely death by  tram-
pling. As the game progresses
the Martian Redweed speads
its baleful, bloody influence,
draining your strength if you get
entangled in it.

The Hobbit held clues which
were to be gleaned from Tot-
kien's book -  War of the Worlds
relies on your knowledge of Jeff
Wayne's album, a n d  occa-
sionally musical clues are pro-
vided. To help you visit the six
locations correctly. they are fea-
tured in the game in their correct
order in Jell Wayne's musical
version of War of the Worlds.

CRITICISM
•  'Looking through the review
copies for this issue, War of the
Worlds stood out due to its
artistic cover and larger sized
cassette case. Loading it  re-
vealed a lengthy introduction to
War of the Worlds with a few
instructions included. It looked
great. The second part loaded
after a  long wait, the action
started - text and a menu selec-
tion with a time limit. Graphics
finally appeared on the screen -
stick men, primitive look ing
houses and poor use of colour.
Your man moved quite slowly
for a stick man and the key

responses were very slow. The
game itself has too many ran-
dom features in it  and totally
lacks content'

•  'Jeff Wayne's musical ver-
sion was a long-lived album hit
and w ith  h i s  name fi rmly
attached to this computer ver-
sion with its excellent cover, I
thought it was really going to be
something, but sadly it lets the
player down all the way along
the line. The least of the prob-
lems being the Spectrums in-
ability to match the strength of
the original soundtrack! The
two-part load is irritating these
days, a n d  any  atmosphere
which t h e  words  fr om t h e
musical version might have
conjured up for the player are
well and truly lost by the time the
long second load is completed
(this can be  got around for
second time playing by typing in
LOAD '12" and playing tape as
normal). The two title screens
are really very good so the let
down when the game graphics
commence is all the bigger. At a
first glance Valhalla comes to
mind, but the detail and anima-
tion of these stick figures is quite
primitive and the backgrounds
aren't as good either. As to the
game itself, is  wandering up
and down endless roads a ll
identical except for a caption
below the playing area inform-
ing you of where you are, very
much fun? The thr ill o f  en-
countering a  Martian fighting
machine is dulled by their abso-
lute similarity and the arcade
effect ruined by the inevitability
of having to avoid them with
incredibly slow, jerky  move-
ments that take no account of a
player's skill. Very sadly, a total
failure in my estimation.'
•  'Any sympathy I  had with
War of the Worlds evaporated
after being killed a few times
and having to wade through a
key press, read the summary of
failure, key press, s low tune
over title, key press, jolly whiz-
zing things, repeat setting up
phrases about the cylinder land-
ing and reselect to hide in the
bushes. Should you miss your
cue at this point it all happens
over again. I timed it this whole
procedure from the moment of

death takes 1 minute and 23
seconds. After an  estimated
seven deaths within the first
hour, this means I spent almost
ten minutes solidly watching the
repeat routine. The game itself
does play like an adventure -
you can forget the arcade bit -
but i t  really revolves around
walking along streets, picking
up bottles of wine and loaves of
bread, finding a house for the
night, and staying clear of Mar-
tians and panicking crowds.
Since you have no control over
these random elements there is
little i f  any  strategy involved
either. I  really had expected
much, much more.'

COMMENTS
Control keys: cursors
Joystick: Protek, AGF
Keyboard play: poor
Use of colour: very good title
screens. limited during play
Graphics: ditto
Sound: generally poor in game
without Currah, reasonable
tunes
Skill levels:1
Features: Currah Microspeech
compatible
Originality: based on a 'novel'
idea but the implementation
spoils any effect
General rating: below average
and, at its price, poor value for
money.

United
Producer: C.C.S.
Memory required: 48K
Retail price: E6.00
Language: BASIC
Author:T. Mendham & A.
Parr

There are now a  number of
football management simula-
tions around of which the most
famous is undoubtedly Addic-
tive's Football Manager, a con-
sistent and long-lived chart top-
per. C.C.S. have always been
noted for  their  strategy and
management games - can they
beat Addictive? The game is
played in a somewhat different
manner, although the ultimate

objective is much the same -
take your. FourthDivision team
to the top to win the League
Champhionship.

Once loaded, the program
offers a choice of buying. sell-
ing, renaming and training play-
ers, choosing a team, a disci-
plinary status, list of fixtures,
display League table, scouting
and a  save facility. You start
with no players and E6,500,000
to spend. A table of 20 available
players is called up which num-
bers them, tells you whether
they are young, prime, mature
or old, whether they are goal-
keepers, sweepers, defenders,
midfield or  forwards. Each is
shown with a  strength rating
depending on their level of skill,
and then their price. Appren-
tices cost nothing and play their
first four games at a level of 0
before becoming classed as
young players with a level of 2.

Morally speaking, y o u r
selected team is all clean at the
start, that is, they haven't been
disciplined. Before a match, you
may decide how hard you want
them to play from 0 (Clean) to
10 (Dirty). T h e harder the
selected level the better your
team's chances are, but you run
the risk of penalisation and even
a player being suspended.

To pr ev ent  unbalanc ed
teams the total strength rating of
any group within the team, le.
Goalie plus sweeper, defence,
midfield, forwards, must not ex-
ceed three times the strength of
any other.

Having selected a team, de-
cided on how dirty they are to
play. and in which of your team
you wish your allocated advan-
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tage strengths to be stressed,
the match as  selected in the
fixtures may be played. In Un-
ited, the graphics representa-
tion is seen from the lop and the
match mechanism is such that
shots are shown: the object of
selecting your team carefully is
to ensure that you get the max-
imum number of shots, each of
which is  'tested' against the
opposing team. Shots are won
when an area of your team is
stronger t h a n  i t s  c o m -
plementary area in the opposi-
tion. Each shot is  tested first
against the sweeper (if there is
one). Any shots that get past
him will then be tested against
the goalkeeper. These edited
highlights may be watched in
full with each real-time minute
taking approximately 4 seconds
on screen, or it may be skipped
over to the result by pressing
CAPS SHIFT and S together.

As each week goes by you
receive value points, and the
more successful you are the
more VPs you win. You need
these to raise cash and to be
able to train members of your
team, thus raising their strength
status, or to go scouting, which
will give you valuable insights
into other teams' strengths and
composition.

CRITICISM
•  'l would have to say at the
start that I  am fan of neither
football nor  football strategy
games, and consouently found
United a rather daunting pros-
pect. I also found the allocation
of hard play and advantage
strengths a bit difficult to under-
stand. Neither are all that well
described in the otherwise ex-
cellent instructions on the inlay.
However, having mastered that
to some degree, the game be-
gan to turn out pleasant, and
eventually even fun. With in-
creasing numbers o f  v alue
points it  was possible to do
more things and some of the
built-in strategical elements be-
gan to come into play, extend-
Prig the enjoyment. The match
graphics are not stunning but
nevertheless t h e  t e n s io n
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mounts with the minutes ticking
away.'

•  'This football simulation can
be summed up by saying that
the strategies etc. are better
than Football Manager a n d
much more involved, But the
actual working and graphics are
worse. So choice is a matter of
opinion. The game is very slow
(as is the actual match). Gener-
ally preferred Football Mana-
ger, but it's close enough for
opinions to vary.'

COMMENTS
Control keys: general input
Responses: generally good to
input although there are parts of
the program which do take time
Use of colour: not much but
sensible
Graphics: mainly text, match
highlights very simple
Sound: restricted to entry
beeps in the main
Skill levels: 1
Features: via one of the
program authors it is possible to
play Postal United, address and
details on the inlay
General rating: above average
on strategies, poorer on the
graphics but overall an
enjoyable simulation.

Use of computer
Graphics
Playability
Getting started
Addictive qualities
Value for money
Overall

Pit-Stop
Producer: Avalon
Memory required: 48K
Retail price:
Language: machine code
Author: M. L. Knights
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Pit-Stop is a new version of a
very old and standard racing
game, the sort of concentric grid
game where you must drive
around four lanes connected at
the m a in  compass points ,
avoiding c has ing  v ehic les
which travel in  the oppositedirection.

The object is  to leave the
central pit area and collect the
four tools lying in the far cor-
ners, one at a time, and return
them safely to the pit. There are
Iwo chasers, one running in the
outer two lanes and one running
in the inner two. They Only
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It might be best to slay in the pit in Pit-Stop.

change lanes at the top or bot-
tom
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lanes at once. Points are scored
for collecting tools and for drop-
ping them. There is a time limit
imposed by fuel supply, which
will be replenished if you get all
four tools back.

CRITICISM
•  'This type of game is very old
and out of date - no matter how
many frills are added, the game
is still boring. Collecting tools is
a novel idea but no different to
eating the more usual dots.
Chaser cars always lend to get
in the way (although that's the
central idea o f  course) and
make it  difficult to play, The
trouble with the basic idea be-
hind this sort of game is that luck
plays the bigger part. I f  you
crash then a  stupid remark
appears in the centre of the
screen. Colour is not really well
used because the cars don't
show up at all when playing
from a distance. A poor, old and
unaddictive game..

0  *This is a last type game at
which some people undoubted-
ly get good, but can you be
bothered? T h e  programmer
has chosen to have four direc-
tional lane change control which
is very confusing instead of hav-
ing a simple 'in or 'out' control, If

the game is  out-dated, t he
sound track is positively ante-
diluvian with that dread Death
March tune when you lose a
game. The explosion is  quite
effective, b u t  ov er a ll t h e
graphics a r e  s m a l l  o n e
character-sized, and boring to
look at, with poor use of colour.
A waste of money,'

• 8 1 1 1 0 . •

•  'There's always a good argu-
ment for bringing out new ver-
sions of old favourites, because
newcomers get a chance to see
them and usually with improved
routines for better graphics. Un-
fortunately this game does not
stand up, neither in the graphics
department, nor the fact that I
doubt i l  w as  ev er  a n  o ld
favourite really. It's the sort of
game which has hard to control
features and totally lacks either
content or real playing appeal
like, say, 'Asteroids'. Not re-
commended by me anyway.'

COMMENTS
Control keys: 1/2 change lane
leftlright, 0/0 change lane up/
down, D to drop collected tools
Joystick: none
Keyboard play: sensible
controls, but two for direction
would have been better,
responsive
Use of colour: below average
Graphics: small, rather jerky,
reasonable explosions
Sound: continuous, fairly good
but repetitive
Skill levels: 1
Lives: 3

Originality: some new frills on
an old, old game
General rating: poor to fair of
its type, generally poor.

Use of computer
Graphics
Playability
Getting started
Addictive qualities
Value for money
Overall

51%
52%
46%
58%
43%
38%
48%1



Kosmic
Kanga
Producer: Micromania
Memory required: 48K
Retail price: E.5_95
Language: machine code
Author: Dominic Wood

Kosmic Kanga is an entirely
novel game for the Spectrum by
Dominic Wood who brought us
Tutankhamun, Pengy and one
of the best simple shoot em ups
for the Stack Light Rifle, Inva-
sion Force, All our reviewers
agreed that this is not only a
very original game, but also the
best yet from Micromania_

At the outset, we must point
out that there aren't as many
screens as were suggested in
our competition earlier, t h e
main reason being that in put-
ting t h e  or ig inal c onc ept
together as a completed prog-
ram. Micromania felt that is was
getting too unwieldy and spoil-
ing the playability.

The basic object of the game
is to guide Kanga home, back to
his base on the Moon. This
takes him through eleven diffe-
rent screens; the Airport, the
Desert, a  bonus screen, the
Ocean, Atlantis , a  bonus
screen, the Beach, the Country,
a bonus screen, the City and
finally the Moon. Each of the
main screens is actually a very
large playing area since they
scroll from right to left for quite
some time_ Before each screen
starts there is  a  status panel
informing you of the nature of
the enemies ahead and the ob-
jects to be collected, played to
the tune of Tie me Kangaroo
Down Sport . T h e  bonus
screens are only a screen wide,
but they are designed to scroll
vertically and so are quite high
in total playing area.

Kanga is  controlled by  his
jumping. He can be moved left
or right as far as the scrolling
screen will allow, but there is
considerable ma n o e u v r in g
possible by making higher or
lower jumps. Points are gained
by collecting objects which may
be on the ground, floating on
clouds o r  on  the  backs o f
whales in the sea, they may be
on the tops of  tall buildings.
Some objects are dangerous,

like bombs, but the biggest dan-
ger comes from the various
deadly objects which fly along
with the screen scroll. For his
protection, Kanga can do what
Kangaroos have always done,
hurl boxing gloves at his ene-
mies. All the playing screens
are shown i n  the  excellent
demo.

CRITICISM
•  'Kosmic Kanga is a  really
original game. The graphics are
very good. So too is the play-
ability. Generally I enjoyed this
game enough to consider it a
contender for a game of the
month. The bouncing is a little
difficult to co-ordinate at first,
but with a little practice it soon
becomes m o r e  predictable.
Graphics are vaned, detailed,
smooth moving, and everything
goes along well in what is a very
good game.'

•'The finish on Kosmic Kan-
ga is good - lots of small details
have been used to add to play-
ability. Each little pre-screen in-
tro which warns you of what you
are about to face, is a little gem

in itself, fully animated bright
lights effect, the tune, and all the
items listed dancing in anima-
tion to it. I  also liked the small
K,9ngas at  the base o f  the
screen which tell you how many
men you have left When a new
life starts the screen Kanga
appears from the top down as
though materialised from all his
atoms, and dies in reverse -  so
too do the small Kangas for that
'life'. Bouncing becomes quite
an art once you get the hang of
it. Moving left or right only works
when you touch the ground, so
the skill required to get through
even one screen, let alone all
eleven, i s  quite high. T h e
graphics are excellent, all rec-
ognisable and very well drawn.
Although there is  little real
animation as such, this doesn't
matter because of the scrolling
screen, I  found the game play-
able and fun, and very addic-
tive, because you do want to get
on and see how far you can go
and what comes next (the demo
invariably fails to get very far
into a screen).'

•  'Micromania are right - this is
a totally original game, although
I am sure I have seen a game

for another machine or some-
thing in the arcade which has a
boxing kangaroo in it, but not
like this one anyway. There are
many good looking sections to
the game each requiring its own
skill level and tactics. The way
that Kanga bounces is  very
good even though he isn't really
animated. Graphics ar e de-
tailed, colourful a n d  mov e
quickly and smoothly. A cheer-
ful, tuneful sort of game with a
certain bounce to it!'

COMMENTS
Control keys: WM left/right,
increase jump = A, decrease
height -  Z, remaining keys on
bottom row to throw a glove
Joystick: Kempston, ZX 2,
Protek, AGF
Keyboard play: responsive,
one reviewer thought they were
all a little low down the keyboard
Use of colour: very good
Graphics: very good and
varied, quite large
Sound: good tune, nice effects,
not continuous
Skill levels:1

1Lives: 4
Screens: 11 with much greater
playing area
Originality: highly original
General rating: a new, lively
and well implemented game.
playable and addictive, good
value for money, highly
recommended.

Use of computer
Graphics
Playability
Getting started
Addictive qualities
Value for money
Overall

79%
87%
89%
93%
88%
89%
88%
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Play the game right...
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Use your skill and judgement
and play like the professionals....

a truly amazing version of
the game of POOL....
Spectrum 16K/4EIK
E5 -95
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Available direct from CDS Micro Systems ( T r a d e  enquiries welcome)
Send Cheque or PO. To CDS Dept. 10,Westfield Close,Tickbill.Doncaster DN11 9I.A. Tel: (0302)744129
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FOR SPECTRUM 48K

CONQUEST
C O N Q U E S T  A tactical game which even veteran
players will find both challenging and rewarding.

Mediterranean Europe is divided into grid squares. Your
aim, as Emperor
-
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possible— at the same time dealing with Barbarian counter-
attacks, plagues, civil war and rival Emperors.

5 levels of skill, plus a continuous 'Conquest game where
all the difficulty levels are thrown in together,

3 D  B A T  A T T A C K  An all action, 3 dimensional
maze game where you gather up blocks of gold, at the same
time pitting your wits against vicious vampire bats whose
only purpose in life is to locate, hunt and kill you,

4 levels of skill. At each level the game gets faster and
more complicated, and the vampires more dangerous.

FOR SPECTRUM 48KIf

JD NMATTICk
AFTER THESE,

THE REST IS KIDS STUFF.
Are you ready for CheetahSoft?
There's only one way to find out.

But be warned: these vampire bats know
a good meal when they see one. And our
friend with the
scythe has had years C

eetahSoft
of experience

So don't play unless you're ready
to play the game for real. Because you'll
find there's one sure thing about
CheetahSoft: Soft we're not.

£6.95 at all
good stores.



Hyperblaster

Use of computer 80'
)
/0

Graphics 64 tYo
Playability 70%
Getting started 78%
Addictive qualities 74 %
Value for money 69*/o
Overall 73%

Producer: Lothlorien
Memory required: 48K
Retail price: E5.95
Language: machine code
and Basic
Author: Matthew Rhodes

In the midst of a summer con-
cerned with the depredations of
software piracy, slump and the
manic drive towards originality
often at the expense of playabil-
ity, Hyperblaster comes as  a
welcome return to the days of
games infancy. There's nothing
all that original in the concept of
this *Asteroids' type game, but it
is certainly a modern one rather
than suffering with yesterday's
graphics as  so many 'throw-
backs seem to. The cassette
cover even has one of those
'old fashioned' scenarios that
bring tears of nostalgia to your
eyes for the good old days of a
year ago!

You're out in space testing
the newly developed G . 1
3
. 4 . 1 1
when a  bunch of  unpleasant
Deltanoids jump y our  ship.
Risking all, and despite de-
mands for your return to base
horn control, you decide to push
the ship to the edge of its con-
ceived capabilities, and engage
the unarmed Deltanoids. That's
when you realise that there are
more waiting beyond the range
of your sensors -  thousands
more...

In respect of the newly de-
veloped G.P.4.U. the graphics
are standard and would be rec-
ognised by any 'Asteroids' fan
as a good old laser blasting
triangle fi tted with rotational
controls and forward thrust, and
possessing the ability to hypers-
pace -  or hyperblast as Lothlo-
nen refer to it. But the Delta-
folds are a  different matter.
They may  be unarmed and
easily dealt with in screen one,
but they are guided by intelli-
gence, eac h  w av e  gett ing
worse -  and there are seven-
teen waves to survive.

CRITICISM
•  This is an 'Asteroids' deriva-
tive. Unlike 'Asteroids', the ob-
jects don't split up into smaller
fragments when hit, but on later
levels you have to hit  them
several times before they are
destroyed. The thrust on your
ship is a good one with some
inertia as on the original arcade
version. Overall, not a  super-
original game, but a pleasant

U R  L E V E L  T  XP I EO D • • I S  A A  8 3 2 U P
1 1 1 0 0 0 0 0

Varied and intelligent asteroids make lot one ol the best Spectrum shoot em ups of
its type in Hyperblaster.

sumnse and something to keep
'Asteroid' fans happy. Can't say
that there was a really good
Asters for the Spectrum before:

was a bit worried when I
realised this  was  a  sor t o f
'Asteroids' game. Having been
an avid fan of the original and
played for hours on the Atari
VC'S version. I  have always
been disappointed in the many
Spectrum versions. However,
Hyperblaster really works! Your
ship is  nothing very special
although it is larger than most
rival versions which gives a bet-
ter sense of position, and the
thrust works well. But the aster-
oids are very good. Spinning
planetoids, fast spinning coins,
flying crinkle-cut chips and so
on. Lots of variation, all detailed
and nice graphics all fast and
smooth moving. Also, these
asteroids are intelligent, more
so as you go on. Towards the
end of each wave they really get
vicious and must be hit several
times. Perhaps the rate of fire
could have been slightly better
to cope with them. I enjoyed this
game a lot and recommend it to
anyone wanting a simple, good
shoot em up.'

•  The hyperspace facility is
the best I've seen. When you
press t h e  k e y  y ou r  s h ip
vanishes and a large, brightly
coloured square ring forms on
the screen, then zooms in to the
new position where you reap-
pear. This stops all that 'where-
've I gone to' confusion usually
associated with hyperspadng in
this sort of game. The intelli-
gence of the asteroids and the
different characteristics of each
wave makes for a very addictive
game in  the tradition o f  old
shoot em ups. Definitely one to
get.'

COMMENTS
Control keys:1/2 rotate left'
right. 6 for thrust, 7 for fire,
bottom row to hyperblast
Joystick: none, but the keys
are simple
Keyboard play: responsive,
with good positions
Use of colour: average, but
well used

Graphics: fairly large. detailed
and smooth moving, good
explosions
Sound: above average
Skill levels: 3 speeds
Lives: 3
Screens: 17 sheets
Features: 1 or 2-player games
Originality: obviously not
original, but one of the best
implementations
General rating: good to very
good, addictive.

Dartz
Producer: Automata UK
Memory required 48k
Retail price: MOO
Language: machine code
Author: Guy J. Brown

There have already been sever-
al versions of Darts for the com-
puter and while one may well
wonder why on earth anyone
should want to  translate the
noble game to the TV screen in
the first place, one certainly
marvels a t  the dottiness o f
doing it for the third or fourth
time -  until you realise who the
perpetrator is! As it says on the
inlay, what distinguishes this

game from any of its less worthy
predecessors is that, 'skill, luck
and overweight drunken slobs
all play their vital part.' So get
yourself a pint of pina colada
and a packet of liver 'n' straw-
berry crisps and prepare to playDanz.

The game may be played by
one or two players with options
on a 301 or 501 game. The left
side of the screen shows the
darts board with a flying cursor.
The cursor may be stopped by
the player to land in whatever
segment is desired. If the dart
doesn't miss or bounce off the
board the screen cuts to a close
up with a flying cursor moving
from the bull to the edge repe-
atedly. Again, pressing the stop
key will select the scoring band
of the board, ie. bull, outer bull,
double, trebble or single. Any
game, as  proper, should end
with a double.

At this point, any resembl-
ance to any  other computer
darts game ends. On the right a
scoreboard keeps account of
each player's score: points left
to get, sets and legs won -  and
alcohol intake! With each dart
thrown the player consumes 4
milligrams of alcohol -  or alcol
as it says on the board. Below
the scoreboard is  a  graphics
representation of Er ic  (that's
'you'), a table supporting a pint
behind, and the board in front.
After each throw there is  an
action replay to show you how it
went.

Adding to the hilarity are ve-
nous random elements such as
fans who buy you drinks and so
push up the 'alcol' level in your
blood, p l u s  a n  increas ing
tendency to miss the board as
you ge t  progressively more
drunk. The screen informs you
from time to time of your condi-
tion, s tar t ing w i t h  g iggly ,
through legless to paralytic. Af-
ter that, things gel really bad!
Unless you are exceptionally
lucky, alcohol poisoning is likely
to kill you long before you win.
Watch out for loud noises from
the crowd -  they have nasty
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effects. And ther e i s  t h e
obligatory free hit single on the
flip side of the cassette sung by
Eric and the Arras.

CRITICISM
•  'I found Dartz wouldn't load
at first because the basic loader
was in fact wrong. After rewrit-
ing it, it loaded first time. After
about 5 minutes I began to wish
it hadn't. The game is  some-
what unplayable and not very
addictive. The level of skill re-
quired to play is not very high at
all. I didn't enjoy this one much.
The usual 'classy' piece o f
'music on the cassette's B side
is up to its usual low standard
with lyrics like... I  missed the
board and  h i t  t he  lavatory
door... which just about sums
up this game.'
•  Vs  hard to make a criticism
about Danz_ Its definitely a tot of
fun, its  almost Certainly not a
game -  not a real one anyway.
The graphics are first rate, with
loads o f  detail for Eric. The
incidents a r e  accurately re-
flected, even to the floor col-
lapsing under him through over-
weight and too much drink. The
darts game itself would be quite
good. except that the random
elements start to make it  all
quite irrelevant after a while.
Great fun .  probably  wor th
buying for its oddity value, but
certainly not addictive.'

•  'Bartz is not really a game,
more a drunken simulation of a
night out at the pub. Starting out

Bossman
Producer: Avalon Software
Memory required: 48K
Retail price:
Language: BASIC

Bossman is a graphical strategy
simulation where you run your
own factory and try to make a
million. New software house,
Avalon, are venturing into the
realm which C.C.S. have made
very much their  own until re-
cently.

Your factory manufactures
Robovacs and, as the owner,
you presumably know what
those are since the producers
don't tell you -  robotic vacuum
cleaners no doubt. The kinds of
problems you will encounter in-
clude the hiring of a workforce
(and the firing of it), coping with
wage demands, illness, strike
threats, deciding how many
52 C R A S H  August 1984

the game is  quite fun to play
with a  few random elements
adding a  bit of variety to the
game. After a while these ran-
dom elements totally take over
the game as your alcohol con-
tent rises. It's the first game I've
played for  a  long while that
doesn't require 14 fingers to
control, just one will do -  even
your toe will do! For a company
normally noted for their sober-
ness, a real hiccup of a game!'

COMMENTS
Control keys: any key
Joystick: hid
Keyboard play: responsive to
start, increasingly erratic
Use of colour: good
Graphics: animation good in
action replay. nice text
characters
Sound: good where
appropriate
Skill levels: starts out with 1
and gets worse
Originality: an original concept
based on a relatively common
simulation
General rating: a worthy piece
of nonsense that isn't quite a
game and will no doubt meet
mixed reactions.

Use of computer
Graphics
Playability
Getting started
Addictive qualities
Value for money
Overall

7 5
1
%
59%
51%
68%
28c
1
/0
3 4
1
%
5 3
°
4

Robovacs to build and paying
your stock costs and income
tax. As usual with this type of
game, there are various ran-
dom disasters that tend to crop
up such as Flu and flash floods.
You can also increase the retail
price of your product to take into
account infl ation a n d  r is ing
wages.

The game commences with a

An idyllic setting !or making Robovacs - and money it you can

fixed factory report, to which
you return after each round for
an update on the status. This
starts you off with an amount of
capital (not much), Robovacs in
store (none), present cost of
manufacture per unit, total num-
ber of workforce, weekly wage,
total weekly wage bill, max-
imum output per person, and
total output possible per week.
Your first task is to decide how
many more people you can
afford or want to employ. Next
you must decide how many
Robovacs to make in week one.
You are then told how many
were made, the target figure
suffering because of absences
through illness  o r  adverse
travelling conditions, or perhaps
stock delays or  machine fai-
lures. Having established the
actual total made, the computer
then sells your stock for you,
informs of how many were sold
and updates the status report.
When this is complete you are
shown the wage bill and income
tax amount, and finally whether
you made a profit or a loss.

The game is accompanied by
graphics throughout, about six
different pictures from the ex-
terior of the factory unit to the
sales office with its optimistic
graph in the background. right
through to  the Crown Court
where you are bankrupted!

CRITICISM
•  Bossman, because of its col-
ourful 9raphics, is a quite livelyindustrial simulation. But I sus-
pect the graphics have eaten up

Neal, clean and ideal surroundings for electronics workers don't stop them
making wage demands.
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some valuable program space
with the result that the simula-
tion is  rather simple. There
could have been more made of
buying stocks of raw materials
and relating this to overall pro-
duction: also perhaps more
made of the selling side. This
would have lifted the skill factor
in playing the game and coun-
teracted the usual irritation of
those random elements like
high winds flattening your fac-
tory or your workforce going on
a go-slow for  n o  apparent
reason. Nevertheless, Boss-
man provides a few hours of
fun.'

•  This is  one game where
can guarantee you won't make
a profit! Graphics add a bit of
colour to the game and there is
good use of sound to enliven
The proceedings. T h e  main
problem to playing this game is
that it is too difficult to expand as
the possible profits keep getting
eaten up by adverse happen-
ings. I  discovered a  way  o f
getting round wage rise de-
mands. Refuse the Unions de-
mand - say 4% a n d  then offer
them 10%. The computer then
reports that the Unions are hap-
py to accept your offer of 0%!
Now that's what I  call harmo-
nious working! The responses
are a little slow, Overall, not the
best I have seen of this type of
game.'
•  'To be really enjoyable to
play. th is  ty pe o f  strategy/
simulation game needs to echo
real life as much as possible,
but Bossman suffers too much
from the random disaster ele-
ment to be compelling or addic-
tive. I gleaned all the enjoyment
I thought I was likely to get from
it within three-quarters of an
hour. The graphics make a nice
change to the usual, although
the claim to 3D only refers to the
way they are drawn, and they
are quite static.'

COMMENTS
Control keys: numerics and
ENTER all screen-prompted
Graphics: nicely detailed
Colour: well used



Sound: lively beeps and
whistles
Skill levels: 1
Originality: typical of its kind
General rating: fair to average,
providing only below average
opportunities for skill. Probably
a good starter for younger
children

Use of computer 73%
Graphics N/A
Playability 79%
Getting started 83%
Addictive qualities 78%
Value for money 78%
Overall 78'/0

Use of computer 45 %
Graphics 55 To
Playability 53 %
Getting started 59 'Yu
Addictive qualities 30 %
Value for money 38 %
Overall 444%

New Venture
Producer: Falcon
Memory required: 48K
Retail price:
Language: machine code
Author: David Holden

New Venture will probably be a
useful guide to setting up your
own trading business, as it's all
about making money out o f
being a shop keeper a  unique-
ly British thing, were told. Fal-
con is a new company and this
is their first game. It comes as
instructions on one side of the
cassette and a loader routine for
the game which is on the other
side. It's worth looking through
the instructions first, which are
detailed without being confus-
ing and contain many useful
hints on  the parameters by
which your performance will be
measured, as well as some ex-
planation on the random ele-
ments in the process of shop
keeping both for real and in the
game. None of these instruc-
tions is so complex that a printer
is essential for play, although
during the  game a  pr inter
makes life easier.

You kick of f  with a  fair ly
generous r_25,000 ( a  legacy
perhaps). First task is to select
the site and type of shop. Up for
grabs are four types: a small
frontage local village shop cost-
ing £15,000 freehold; a double
frontage local village shop cost-
ing E22,000 freehold; a medium
sized town central shop costing
£10.00 per annum rent: and a
large store in the shopping pre-
cinct cos ting £ 2 0 0 0 0  p e r
annum rent. You must sort out
which you would like, since they
each have their obvious advan-
tages and disadvantages. I n
order, they each have a rising
potential in turnover.

When this is  selected you
must pick what to trade in -
clothes, DIY/Hardware. Sports
gear. Groceries, Newsagents
or a shoe shop. Again, each has
characteristics, s o m e  be ing
more dependent on seasonal
changes than others. When this
is done you are informed of the
rentlsale price, solicitors tees
and costs or repairs. Together
these will probably take you
over the £25,000 you have, but
the friendly bank manager is
there to help.

Now you may elect to com-
mence trading (not much good
without stock of course), place
advertisements in the local free
sheet, local daily. local radio, or

This is  followed by  the bank
statement and also shows the
amount outstanding o n  your
loan from the bank. You are
now ready to repeal the process
for the next month.

From time to  time people
keep coming up and asking you
whether you would like to buy
something from them, always
luxury goods of some sort. You
score points the more of these
items you can afford, and they
are tax  deductable from the
business, so it's worth it if you
can. The overall objective of the
game is to become rich enough
to buy the fabulous Falcmobile.
There are a number of random
elements and variables which

have posters delivered locally,
visit your bank manager (as
mentioned!), check your bank
statement (not good a t  the
start!), check your update stock,
take out insurance or quit. At the
bank you can apply for a loan,
extend one, repay it or shoot
yourself. Checking stock will re-
veal zero, so it's time to buy -  a
graph shows how much you are
purchasing and in what categ-
ory, There are six to select from
labelled A to F, some seasonal,
some good all round sellers
(you start off in January), and a
'new line'.

Having s tocked u p ,  a n d
advertised if you can afford it,
you start trading. Again the
graph reappears and shows
sales in each category. This is
followed by the monthly figures
status, showing h o w  muc h
money was made selling each
category, t he  percentage o f
bought-in stock sold and the
total takings. A total stock sold
figure is  given and the total
takings. A  keypress then re-
veals your balance sheet for the
month and will include the vari-
able costs like wages, house-
keeping, gas, electricity etc..
with a  total profit/loss figure.

1 8 4 . 4 4 R
W I
M C S  "
1 1 1 4
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t o c k  W i t . t .  Y o u  R e d u c e

o r  ' E n t e r  T o  C a n t
Q a t * .

They say were a Notion of Shopkeepers- but how geed are you?

include wage demands, the tax-
man, Vatman, accountancy
problems, ins ur anc e a n d
associated risks to stock and
property, and inflation.

CRITICISM
•  *New Venture is fairly soph-
isticated as these strategy fi-
nance games go and allows for
an absorbing game. The prog-
ram i s  v e r y  user-friendly,
prompting at each stage and
mostly accepting input at a key
press. I t  isn't in  any  sense
'flashy' but it does seem to be
pretty comprehensive and de-
mands a lot of common sense
from the player. It is also merci-
fully free of  the more usual
random element disasters that
ultimately lower the addictive
qualities of such games. I thor-
oughly enjoyed playing it,'

•  'Having a  variety o f  shop
types as well as commodities in
which to trade is a good idea,
since it gives more playability to
the game. I f  you do well in a
small village shop, you can then
try your hand at a larger town
one, where there are many

more headaches like ratty staff
and Insurance problems. This
son of game can take a long
while to play if you're good at
managing a shop, and if you like
strategy games of this nature,
then this is a good one for you.'

•  'The program allows for print-
outs at most stages. which is
useful because many times you
have to make decisions about
the categories of  stocks you
have, like whether to have a
sale, and as they are only label-
led with letters it is easy to forget
quite what it is you're deciding
on. The printouts also form a
permanent record of your prog-
ress and allow you to see pat-
terns emerging as  one year
flows into another, I  thought
New Venture was a  realistic
simulation, at least as realistic
as possible on a small compu-
ter, and certainly better than
many other similar games I
have seen recently.'

COMMENTS
Control keys: mostly single
Input
Responses: reasonable to
very quick
Colour: sensibly used
Graphics: text only with clear
bar codes
Sound: very little, but useful
entry beeps, nice tune
Skill levels: variable
depending on shop and stock
Originality: first of its kind given
that the financial strategy game
isn't new, but the nature of this
scenario is
General rating: very good

HOW THE RATINGS WORK
Under 30%
31-40%

41•50%
51-55%

56-60%
61-70%
71-130%
81-90%
Above 90%
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ACG KEY WINNER FOUND.
The CRASH offices reeled under the weight of postal tubes and
envelopes as entries for our Atic Atac map competition poured in!
It soon became clear that it wasn't going to be an easy decision to
make.

We asked you to give as much detail as you could sensibly fit in
and how you did it was up to you. Clearly, this was a competition
which required playing skill, but more importantly organisational
and artistic abilities as well. The standard of so many entries was
remarkably high.

The judging room, brimful with entries

The judging took place in a
large office room at the new
CRASH HQ in Ludlow, were
the maps were laid out on the
floor for inspection, covering
all the available area. After
an hour's hard work a short
list of 30 entries was made.
Five judges were involved,
Editor Roger Kean. Art Edi-
tor Ol iver Frey, Designer
David Western and two of
our reviewers M a t th e w
Uffindell and Chris Passey,

Eventually the field was
narrowed to  three and the
choice seemed almost im-
possible, each had their own
merits. So a ballot was taken,
with each  judge secretly
awarding points -  three to
54 C R A S H  August 1934

their favourite, then two and
finally one point. And so the
decision was made and the
winner of THE ULTIMATE
PRIZE chosen!

* * * * * * * * * * *
ACG KEY WINNER
The winner of the golden key
of ACG is Malcolm Berry of
Rayleigh, Essex.

Malcolm presented h i s
map in book style -  favoured
by many entrants -  with a
colourful rendition of the Atic
Atac cover. It included a de-
tailed key to  the map, ob-
jects, monsters and secret
passages.

RUNNERS UP
The two  runners u p  with
whom the final battle was
fought were  entries from
Stuart Spalding o f  Rox-
burgh, Scotland and a trio of
cartographers from Corby,
Northants b e i n g :  A l a n
Mears (artist), Stuart Mears
(explorer) a n d  S te p h e n
Black (ideas). The Corby trio
also presented their entry in
bound book form, and very
elaborately too. The judges
felt tha t their maps were
overall the  most colourful,
but Malcolm Berry's rendition
was slightly easier to follow.
Stuart's entry was on several
sheets and was felt to  be
among the best drawn and
looking maps o f all with a
detailed key and some very
neatly designed special text,
but suffered slightly in com-
parison with the others in
lacking a finished form. Truth
to tell, there wasn't a lot be-
tween them, and it's a shame
there aren't three keys to
give away, but that would
spoil the uniqueness of this
very special prize! But as a
special consolation t h e
runner-up entries will be pre-
sented with a  copy of Ulti-
mate's next game Under-
world, as soon as it's avail-
able.

As the standard was so high
overall, there were several
entries which certainly de-
serve an honourable men-
tion.

Senior Aircraftman N e il
Robert Foster. serving with

the RAF in Germany sent in
a single sheet containing all
the levels and a  key, very
neatly executed and clear.
G. E. Brown entered a set of
architectural plans with every
conceivable detail presented
just as they would be if the
castle were really to be built.
And P. D. Coules sent in the
most professionally finished
work of the lot.

So congratulations to Mal-
colm Berry, who will be
receiving his golden key of
ACG v e r y  s oon.  A n d
thanks to everyone who
took so much trouble to
take part.
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SOFTWARE
We're sorry you've had to wait so long for our first new

release of 1984 but your patience will be well rewarded.
From Bob Hamilton, author of 'The Pyramid' and

'Doomsday Castle' we present BEAKYAND THE
EGGSNATCHERS and introduce Beaky, our new
star of the video-game screen.

(Ziggy is having a well earned rest!)
Beaky belongs to

the family of
Andromedan Armed
Condors, the rare
goggled variety.

•T h e  numbers of his species
are dwindling faft because of their
rather foolish choice of breeding
ground, on the planet of Crackit
This unfortunately happens to
be the home of a particularly
evil band of creatures known
collectively as the •
Egg'Snatchers. Their sole
malicious intent in life
is to extincti4t Beaky's
species by stealing
or destroying the
eggs by any foul
means available.

for
Spectrum 48K

and
Commodore 64

Your objective is to try and brood, hatch out and rear as many little Beakys as
possible through 12 different screens of formidable but delightful arcade action.

FANTASY SOFTWARE is available from W.H.SMITHS, JOHN MENZIES, BOOTS, WOOLWORTHS,
LASKYS, GREENS, RUMBELLOWS, SPECTRUM GROUP and all other good software retailers.

Beaky and the Eggsnatchers is available for 48K Spectrum and Commodore 64 at 16.50 on cassette
or on disk for the Commodore 64 at E9.50 from

FANTASY SOFTWARE. FAUCONBERG LODGE, 27A ST GEORGES ROAD, CHELTENHAM. GLOS GLSO 3DT
despatched by return first class post together with free membership of the Fantasy Micro Club.

Trade Enquiries welcome -  telephone 0242-583661.



Programmable
Joystick Interface for
the Spectrum

Qty Code Item Item Price Total f
01 Comcon Interface IP E19.95

02 Flightlink Joystick @ E10.50

0 3 Cluickshot 2 +2  Joystick @ E13.95 _
04 Comcon + Guickshot 2 +2 0  E31.90

_
05 Comcon + Flightlink @ E28.45

,
06 Currah nSpeech uni t @ E29.95

£19.95
incl. VAT and P & P

QUICKSHOT 2 + 2  JOYSTICK
modified to incorporate
2 independent fire actions
and no rapid fi re opt ioil

FLIGHTLINK JOYSTICK
with 2 independent
fire actions

CUR RAH LISPEECH UNIT
fits into CONICON extension slot

I enclose a cheque/postal order made payable t o FREL LTD for

£13.95
incl. VAT and P & P

£10.50
incl. VAT and P & P

£29.95
End. VAT and P & P

E

1 Mr  /MrsiNkss    A d d r e s s :
Send to:

FREL LTD.

Simple and fast programming:
Plug the six function connectors
into the required Spectrum key
positions — Ready!

Two independent fi re actions:
Photon Blasters and Neutron Bombs
at the touch of your fingertips.

Extension port  for Currah Micro.
speech unit: Combine joystick with
sound and speech for ult imate
arcade action.

Compatible with all Atari type
joysticks including Quickshot II
!without  rapid fi re action).

Interface operates ioystick parallel
to keyboard: Joystick action com-
patible with any add•ons including
Microdr ives.

The affordable alternative: Lowest
price yet for programmability.

Dealer Enquiries Welcome
Phone L u d l o w  (0584) 4894

Postcode

Hockeys Mill, Temeside,
Ludlow, Shropshire SY8 1PD



As a very special and exclusive offer to CRASH
Readers, Micromega are running a competition with

us for their new 3D game Full Throttle. 20 lucky people
have the chance of winning a copy of Full Throttle and
a fabulous poster of the game. Full Throttle has only
been available for two weeks now, so this is your

chance to get in on the act and race your way around
ten international circuits against 39 other top class

riders!



••:;:.:.-;••••;• • •

Full Throttle Competition
1 N a me  all the planets

depicted in the game
Code Name Mat

2. How many types of alien
are in Code Name Mat?

3. Apart from bikes, what

••••••••••••••
• ••••••••:•...•.•••••••••••

•••••••••:••••••••,..
All you have to do is correctly answer the simple

questions below (everything can be found in past issues
of CRASH, so there's no excuse!).

The first 20 correct answers drawn from the bag will each
receive a copy of Full Throttle and a poster. The ten

runners-up will each receive a poster. All entries (on a
postcard please or the outside of a sealed envelope)

must be received by last post August 30.

other targets are there in
3D Deathchasel

4 Wha t is the technical term
used to describe the kind
of 3D used in 3D
Deattrhase?

Answers to: Full Throttle Competition,
CRASH Magazine, PO Box 10,
Ludlow, Shropshire SY8 1 DB
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._______:**EVERYTIIINC FOR SINCLAIR COMPUTERS
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ON
ONCE AGAIN AT ALLY PALLY

SEPTEMBER 8th 1984
FEATURING A GALAXY OF EXHIBITORS
WITH SPECIAL OFFERS AT THE SHOW!

S E E  THE MIGHTY KINGDOM OF SOFTWARE'

T H R I L L  TO THE COMPUTER HARDWARE'

GA S P  AT THE RANGE OF ADD ONS, BOOKS, PERIPHERALS'

W I T N E S S  THE OUTSTANDING FEATS OF THE QL, SPECTRUM AND ZX8I!

One Day Only! Don't Miss It!
Only E1.25 (Adults) 60p (Kids)
r
'
'
'
'  
—  
'
'
'
'
'
'
'
'
'
'
'
'
'
'  
—  
—  
—

SEND NOW FOR REDUCED-PRICE ADVANCE TICKETS'
I  Post today aid on can have Advance tickets al Ilidalts1 and Hp 11idst Please inclade a stamped addressed envelope with your reply and make chennesIPO's pasalle to Z1 Koolau

Name

Add m

1 2  t h

Please send me s h u n  ticktI3 f  I N

Please send one  a d l i l l C t  tickets 4:0' 50p

Post to Mike Wool,  ZX blicTotall, 11 Park Lane Tottenham. London NIT OH

EXHIBITORS! Phone Nike Johnston on 01-001 gill tor details and anatlainttly IA stands at the shovel

62 C R A S H  August 1984
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In the June issue of CRASH we reviewed the strategy
adventure game by R & A Software called Titanic. Now, in
association with R & R Software, we are offering readers the
opportunity to win a copy of Titanic. There are 100 copies to
be won by answering the questions. If you're at a loss,
take a close look at the review in issue 5 (June).

Entries on a postcard (or a sealed envelope) please to
TITANIC COMPETITION, CRASH MAGAZINE, PO BOX
10, LUDLOW, SHROPSHIRE SY8 1 DB The closing date is
August 30. The first 100 correct entries drawn from the bag
will each receive a copy of R & R Software's game TITANIC.
Best of Luck! Don't forget your name and address!

TITANIC COMPETITION
1 I n  which month and which year did the Titanic sink?
2. What caused the ship to sink?
3. What two things were extraordinary about the famous

sinking of the biggest, fastest and safest ship ever built at
that time?

4. Into how many distinct stages is the game split?
5. Having discovered the last resting place of the Titanic,

what are you then seeking?
6. Thanks to N A.S.A., you are given a satellite photo with

how many possible locations shown on it?
7. Name two other games by A & A Software.

CRASH August 1984

Find The
Titanic.
Crossing the North Atlantic in the years
between the coming of steam and the end of
the big ocean liner era, was a matter of
enormous prestige for the shipping
companies. The fastest crossings meant the
shipping company being awarded the most
coveted of trophies-The Blue Riband.

Between 1900 and the Second World War
this competition became most intense with
bigger and faster liners trying to outdo each
other. For the Blue Riband holder the prestige
meant more passengers, more cargo _more

The most famous liner of all time was one,
money!

ironically, never to win any prizes- White
Star's Titanic. The biggest ship ever to be built
at that time, she was the most luxurious, the
fastest and the safest, incorporating the very
latest design in watertight compartments and
bulkheads. White Star Line were so proud of
the Titanic that as she sailed on her highly
publicised maiden voyage to America, the
press call her 'Unsinkable'.

The weather was fine, but out in the North
Atlantic freak weather conditions had
permitted large icebergs to float further south
than expected - and radar hadn't yet been
invented...



NOW PLAY IT!
CRASH is the only magazine to offer you a direct link between reading about software and playing it!
Forget hours of fruitless hunting in shops for that extra special game you read about and want a n d  want now. CRASH
Mail Order will move stars and planets (even the 8.15pm from Paddington) to get you any of the brill (and even not-so-brill)
software from the big (and even not-so-big) software houses reviewed in these pages. Because CRASH believes that
you reading about software is only second best to you playing the real thing - and forming your own opinion. Bazoola
software and meep software - don't just believe us - seel Order any games. adventures, utilities, simulations and
educational software mentioned (and not-so-mentioned) in CRASH with the order form later in this issue.

CRASH SPECTRUM SOFTWARE



RE HEAVEN AT YOUR F E R T I P S



veto do is fill in the form below and send
ff. e  still offer a FREEPOST ordering service,

please remember that it can take three to four
times longer to reach us than ordinary First Class
post. If you would prefer a speedier delivery then
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producer yet, it is Adessabie to ring first and check on atailabillit)
,N O W T I M I M E .  L ie lk

CRASH MIC R O GAMES ACTION ORDER FORM
Telephone Ludlow (0584) 5610.

Please send me the following titles: Block capitals please!
Title

W

All prices are as quoted under review
headings and include VAT Crash Micro
Games Action make no charge for postage
and packaging. Customers In Europe
should add 50p per item for pots and

Pieast make cheques or
postal orders payable to
'CRASH MICRO From
Europe we can accept
Sterling cheques or

Producer

Sub Total:
Less Discount

Tota l Enclosed t

Amount

Giroc eques

Name

Subscriber No. Iit applicable

Address

Postcode

H I

SPECIAL DISCOUNTS

El
50P

OFF ANY ORDER WORTH
MORE THAN 0 0

OFF ANY ORDER WORTH
MORE THAN CIO

Sorry—only ONE voucher per order I
packing. Outside Europe, please write first
so that we may advice on postage rates.

CRASH MICRO, FREEPOST (no stamp required), LUDLOW, SHROPSHIRE S Y 8  I  BR



Subscribing to

•  UK: 6  issues E4•80 (post free) 12 issues E9•00 (post free)
•  Europe E15 (12 issues post incl.)

•  Get your copy L A S T  CHANC
ahead of the crowd A T  THIS PRIC

/
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1 I  would like to subscribe to CRASH for 6/12 issues

YOUR PLANET NEEDS YOU!
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The  Quill
0  4 8 K  Spectrum

GOLD COLLECTION •  GOLD COLLECTION •  GOLD COLLECTION •  GOLD COLLECTION
The Quill is a major new utility written in machine code which allows even
the novice programmer to produce high-speed machine code adventures
of superior quality to many available at the moment without any
knowledge of machine code whatsoever.
Using a menu selection system you may create well over 200 locations,
describe them and connect routes between them. You may then fill them
with objects and problems of your choice. Having tested your adventure
you may alter and experiment with any section with the greatest of ease
A part formed adventure may be saved to tape for later completion. When

you have done so The Quill will allow you to produce a copy of your
adventure which will run independently of the main Quill editor, so that

E14.95 y o u  may give copies away to your friends. The Quill is provided with a
detailed tutorial manual which covers every aspect of its use in writing
adventures.

Magic Castle
Rescue the Princess from the Magic
Castle but beware of Vampires and
Booby Traps.

pyp ens
Can you survive and complete your
mission high In the sky over enemy
territory?

Diamond Trail
Where in this city of death and intrigue
is the stolen SincliveDiamond?

GILSOFT

From The Golden Nib Of
The  Quill

Comes a Gourmet Feast
for

Hungry Adventurers
Volume

of the
GOLD COLLECTION

Mindbender
Only you alone can save the world
from t h e  terrible powe r  o f  th e
Mindbender.

V-
7
,4
1

'
A Superb collection of adventures for the 48K
Spectrum written with the Quill.
From the fertile imaginations of many authors, we 10
have selected this fine volume of adventures for 1
you to collect. Each adventure is complete in itself
and is presented in the distictive livery of the
series to grace your software shelf as you build up
the collection.

The adventures are priced at only E5.95 each.

Selected titles available from good computer
shops nationwide including:-

W. H. Smiths, Boots, Menzies
Or direct from us by post or telephone

SAE for full details of our range

Dealer enquiries welcome

Devil's Island
Escape from the  infamous prison
maybe impossible ,  b u t  w h a t
alternative heve you?

P
-
-

Banish The Dwarf
Help Barsak recover the treasures of
his ancestors from the underworld of
mythology,

Africa Gardens
What i s the  secret of  the deserted
Hotel  and where are all the guests?.

Credit Card Order Line
Personally Manned for 24 hours

12: 0222 41361 Ext 43030 Hawthorn Road
Barry
Soth Glamorgan
CF6 EILE =Um'It: (0446) 732765

GOLD COLLECTION •  GOLD COLLECTION •  GOLD COLLECTION •  GOLD COLLECTION
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AC/DC and Barry Manilow
Many adventures I received this
month are similar in style and
presentation to the companies'
last efforts, e.g. those from Level
9 and Digital Fantasia. One
might expect some advance with
each new adventure, perhaps an
improvement in presentation or
programming. How to cram as
many locations as possible into
the 48K of  the Spectrum. for
example. while retaining some
useful graphics. Since their initial
releases Phipps Associates
have made improvements to their
games by  taking the graphic
routines a n d  machine-coding
them for a faster response.

Some houses produce too
many games churned out on a
modular basis. This weakens the
impact of each adventure such
houses release since it is original-
ity and uniqueness that marks the
successful adventure. Quilled
adventures clearly reduce the
opportunities for original prog-
ramming leading to  fiat-footed
structures and storylines For the
companies themselves it may be
a better marketing ploy to go for
the one big, original game for it is
difficult for any adventure to chart
high and make an impact.

Now that I've mentioned the
rather prosaic world of marketing,
I've always wondered why there
is such a poor selection of adven-
tures in the high street shops. To
make matters worse for the con-
sumer several of the so-called
specialist computer shops, often
just off the high street, don't fair
much better -  it's a case of The
Hobbit, or an Artic adventure or
leave for home empty handed.
The Hobbit is a good adventure
but along with the Artic games
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they can now be considered a
little dated if for no other reason
than most committed adventur-
ers will have by now completed
them. If the record buying public
were confronted with the same
dilemma it would be a case of
choosing either AC/DC or Barry
Manilow I

,
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'ADVENTURE TRAIL

REVIEW RATINGS
Difficutry,ukigy level ot dtiffoulty
e Apanenced by an average adventurer

ATMOSPHERE: reflects gualty ot
'masc., description and graphocs and
how credibly characters behave.

VOCABULARY: the Completeness of
the vocabulary and triendhoess of
response All words and associated
...Axe's totem% MO in &M o n
descnotons should be included

L O W :  reflects the log.e of the problems
encountered and whether or not you are
likiedy to be kited without warning or
chance of escape

DEBUGGING: indicates the level of
crashcroofing A program should not be
crashed simply by makog an incorrect
entry or by pressing an unbdunate
oombinabon ot keys

OVERALL: general rating based on once
and the h e r  ratings BUT NOT AN
AVERAGE OF THE OTHER RATINGS
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Message
from
Andromeda
Producer: Interceptor
Micros
Memory required: 48K
Retail price: £5.50
Author: D. M. Banner & J.
Banner

I nt erc ept or Mic ros  made their
name with quality programs for
the Commodore computers
and this, their first effort for the
Spectrum micro, is  well worth
exploring.

You are in deep space on
patrol and you become aware of
a message relayed onto the
computer screen. Be ing  a
brave, fearless adventurer you

decide to investigate this inter-
galactic distress signal. Gently
the Galaxy, your spacecraft,
lands on an unknown planet,
you cautiously open the airlock
and head south. The buildings
here form a square in what must
be a quaint intergalactic village.

First impressions o f  th is
game include irritation at the
error-prone s ilent k ey  entry
(with no cursor on the display)
but admiration for the fast all
machine code response and
the pretty graphics. These pic-
tures appear very quickly be-
cause they already reside in
memory and are not drawn.
Perhaps this  is  jus t a  little
wasteful in  memory but the
graphics ar e almos t instan-
taneous. The screen overall is
set to black with generally white
text but yellow on input.

I'm afraid the early part of the
adventure won't accommodate
the faint-hearted. You can't just
turn down the mission -  If you

I n  o r b i t  a r o u n d  a n
n k n o w n  p  L a n e  t
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Difficulty 8
Atmosphere 5
Vocabulary 7
Logic 7
Debugging 10
Overall Value 7

do you're left nowhere until you
re-read t h e  message a n d
there's no running back to the
ship once you're out. These
aren't particularly bad points, it
just gives the start of the game a
very predictable feel with a tex-
tbook linear development. (No, I
haven't written the textbook -  in
any case it's best to book your

spot o n  Russell Harty  and
Breakfastime and then write the
book.)

You'll find when you play this
game that access is easy and
quite safe throughout the first 23
locations, apart for the agres-
sive android guard in the Guard
Room. This  first stage com-
pleted. you reach an impasse
as the problems remained diffi-
cult even after consulting the
program listing.It s a  shame there are no
easy problems to ease you into
the adventure. Without them an
adventure takes on a very eerie
feeling and you keep wondering
what you've missed.

The impasse is most evident
when you chance upon a plate
set in a panel. It is almost certain
that you get through this way by
opening the panel but getting
the exact words takes a  long
time. In fact I had given up until I
bumped in to  Richard Pau l
Jones o f  Interceptor a t  the
Earls Cour t Computer F air
whereupon I  received some
timely advice. Considering I
found the rest of the game re-

Escape from
Pulsar 7
Producer: Digital Fantasy
Memory required: 48K
Retail price: E9.95
Author: B. Howarth & W.
Barnes

The space freighter Pulsar 7 is
returning from an exploratory
flight to the outer regions of the
70 C R A S H  August 1984

latively straight-forward, and I
do like to play as much of an
adventure as possible, it  was
fortuitous indeed to hear the
solution from the horse's mouth_

The vocabulary consists of
mainly Verb/Noun input but in
some cases longer sentences
may be necessary. The lan-
guage can be a little pernickety

when, for example, you must
'SHOOT ALIEN SOLDIER' as
simply entering 'SHOOT SOL-
DIER' will not do. One of the
realistic things about this game
is the way dead soldiers still lie
where they were slain when you
return t o  a  location. O ther
assailants you might meet in-
clude giant s lugs, a  fi erce
scaled creature on the bridge
and some impregnable ivy.

Message from Andromeda
has some very good graphics
but there aren't that many.
Strangely enough -  and com-
mendably -  some of the best
are towards the end for only the
most dedicated of  reviewers.
The game is  good value a t
E5.50.

Xanotar system. delivering the
precious ore Redennium to the
minor planetoids that  hav e
evolved beyond primitive nuc-
lear power. As  part payment
you take on board a strange
creature for  the intergalactic
zoo that grows too quickly for its
cage. breaks out and is  now
concealed somewhere on the
ship. The creature eats the en-
tire crew but you have been
shrewd enough to avoid a simi-
lar fate until now when you must
abandon the freighter and make
your escape in the frail shuttle
craft.

The game has a layout now
familiar to the Digital Fantansia
Mysterious Adventures. A pic-
ture can be switched out from
the top half of the screen to
reveal the objects and exits
while the lower half  o f  the
screen accepts input and puts
up an occasional comment. A
click accompanies all entries
including the space key.

You find yourself in the freigh-
ter's social room where you can
see a sign and a  closed steel
door -  and a couch. I wonder if
this couch has a key in it as in
Waxworks? On examining I do
indeed find the key and a less
than useful crumpled note. Well
this is believable enough since
there's probably  about  t e n
pounds worth of change down
the side of my couch and no
doubt keys and crumpled notes.
As is the norm with Mysterious
Adventures you're told in the
bottom half of the screen that
'I'VE FOUND SOMETHING!'
and you must look within the list
of objects at the top to find out
exactly what i t  is  you have
found. A related report 'SOME-
THING HAPPENED" greets
you when you turn the dull illu-
minant rod. Unfortunately you
are not told exactly what has
happened although to be fair
you are told when you look at
the inventory -  you carry a
glowing rod.

Moving south you enter a
crewman's cabin and through
another door (GO DOOR) into a
similar crewman's cabin, but if
you try to return to the first cabin
you are greeted with the report
'WHERE?'. It appears to be a
one-way door -  strange if not
incredible. I  don't know about
you but I'm no fan of the one-
way door. Further on, when
travelling from the Captain's
Cabin to the Workshop you find
your way back blocked, a ploy
to force you down into the
maze. At  times like this you
become more aware o f  the
program in the computer and
the adventure is that much less
convincing. At other times it is
the logic of the game which
stretches your ability tobelieve
Would you normally find a cir-
cuit board beneath a pillow in a
bunk? You are allowed to move
the pillow but not to take it -
clearly the program is telling you
the pillow isn't necessary when
it might have been better to find
this out for yourself_ The more
things you can do, whether use-
ful or otherwise. makes a better
adventure.

This game has two features
which, unfortunately, have be-
come standards. Unfortunately,
because adventuring should be
an actively developing area and
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not a stale, stuffy one. I refer to
the maze end the small ruck-
sack phenomena. I gave hints
on how to tackle a maze last
month so perhaps that will re-
duce the niggle here_ The small
rucksack can only carry five or
in this  case s ix objects and
perhaps it's time for a new angle
on this one. Continually drop-
ping and picking up objects can
get laborious while often adding
little to the game. For example,
is the assumption that it's just as
easy to pick a long heavy floor-
board as to carry a small key
justifiable?

On loading this program you
are asked 'Resume play  on
game?' and there is an ugly little
bug associated with this. I was
at the Vent and pressed N to go
north but the computer did not
respond; instead I was killed by
the dust here and since the
program then asks 'Play again
Y/N?' the previously entered N
NEWed the computer leaving
me to reload a rather long prog-
ram. It would seem sensible to
have a  double check where
programs might be lost in this
fashion.

In case this all sounds a bit
too damning I must say that the
vocabulary has a powerful EX-
AMINE which isn't always the
same as SEARCH. I would like
to see all adventures make use
of these words and reserve EX-
AMINE for examining an object
which should return a detailed
description, and SEARCH for
searching an object to reveal
anything concealed about or in
it. EXAMINE in this sense may
tell you how an object might be
used or how it may prove useful
later on.

Escape from Pulsar 7 has a
very fast response time, has
good well-designed graphics
that can be easily switched on
and off  and features 42 as
opposed t o  t he  Spectrum's
more usual 32 characters per
line. However, the game lacks
that spark o f  originality and
leaves y ou with the feeling
you've seen it all before.

Difficulty
Atmosphere
Vocabulary
Logic
Debugging
Overall Value

7
6
7
5
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Items to collect
Dagger B a g Spanner K n i f e &  Fork K e y

Arcade Adventure For Spectum 48K
Money Disguise M a s k  D i a m o n d

ah neu eggsactley weut yew
are eup tew, because that ees
mei jeub.

Ah neu yew are geuing tew
trah en steal a gem steun in
mei care   b eu t  eat weel
naught be eezee mei frertd,
eau neau, me and mei treusty
servant Kaolin weel be twin
to steup yew.

Not eaunly zat, beut Les
Mks, the treu gend'armerie
minder mei comment weal be
out en force. so, you foe!, you
'aye neo  chance aggenst

You control  that P i n k
character with the tail in your
quest for the Purple Puma, a
priceless gemstone, avoid the
Police cars and enter the
buildings, evading
Gendarme Kaolin
(disguised as a chef) and of
course Cleudeau himself.

Pick up the items as you
find them, we leave you to
find out what they do!

Bon Chance

P.S.S. 452 STONEY STANTON RD. COVENTRY CV6 5DG. TEL: COVENTRY (0203) 667556
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The Lords of
Midnight
Producer: Beyond
Memory required: 48K
Retail price: E9.95
Author: M. Singleton

Beyond h a v e  produced a
game of immense complexity
that transcends t h e  s imple
word-matching o f  the  main-
stream adventure and in many
respects more resembles a
strategy war game. Many fea-
tures of the game are new or are
developed to an elaborate de-
gree setting new high standards
in Spectrum software.

The cassette is accompanied
by a lavish booklet giving thor-
ough and very sound playing
instructions. When I say you will
need them, and you most cer-
tainly will need to read some of
the hints given, I mean this as a
compliment t o  the inventive
depth whic h pervades t h e
whole prolect.

There is an original reward for
the first adventurer to finish off
Doomdark, your evil adversary_
The prize has the winner cast in
the role of fantasy fiction writer
as he will become the co-author
of a  novel based upon the
scenes of his unique version of
the War of the Solstice. Thus
you will have had a  hand in
creating the first ever computer-
generated novel. Had I heard of
this idea from a  third party I
would've immediately dismis-
sed it as half baked folly but
having seen the game I should
like to be first in line to receive a
copy.

A look at the overlay card for
the keyboard might show some
ways this game differs from the
others. I n s t e a d  o f  t h e
adventure-style input, here you
have a set of keywords. LOOK
gives a  vista with details o f
where a character stands. The
heraldic shield at the top right
tells you through whose eyes
you are looking. You can turn a
character to  look in  another
direction b y  press ing t h e
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appropriate dir ec t ion k e y .
THINK gives more details re-
garding the character and any
army he controls is numbered
and described_ CHOOSE can
lead t o  searching, hiding,
attacking an enemy and repair-
ing defences but the options will
shrink or expand with different
characters and circumstances:
a cowardly character will sel-
dom volunteer for daring deeds.
SELECT gives you a list and
allows access to the characters
under your control. At the begin-
ning of the game you only con-
trol four characters but can em-
ploy many more once you have
visited the various citadels and
keeps scattered about the land.

Although this  game is  s o
complex it is difficult to review in
the few days available there is
one feature which impresses on
the very first frame of the game.
The graphics which show your
journey through the land of Mid-
night are little short of stunning.
The panoramic views are drawn
in full perspective and consecu-
tive moves  s ee mountains,
forests, hills, citadels, towers
and fortresses rising in stature
as you approach or  fade to
distant outlines as  you leave.
The screen as a whole is very
well presented as if designed by
a graphic artist. There is  no
crude split on the main screen
but instead a pleasing mixture
of superb views of the scene,
tastefully redefined characters
for the text, a  heraldic shield
depicting the crest under which
your character fights, and highly
decorative and detailed repre-
sentations of the numbers and
type of foe you might come
across. These last are the best
I've seen on the Spectrum.

Possibly the most pleasing
aspect of the Lords of Midnight
is i t s  wonderfully coherent
storyline.

Doomdark has woken from
his slumber and the lands of
Midnight are plunged into Win-

ter. This Solstice is the peak of
the Witch kings power and it is
now that you must defeat him.
The computer plays the role of
Doomdark and intelligently pits
the evil forces against you. A
cold blast of fear emanates from
the Citadel of Ushgarak, blow-
ing across the Plains of Despair
ever southwards to where you
are busy marshalling troops.
Victory for Doomdark is elimi-
nating Luxor the Moonprince
and Morkin, his  son. Alterna-
tively he can creep south into
the peaceful land of the Free,
striking a t  its  figurehead o f
serenity and happiness -  the
Citadel of Xajorkith.

If thinking of yourself pitted
against the computer fills you
with despair don't worry, you
have your friends and your own
wits. You take the role of Luxor
the Moonprince, Lord of  the
Free and your first task is to
travel abroad and gain the sup-
port of the other citadels and
keeps throughout the land of
Midnight and amass an army.
As Luxor you have the Power of
Vision and the Power of Com-
mand which enable you to con-
trol other characters loyal to
you, move through the land of
Midnight and look through their
eyes. The closer a character or
army is to Luxor and his Moon
Ring the less demoralising is
the effect of the Ice Fear that
emanates from the Plains of
Darkness as the ring radiates
the strength and warmth of his
mind.

Your most trusted compan-
ion, and the most important per-
son in the quest, is  your own
son Markin who is half human
and half fey. By  virtue of his
unique ancestry Morkin c an
withstand the utter coldness of
the Ice Fear which is increasing-
ly directed a t  h im  a s  h e
approaches t h e  Citadel o f
Ushgarak and so lifts some of
the burden upon the armies of
the Free.

You initially have control over
four characters: Luxor, Morkin.
Corleth the Fey and Rothron the
Wise but as you progress such
characters a s  t h e  Lord o f
Shimeral and the Lord of Brith
and their armies add support to
the forces of the Free_

Ill run through a typical game
it may show you some of the
great features i t  h a s  a n d
perhaps some tips i f  you've
already got a copy.

My tactics, and remember
you'll need them as this is very
much a strategy game, involved
building up armies at the Citadel
of Shimeril guarding the west-
ern route into the tranquil south-
east and at the Keep of Athoril
which overlooks a major route
south.

Luxor headed south-east
past the cave o f  shadows,
through t h e  Mountains  o f
Ishmalay to the Keep of Brith
where the Lord Brith is recruited
to the cause. Lord Brith travels
north-east t o  the Citadel o f
Shimeril while Luxor leaves to
the east to recruit Lord Milberg
who in  turn heads north t o
Shimeril_ Mitharg picks up an
extra 100 warriors on his way at
a keep in the Domain of Blood.

Morkin travels east to the
Domain of Morakith and finds
shelter and  refreshment a t
keeps along the way. In the east
he gets quite a shock to see
Doomdark's troops lined u p
with 890 riders. Markin finds it
difficult to recruit Lords of keeps
and citadels, presumably be-
cause he is so young, but does
manage to persuade the Lord
of Whispers  a  little further
along his way.

Corleth headed e a s t  t o
Shimeril ahead of Morkin and
seeks and finds the sword Wolf-
slayer -  very handy when you
meet wild wolves as  well as
Skulkin and ice trolls. You can
become very blase about killing
these creatures but if you are
tired they'll give you a  nasty

surprise. Corleath is  very in-
vigorated. and utterly bold and
the Ice Fear is mild. In these
early stages all is going well.

Rothron goes north-east but,
apart from recruiting the Lord
Blood who takes his 1190 riders
and 375  warriors south t o
Shimeril, he plays little further
active part in the game and
comes to an untimely end at the
hands of the Skulkin.

During the night of the third
day Doomdark has made his
presence felt. The bloody sword
of battle brings death in the
Domains of Kor and Lorgrim
which are unfamiliar to me, I
consult the map to find they are
in the far north in the vicinity of
the Citadel of Ushgarak.

Lord Blood loses 10 in the
battle of Blood but picks up 100
warriors in a keep in the Domain
of Blood on his way south. He
finds Lord Mitharg at a  keep
unaware he is so near to the
Citadel of Shimeril where the
Free have decided to meet.
Blood takes Mitharg south with
him.

CRASH ADVENTURE TRAIL CHART
Most computer magazines

lish their own charts these
With only one or two

ceptions. adventure games
fare badly in  these charts.
Mainly because few adventur-
ers are stocked by the chain
stores who make up the charts.

We at CRASH would like to
produce the fi rs t adventure
chart. This chart will be based
on what you think about the
games you have played, not on
sales figures. This will give the
many excellent games not sold

by the chain stores a chance of
charting. This should prove a
much better indicator of which
really are the best adventure
games than does any other
chart.

To contribute all you have to
do is give the adventures you
have played a rating out of ten
and send these ratings to us at
CRASH. We will then calculate
the average readers rating for
each game and draw up the
adventure charts accordingly.

Voting o n  t h e  C R A SH

Adventure Trail Chart need
not affect any votes you might
want to send in to the main
HOT LINE CHART, so don't go
dropping adventures out o f
your HOT LINE votes because
you also want to vote for the
ADVENTURE CHART,

The names o f  a l l  con-
tributors will go into the bag for
a monthly draw and the first out
of the bag will win E40 worth of
software and a CRASH tee-
shirt, with five runners up win-
ning a CRASH tee-shirt each.

You may WRITE in to us or ring
us on the CRASH HOTLINE
PHONE-IN N U MB ER  b u t
please remember to tell the
answering machine that your
vote is for THE ADVENTURE
CHART. The number is 0584
3015.

CRASH ADVENTURE TRAIL
CHART, P O  BOX 10,
LUDLOW, SHROPSHIRE
SYS 1 DB
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The Lords of Shimeril, Brith,
Blood and Mitharg are now en-
camped within the relative safe-
ty of the Citadel o f  Shimeril,
overnight losses being small —
say 5 to 10 warriors and about
the same riders per  army a
night.

In the later stages o f  the
game Luxor recruits and sends
Lord Dawn to the citadel with
1200 warriors and 600 riders
bringing the total warriors in the
Citadel of Shimeril up to 3500
and riders to 4000. Later Luxor
finds Athoril, with its keep and
Lord Athoril and begins to build
up forces here, the point I had
chosen as  the second major
bastion of defence and counter
attack. The Utarg of Utarg mar-
ches his  1000 riders to  this
second meeting point. Howev-
er, on his  way he is  not s o
committed as  to recruit other
armies and this is left for Luxor
to do.

At the end of the seventh day
at nightfall, w h e n  look ing
throughout the eight compass
directions, I  could s ee  t h e
silhouettes o f  t h e  towers ,
citadels and armies that sur-
rounded m e ,  m y  thoughts
turned north to Morkin who I
now knew had this very day
penetrated deep into the dark
Mountains of Ugrom, into the
Tower of Doom and at this very
moment was wondering how he
might get back with that pre-
cious object held tightly within
his grasp. H e  had the Ic e
Crown.

many mien t ing,  logical prob-
lems and is  well worth the
asking price.

Difficulty 7
Atmosphere 7
Vocabulary 7
Logic 7
Debugging 9
Overall Value 8

Difficulty
Atmosphere
Vocabulary
Debugging
Overall Value

Colditz
Producer Phipps
Associates
Memory required: 48K
Retail price
- 
E 6 . 9 5
Author: T. Barber

8
10

NIA
10
10

Phipps made their name with
The Knights Quest and have
quickly followed it  with many
similarly presented pieces. This
latest has you prisoner of the
Germans in Colditz Castle.

The game uses the same
split-screen graphics and scroll-
ing text window technique as its
famous predecessor and is yet,
curiously enough, written by a
different author. Unfortunately,
it also retains the curious hold
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up in loading. The first section
gives you the information, some
of which is far too trivial to be
included in  the program and
would be better placed on the
cassette insert. You then start
the tape once more to get the
loading screen and the main
program itself.

Many early Spectrum games
had reams of information dis-
played on the screen and you'll
no doubt remember how diffi-
cult it was to read — especially
with a white background on a
colour TV. I  think the general
shift from screen instructions
toward more sophisticated cas-
sette presentation is  a  good
move. Af ter  a ll,  t h e  illegal
copying of a tape isn't quite as
effective if you have to forfeit the
complex playing instructions left
behind with the packaging.

The game takes a long time
to load but the loading screen is
very colourful depicting t h e
sombre outline of a prisoner of
war camp. On pressing a key
you are asked if you are starling
a new game. Perhaps it's just
me being pedantic but I really
had to think before answering
yes. It may have been better to
have had something like 'DO
YOU WISH  T O  LO AD A
SAVED G AM E ' .  Pe r h a p s
again I ' m  just being awkward
but I seem to have done a lot of
button pressing and waiting to

)1!
have the first frame in front of
me,

Your mission is  to aid the
escape of  a  prisoner locked
away in a solitary cell of the
castle. You begin in the court-
yard w h ic h  h a s  dif ferent
graphics to distinguish between
the NW, NE. SE, SW sectors.

The first graphic depicts the
NW courtyard and you notice
the h ig h  standard o f  t h e
graphics, better than those in
Knights Quest, bu t  likewise
tucked away in the top left cor-
ner. Although I have reserva-
tions regarding the artistic lay-
out and impact of this arrange-
ment (a darker background with
light print may have, quite sim-
ply, lessened t h e  gauc he
appearance) this method of dis-
play has one great advantage —
it is fast. You can map out your
tracks rapidly with the graphics,
which are always displayed.
acting as useful quick markers.
Compare t h i s  t o  mov ing
through a text-only adventure,
especially one with a long scroll-
ing list of location descriptions.

The beeps and squeaks the
keyboard emits may seem a
minor point but an experienced
adventurer knows how impor-
tant it is to enter without mis-
takes. Coiditz has a good selec-
tion of distinguishable beeps.
Each letter entry induding the
space key — a common source

of error on the Spectrum — has a
loud beep. When you are told of
your inability to walk through
doors or if the program needs
you to be more specific a beep
will draw your attention to the
computers remark in the bottom
half of the screen. The beep that
tells you the program is ready
for your next input is good but
rather necessary as  although
the graphics are fast the pro-
gram itself is  a  trifle s low.
'Machine coded to  give fast
responses to your commands'
says the cover but not fast
enough for my taste.

On delving deeper into the
adventure the game becomes
eminently mappable but  the
early impressive graphics dry
up a little. At a guess I'd say that
the number of locations with
graphics falls well below 50 per-
cent. This is somewhat counter-
acted by detailed descriptions
and one doesn't expect mir-
acles with only 48K but if you
are new to the way in which
adventures are marketed it may
be worth noting in the text vs.
graphics debate. Just for the
record my purist instincts favour
detailed word descriptions but
with a colour TV an attractive,
fast graphic never goes amiss.

The language used is basi-
cally Verb/Noun with two steps
to open a door — unlock, then
push open. The usual direction
abbreviations are, thankfully,
provided: N, S. E, W, U. a  The
first four letters define the other
nouns. Verbs include look, quit,
get, drop use, open, inventory
and examine. Elsewhere the
language can appear a  little
atypical e.g. LOWER ROPE
rather than the more usual TIE
ROPE. THROW ROPE and
then you can immediately climb
up!

By the way, although I try my
best to complete a reasonable
amount of an adventure in order
to give fair comment, I am in-
debted to Phipps and Trevor
Toms for providing what is in-
deed a 'Supa Solution' sheet.
Not only does this put the re-
viewer into a favourable frame
of mind but also allows people
like myself to impress with the
easy wisdom the sheet imparts.

Colditz has fine graphics with
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This month, after receving sev-
eral letters on the subject, I am
introducing a coding system for
the adventure tips. The clues will
have each letter rotated forward
one place through the alphabet
i.e. A becomes B etc_ To get the
solution all you have to do is step
one step backwards.

I do like to hear what you think
of the games you've played and
on this subject Ron Wells of
Brentwood writes some very in-
teresting comments.

'KNIGHTS GUEST (Phipps):
so Crash reviewers thought the
plot was thin -  only a forerunner
of Phipps' much better games. I
don't agree. I think this is one of
their best. Bet you can't go more
than 2  or 3  moves at a  time
without being stumped. One to
keep you frustrated for many,
many months.

MAGIC MOUNTAIN (Phipps):
a superb adventure containing
some intriguing and onginal puz-
zles. Dwarves, genies and magic
carpets all add to a marvellous
atmosphere.

PHARAOH'S T O M B
(Phipps): quite a bit easier than
other Phipps' adventures, but

still above average with some
nice graphics. Very enjoyable
and not too frustrating.

MOUNTAINS OF KET (In-
centive): a splendid effort, but
spoilt for me by the silly combat
sessions with which you be-
come thoroughly bored, thus
spoiling your enjoyment of the
game.

GOLDEN BATON (Digital
Fantasia): imaginative descrip-
tions and lovely graphics com-
bine to make this a very com-
pelling adventure. One of my
all-time favourites.

THE HOBBIT: undoubtedly a
classic -  despite the odd bug,
and t h e  tiresome repetition
when in the dungeons.

MAN I A:  absolute rubbish.

ARTIC ADVENTURES A
-
E :

all highly recommended and of
consistently high standard."

Ron goes on to request some
help:
"Golden Baton: how do you
raise the portcullis?
Pharoah's Tomb: how do you
put out the fire in the fire room?

I'm sorry to say that I can't help
him with these, but if you know
the solutions perhaps you might
drop me a tine.

And now for a few problems I
can answer.

It's good to see The Hobbit
still causing problems. Pau l
Jasper from Malvern, Worces-
ter writes:

"In The Hobbit I never get
further than the black river. It
says you should look tor a boat_
can never find it."
Well Paul, try

UISPX S P O F  B D S P T T
SSWFS

and then
OVMM SPOF DBSFGVMMZ

Keith Simpson o f  South
London is still stuck in the Gob-
lin dungeon. To escape from
the dungeon:
TBZ U P  UIPSSO  ' PO PO

X..10EPX%
TBZ UP UIPSSO 'DBSSZ Nr.
TBZ UP UIPSSO 'HP M U ' .

After this escape, avoiding an
early return is another problem!

Alastair Luxton of Newbury
has ground to a halt in Level 9's
Colossal Adventure. It appears
the large snake in the Hall of the
Mountain Kings  i s  creating
some problems: Well, Alastair,
answering two of your ques-
tions in one, try

GFSS CJSE
As to where the pirate takes

the treasure he steals. I couldn't
tell you: he says he takes it to
the maze. I've mapped out the
first maze and it isn't there while
after several visits to the second
maze via the stalagmite I still
have not found the booty. Is
there a third maze or is it a cruel
hoax?

Robin Hogg from Swansea
is at an impasse in Velnorrs Lair.
He asks: "How do I cross the
chasm with molten lava flowing
below? I have the 25ft plank but
it is too short!"

You will need to create a
bridge o f  course; when you
have the necessary object all
will become clear,

Mary Henson of Leicester is
having problems with sharks in
the same game. To pass them

you will need the key as men-
tioned by the Goblin Chief. No!
You didn't k ill him? She also
comments that the save routine
is terrible. I tend to agree, but it
need be no longer. Here, exclu-
sive to Crash, are alterations to
vastly improve the save routine.

VELNOR'S NEW SAVE
ROUTINE

I BREAK the initial title screen
directly after loading.

2. Delete the following lines:
252 4 8 7 0
254 6 1 0 9
4002 6 1 3 0
4860 6 1 4 0

3. Insert the following lines:
1 PRINT  A T  2,0:"LOAD
SAVED GAME?"
2 IF INKEYS -  'V"  THEN
LET V$ -  ''LOAD'':GOSUB
250:GOTO 100
3 IF  INKEYS "N"  THEN
GOTO TU
250 IF V$ = "LOAD" THEN
CLSPRINT#0:"START
TAPE":"LOAD" VELNO R
1" CODE: LOAD "VELNOR
2" CODE
251 IF V$ = "SAVE" THEN
SAVE "VELNOR 1" CODE
PEEK 23627 + 256 • PEEK

ro g il

23628: PEEK 23641 +
23642 • 256 -  PEEK 23627
- 256 • PEEK 2 3 6 2 8 :
SAVE "VELNOR 2" CODE
23552,180: RETURN

4. Save game by SAVE "VEL-
NOR" LINE 5 •

Steven Roberts from Wigan
is having trouble moving the
elephant in  Temple of  Vran.
Actually Steven, your questions
give the solution to the problem!
Anyway, here it is:
NPWF JO US FMFOIBOUT
MPDBUJP0 XJUI OFBOVUT.
JU X J M M P  J P M M P X
ZPV.ZPV DBO U F O  GFFE

FMFOIBOU.

Mark Richardson of Hud-
dersfield is  stuck early on in
Knight's Quest. Alter saving the
dwarf he cannot get past the
dragon or  the giant and has
been unable to communicate
with them_ I 'm not surprised
after trying to kill them! Anyway
try:

GFFE ESBHPO
By the way Mark, one letter is

enough!

I'll finish off with a problem
that both myself and Stuar t
Roberts o f  Wraysbury have
been struggling with. How to do
you get through the security
door in the Snowball Hilton. Any
help would be most appreci-
ated.

This month's twelve pounds
of software goes to Ron Wells
of Brentford for his useful com-
ments. Keep on sending your
letters and don't forget each
month twelve pounds of soft-
ware awaits the writer of the
most interesting letter,

CRASH August 1984 1 5
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FOR THE ZX SPECTRUM 48K
SINCLAIR, KEMPSTON

AND CURSOR JOYSTICK
COMPATIBLE

REALTIME SOFTWARE, PROSPECT HOUSE, 32 SOVEREIGN STREET, LEEDS LS1 4BJ
CRASH August 1984 7 7

Please send me _ c o p y / c o p i e s

of 30 TANK DUEL at E5.50 each (p o st  and packing free)

Cheques/p.o. payable to REALTIME SOFTWARE

Name__
Address

Postcode

Itedla



The CRASH
HOTLINE

AUGUST HOTLINE STATISTICS
Preparations f o r  school ex -
aminations don't seem to have
affected the numbers of voters
this month, with only a  slight
decrease since July's chart in
votes cast over 23,000. Jet Set
Willy still rides well at the top.
having slightly increased its tot-
al of the vote to 20.04%, thus
proving that bug or no, it's the
most popular game around. Atic

Atac and Manic Miner each lost
a little ground overall, probably
to Sabre Wulf which received
5.26% of the total votes cast.
The battle between Code Name
Mat and Wheelie was close with
Wheelie receiving 4.89% and
CNM received 4.73
6
/0. 
B e t w e e n

them, the top ten games totalled
61 .17% of the votes cast.

THE CRASH HOTLINE PHONE NUMBER IS
0584 (Ludlow) 3015

HOW TO USE THE CRASH HOTLINE
Method
king the Hotline telephone number (above) and record your votes on the answering machine
Please speak clearly, spelling out name and address it it's a 'drtliculT one! List your rive gamesstarling with the number one.
Method 2
Lies the coupon bike ",  rnalung sure yo u ]  in ell the detail• Pop the coupon in ttn envelope and
send it 10 us Allentetively you may send a letter it you dOn't want to cut up the msg.
The telephone Hotline is getting very lammed after a new iStilt0 comes out, so bear with us it its
engaged. it all else lags -  write int

BRILL 'N' FAB
HOTLINE PRIZES!

Whether you phone or write in, all names go into the
voluminous bag to be drawn monthly. First out receives
E40 worth of software plus a CRASH tee shirt, and the
five runners-up receive three issues of CRASH free plus a
CRASH tee shirt_
Others may try and copy us but the CRASH HOTLINE
CHART is the one that counts - and you are the people thatmake it count.

YOUR VOTE IS EXTREMELY
IMPORTANT U S E  IT  PLEASE!

C R A S H  H O T L I N E  W R I T E  I N  C O U P O N  M y  top five favourite programs in descending order
Please use block capitals and write clearly! a r e :
Name

Address

Postcode

Send your coupon to: CRASH HOTLINE, PO BOX 10,
LUDLOW, SHROPSHIRE SY8 1DB
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Big climber this month (no prizes for guessing) is Ultimate's Sabre
Wulf, which entered suddenly last month at 29 and now fights it out
with sister program /Vic Alec Just below, another battle has been
going on during collation between Code Name Mat and Wheelie,
each swapping positions with each vote and Wheelie finally winning
out. Oceans Pogo has picked up nicely, slotting in at 13 a rise of 9
places from last month's 22 position. Psytron (Beyond) has made a
good climb up 16 places to this months 20 slot. Blue Thunder has
also moved up 15 places to this month's 24 position (annoying no
doubt for the person(s) who spent over half an hour on the Hotline
telling us in graphic detail what they would do to us if it made
Number 1!). A 19 place climber is Mugsy from Mel bourne House.
New appearances from Moon Alert (Ocean), and two games with
only a short voting time — Lords of Midnight. the new adventure from
Beyond, and Micromania's Kosmic Kanga, in at 48 and 49
respectively. Nice to see new in the shoot em ups Ad Astra from
Gargoyle Games and Delenda from Interstella.

PLEASE NOTE!
The CRASH HOTLINE is for recording votes only There is no point leaving
general magazine or mail order quenes on it because the tapes are only
monitored towards the end of a schedule for collation. Telephone numbers
for other departments are listed in the Masthead on page 3.

TITLE

1

2

3

4

5

PRODUCER



CRASH HOTLINE SPECTRUM
SOFTWARE CHART

TOP 50 FOR AUGUST 1984

i fi g t rrs . 1 4 N t e M f t t I .  •  p o w ,

1 (  1) JET SET WILLY Software Projects
2 M A N I C  MINER Software Projects
3 A T I C  ATAC Ultimate
4 S A B R E  WULF Ultimate
5 W H E E L I E  Microsphere
6 C O D E  NAME MAT Micromega
7 L U N A R  JETMAN Ultimate
8 C H U C K I E  EGG A & F Software
9 F O O T B A L L  MANAGER Addictive
10 3 D  DEATHCHASE Micromega
11 T R A S H M A N  New Generation
12 S C U B A  DIVE Durrell
13 P O G O  Ocean
14 T H E  HOBBIT Melbourne House
15 F I G H T E R  PILOT Digital Integration
16 J E T P A C  Ultimate
17 F R E D  Quicksilva
18 C H E Q U E R E D  FLAG Psion
19 N I G H T  GUNNER Digital Integration
20 P S Y T R O N  Beyond
21 3 D  ANT ATTACK Quicksilva
22 T H E  QUILL Gilson
23 A N D R O I D  2 Vortex
24 B L U E  THUNDER Richard Wilcox
25 B L A D E  ALLEY P.S.S.
26 V A L H A L L A  Legend
27 P E N E T R A T O R  Melbourne House
28 P Y R A M I D  Fantasy
29 K R A K A T O A  Abbex
30 M U G S Y  Melbourne House
31 J A C K  AND THE BEANSTALK Thor
32 A L C H E M I S T  Imagine
33 P S S S T  Ultimate
34 M O O N  ALERT Ocean
35 S N O W M A N  Ouicksilva
36 T R I B B L E  TRUBBLE Software Projects
37 M A Z I A C S  DICTronics
38 P H E E N I X  Megadodo
39 U R B A N  UPSTART Shepherd
40 S C R A B B L E  Psion
41 Z Z O O M  Imagine
42 T R A N Z - A M  Ultimate
43 O R C  ATTACK Creative Sparks
44 A D  ASTRA targoyle
45 H U N C H B A C K  Ocean
46 D E F E N D A  Interstella
47 P O O L  C.D.S.
48 L O R D S  OF MIDNIGHT Beyond
49 K O S M I C  KANGA Micromania
50 C O O K I E  Ultimate

( 2)
( 3)
(29)
( 5)
( 6)
( 4)
(10)
( 7)
( 8)
(18)
( 9
)(22)
(14)
(11)
(15)
(16)
(12)
(17)
(36)
(19)
(24)
(13)
(39)
(35)
(20)
(30)
(21)
(25)
(49)
(44)
(27)
(
4
8
)

(—)

(45)
(33)
(
4
3
)

(38)
(23)
(26)
(41)

(32)
(—)
(—)

(—)

V O T E  for the
CHARTS

This months Hotline winner is Sean Hawkyard, Donninglon, York. The four
runners-up are:  Gordon Shennan,  Ayre. Andrew Banes ,  Llandudno,
Gwynedd; Mark  Graymark ,  Crawley .  W.  Sussex; and A.  WI tchell,
Alveston, Bristol.

The winner of the Adventure Trail Hotline is: Neil Gilleade, Doveridge,
Derbyshire, and the runners-up are: Andrew Bowgen,  Wetherby, W.
Yorks: R. Graham, London N M I :  B.J. Singleton, Salisbury, Wilts: and
N.S. Wilson, Shepperton. Middx.

r_._,..i.,.. ............,,,,,,.......
4
5
6

13;:
18
19
20
21

I?!
25
26
27
128
109
30

( 1
)( 2)
( 4)
( 6)
(9,1
(10)
( 7
)(13
( 8)
(20)
(14)
(30)
(
1
7
)

(11)
( 3
)( 6)

(19)
(18)
(—)
(—)
(12)
(26)
(27)
(/6)

(15)
(29)

THE HOBBIT Melbourne
VALHALLA Legend
ESPIONAGE ISLAND Artic -
URBAN UPSTART Shepherd
INCA CURSE Attic
MAD MARTHA Mikrogen
ORACLE'S CAVE Dorcas
MOUNTAINS OF KET Incentive
PLANET OF DEATH Artic
SHIP OF DOOM Attic
BLACK CRYSTAL Camel!
MA NI A  Automata
INVINCIBLE ISLAND Shepherd
GOLDEN APPLE Attic
VELNOR'S LAIR Quicksilva
GROUCH() Automata
SNOWBALL Level 9
FANTASIA DIAMOND Hewson
LORDS °F I NE  Level 9
CIRCUS Digital Fantasia
SUPER SPY Shepherd
LORDS OF MIDNIGHT Beyond
QUEST Hewson
CLASSIC ADVENTURE Melbourne House
TRANSYLVANIAN TOWER Shepherd
COLOSSAL ADVENTURE Level 9
TEN LITTLE INDIANS Digital Fantasia
KNIGHTS QUEST Phipps Associates
PHAROAH'S TOMB Phipps Associates
DENIS THROUGH THE DRINKING GLAS11Applications
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Aliti6:11,
I thought things were bad enough when I only had the
CRASH FORUM letters to worry about! It's getting hard to
see out of my little window with all the letters piling up! Still, it's
fun to read all your tips and sorry for all those I can't get round
to putting in. Please note that at the time of writing, most if not
all the tips or POKEs have not been tested by anyone at
CRASH, so it's down to you to find out if they work or whether
they are hoaxes. Talking of hoaxes, the trailer in Lunar
Jetrnan does not exist, and as the man-made monster
possible in Atic Atac, that too seems to be a cruel joke (pity
really)!

Anyway, ever onwards. We'll kick off with an unusually
honest writer...

1 U P  t e
0 0 4 0 7 0- et

9 1 9 :
1
1 , M
O M S

Hoesese a u poseeee

Jetpac - so far on this game my
highest score has been over ten
million. It took me nearly two weeks,
leaving the Spectrum on overnight.
At one time I had 45 men which was
around the letter R or Sin the
alphabet (alter 9 the men change to
symbols then letters). What !did
though was not cheat! Not like so
many others by standing on one of
the platforms and sheet 4 and
allowing the planes to crash into it
thus gaining thousands of points.
NO, on the contrary, what I did when
I left it on overnight was to reach the
fifth sheet and position tetrnan on
the top hght platform until six aliens
gathered beneath him. Then if you
leave him, nothing happens - you
don't gain points and you don't lose
them.
Steve Lea, North Anoton, Nr
Sheffield.

What a refreshing change,
someone who doesn't cheat'

Of course Sabre Wulf has
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resulted on a rash of tipsters.
Certainly the earliest was by phone
from Chris Coleseli of Littieworth.
Stafford who rang to say he had
worked out of POKE which gets rid
of any monsters which matenalise
(le. it leaves the hippos and natives
and the mill). Since we have a
policy here not not releasing cheat
POKEs too soon, can' t  on'nt it (do I
hear the gnashing of teeth!), but
perhaps sonic of you have already
worked it out. It does work and has
been put to good use in the CRASH
mapping dept. Thank you Chris.
and for your trouble we will be
sending you the software you
suggested you would like. Chris
goes on to say:

When you are not using your sword.
put it away as you run faster without
it. Do not attack the gatekeeper or
the wo41 as they automatically kill
you. II you find Me bottom right
corner in the second pit you can
nine times out of ten find the other
part in the second clearing up to the
left of the mountains.

Nell Gore of Maghull,  Merseyside
writes:

The amulet is divided into four
pieces. If you see anything flashing
its a piece. The small statues are
extra men. The natives, hippos,
rhinos and warthogs cannot be
killed but can be made to move. The
mil l  cannot be killed and your best
bet is to run away, but don't get
trapped in a corner. Red orchids
make you invulnerable for a short
while and you can walk through

large open spaces (says Richard
Barker of Yeadon, Leeds). Have
your sword out at all times. If in
trouble through lack of men wait
beside an orchid for it to bloom blue,
red or purple and keep changing
screens to avoid the fireball. Look
out for the small red doll shaped
things - they're extra men.

Richard differs from Chris Colesell
in the use of the sword. As to the
possible positions of the amulet
pieces, At Smith of

_f**1
1 
_
f
* t
i

_04

inhabitants but your speed is
reduced. Blue orchids make you
super fast, purple make you lose
your sense of direction (all keys
reverse action), white orchids
change you back to normal.

I found the best way of avoiding the
wulf was to dive upwards into the
first possible pathway (pot the
sword away for extra speed as the
mif f  is faster than you are). Be
careful when you re-emerge!
LM

The parts to the amulet are always
in totally random places, usually in

Loughborough, Leics. (Who
claims to be the first to complete
Sabre Wu It on the 3rd June and
confirmed by Ultimate to be the first
claim they received) says:

The parts of the amulet are always
found in caves (dead ends) or next
to huts and as there are only a few
variations of positions of the four
pieces it is possible to calculate
where they can be each time,

David Fortune of Bromley, Leeds
suggests:

Extra lives are obtained by running
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over !he small voo doo dolls
scattered about As you can only
have a maximum of 9 byes ifs wise
not to run over too many extras as
you may need them later.

Well, so much for Sabre Wulf (for
the time being no doubt) and onto
something useless but fun.
Jonothon Blythe (no address
given) comments on Reviewers'
Competition runner-up Gary
Bradley's remark wondering how
Ocean managed to get three
different blues into their logo.
Jonathon says he can get six
shades and encloses a small
Program. We took a close look at it
and decided it could be improved
upon, with a resulting 14 shades of
blue (well some of them area bit
dodgy). Try this:

5 PAPER 0: CLS
10 FOR a = 0 TO 6 STEP 2
20 POKE USR "(Graphics A)" +

a, BIN 01010101
30 POKE USR "(Graphics A)" 4

a -1- 1, BIN 10101010
40 NEXT a
50 FOR g 0  TO 30 STEP 2
60 READ p,i
70 PAPER p
80 INK i
90 FOR a = 0 TO 21

100 PRINT AT a,g; "(2 * Graphics
A)"

110 NBCT a
120 NEXT g
130 DATA 0,3,3,4,5,3,5,2,1,23,1,

0,5.0,1,1,5,5,7,1,7,5,5,1,1,4,1,
0,7,0,0

150 INK 7: PAPER 0

Good grief, we're turning into a
listings meg
,  
A n y w a
y .  
J o n
o t h o
n ,  
t
r
y

Thai one out, it looks quite pretty!
Richard Van der Leeden of

Mort imer, Berkshire has an
interesting tip for Penetrator
players:

It you go into training mode on
Penetrator by Melbourne House, it
will ask you which stage you would
Ike to train on(1 -4). ltyou enter 5
you will go to the filth stage with the
alien base!

Andy Clark of Norwich, Cheshire
has also discovered this but goes On
to say:

The landscape editor is really great.
I have numerous landscapes saved
on tape and can load them any time
after loading the game. It also lets
you add or take away missiles and
radar scanners which can make the
game much more easy or difficult.
Keep up the good work with Britain's
finest Spectrum magazine.

Mark Smith (14)of Norwich,
Norfolk  in keeping with Rupert
Loughton (15)0f Wheaton Aston,
Staffs. John Shields from Hayes.
Atiddx, and many others sent in up
to eight codes for Wheelie by
Microsphere:

2 -  WITTY, 3 S HA RK ,  4 =
BEBOP. 5 = XENON, 6 -  ZX83B, 7
- 2MOL3 and 8 -  HRM E2. Are

there anymore
? 9 K r i s  
H a m m
o n d

from Whitchurch. Bristol also had
eight codes in his letter but went on
to say

Another useful hp to know is the
function of not burning any fuel. This
is done by going as slow as
possible, so that your speed and rev
counter are both level at the
minimum. This way you will not lose
any fuel. It took about a month to find
out.

Well at that speed I'm not surprised!
Surely this makes Wheelie a bit
boring to play though'?

Colin Glaister (13) from
Lowton, Nr Warrington wrote in
(again alongside many others) to
point out that the lips for accessing
any room in Manic Minor we printed.
were only for the original Bug-Byte
version. He says:

To achieve the same effect on the
Software Projects version of the
same game the word
TYPEWRITER must be typed in
whilst holding down the 9 key. The
screen codes are then the same
except that where a 6 appears in
them a 9 should be pressed instead.

Matthew Smith (Manic Minor and
Jet Set Willy) obviously has a tidy
but reversible mind. A similar
procedure may be used on Jet Sel
Willy as asvidFenson of
Lutterworth, Leics, and many
others have discovered:

Go to the bottom of the stairs in lie
First Landing and type in the word

WRITE TYPER. Then press a
combination of keys 1-6 with 9 and
you will now appear in a differenl
room. For example, 9.1 puts you on
The Bridge and 3,4,9 puts you on
The Tree Top. From then on you
needn't go back to the First Landing
to make your jump. However, when
you jump, make sure you position
Willy carefully, otherwise he may
end up in a wall or in thin air.

Steve Lightfoot (14) from
Cheadle Huhn*, Cheshire writes
in with the same information and
adds the POKEs published in last
month's issue which rids the Attic of
its chain reaction bug, but adds:

The best way to get to the
Conservatory Roof is to start a new
game - don't move Willy. Press 3,
then 9 (The Drive) and then 6. Keep
these keys down. You should now
be transported to A Bit Of Tree.
Keep the keys down until you are
lust above or on the top ledge.
When you are on the ledge, jump
up. You should be in Under The
Roof. Now move left

I can now do JSW thanks to these
methods, To finish you will need 83
items. As soon as you touch the bed
In the Master Bedroom, you go
running back through the Top
Landing and into the Bathroom.
your head goes into the toilet and
you wave your legs!

Onto Rrebirds (Softek): Load the
first two parts then break, edit the
line and type POKE 24164,n (up to
255!) before the RANDOMIZE USR
statement.

11101111N13A1
We can now offer a limited number of Back Copies to readers

who may have missed out on

CRASH issues
Don't wait-they're in short supply!
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Jon Ritman, the author of Arbc's
Bear Bower, wrote in answer to the
letter from Michael C. Shepherd
(issue 5 page 30);

The mistake he seems to have
made is to accidentally switch into
BABY BEAR MODE before he
started (it's meant to be for babies!).
Michael probably didn't notice until
round 5 due to his frantic attempts to
avoid the BEARS. I suspect he was
in this mode when he made it back
to round I as I have never got past
round 8 in BIG BEAR MODE (any
extra teddies only appear in Big
Bear Mode). As far as the guest star
after BOVVERBOT (who is this
Jetman??) I'm afraid I can't help as
I've never got tar enough. My
highest round black thing (with
included hole) is 140.000 and
would be interested to know if
anyone can beat this!

Chief Bovverer, Jon Ritman,
London N13.

Before we go on to the Hall of Slime,
here are two letters on the sutyect.
The first is from someone who signs
himself The Dolphin (friend of
Ziggy) who comes from Renfrew'

1 1 " . . . 1 1
1 1 1 1 1 1
1
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1 1 1
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1
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° 1 1
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fond  the claim of Mark Ellis of
Cleveland hard to swallow, in that
he scored 147,000 ODD in Pyramid.
Anyone who has toiled with the
flapping dustbins, mutant
strawberhes and the psycho cycles
will know that any score over
145,000 is practically impossible,
Unlike most shoot em up games
Pyramid has a max possible score
of 149,985. So how about a more
accurate system of accepting these
claims, like asking for the hi-score
codes?

Well not every game provides a
hi-score coding system for one thing
and for another it would mean
manufacturers providing us mth
those codes so we couki check
them, which might be a bit
complicated; No, I think until the
state of technology catches up with
us for score verification. we'll Just
have to rely on your honesty in
these matters, as the next letter
suggests!

Let me start this letter by thanking
you for printing my hi•scores in your
Hallo! Fame (you've got us mixed
up with another mag - ours is a Hall
of Slime -1-M) but then you had thri
cheek to suggest that the scores
had no way of being true (well you
made that Impression). I'm not
saying that people don't he about
their hi-scores because I know a few
who do (sorry Neil). But in all I think
your magazine is ace and I haven't
missed one issue of it.

Richard Avent, Downend, Bristol.
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Chuckle Egg 580,190 on L40
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Ant Attack 45,284 and 10 people
Past 30,065
Bear Bower 12,000
P. U. Devereau, St Albans

Lunar Jetman 414,000 on L99
Simon Wright, Sheldon, Birmingham

Sabre Wulf 97,420 and 67%
James Eade. Harrow, Midds

Chuckle Egg 394,660 on 1_31
Daniel Beanland, Oakham, Rutland

Sabre Wulf 92,955 and 74%
Andrew Havikes, Sheepy. Kent

%

Tribbie Trouble 18,380
Adam Thomson, Shoreham, W.
Susses

Trashrnan 27.358
Lunar Jetrnan 300.000 on 1.22
Kevin Fitzgerald. London E4

Hunchback 1
. 4 8 5 . 1 0 0Deathchase 87.777
Monsters in Hen 1008
Chuckle Egg 271.960
Time Gate 12,600 (L5)
Trashman 10.379
Moon Alert 14,780
Wild West Hero 30,325
Alan Orion, Ayrshire, Scotland

That's it for this month. Keep the
scores coming (and climbing) and
remember, honesty's the best policy,
keep your teeth clean, wash behind

N
\  
y
o
u
r  
k
n
e
e
s  
a
n
d  
y
o
u  
t
o
o  
c
o
u
l
d  
b
e
c
o
m
e

,,
i 
a 
h
i
-
s
c
o
r
i
n
g 
f
r
e
a
k 
a
n
d 
c
l
i
m
b 
t
o 
t
h
e

U T O P  of the RAM.
) LM

Sabre Wiel 153.530 and 87%
R. C. Hambrow, Taunton, Somerset

Sabre WWI 158.045 and 82%
A. Seymour, Poulin Porth, Cornwall
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Chuckle Egg 415.830On L32
The Dolphin, Refrew

Sabre Wulf 78,190 arid 45% well 2
pieces
Neil Gore, Merseyside

Sabre Wulf 199,965 and 98%
L  Rain (14), Kidderminster. Worcs.

Ocean Kong 628,600
Graham Ashmore, Colwyn Bay, Clwyd

Pyramid 124,598
Nell Ward
Hunchback 4,000.000 and Origter
1,034.000
David Baxter. both from Colwyn Bay,
Clwyd

Atic Atac 2 minutes 26 seconds
Bugabo 19 seconds by
S. C. Fryer, Plymouth

Bear Bovver 140.000
Jon Ribman (he wilat wrote to

NM**
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This month's CRASH QUIZ has been sent in by Peter Lloyd of Redditch,
Worcestershire It's something of an oddity as word puzzles go. and we thought
it worked rather well, There have been no editorial alterations with the slight
exception of the wording of some col the clues which we lett were occasionally a
elle obscure.

Below are two grids. The listed clues belong to the vertical grid When you
think you have solved the clues enter them on the appropriately lettered lines on
the vertical grid All the squares here, you will see, are coded Now transfer the
letters to the correct coded square on the bottom horizontal grid. Reading along
the fines, the names ot several software houses should appear (2 of them no
longer with us!). If you manage to complete any of the horizontal grid before the
vertical, just transfer the letters to the vertical grid to help II you get it all correct,
then the name ot a piece of melee software should be revealed by reading the
heavily outlined squares in the horizontal grid in order line by fine.

at we want to know is? What's the name of the piece of sotivare?

Answer on a  postcard please to CRASH QUIZ, PO BOX 10, LUDLOW,
SHROPSHIRE C l o s i n g  date is August 30 The first three correct
entries &worn from the bag will each receive E25 worth col software and a
CRASH T-shirt, and the runners-up will each receive a T-shirt.

CLUES
A The  Golden Key
B Relatively speaking, the subject of Barnabee's antics
C Der ek and Quicksilva's adventure Villain
•  The  Dream Makers
E Wher e  you seek out C
F Spooky  offering from Games machine
G Micromega's code name

- O u t ; fromtheGameLords
I Featur i ng an intoxicated Piman
J Another  and older computer, Alladin's perhaps?
K Initially speaking Ocean's Eskimo
L A  piece of musical programming
M Under  attack, a piece of A may be found here
N Di  L i t h i u
m _ _ _ _ _ _

6
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36
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The answers to last month's Crossword,
winners next month.

Results of the June CRASH QUIZ

Yes, well Less said the better, stil there was quite a response anyway! The first
anagram revealed the names of the following games if you ignored the
asterisks!

JET PAC, MANIC MINER. 30 ANT ATTACK, AT1C ATAC. and FLIGHT
SIMULATION

The second anagi am was a bit of a disaster tool It should have spelled out
SOPHISTICATION but was short of an I. (You can't win them aM, can you?
Winning a few though would be good!)

So the three winners are. Mrs B. E. Davies, Uxbridge Middx, Simon Reed,
Leamington Spa, Waiveces, and Simon Thompson. Marcham Oxon
The three runners-up are. Martin Knox. Bettisfeld Nr Whitchurch, Salop, Neil
Marshall, Dalketh, Midlothian and Jason Underhill, Bromley. Kent

ANSWERS TO
COMPETITIONS IN
THE JUNE ISSUE
BLADE ALLEY COMPETMON
1 Zaxxon we accepted Za.10LEIrl and

Buck Rogers)
2 Asteroids. Tie Foghters, Saucers,

Hoppers (accepted Giant Space
Station)

3_ Personal Software Services
4 The  title 'Blade Alley' appeared 8

times
5 1 0  appeared six limes 6  x 3 1 8

x 5.95 = 107.1 (we accepted 107)
6 _ y our  shadow on the ground
7 Other  titles include Guardian, Les

Ries. Panic. Light Cycles, Deep
Space. Ghost Hunt Maze Death
race, Electro Storm. Hopper. Krazy
Kong. M. Coder

8 Enemy craft go through 6 frames of
animation

GUIDE TO PLAYING THE
HOBBIT
i• J . R .  Token
2. Ingi tsh
3. S m a ug
4. Phi l ip Mitchell
5 c o n t i n u e  their fives independently

(or words to that effect, we also
accepted 'Animaction)

6 T h e  company is based in
Melbourne, Australia

7, O ther  lees include
. 
P e n e t r a t o r ,

Terror Daktils. Melbourne Draw,
H,U.R.G., Mugsy, Classic
Adventure

8. Bi l bo 13a9gins
9. Lor d of the Rings
10 Melbourne Draw

KOSMIC KANGA COMPTITION
1 Archaeologist (we accepted explorer

or grave robber!)
2_ Pengy's screen includes an

advertisement for Tutankhamen
3 Turns cowardly and runs away

(commits suicide, dies on its Own)
4. Treasure anchor keys
5. Fr es sideways and riot up or down
6 Titles include: Kosmic Kanga(

Invasion Force. Ghosts Revenge,
Cybotron

7 Number al screens (as indicated in
the intro) is 200, multiplied by the
game's pnce - 200 x 5.95 - 1190
divided by 481< RAM -  24.79

B. We said we'd accept the answer to
the nearest millimetre and the
distance between the words 'moon'
and 'earth' on page 94 was anything
between 6rom and 31mm depending
on how you measured it !

STACK LIGHT RIFLE
COMPETITION
The invisible aliens were to be found at
grid references A18 and E7.

The names of the five Stack Light Rifle
VIAnners will be given next issue As you
WI appreoate, there are tar too many
winning names lo print them all for the
other competitions, but a list is available
on application if you enclose a stamped
addressed envelope Winners will be
notified by post

CRASH August 1984 8 3



Now's your chance to get into the battle zone with this
exciting new 3D game from Rea'time which has caused astir among reviewers!
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All you have to do is answer some simple questions ands in - a somewhat easier task than beatingsend the answerthe enemy in TANK DUEL.

3D Tank 0 uel is the brainchild ol
Realtime whose three members are
Graeme Baltd e

, Ian Oliver and ,

Andrew Onions. TheNJ are all ago

84 C R A S H  August 1984

and met al I_ s  University three
years ago while studying computer
sc i ce .  lan and Andy have nowen

grad n t e r o t  seems,
uat ed and are running Regime

full time. The fin
-
6 s  
n a m e ,  
i

was thought up on a 125 i t y  as
W35 the final narne of the game, while
dashing to appear at a 7)( IsAicrotairl

The third member, Graeme, due to a
series of spectacular failures
- n o t  l e a s tbeing zero marks in his graphics exam
-  has taken a one year compulsory
holiday. He has now passed the re-
entrance exam and is continuing with

Tank Duel, their first release. was
his degree!

written in spare time over
approximately six months (one month



aration, pe rsuad ing  Graeme 3 0  T O M  DUEL COMPETITION
to do the graphics, S e n

one hotiday , d  a t e d
yo ur entries, answers on a

another persuading Graerne again p o s t c a r d  (or outSide ol a se
and two months concerted ettort). e n v e l o p e ) ,  to T ANK DUEL

Severat more prosects are under C O M P E T I T I O N ,  CRASH
devetopment includirAg a multi-section M A G A Z I N E ,  PO BOX AO, LUDLOW ,
30 space battle game and some sprite S H R O  PSHIRE . The

on August

games as well as a reattime graphics c o m p e t i t i o n  closes 3 0 .  The
adventure . The tatter is very much on fi r s t  100 correct entries drawn from the
the drawing board, but the 30 space b a g  witt each receNe a copy of 30
bate is le
i Y  
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n c e
d ,  
a
n
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0 4 N  bY T A N K  DUEL by Reattime.

some of the graphics
lool‘s ce be p re t ty  amazing.

of eme
1 H O W  Many  dif ferent  5  n yueP

are to beta i n  Tank O Whatwas the name of the amous2.
arcade original trom which Tank
Duel is descended?

3. What is the name given to the type —4.m..t•
of 3D graphics used in Tank Duel or
any other garne ot this type?

4. How many tnangles e  up the
graphics below?

5, And how many tnangles are there
in this Tie Fighter?

CRASH August 1984 85
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Gatecrasher
Producer: Quicksi Iva
Memory required: 48K
Retail price: E6.95
Language: machine code
Author: Dave Mendes &
Tony Beckwith

Has y our  keyboard melted
away under the heavy artillery?'
says the inlay on this new brain
teaser. 'D o  you have night-
mares about swooping bird-
men? Well, i f  so, this is  the
game for you. It has none of
these.'

This seems a little censorious
of Ouid<silva, who are responsi-
ble for having swooped with
many a birdman in their time,
and brought much heavy artil-
lery to  bear as  well! Gatec-
rasher is, simply, a brain teaser
about gates and barrels. Basi-
cally you have to guide a num-
ber of barrels through a maze to
make them land in one of the
nine boxes at the bottom of the
maze. In the maze there are
gates placed a t  4 5  w h ic h
change their angle every time a
barrel passes them. This makes
it essential to study the path
through the maze for each bar-
rel respective to  where you
want it to go -  and do this very
carefully. The barrel dropper at
the top of the screen may be
moved left and right along the
top to let you drop a barrel into
any of  nine apertures. Addi-
tionally, the pathways of  the
maze with their gates, may be
scrolled vertically t o  c reate
alternative routes through. You
are given 20 barrels per level
and there are seven levels.

On levels 1 to 4 you are to
place a barrel in each box, on
levels 5 and 6 you must sort the
box numbers into order, and on
level 7, place a barrel in each
box again. Level 7 may only be
reached after completing all the
previous levels and achieving a

score of at least 15,000 points.
On completion of level 7  the
player is presented with a code
to break and a chance of win-
ning £200. During the game you
may c aus e a n  earthquake
which costs you one barrel per
quake, but it rattles the gates
and afters their present angles
at random, which may be a
help. Odd numbered levels tend
to present easier mazes and
even number levels are harder.
There is no time limit.

CRITICISM
•  • Gatecrasher is  a  strategy
game, and the idea and layout
is fairly simple, but it's  very
effective. I found the game to be
both absorbing and challeng-
ing. The graphics are good,
though simple like the game.
I've a feeling this could become
a sort of cult game - remember
the Rubic Cube?'

•  'This is really a thinking game
-  no fast reactions or luck are
needed here! I think a game like
this might appeal to an adult
market, where forward planning
is a must. All the graphics move
very well. Perhaps it should be
played with two people as it can
become boring playing alone.'

•  'Gatecrasher is a triumph of
simple ideas over complexity.
is a classic puzzle game, and
uniquely something f o r  t h e
computer, unlik e s o  many
attempts to translate traditional
'solitaire' games to the small
screen. It is an example of thai

Uniquely a computer purzle, Gatecrasher demands concentration although it
looks simple enough
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old favourite question about
how many grains of rice would
you end up with if you started
with one grain on square one of
a chessboard, t w o  o n  t h e
second, four on the third and so
on. The resulting figure is stag-
gering of course, almost unbe-
lievable. Gatecrasher has those
sorts of combinations possible
in what looks relatively simple at
first. The game has excellent
on-screen instructions and re-
quires no playing skill -  just
brains and a good eye! I thought
it was fascinating and extremely
playable.'

COMMENTS

Use of computer
Graphics
Playability
Getting started
Addictive qualities
Value for money
Overall

Control keys: user-definable,
two needed for left/right and two
for scrolling maze up or down,
one to fire the barrel on its way
Joystick: Kempston, although
most other via UDK
Keyboard play: hardly
essential, but responsive
Use of colour: average,
although use well
Graphics: simple, effective and
with very smooth movement
Sound: simple tune, useful
noises, otherwise not much to
be heard above the whirring of
the brain
Skill levels: 1
Lives: 20 barrels
Originality: very original and
unique to the computer
Features: a competition which
closes December 3, 1964
General rating: if you enjoy
puzzles, then this is excellent,
perhaps a little pricey overall.

73 %
67%
75%
80%
73
78%
74*/0

Sand
Scorchers
Producer: Unique
Memory required: 48K
Retail price: E5.99
Language: machine code
Author: Philip Carlin

Despite the cover, which might
just tempt you to belive this is a
game like Ultimate's Tranz-Am,
Sand Scorchers is a Iron-style
cycle game fo r  one  player
against the computer or  two
players. Instead of  the more
usual ultra-thin light trails, there
are character block-wide colour
strips. The computer starts with
one black trail from the top left
edge, then it adds a blue one
from the top right, then a red
from the bottom right and so on,
getting more difficult with each
level. There is only one playing
speed.

The object, as  usual, is  to
'drive' around avoiding contact
with a trail of either an enemy or
yourself, not driving off the edge
of the screen or reversing on
your own trail. The winner is the
one to force the enemy cars into
a spot where they have no-
where else to go.

CRITICISM
•  'I really like to see interesting
and exciting covers and feel
they should be encouraged. But
what does spoil things is that
some games look great on the
outside and don't leave the
same impression once loaded.
This is typical of that variety -  a
spectacular s a n d  b u g g y /
explosion followed by  a  line
bloc
-
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game was fast, almost too fast
for keys and the graphics were
simple. A fairly typical example
of this type of game. Not what I
expected a n d  n o t  t o o  h o t
anyway.'

•  'lam not at all impressed with
this game -  primitive idea and
primitive graphics. This is the
son of game would have ex-
pected two years ago. There is
some sound, but not much col-
our. Overall a very poor stan-
dard on a high software stan-
dard machine. Don't buy it.'

•  'This is the most enjoyable
game of its type I have played,
perhaps because the  wider
stripes of colour, or trails, make
it easier to see what's going on.
Having said that, I couldn't re-



After the cassette cover, the graphics are a let down not much sand scorchinghere.

Use of computer 70%
Graphics 25%
Playability 45'/O
Getting started 55%
Addictive qualities 38%
Value for money 40

D
/ 0

Overall 46
D
/0

commend anyone to fork out
money for this unless they are
dead keen on Iron type grid
games. There are so many ver-
sions available (though this is
reasonably good) and the game
must have gone out of fashion
months and months ago. Also.
the packaging is extremely mis-
leading, with its racing, explod-
ing picture on the cover and the
blurb inside which says, Whilst
driving y o u r  sand-scorcher
across the desolate wilderness
you come under attack from
other hostile sand-scorching
buggies.' Sounds great, doesn't
it? The game looks nothing like
the description at  all. Control
responses a r e  reasonable
which isn't quite good enough
for a game of high speed reac-
tion such as this.'

COMMENTS
Control keys: user-definable.
lour directions needed

World Cup
Football
Producer: Artic Computing
Memory required: 48K
Retail price: £6.95
Language: machine code
Author: D. Campbell

Since Kevin Toms and Addic-
tive Games proved how popular
football game simulations can

Real live action on the scrolling screen of World Cup

Joystick: Kempston, Fuller,
Protek, AGF, ZX 2
Keyboard play: reasonable,
good because of UDK
Use of colour: poor
Graphics: primitive
Sound: simple tunes and none
during play
Skill levels: 12
Lives: 4
Originality: hardly any
General rating: poor to fair

be, there have been several
contenders for the cup. Most
concentrate o n  the  strategy
angle -  the management of a
team. Only once has a game
been released which is actually
a graphic representation i n
which the player(s) control the
actions o f  the team on  the
screen, and that was Star Soc-
cer by Watson (no longer avail-
able).

Now Ar tic  hav e released
World Cup. This game has no
strategical element, no selec-
tion of players according to their

strengths, skills, temperaments
etc., no juggling with banks or
balancing books. World Cup is
just football, the game. Owing to
the difficulty of coping with a
number of large characters on
the screen with the Spectrum,
there are not eleven members
in the opposing teams, only five
plus the goalkeeper.

World Cup may be played by
one player against the compu-
ter or two players simultaneous-
ly against each other. The prog-
ram also allows between 1 and
9 players to select teams they
want to represent and will keep
score a n d  r u n  t h e  cham-
pionship. A  pool of 40 World
Cup teams  i s  provided t o
choose from.

The screen shows only a por-
tion of the playing pitch, approx-
imately the centre third, but
scrolls left or right with the action
to either end
.
s  g o a l .  
I n  
t h e  
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ground, atmosphere is provided
by a  wildly waving, cheering
crowd, while the continuous
soundtrack play s  a l l  thos e
ghastly o l d  football c r owd
favourites! As with Star Soccer,
the computer constantly moni-
tors the action and will take
control now and again, moving
the influence of action from one
player to another on the field as
appropriate, tak ing corners,
goal kicks and throws automati-
cally. Otherwise the player has
full control over the actions of a
player in possession of (or fight-
ing for) the ball.

CRITICISM
•  • World Cup is an interactive
game, nowhere near as  in-
volved as  Football Manager
when it comes to strategy and
decisions, but it does have play-
er involvement in the matches,
and is the Only one as far as I
know for the Spectrum in which
you actually move and control
the players. The graphics are
quite good, and the game is
reasonable. The actual football
play is okay but not up to the

standard o f  such games for
other machines. Nevertheless,
its uniqueness makes it good,
and it's great as a two-player
game,'

•  'There have been plenty of
football games  before, b u t
you've never been able to join in
with the fun properly before. In
this game you play the pan of an
entire team, actually playing -
great! Playing against the com-
puter is  fine, playing against
someone else is  even better
fun. All the players move well,
up and down the field; the man
that you control is very respon-
sive, so a good simulation can
be achieved. Detail such as
crowds wav ing and  football
tunes are great. This is the best
interactive football game for the
Spectrum and  football fans
should get it!'

•  'I'm sure this is likely to prove
a popular game, especially for
those who like football and like
playing it. Artic have certainly
done a good job considering the
difficulties on the Spectrum with
colour attribute problems and
overlapping characters. This is
the one area where it fails for
me a little. In a tackle it is hard to
see what is going on and some-
times hard to tell whether you
have the ball or not. There are
loads of different tunes being
played to add to the atmos-
phere, although they can be
switched off if  they're driving
you crazy. Nice detail too, when
a match starts and the players
run out from the tunnel or when
they change over sides at half
lime. Pretty good.'

COMMENTS
Control keys: well placed for
two players- (1) 1 /0 up/down,
NS leftlright - player (2)0/0
up/down, J/K left/right and
bottom row to fire tor both
Joystick: ZX 2, Kempston
Keyboard play: responsive
Use of colour: used well with
control players altering colour

•
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for indication
Sound: very good, continuous
tunes with on/off facility, whistle
effects
Skill levels: 1
Originality: as far as the
Spectrum goes, very original
General rating: generally
above average but good of its
type.

Use of computer 69 %
Graphics 59 %
Playability 66 %
Getting started 65 %
Addictive qualities 56

1
' /
o

Value for money 57%
Overall 62%

Use of computer 68 %
Graphics 72 %
Playability 73 Q/o
Getting started 7 0 %
Addictive qualities 77 %
Value for money 68 %
Overall 71 %

Virus
Producer: Orange Software
Memory required: 48K
Retail price: £5.95
Language: machine code
Author: Simon Johnson

Orange Software is very new
and this is their first program,
accompanied by a letter betting
we couldn't even get off the third
level. Well we did -  so there!

The setting for Virus is New
York, New York in this case is a
purple coloured maze and it has
been struck by a dreadful virus
which is not only killing every-
one off, but mutating the bugs
the city is famous for into horiffic
man-eating things. Your job is to
save the place by collecting
Culture Moulds and taking them
to the laboratory. The levels of
the game are split into 'suburbs'
of New York -  New Yo &  of
course, lo o ks t h e  s a m e
whichever neighbourhood
you're in. On each level you
have to collect five moulds. The
mould, a white object, dashes
around the maze with a life of its
own. Once collected, the lab in
the centre of the screen flashes
and you can dash to it. Once
five moulds have been thus
deposited you move to the next
level. To make life difficult there
are several types of bug. The
green ones drain your energy
and eventually kill you off, red
and yellow ones kill on contact.
As the game progresses on
each level, blue axes and red
food appears. Axes save you
from the bugs and banish them
for a few moments, the food
replaces lost energy. Finally,
the centre track contains a
speeding centipede like a sub-
way express, which moves from
left to right at random but fre-
quent intervals,
88 C R A S H  August 1984
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Axes, monsters. centipedes and moulds make for an unusual game. The culture
mould is the brighter diamond shaped thing lower left.

CRITICISM
•  'If you want a super-smooth
graphics game, don't buy this
one. On the other hand if you
want a fast, zippy and colourful
game which is above average,
then read on. Virus is not super
enough but it is a nice variation
on the pad/centipede theme. It's
fairly playable and fairly addic-
tive and gets better with each
game_ On the whole not bad at
all.'

•  'It's surprising to find maze
games like this still being de-
veloped, because the concept
is so old-fashioned. But this one
does have many original fea-
tures. Graphics are one block
and don't move very smoothly,
but then again, who cares with a
game like this -  its fun in itself,
There is a certain amount of
simple animation in these very
fast moving graphics. The ob-
jects are easily recognisable,
which is a must in these types of
game where the collecting of
objects is the point. Colour is
used well and all the characters
are shown up very brightly.
Sound is continuous with good
squelches and various other
good sound effects. think this
game is quite playable, but after
a while it tends to get repetitive.
as do most maze games.'
•  'I suspect the proprietors of
Orange Software a re  quite
young, judging by the letter
which accompanied this tape.
Their bet about the third screen
was soon undone, at least on
the two slower levels (there are
4). But the game gets progres-
sively more difficult, with more
bugs being added, and what

starts off as a relatively ordinary
looking maze game does de-
velop into a pretty fast and in-
teresting one. Colours a r e
bright a n d  t h e  graphics,
although jerky, are fast moving.
There is an unusual but sensi-
ble keyboard layout. I found it
playable and reasonably addic-
tive, but eventually lacking long
playing appeal.'

COMMENTS
Control keys: DIA up/down.
B/N left/right
Joystick: Kempston
Keyboard play: responsive
Use of colour: well used and
bright
Graphics: small, reasonably
detailed and fast
Sound: good, continuous
Skill levels: 4 speeds
Lives: 3
Originality: a very novel series
of ideas based on several older
themes •
General rating: above
average.

3D Tank Duel
Producer: Real Time
Memory required: 48K
Retail price: E5.50
Language: machine code
Author: Ian Oliver, Andrew
Onions, Graeme Baird

We first reported on 3D Tank
Duel two issues back as a news
item, of interest to us at CRASH
because Andrew Onions is a
local Ludlow person (although
Real T i m e  operate f ro m
Leeds), and then again in the
last issue's 3D article. Now we
have a real production copy in
its glossy black and silver cover
(no hype here!) which incorpo-
rates a few improvements on
the preview copy first seen.

Tank Duel is in the tradition of
'Battle Zone type games which
use 'wire frame' or 'hollow' 3D,
and on the Spectrum follows in
the footsteps of Artic's 3D Com-
bat Zone and Rommel's Re-
venge. A  person representing
both Artic and Crystal was
heard to remark to the people
who produced this version that
is was good but old hat. When
you consider how many pac-
men, asteroids and berserks
have been released with all the
hype and flurry of the biggies,
arguing that a third version of
something is old hat seems
rather premature. But in the end
it is down to our reviewers.

First off, our report that the
game includes bikers drew
snorts of amused horror from
the programmers -  they're sup-
posed to be missiles -  sorry!

The screen display is split
into two areas, a black one at
the top containing score, hi-
score and radar screen with
sweep arm, and the larger. low-
er area which shows a yellow
desert landscape with black
background, and on which the
enemy materialises. A  large
squared gun sight dominates
the centre of the screen. The
game is played against four
different types of tank, flying
saucers and missiles (which
look likes bikes if you don't look
properly). In  addition to  the
enemy, the desert is littered with
various shaped  obstacles
which impede progress if they
are run into.

Two points incidentally: firstly
only one reviewer was aware
that one of the programmers is
local (so no Ludlow chauvinism
should creep in!); and secondly,
the programmers' hi-score to
beat a t  present i s  already
31.700!



CRITICISM

Use of computer 80%
Graphics 86%
Playability 83 °

/0Getting started 83%
Addictive qualities 82%
Value for money 81 %
Overall 83%

•  '3D Tank Duel is the closest
version yet to the real thing
(Battle Zone). I t  contains the
various tanks, missiles and
saucers which explode into
chunks and fragments when hit.
The movement is  very good.
Generally this is  a very good
version of a good arcade game
-  it even includes new features
like a more varied landscape,
revolving radar dishes etc. This
type of game is still very addic-
tive even if it is one of the oldest
arcade games about, and this is
one of the best versions. The
tanks are intelligent -  they will
dodge behind obstacles; also,
watch out for the missiles that
leap over  obstacles making
them hard to hit. Great graphics
-  as close to the original as the
Spectrum could ever manage.'

•  t h o u g h t  that  th is  was
another Battle Zone rip-off type
game - but no, it is the real thing
but with more colour. There are
six enemies of varying intelli-
gence although the easiest tank
)s quite intelligent. Colour and a
detailed city in the background
has cheered the game up no
end. All graphics are detailed in
their own particular way, and
the sound is the best/have ever
heard for this type of game_ if
you like 'Battle Zone' then you
will love this excellent copy of it.'

•  'If anyone thought 'Battle
Zone' was played out on the
Spectrum, think again. This is a
highly playable, addictive and
intelligent piece o f  software.
This type of game usually plays
quite slowly. but Tank Duel is
last - enemy tanks reappear on
screen after shooting one much

An entire army of tanks to face

Good, blocky, realistic explosions

faster than any other game I
have seen, and they  move
quickly on the screen too. The
3D effect works excellently. For
instance, if you destroy a tank
and the chunks fly up into the
air, they will pass over your
head if you drive forward, and
retreat into the distance if you
back off. Also, each tank ex-
plodes into its component parts
in an individual way. Sound is
well used, w i t h  a  realistic
grumbling noise of your engine
ticking over, revving when on
the move and idling again when
stationary. The missiles are de-
vilish to avoid, weaving as they
approach at  high speed and
leaping over any obstacles in
the way. They underline that the
speed of these graphics are the
fastest yet in this type of game.
Very addictive.'

COMMENTS
Control keys: Tank Duel uses
an unusual combination of keys
to simulate the movement of a
real tank, le_ left track forward
and backwards, right track
forwards and backwards.

Reviewers comment that
although difficult at first to get
used to, the effect is good
Joystick: Kempsion, ZX 2,
Protek. AGF
Keyboard play: responsive
Use of colour: limited by
nature of game. but more varied
than usual
Graphics: wire frame 3D with
complex use, fast and smooth
Sound: well used and varied
Skill levels: 1
Lives: 3
Screens: continuously scrolling
over infinite area
Originality: obviously not all
that original, but the best
version yet, and scores on
trying to outdo the others in look
General rating: playable,
addictive and very good value.

Cavelon
Producer. Ocean
Memory required: 48K
Retail price: E5.90
Language: machine code
Author: Christian Urquhart

Ocean have done rather well at
taking British arcade machine
games and translating them
(officially) to the smaller screen.
Cavelon is another 'official* ver-
sion for the Spectrum and Com-
modore 64. The Spectrum ver-
sion has been done by Chris
Urquhart (Transversion and
Hunchback) and sports an ex-
cellent title screen designed by
D. Thorpe. Basically it is a large
maze game, one screen high
and several in width, scrolling
as your man moves across.

Medieval themes are uncom-
mon on the computer. Here you
play the part of a gallant knight
out to rescue Guinivere who
has been imprisoned on the top
floor of a tower. There are six
levels to ascend and the only
way to get from floor to floor is to
collect all the pieces of the door
which have been dotted around
the maze. Knights and archers
will try to stop you. They march
around randomly all over the
place. Your only defence is the
sword Excalibur which renders
you immune for a short time,
and arrows. Where possible,
Excaliburs should be saved up
for later levels where they are
really needed!

At the start you see your
knight r ide up to the castle,
squeal to a halt and dismount
from his steed and enter the
castle. Between eac h lev el
there is a screen showing your
knight mounting the tower stairs
to the next level. The playing
screen is a square with a status
panel to its right showing score,
hi-score, b o n u s  p o i n t s
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(achieved by collecting objects
other than door pieces on the
way), a red graphic of the door
itself which fi lls in white with
each piece collected, your lives,
and Excaliburs available to you.

Use of computer 78%
Graphics 86%
Playability 88%
Getting started 87 %
Addictive qualities 88 cy

oValue for money 88')/0
Overall 86%86

CRITICISM
•  'CaveIon is a difficult game to
form an opinion on. I feel that it
is one that you will either like or
dislike (with no indifference). I
enjoyed it  and thought it was
very good. The graphics are
good, as is the sound (only a
handful o f  Spectrum games
have a tune running throughout,
as this one does). On the whole,
very good, but not quite in the
Spectrum super league.'

•  'This must be one of the new
generation of maze type games
-  its a very simple idea but with
plenty of playing appeal, con-
tent and action. The game is so
simple an idea it just leads to
compulsive playing. The whole
structure of the game is most
enjoyable. T he graphics are
quite colourful, t h e y  mov e
quickly and smoothly. Sound is
continuous with no on/off switch
-  this could drive you crazy. A

game and  well worth
good ev en  if  it's only to see
what's on the top floor!'

•  'I saw Cave/on first on the
C64, by about a few days, and
was impressed. So it  was a
pleasure to see it on the Spec-

Beaky & The
Egg
Snatchers
Producer: Fantasy
Memory required: 48K
Retail price: E6.50
Language: machine code
Author: Bob Hamilton

As we reported a month or two
back. Fantasy have given their
super hero Ziggy a holiday, and
in this, their new game, a new
hero emerges -  Beaky, Beaky
lives on the planet Crackit. and
the place is  of the type that
would give David Attenborough
shivers of ecological pleasure.
This is survival of the fittest. As
Beaky y our  tas k  stretches
across three screens of furious
activity and the aim is to raise
more Beakys l ik e  yourself.
Don't worry -  this is  no sex
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sure to find that this is one game
which actually looks better on
the Spectrum as well as playing
better. The Spectrum version is
a much tougher game and so
more addictive. Although you
are armed with arrows, I like the
way archers when hit turn to
knights and only  a  second
arrow hit will get rid of them. A
good looking game and an
addictive one.'

COMMENTS
Control keys: S/X upidown,
NM left/right, A fire arrow, SYM
SHIFT for Excalibur zap button
Joystick: Kempston, ZX 2
Protek, AGF
Keyboard play: good positions
and very responsive
Use of colour: good
Graphics: good, smooth and
well animated
Sound: effects with continuous
medieval theme tune
Skill levels: each screen
progressively harder
Lives: 3

Above; t he first screen, Beiow; the Froogie attacks

Screens: 6 playing screens. 2
intergame screens
Originality: very good
General rating: addictive,
playable and very good
generally.

education game -  Beaky's
broody habits are restricted to
saving eggs. hatching them and
feeding the resultant chicks.

In effect there are 12 different
screens, consisting of three dis-
tinct phases. The object is to
rear four generations of Beakys
to complete the game. Beaky is
an Andromedan Condor and
possessed of magical powers,
he also spits magic seeds which
kill off his agressors. In the first
screen the Eggsnatchers have
robbed the nest of  its  eggs.
These can be seen dotted ab-
out on the five platiorms above
the nest. Eggsnatchers keep
materialising and then picking
up the eggs. After a second or
two they dematerialise with the
egg. Beaky must fly around res-
cuing the eggs. Because they
are too heavy to pick up, he
must wait for an Eggsnatcher to
get one, then shoot the beast
before it  dematerialises. The
egg is dropped and falls, Beaky
must zoom down and catch it
before it drops and smashes,
eventually landing on the nest to



deposit i t .  Contact with a n
Eggsnatcher will cause it to de-
materialise with a resultant loss
of some of  Beaky's magical
power. When all power is lost
the game is  over. On subse-
quent levels poison green eggs
will fall into the nest. These are
best shot out of the air as they
destroy the already collected
eggs one at a time. Leaving the
first phase is up to the player
and is  a  strategical decision.
Too soon and you won't have
enough eggs -  too late and
there won't be enough magical
power to sustain you through
the next two phases.

Having collected some eggs
they must now be hatched out.
For this they need warmth. For-
tunately they only take two mi-
nutes to hatch. However life is
made difficult by the snowflakes
which keep dropping on the
nest lowering the eggs' temper-
ature. These may be shot at, in
which case they turn to water,
which has less effect. Another
shot when the drop turns blue
will vapourise altogether. If the
temperature drops to zero an
egg will be lost. On top of this is
the Froogle (claimed to be a
distant relative of Googly Bird
from Doomsday Castle), which
hops slowly along and flicks
liquid nitrogen into the nes t
causing a drop in its tempera-
ture. Froogles are dissuaded
from this unsavoury habit by
shooting t he  spheres which
float around and causing their
central nuclei t o  fall on  the
Froogle's head. Contact with a
Froogle causes severe deple-
tion of magic power,

Successfully hatching out an
egg takes you Onto phase three
-  feeding the chick. This  is
accomplished by catching large
quantities o f  a  green fl ying
worm and taking it back to the
Chick. The worms are not easy
to catch, being naturally shy of
vicious Andromedan Condors.
More Eggsnatchers will appear
in this phase (they also like
green flying worms) and will
drop missiles into the nest,
further depleting any food you
have already collected. Rearing
a chick through this phase re-
turns you to the first at a higher,
more difficult level. Completing
ail four levels will result in a
hi-score code appearing fo r
Fantasy's Hall of Fame (as well
as Lloyd Mangram's Hall o f
Slime).

Use of computer 66%
Graphics 83%
Playability 70%
Getting started 83%
Addictive qualities 71%
Value for money 75%
Overall 755

1
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CRITICISM
•  'This is one of those games
which starts off fairly difficult and
boring but gradually grows on
you. I thought the graphics were

a bit  o f  a  come down after
Doomsday Castle although the
animation is quite good. Beaky
has a mind of his own and is
hard to control, especially when
landing. The game becomes
progressively more interesting.
Colour and sound ar e well
above average. I t  gets to be
very addictive although I  s till
think DDC was a better game,
but certainly worth buying.'

•  'Fantasy certainly go in for
games with a lot going on, and
Beaky is no exception. There's
a very long and amusing set of
instructions w i t h  t h e  game
objectives and methods of play
very clearly laid out. It's just as
well, because Beaky is hard to
get used to at first. The controls
are simple and good, left, right,
flap and fire, but  he has an
inbuilt instrument landing sys-
tem which means he operates
quite erratically ( it  seems at
first). O nc e  mastered, t h e
game stops being unfortunate-
ly hard and becomes plain hard!
The Eggsnatchers, particularly,
are well designed and ani-
mated, a n d  t h e  graphics
throughout are very good in-
deed. There isn't quite as much
going on as in DOG but saving
eggs is sweaty work. At first I
thought the fact that you can exit
phase one on your own deci-
sion lowered the playability and
point of the game, but in fact its
very much a case of too many
or too few eggs. You have to be
careful in deciding when to go
on to the next screen. In the end
think Beaky lacks all the excite-

ment a n d  addic tiv ity  t h a t
Doomsday Castle had, but it's
certainly a good game and very
original and very playable.'

•  'After really enjoying Fan-
tasy's last two productions I was
really looking forward to this
one. But I was somewhat dis-
appointed with it. The game has
great graphics (perhaps not
quite as varied as usual) and ills
highly original. I t  jus t didn't
seem very playable or addictive
to me. The bird is  difficult to
control so that you can get in
good shots at your enemies.
Perhaps Fantasy are trying to
be too adventurous, Still it  is
above average to the point of
being good..

COMMENTS
Control keys: preset- 0/P
left/right. 0 flap, M fire, E quit (to
next level), but keys may be
user-defined
Joystick: Kempston, ZX 2,
AGE Protek
Keyboard play: very

responsive
Use of colour: very good
Graphics: smooth, large,
detailed and very good
Sound: good noises, not too
much of it
Skill levels: progressive
difficulty
Lives: the magic you're given
Screens:3
Originality: very original
General rating: quite mixed
feelings between the reviewers
-we felt everyone was trying
too hard to compare it to
Doomsday Castle- which
ranged from above average, to
good, to very good. Generally
recommended.

Dotty
Producer: Dollar Soft
Memory required: 48K
Retail price: E5.95
Language: machine code
Author: R. Stevenson & P.
Durbidge

Dotty is a pacman variant with
three different mazes drawn in a
3D perspective. There is a dot
gobbling orange, four  multi-
coloured ghosts and four power
pills in the shape of the dollar
sign. What makes this game
different is that the mazes are
not drawn with single dot-wide
corridors, many areas are two,
three even lour  dots  wide.
There are also 'rooms which
are dangerous to enter as there

First of three mazes with mul t i
-
dots  i n  D o t t y .

is only one exit, also very long
corridors with the attendant risk
that you may get trapped.

The object of the game is
quite traditional, eat up all the
dots and avoid being eaten by
the ghosts. After eating a power
pill the ghosts turn blue and may
be eaten in turn. Each maze is
faster than the one before.

CRITICISM
•  'This is a 3D pacman variant.
The 3D effect is quite good on
the maze and does catch you
out when the game speeds up
into a n  imposs ible lev e l.
Graphics are small but colour-
ful, and move quite smoothly.
The large maze makes the
game quite playable - as far as
Spectrum pacmen go.'
•  'There are a few problems
with this game, but I would have
to say that I found it strangely
addictive to play and one of the
most enjoyable pacmen type
game on the Spectrum that !
have played. The large mazes,
each with a warp tunnel some-
where, are cleverly designed to
make life quite difficult, espe-
cially, a t  the higher speeds.
Added to this, the graphics are
very good sprite animation,
move smoothly and very fast.
Colour has also been well used,
especially on the 3D maze. This
3D does have a minimal effect
making it hard to get some of
the dots. There are two very
neat touches. When you start,
your orange is nowhere in sight,
but moving him up or  down,
causes him to appear from a
wall as  though materialising.
And when he is hit by a ghost
the effect is very good, about
the closest to the original I have
seen. The problems are control
which is  very sluggish on a
joystick, better on the keyboard.
Also the ghosts give no warning
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when about to change colour
from edible blue to dangerous
full colour again. I f  you eat a
ghost i t  effectively reappears
instantly somewhere else in the
maze. There are no bonus fruit.
Despite the control, I  thought
this was a pretty good version
and well worth adding to the
collection.'

ll 'This  version o f  the  pill-
popping arcader has very bright
colours and is a close copy of
the original -  well quite close
anyway. T h e  orange being
squeezed to death is the best
copy of the original I have seen.
But there are so many pacmen
versions around, I  wonder
whether this can compete.'

Use of computer 74%
Graphics 76%
Playability 60%
Getting started 68%
Addictive qualities 62%
Value for money 68%
Overall 68%

Use of computer 68%
Graphics 70%
Playability 69%
Getting started 65%
Addictive qualities 72%
Value for money 655

1
0

Overall 68%

COMMENTS
Control keys: good positions,
Cl/A up/down, 0/P left/right
Joystick: Kempston
Keyboard play: very
responsive
Use of colour: very good
Graphics: small, one-character
size, but smooth moving
Sound: average
Skill levels: progressive speed
Lives: 3
Screens: 3
Originality: the game type isn't
original, but the variations are
General rating: a well paced,
addictive pacman type, above
average to good.

Jack and the
Beanstalk
Producer: Thor
Memory required: 48K
Retail price: E5.95
Language: machine code
Author: Steve 8, Chris Kerry

As a fairy tale, Jack and the
Beanstalk is a celebration of a
country-bred idiot making good
through never  knowing t h e
limitations of his own idiocy - or
perhaps, more fairly tale, it's the
story of how mankind prefers to
believe in  the magical prop-
erties of things rather than in
good s olid common sense.
Jack, of course, is the lad who
92 C R A S H  August 1984

took his poor family's cow to
market and on the way met a
man who offered to buy it from
him for a bag of magic beans.
Though ostracised b y  h i s
understandingly distraught old
mother, Jack plants the beans
and a giant stalk grows up to the
sky which Jack climbs in search
of fame and fortune, As  luck
would have it there is a giants
castle up there and after several
adventures, Jack  s teals  the
giant's treasure, escapes and
plunges the evil monster to his
death by axing the beanstalk as
the giant chases down it after
him. 11 you ask me, my sym-
pathies are with the giant, FeeFi Fr) Rim.

So much for the intro, by the
time the game has loaded all
the agricultural drama is over
and the beanstalk is  in  full
bloom. T her e  a r e  several
screens, the first being the base
of t he  beanstalk, O n  eac h
screen there is an object to be
collected, without which y ou
cannot get off the screen. On
the first it is an axe. The problem
facing the player is (a) discover
the route up the screen -  anyother than the correct one will
result in death, and (b) avoid the
various lethal creatures flap-
ping, slithering and jumpingaround.

Each screen has  different
graphics, which means learning
each one as you go, and the
overall object. of course, is  to
collect the money, the golden
goose and escape before the
giant gets you.

CRITICISM
•  'Jack and the Beanstalk is
one o f  the mos t frustrating
games I have ever played. The
graphics and movement are
very good, so too is the sound
and colour. Unfortunately the
instructions don't  mak e t h e
point that it is impossible to get
off the screen without having
collected an object first. On dis-
covering this, life isn't made anyeasier because of the finicki-
ness of  the program in  only
allowing the minutest deviation
from a  pre-planned r ou te
through each screen,'

•  'Read the instructions care-
fully -  I didn't and got stuck on
the first screen for almost two
days. Graphics are very nicely
drawn and are very colourful.
The colours o f  some moving
items have been poorly chosen,
eg. a  green background with
yellow ink. Most of the game is
frustrating due t o  the laws,
don'ts and cannots. The sound
is good but tends to drag on.
This game has plenty of play-
ability potential if you overcome
the frustrating parts.'

•  'Jack and the Beanstalk has
Currah Microspeech facility, but
I found a lot of what's said is
indecipherable and it slows the
game d o w n  enormous ly .
Another ir r itat ion i s  t h e
between-lives routine which is
prolonged and very soon drives
you mad with frustration. The
game would have improved

several points in my estimation
if I had been able to cut it out
and get on with the next life.
Graphics are very colourful, well
drawn and lively and the 3D
effect has been used well on the
second screen -  almost too
well, since jumping has to be
calculated to the millimetre-not
easy in 3D. In the end this is an
excellent looking game which is
almost totally spoiled by  the
over-cleverness of the content
and which expects a lot of pati-
ence from the player.'

COMMENTS
Control keys: VV/E left/right,
0/K up/down, =  jump,
P -  fire
Joystick: Kempston, AGF,Protek
Keyboard play: responsive
Use of colour: very good
generally with only a few
attribute problems
Graphics: very good
Sound: good, Microspeech
slows game down
Skill levels:
Lives: 4
Screens: multiple
Originality: undoubtedly a very
original game
General rating: perhaps too
frustrating to be completely
playable and addictive.

HOW THE RATINGS WORK
Under 30% a  waste at irMe
31 -40% g e n e i a i t y  poor, pot may appeal
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Rapscallion
Producer: Bug-Byte
Memory required: 48K
Retail price: E6.95
Language: machine code
Author: Albert Ball

You are in low spirits- no, really
you are, because your arch-
enemy the dreaded and ugly
Rapscallion t he  Rogue has
seized your crown and castle
and thrown you in the dungeon
to rot. Aren't you feeling low?

So starts Bug-Bytes new
arcade adventure. Fortunately,
there are a lot of friends around
to help including the fairy prin-
cess who comes to you in the
dungeon and turns you into a
bird so that you can escape and
begin y o u r  counter-attack.
From here on in you are into a
large maze type game which
requires nimble fingers, quick
thinking and has overtones of
an adventure.

Rapscallion isn't just a maze
game. It certainly contains small
mazes, many of them, but each
of the many screens is  inter-
linked to foml a larger maze. In
each screen something diffe-
rent happens. There's the din-
ing room with tw o  gigantic
laces, their  mouths opening
and closing, ready to catch the
unwary entrant from the door of
another room, there's the fiery
furnace, the snake pit, the dan-
ger maze, arsenal and so on.
Basically the labyrinth is  split
into th r ee  'domains '. t h e
Wilderness. the Magic Labyr-
inth and finally the Castle. In
the wilderness your quest is to
find the key to the magic labyr-
inth. To do this you will need the
power to see it and the magic
shield to protect you from the
sleepy guard. In the labyrinth
you must fi nd the pix ie with
magic eye which will enable you
to see the three wizards who
guard the castle entrance. You
get into the castle when the
drawbridge is lowered, but that
will aler t  Rapscallion w h o
knows you have escaped and is
on the rampage.

Throughout the quest you
make take the form of a bird or a
fly. Each has its  own advan-
tages and drawbacks, F lies
have little trouble with cats but
are in danger of spiders and
frogs.whereas birds are in trou-
ble with cats and falling spikes
but aren't too worried about
frogs and spiders. Changing
from one to another costs you a
life. On your route you will en-
counter pixies who may  be
helpful if they're in a good mood,
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and give you valuable informa-
tion. Here and there you will see
gems, which when touched
may also offer up information or
an extra life.

Rapscallion is hard to explain
adequately, because it contains
many inter-linked complica-
tions, which is  what adds the
adventure element. Bu t  t he
tape contains an insert with
quite comprehensive instruc-
tions as to what to expect and
how to play PapscalhOn.

CRITICISM
•  'This i s  a n  ex plor ing'
adventure game. It has many
locations which are very varied,
which means the game has
enough changes in it to make it
exciting. The graphics are of a
'teletext' type, ie. chunky. This

seems to work rather well. They
call i t  a n  animated cartoon
adventure. It's definitely a great
animated explore but not a true
adventure. I enjoyed it, think it
will be a hit, and want to come
back for more.'

•  'What surprised me at lust
with this game was the use of
'teletext' type graphics, which
move in blocks! Despite this you
have the advantage of moving
smoothly. Several things in the
game impressed me and sur-
prised me -  running into an
electric force field allows you to
move around the rooms at a
much faster rate for a consider-
able time. Pixies seem to be
very happy and informative and
these add a nice touch to the
otherwise aggressive game.
think that this game has many
adventure qualit ies  w h e r e

several items must be found
before finding your way into the
next stage_ Sound and colour
have been well used. A game
that is enjoyable with long last-
ing appeal.'
•  'A neat touch occurs • when
you lose a life. You turn into a
ghost. No you're not exactly
dead, i n  fac t y ou carry on
wandering around the place
without getting harmed by any-
thing. On the other hand you
can't d o  anything towards
finishing the game either, so it's
back to your body, press the
change key, and hey presto,
you're back again, bird, fl
ywhichever. The graphics l
o o kmore like the blown up drawings
of Spectrum graphics you see
on a designer's pad than the
ones we are used to - a bit like
those used on Oracle or Cefax
on TV. Very clever, but all quite
well animated and detailed,
Rapscallion has a lot going for it
with all the locations and does
require a bit of forward thinking
to make best use of your lives/
changes to get through. Original
and playable with quite a lot of
addictivity. I would recommend
it as  a good game. although
overal I wasn't sure whether to
be impressed by the graphics or
disappointed -  not that they
spoil the game anyway.*

COMMENTS
Control keys: 0 or P/A or
ENTER up/down, CAPS or
SYM/SPACE or Z left/right. 1 or
0 to change
Joystick: ZX 2, Kempston,
Fuller, Protek, AGF
Keyboard play: good
positions, very responsive
Use of colour: very good and
varied
Graphics: large, chunky,
varied and smooth moving
Sound: excellent
Skill levels: 1
Lives: 6 at outset
Originality: very original
General rating: playable,
addictive and very good.

Use of computer
Graphics
Playability
Getting started
Addictive qualities
Value for money
Overall
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£100 and 110
games to be
won

e
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In last month's issue of CRASH Poppy Soft's
latest game FACTORY BREAKOUT was rated
at 90% and a CRASH Smash. In the review we
said there were three different screens and
showed their pictures. The thing is -  we
weren't quite right -  THERE'S A  FOURTH
SCREEN in there somewhere.

So together with Poppy Soft, were offering good arcade players the
chance to win some more Poppy Soft games. All you need is a copy
of Factory Breakout (in the shops now, or available direct from
Poppy Soft or CRASH Mail Order Department) and a set of nimble
fingers and good eyes!

The question is very simple (getting the right answer may be a bit
harder!).

Identify in detail what happens on the fourth
screen of Factory Breakout.

The fi rst hundred correct entries out of the bag will each
receive a free game (not Factory Breakout of course) from
Poppy Soft. The first ten correct entries drawn will receive, in
addition, an advance copy of Poppy Soft's next game (due
around December). And the first drawn from the bag will
also receive M O  on top!

The next Poppy Soft game is provisionally titled Wizard's Lair,
although this may be altered before its release, and it is a 3D
arcade adventure game set in 250 locations.

The FACTORY BREAKOUT COMPETITION will run for two
months and there will be a reminder in next rnonth's issue. So
the closing date for this competition i s September 27.
94 C R A S H  August 1984
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Answers on a  postcard (or outside of a sealed envelope)
please, sent to FACTORY BREAKOUT COMPETITION,
CRASH MAGAZINE, PO BOX 10, LUDLOW, SHROP-
SHIRE SY8 1DB,



FREE IN-DEPTH
INDEX!
As Lloyd Mangram mentioned in
his letters page. he's been told to
get 11 together (we've generously
provided him with a second tiny
desk) and organise an Index for
the 12 issues your binder will hold.
The index is absolutely FREE to
anyone who orders the binder and
will be sent automatically in Janu-
ary.

So make sure you turn your
issues into the CRASH Sosctrum
Software Encyclopaedia I

T-shirts &
Binders Otter

Great T
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100% cotton with double stitchingon neck and shoulder seams for
lasting wear. Three sizes, in black
with a brill CRASH design in three
colours,

Feb Sweatshirts are
long-sleeved, heavy qu
fleecy lined with double
on neck and shoulder
durability. Colourfast,
washable navy blue w
design in three colours.
sizes.
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Build yourself the most comprehensive manual on Spectrum
software ever seen! Save your issues of CRASH month by month,
and turn them into the hard cover with the fattening soft centre!

Our tat binder doesn't lust look
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CRASH logo and dark blue finish.
ifs also strong enough to hold a
year's supply o f  CRASH away
from your friends! And i t s  only
£4.50 including postage and VAT!

Be a Superior Alien with your very own
CRASH T-shirt and sweatshirt!
Please send me _ C R A S H  T-shirts

g  E4.50 SO MO LO
Sweatshirt (k E.8.95 SO MO LE]

Please send  C R A S H  Binder(s)
at EC U )

(Overseas orders please add 40p)

Name
-Address*

I enclose Cheque/PO payable to CRASH MICRO E
Pia no allow 25 drive for doltwary

CRASH MICRO, Freepost, Ludlow, Shropshire SY8 1BR



You'll probably stay there till
someone pulls the plug!
Controlling this nautical nightmare is
stormy stuff, especially with only first
officer C-Droid to help you. Is the old
sailor worth his salt? Or is he just a
Jonah?
Dive down to your dealer now for
the answer — but be warned — this
game will send you overboard!

1 1 1  o w  4 8 K  SPECTRUM

FOR ADDED REALISM
PLAY THIS STANDING

IN THE BATH

Silversoft Ltd., London House, 271/273 King Street, London W6 9LZ 01-748 4125
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F A C T O R Y  B R E A K O U T  -  For the 48K ZX Spectrum. Help Zirky escape from the factory that's gone
haywire. Three screens of thrilling arcade action. 100% machine code, super smooth animated graphics andamazing sound.
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Zap the micron rays to hatch out of the
egg capsule

LASER SNAKER
for the 48K ZX Spectrum
Gobble the eggs in the
plantation. Zap the
aggranoids and vicious
viproids to fight your way
to the centre of the four
mazes.
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SPECIAL OFFER ANY 2 FOR £7.95
OR ALL 3 FOR ONLY E9.95!
AVAILABLE AT LEADING SOFTWARE STORES
DISTRIBUTED BY LIGHTNING RECORDS

POPPY SOFT T h e  Close, Common Road,
Headley, Newbury, Berkshire.

Dash across the conveyor bells on the
reject line -  don't let the killer canary
catch youl

1 I

HANGMAN and
BOUNCE PANIC
for the 48K ZX Spectrum
Two great games for the
price of one? Graphical
hangman is excellent for
young children plus
Bounce Panic — a great
arcade game.

for r

or debit my
Access No.
Name

Address

For the 48K ZX Spectrum

BRINGS YOU INTO
THE ACTION WITH

Baffle against the many weird monsters
in the lift room.
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POST NOW TO: POPPY SOFT, The Close, Common Road,
Headley, Newbury, Berkshire.
Please send me

FACTORY BREAKOUT I :  LASER SNAKER
HANGMAN and BOUNCE PANIC C O  C5-50 each

I enclose a chequetP 0 payable to: POPPY SOFT

Signature

I I  I I  I I I  I I I

Post Code
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Bugaboo
(Quicksilva)
Of Both Bugaboo and 3D Ant
Attack, w e  predicted 'great
things and went out on a limb
'after a few glasses of Quick-
silva's champagne to say that
both games were in  the top
class. Ev idently  s ales  a n d
popularity in the CRASH HOT-
LINE have borne this out, less
perhaps i n  t h e  c a s e  o f
Bugaboo.

No one has ever bettered the
loading screen sequence on
Bugaboo, with its totally cine-
matic titles. Its not necessarily a
point in the games favour, but it
surely does gel you in the right
frame of mind to play it.

As the months go by  and
software improves, pas t hits
seem to disappear out of mem-
ory. Bugaboo is still one of my
favourite games on the market.
The graphics are among the
best, and I rate it around the Jet
Set Willy, Atic Atac class. After
seeing so much great software
over the last several months,
this game still has a fantastic
addictive quality and is still one
of the best games produced for
the Spectrum.
MU

The thing that still strikes ab-
out Bugaboo is the unusual and
attractive screen layout. But it's
not Only good to look at, its also
cleverly designed to make life
difficult. Everything about the
game, as far as I'm concerned
still stands up well to later soft-
ware. Any game loses much of
its addictivity once conquered
and I know a number of letter
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Games this month:
Bugaboo (The Flea)

Transversion
3111 Ant Attack

2 S O U
All games reviewed in
CRASH issue 1 (February)
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Still one of the best,
Bugaboo casually
awaits the end

As summer poises, ready for the onslaught of
tab new games around Christmas, CRASH
takes a look back at some of the major games
we have reviewed in the past to see if they (and
the reviews) stand the test of time. MATTHEW
UFFINDELL a n d  LLOYD MANGRAM take
keyboard and reputation in hand...

Push Off
Maziacs
Lunar Jetman

writers have s aid that they
don't want to play it again. But to
me, it seems that Bugaboo al-
ways demands skill in timing
and forward planning to beat it.
LM

(Matthew) I  wouldn't quarrel
with any of the ratings in the
original review, and if  anyone
asks me what should be their
first game for the Spectrum I tell
them, Bugaboo.
(Lloyd) I wouldn't argue with the
graphics rating or  playability,
perhaps the addictive rating
was a trifle high — it has some-
thing to do with the dragon! He's
a nuisance!

11111111 L .
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3D Ant Attack
(Quicksilva)
Ant Attack has remained high in
the HOTLINE charts since we
started them, proof o f  t he
games popularity with players.

There have been many failing
attempts over the last several
months to get tab 3D effect
graphics like Ant Attack it 's  still
one of the leading 3D games.
Playing it now shows that much
more colour could have been
added. Content and addictive
qualities have dropped dramati-
cally. Also a major point on the
graphics is that if 100% (which it
received in the original review)
is given then nothing can beat it.
I would now rate them at 74%,
the reason being that they are
unimaginative and uncolourful_
Not such a good game itself but
still worth buying just to see the
3D effect.
MU

'nor

Oddly, Ant Attack came out with
a much lower overall rating than
Bugaboo (85%) but of course
scored on the graphics, still to
be beaten in their particular 3D
effect. I think we were all a bit
overcome by them at first and
failed to note that the game itself
isn't so great. With the graphics,
it isn't only the city which works
so well, but the animation of
you, your rescuee and the ants
is e x c e l le n t .  I n c id e n ta l ly ,
although it appears to be of no
use. there is an ammo dump out



I

in the desert, but it seems to be
nothing more than a visual gag
put in for those players who
inevitably were going to go off
exploring_
LM

(Matthew) I think I would want to
knock about 5% off the playabil-

Transversion
(Ocean)
Transvers ion was a surprise rave
in the first issue of CRASH and
the first of a series of Ocean hits
by Chris Urquhart with his
friend, Nick Pierpoint In the
original rev iew w e  said, ' A
game that will not be tired of
easily.'

Transversion is still the best,
most playable and slightly less
addictive game that it ever was
- nobody's improved on it - and
since there have been quite a
few attempts, it looks as though
no one can! The graphics are
small by today's standards but
perfectly adequate with good

II hasn't been
bul-transversed yet.

ity rating and some 10c'/0 off the
addictive qualities given origi-
nally as the only real objective is
to continually rescue your girl/
boyfriend and they are always
in the same locations each
game.
(Lloyd) I agree.
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colour and sound. If you want a
grid game, this one is still the
best.
MU

There have been faster and
more complex versions of this
game but I don't think any of
them .has bettered Transver-
sion• The success of the game
then was its simplicity, and it still
shines out. It's  one of those
mind-boggling games at which
you will eventually fail because
your reflexes will not stand up to
it. That makes it  addictive. I
really enjoyed getting this one
out again.

(Matthew) Us e o f  computer
(95%) looks very over the top
by our reviewing standards to-
day. The keys are good and
responsive, but the joystick op-
tions aren't so extensive, And I
think if I was reviewing it now, I
would drop the addictive qual-
ities to around 70%, but it's still
great value for money.
(Lloyd) I  don't think I  would
quibble with the review much,
although the ratings for use of
computer and addictivity d o
seem rather high but I would
certainly keep the playability fi-
gure intact (83%),

Splat (Incentive)
As a hero figure. Zippy is lacking
in charisma by today's heroic
figures, people like Willy. Wally
and Ziggy, but Splat! got a good
review because of the game
itself, not for the sprite anima-
tion. We said, 'This is a game
with growing appeal and a thor-
ou9hly mean, ornery streak
which guarantees its addictiv-
ity,' Were we right?

I still find Splatl an unmaster-
able game due to the fact that
no set route can be taken. Most
maze games do have a  set
route, but with SOM.( you never
know which way the maze is
going to scroll, or what all of it
looks like. Oddly enough, no-
body else has brought Out a
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scrolling maze quite like this, so
it does have a skill factor all of its
own. The time has gone when a
character like Zippy is not ani-
mated to some extent although
most graphics (for this type of
game) cannot be altered as
playing the game becomes too
complex. The game is still very
playable in itself although I can
only play it in short doses. I
thought that the majority of its
charm had wom off due to more
attractive and playable games.MU

Perhaps the fact that the
computer yelled 'Yippee! at me
when I completed a level had a
lot to do with liking Soleil. It was
almost unique a t  the l im a
Spiel's originality hasn't really
been challenged in the sense
that the screen edge is  your
worst enemy in this game and
the scrolling maze idea was
certainly novel and gave the
game its playability.LM

(Matthew) I wouldn't give use of
computer 95% -  not with cursor
keys for control, and I think the
value for money (90r
3
/0)  w a s  
a n

over-rating.
(Lloyd) I always thought Splat!
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was fun, so I wouldn't change
my mind now, having just re-
played it, but perhaps the rat-
ings were over-generous i n
some respects like use of com-
puter, but I might be tempted to
bump t h e  addic tive rat ing
(75%) up a little bit.
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Fresh, attractive graphics make Push Olt a still playable game.

(Software Projects)
Push Off was among the first
releases from the newly formed
Software Projects, formed by
Alan Manton after leaving Im-
agine. and the second Pengo
type game from the Spectrum.

With many of these types of
game on the market now, Push
Off has stood the lest of time
and I still thing that it's highly
playable. Content i n  Pengo
games is never very good, this
is one of the better versions.
The addictive qualities have
worn off as  there are many
more content-high games avail-
able (in a general sense). The
graphics are good but with none
of the latest great animation.
MU

/

Pengo games were never my
strength, so Push Off was al-
ways a favourite because of its
little frills. The bells to be rung
(making the bugs dizzy so you
can run them over) seemed a
better answer than the electri-
fied walls, and the fact that you
can create blocks as well as
destroy them made the game
easier to control. Perhaps that
indicates a n  arcade play i
weakness, but I liked Push
Its graphics stand up well, bright
and exceptionally smooth. The
control keys were a bit awkward
and, of course, they still are!
LM

(Matthew) I would drop the play-
ability (90%) and the addictive
qualities (85%) down to about
705'D now, otherwise I  would
think the review still stands.
(Lloyd) I  would drop use of
computer (78%) and playability
if reviewing ii today. The addic-
tive qualities are a little over the
top as well,
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Maziacs
(OK Tronics)
Maziacs was one of those vast
mazes which began to be popu-
lar about this time (excepting
the 3D types). CRASH said it
had 'plenty of appeal with lots to
do and good animation. Overall
82%.

This large maze/adventure
game still has plenty of appeal-
ing qualities although perhaps
the action seems a little on the

Lunar Jelman
(Ultimate)
This game was eagerly awaited
after the thrills of Ultimate's first
game Jetpac Would it be an
improvement? E v e r y o n e
thought s o because Ultimate
had insisted on being 16K be-
fore -  this was the first 48K
game.
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When Atic Atac appeared ab-
out a month after JetmanS re-
lease, Jetman seems to have
been forgotten. I  don't know
why -  it still greatly appeals to
me; but has lost some of its
addictive qualities, which is odd
considering it still has fantastic
playability. It's the same frantic,
impossible game that it  ever
was and is worth buying if you
love fast, detailed shoot em up
graphics.
MU

My first reaction initially to
Jetman was all the keys -  what
a handful! Our review then said,
'Marvellous seems an inadequ-
ate word. A statement I would

slow side -  fights become long
and boring instead of exciting.
Moving graphics are detailed
but the maze is very uninterest-
ing. This does seem to detract
from the game although it didn't
when I saw it first. In retrospect
the game doesn't seem to be
very colourful now. Key reac-
tions are slow. Unaddictive and
boring.
MU
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82%

•
-st
rMaziacs stands up now be-

cause with the exception o f
Chuckman ( I 'm  sure Chuck-
man borrowed the graphics)
there hasn't been another game
quite like Maziacs. Everything is
large and bright, if  somewhat
unimaginatively coloured, and
the animation we raved about
then, still looks amusing and
good today. For its originality
and playability, I would still stick

rW•

with the review even if a few of
the ratings may have paled a
little in comparison with later
games.
LM

(Matthew) I would agree with
the us e o f  computer rating
(80%) because the keys are not
very responsive. I  would also
drop playability (84%)  a n d
addictive qualities (88%) -  say
down to the higher seventies.
(Lloyd)That seems fair- I know
the use of computer was rated
high because this was among
the first games to have user-
definable keys. but it's true that
responsiveness to  input has
been improved a lot since.

still agree with now. Ultimate
had managed in a short space
of time and with very few games
to establish themselves as  a
leading software house with
'state of the art' programs. Jet-
man was certainly ace. Today it
is still playable, as witness its
popularity a m o n g  hi-s c ore
freaks (who did not forget it
when Atic Atac came out) and
because of the massive nature
of the game, remains as addic-
tive as ever. Incidentally, recent
rumours that trailers have been
spotted in the game are purely

imaginative, as Ultimate could
not fit the trailer in the width of
the screen,
LM

(Matthew) On use of computer,
I would still argue that the many
keys make it hard to play, but
that responsiveness makes up
for it. In general I would say that
all the ratings were just a little bit
over the top.
(Lloyd) Well I'm afraid I wouldn't
change a thing, not even that
extravagant 100% for  money
value.

It would be rather sad as a statement on the software
business if games that looked absolutely wonderful a
year ago, didn't look a little less so now. On the other
hand something which is described as 'classical' is so
because it  stands the test of  time. The real point,
perhaps, is how many allowances you feel you have to
make for an older game in order to allow it to remain a
'classic'. Of  the seven looked at here, we  feel that
Bugaboo (The Flea) and Lunar Jetrnan have stood the
test of time best of all.



It is surprising to see that over 1 year after the introduction of
the first add-on keyboard for the Spectrum, a flood of new
keyboards are suddenly appearing on the market. Although
an expensive extra, the keyboards enable many owners to use
their Spectrum for business applications. Certainly the major
deficiency of the Spectrum is its moving keyboard, which is
quite an improvement over the ZX81 but still miles away from
the full travel typewriter style keyboard of its competitors.
Added to this the multi-role, single stroke per function keys
have been a constant source of argument as to whether they
are a merit of deficiency. The aftermarket keyboard should
correct all these deficiencies and upgrade the Spectrum to amore serious home computer.

THE HARDWARE
At first glance the size of the
keyboard enclosure suggests a
lot of hidden extras, but it soon
becomes apparent that the only
reason for the Cadillac propor-
tions is the restricted choice of
low cost standard keyboard en-
closures on the market, The
enclosure size tends to dwarf
the actual key cluster. The white
and grey keytops are certainly
the best seen on any Spectrum
keyboard w i t h  e x c e l le n t
legends using the original col-
ours tor extended, symbol and
caps shift mode functions. The
key cluster has  a  moulded
shape with the front row tilted
and slightly projected which
allows easier reading o f  the
front row extended mode func-
tions such as Beep, Ink, Paperetc.

The key action usually gener-
ates a  l o t  o f  controversy
amongst users, but from my
own personal experience I
found the action fairly light and
giving a  g o o d  feedback .

although just a little bit soggy.
Probably a very fast touch typist
would find this effect would slow
down his or her typing speed.
but I should think for the aver-
age user the action is perfectly
alright. The slightly soggy feel is
in fact the only give away clue,
that the owner hasn't escaped
the membrane type keyswitch
however refined it may be. The
switching action is generated by
the collapse of a rubber mem-
brane cup with a graphite con-
tact which bridges two inter-
leaved tracks on  the printed
circuit board. This gives, in com-
bination with the key/op plun-
ger, a  nicely  balanced and
smooth travel. It may be worth
pointing out that nearly all low
cost home computers feature
Similar membrane type keys-
witch mechanisms (including
the OL), a s  this allows a
tremendous cost saving com-
pared to the orthodox keys-witches.

Another interesting feature
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not apparent to the user is the
technology of the printed circuit
board, which is not through hole
plated as usual, but boasts simi-
lar techniques as  used with
thick fi lm hybrids with s ilk -
screened conductive ink tracks
running over the copper tracks
of the printed circuit board.

KEY LAYOUT

The keyboard features a full
length spacebar, a  fake caps
lock (cap shift and caps lock
have to be pressed combined)
and a separate numeric keypad
with a further cap shift key for
the oddly  positioned cursor
keys in the numeric pad. The
layout proves to be a bit of a
disappointment as the only be-
nefits a r e  t h e  full- length
spacebar a n d  t h e  numer ic
keypad. It would have been nice
to include an extension mode
key, stop and comma keys and
a cursor cluster all accessible
with a single stroke. Neverthe-
less the layout is  practicable
and because it is equivalent to
the original, the Spectrum own-
er will instantly feel at home with
it.

INSTALLATION

The installation represents
no problems. The Spectrum
printed circuit board is fixed via
4 screws, nuts, nylon washers
and countemuts onto the plastic
vacuum-formed base o f  the
keyboard, which is very flimsy
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and bows and twists in all direc-
tions until fixed to the solid encl-
osure main body. The ribbon
cables of the keyboard plug into
the usual sockets of the pcb
and that concludes the easy
set-up procedure. There is no
provision to fit any other add-on
inside the case, but the Z X
Interface 1 may be connected
from the outside and will come
to rest underneath the keyboard
case giving it an improved tilt
which provides a better typing
position. An extension cable is
however required for connect-
ing up the microdrive unit to the
Interface 1 due to the extended
dimensions of the keyboard en-
closure.

CONCLUSION
The LO PROFILE provides

the Spectrum with a good low

D I a
go pr MOM

profile, full travel keyboard. The
keys hav e a  v er y  legible
annotation and provide a good
feel when typing. It fails howev-
er to provide extra benefits such
as s ingle s troke ex tended
mode, punctuation and sensi-
ble cursor keys. Here the Ful-
ler, Transform and Saga 2
Crusader keyboards definitely
score points.

Add-ons may be connected
as usual to the extension bus,
but no provision is made to fit
them inside the keyboard case
such as with the DK'Tronics
unit, where the ZX Interface 1
and power supply all fi t inside
the cavernous case. But where
the DICTronics keyboard is
enormously bulky and unhandy
to use because of its very high
profile, the Advance Memory
Products LO PROFILE is ex-
actly what it says, low profile,

even if somewhat expansive in
respect of  required desk top
surface.

PROFILE
ON A KEY
WITNESS

FRANCO FREY



WOVE:
Marooned on an unknown world the
passengers of the wrecked liner "Arcadia"
are about to perish in a ritual religious
sacrifice. Since their capture they have seen
nothing of Cross, the man pledged to saving
them, but as the ceremony approaches its
hideous climax..
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Selected ti tls
available from:

W H Smith. Boots, Menzies,
and All Good

Computer Stores

The Prize Your mission to discover the innermost chamber of Midas in a huge
planetary maze. If successful you could be in with a chance of winning up to E5000
1Only the strongest will survive the devious traps set by the guardians, but just
imagine what you could do with the prize
Cassette carries a special E2 discount voucher off your next purchase!
Dealers, please contact us for very
special discounts on our games. Phone
Orpington 35639.
Programmers. We are looking for high
quality m/c games for the Spectrum and
Commodore 64 home computers, send
them in for evaluation. You have nothingto lose!
All games are for the ZX Spectrum 48K
and cost just E5.50 each inc. p.p. VAT etc.

ri FIR T
PRIZE

d  A P  A L

Arcade Software Ltd, Technology House,
32 Chiskthurst Road, Orpington, Kent BR6 ODG
Tel: Orpington 35639

.
c
t
,
• 
A

• Fast -furious racing In this Arcade
game for the SpeellUm. *Pontoon'• on side B free

Funny goings-cm deep on a mine.
Can you escape the evil i n i ts
depths? "Original and fun .
dexterity needed, . .  strategy is
also involved
- —  
G M T I I
6  
C o m
p u t i
n g .

,

Defuse a  bomb hidden on the
complex planet. lattica, before it
blows!! ". acti on pecked game
addictive" — Sinclair user,

The mobs out to get ye in this no-
holds•barred 25  screen, action-
packed game. "Tricky and highly
entertaining
- —  
P e r s o
n a l  
C o r
n p u t
w i g

News

50 different screens of mayhem "A
fun game for all ages w h i c h  I
thoroughly enjoyed." —  Home
Computing Weekly.

A Li I  enclose a cheque for f   o r
B El debit  my  Barclaycard/Access Ac c ount*
C 0  Name
D D  Address
E
L
I

0 SU ie /
S4I I  I  I  V  I  E. 1 1



NOT JUST A PRETTY PACEt
his superb new interface is one of our very
latest developments for your Spectrum.
Offering even more features, as it's pro-

grammable from the keyboard or with the cassette
supplied you can now use it with any software.
Programmable for up to 17 directional
movements i.e. diagonal and fire.
Features include:

17 directional
movements
Keyboard remains
fully functional
Works with quick
shot to rapid fire
actions

Rear connector
for other add-ons
Microdrive
compatible

1 0 • 0
1 . -

Quickshot Joystick I E9.95
Super positive response
2 fire buttons
Stabilising suction caps
Mt lead

Quickshot Joystick II E12.95
Incorporating all the features of
'Cluickshot 1
1 p l u sImproved control grip

Trigger fire button
R fi r e  option

'

"Available direct or from good computer shops anywhere'

ditronia
DK Tr onks Ltd.,. Uni t  6. Shire Hil l  industr ial  Estate. Saffron Wal den,

E u i  CBI l  3A11. Tel ephone:(0799(  26350 (24 hrsi 5 l ines

Ike SPecbtmt "teetint

WWI
/ -  — %

/  Please  rush me the following \Ira Programmable Joystick \ \
/  Interface  E  \

O u i c k s h o t JoystickI
O u o c k s h o t JoystickI I . . ,

,  /,
A g l a i a , „  Please add post and packing

/  I  enclose cheque/PO/Cash for . . .  . Total E
/  o r  debit my Access/Barclaycard No.

/

W W 1  /  /
/

/  Signature

1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1
Name

'Addres s
/

/  O r  send S A.E.. for the New 0 K.Tronics Spectrum Catalogue4
.
—

\
C7 \



SOUND IDEAS FOR YOUR
SPECTRUM

he Three Channel Sound
'Synthesiser interface
incorporates a BEEP audio

plifier and a 3 channel sound
nthesiser.
e BEEP amplifier improves the sound

quality and output of the BEEP
enormously. The 3 channel sound
synthesiser adds a totally new
dimension to sound on your Spectrum.
It allows you to program your own music
with harmonies, explosions, zaps,
chimes, whistles and an infinite range of
other sounds over a full 8 octaves.

V
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V
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V
V

erne

Based around the popular AY-3-8912
sound chip it gives you complete control
(from basic or M/C) over 3 channels of
tone and/or white noise, plus envelope
and volume control. It comes with its
own pod mounted (4") speaker with 1
metre of cable so that it can be
positioned anywhere.
Once this is fitted to the expansion port
your programs will never sound the
same again!

d l i
t t i
o
h i
c
t

OK Tronics Ltd., Uni t  6, Shire Hil l  industr ial  Estate, Saffron Wal den,
Essex CBI  I 3 A0 .  Tel ephone: (07901 26350124 hrsi 5 lines
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/&oda*, /  Please add post and packing,  I  enclose cheque/PO/Cash for
/  o r debit my Access/Barclaycard No./PLOW! / /,/  Signature
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THE FINAL TOUCH
eve just added the Mal touch to our
professional keyboard.
This new Microdrive compatible

keyboard offers more key functions than
any other in its price range. And the stepped
keys and space bar make it even easier to use.
Our keyboard, constructed from high density
black ABS, will take your Spectrum into the
professional league.
It has 52 "stepped" keys plus space bar. A
separate numeric key pad consisting of 12 red
keys including a single entry 'de t e '  plus
single entry 'd a l  poi -  a t e  fast

numeric data entry.
The 15" x 9" x 3" case will accommodate
your Spectrum and other addons like interface 1,
power supply etc. and forms an attractive
self-contained unit.
All connections, power, Mic, Ear, TN., network
RS232 and expansion port are accessible at
the rear.
A few minutes, a screwdriver and the simple
instructions supplied are all you need to fit
your Spectrum.
All dittroni et products are covered by a
comprehensive_guarantee.

Constructed from
high density block ABS
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'TOT JUST A PRETTY FACE
he Spectrum dual port joystick
interface is a highly versatile and
price competitive joystick

interface offering two joystick ports.
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keys. The second port simulatesin (31)
command.

i p  The ports will accept any At...,' •  le
joystick.

It will run any software. That is:-
)  Using keys 6,7,8,9 & O.
' Having redifinable key functions.

Using in (31) (i.e. Kempston).

"Available direct or from good computer shops anywhere"
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NEW NEW GENERATION ON
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