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REGULARS
The pre-Christmas rush to write to Lloyd is on. Gareth Jones sent us the first Xmas card of ’86, though...
Rosetta gets to grips with a bit more screen learnin’
Derek takes a peek at adventure fanzines and SMASHes a game...
SIGNSTUMPS
The adventurer’s forum goes from strength to strength
HANNAH SMITH’S PLAYING TIPS
Hannah wades in with a GLIDER RIDER map and a veritable heap of handy hints to make gameplaying that bit easier
THE CRASH HOTLINE AND ADVENTURE CHARTS
LLOYD MANGRAM’S HALL OF SLIME
It gets cold on the Ludlow gibbet this time of year...
RESULTS
Prizes galore. We’ll have to book extra pages for the Christmas Special competition results, just you see!
TECH TIPS
The irrepressible Simon Goodwin presents another collection of TechnoTips
JETMAN
Brendon goes football crazy and gets tipping!
And it’s Goodbye From Him. Sean moves on to pastures new, but reviews a couple of games by way of a goodbye
MERELY MANGRAM
Once again, the workload on his new magazine keeps Lloyd away from the preview pages. Lotsa news though... FEATURES
The gestation period takes a little longer than expected...
Lee Paddon discusses game designing with PALACE’s artist, DAN MALONE
Bill Scolding casts a critical eye over the Software Advertising Industry and its output
DIY
SHAO LIN TWO
The Competition Minion has been castigated and we re-run THE EDGE’s comp that appeared last month without any differences. Sorry!
WIN A COMPACT DISC PLAYER
CRL offer a high-tech toy at top prize in their ACADEMY competition. Fifty games go to runners up
WIN A SIGNED FOOTBALL
A ball signed by the England Squad is waiting to be won, as well as fifty copies of BUG BYTE’s latest footie game, PETER SHILTON’S HANDBALL MARADONNA
GO ON A TRIP TO LONDON
Hewson’s offer a sightseeing trip to the Smoke, all expenses paid in honour of CITY SLICKER. Fifty games go to runners up, too
BECOME A SUPERHERO!
Binoculars and a 35mm compact camera form the top prize in the COSMIC SHOCK ABSORBER Competition. The usual fifty games up for grabs, naturally The annual CRASH Christmas Extravaganza is on its way — look in the newsagent’s on 10th December
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Burp! Another issue of CRASH, bursting at the seams with news, reviews and the usual mix of goodies goes staggering off to be printed.
For the second month running, we’ve managed to persuade our printers to agree to producing a massive 164 page issue — and we’ll be putting even greater demands on them for the Christmas Special which should weigh in at 196 pages. Don’t forget, the Magazine that bears Lloyd’s initials — LM will have your newsagent’s shelves groaning with the strain in December: a whole 80 pages of LM is going to be strapped to Issue 36, The 1986 Christmas Special.
A trio of packed issues of CRASH. What better way to round off a year that has itself been packed with incidents — from the Sinclair sell-out, to the Spectrum Plus Two, from the launch of the brave weekly BANG to its demise with a PHUT... a year crammed with games releases: some excellent, some dire and some incredibly late. New ground has been broken on both the software and the hardware fronts, and next year looks likely to be every bit as exciting for Spectrum owners.
This has been a year which has seen CRASH romp to the top of the home computer magazine pile, and a year in which the CRASH staff have come, gone and changed around. We say Goodbye to Sean Masterson this month, who has decided to fight on new battlefields. We say hello to a host of new people in the Art Department, and we’ve just moved the CRASH office one floor higher in the Towers. From broomcupboard to ex-boardroom — the team’s set up for great things in the New Year...
Why this early lookback, rounding up the year? Well the Christmas Special is a festive issue, devoted to fun. Enough of this Editorialising. No more for 1986... have a good Christmas!
Maybe we’ll see you at the 21st ZX MICROFAIR on 13th December — the CRASH team should be there in force, and the whole day’s going to be a bit of a party according to the organiser, Mike Johnston... we might even have a few mince pies on our stand for early visitors!
TREATS IN STORE
We’ve been beavering away, working on a whole range of treats for your Yuletide amusement. Three weeks after this issue goes on sale, the bumper annual extravaganza known as the CRASH CHRISTMAS SPECIAL should be in the shops. Without giving away too many secrets, we should be able to offer a reader the chance to win £1,500 to spend on attending a sporting event of their choice anywhere in the world — just one of the extra special competitions that’ll have you racking your brains while the Christmas pud goes down...
A fulsome look back on the year is planned for next issue — including a gentle reappraisal of the SMASHes of 1986, news of a cunning device that allows owners of two other computers to play Spectrum games on their machines, and an overview of the musical possibilities opened up to Spectrum owners.
Of course, there’ll be the usual crop of reviews, and you can be sure of one thing: unless a game is finished it won’t get a review in our pages. Previews — well there are bound to be a few Christmas mega-games that arrive a bit late. What with reviews and previews, we should be able to give you more than a mere inkling of what to expect to see on the shelves as the jingle bells ring out in perfect harmony with cash registers.
Demand for the Christmas Special is likely to be high. Okay, so its going to cost £1.95 but you do get a completely free magazine courtesy of Lloyd and his colleagues on LM. And we guarantee 19.5% extra pages in CRASH next month, excluding the 80 page freebie...
| NEWS INPUT |
MORE MICROFAIR MADNESS | |
Well, didn’t we have a luvverly time when we all went down to the 20th ZX Microfair?
This time the Fair was held in the Central Hall, Westminster, rather than its more regular venue, the Royal Horticultural Hall — just a bit further down the road... Apparently, the Horticultural Halls were already booked up, so it was a case of cramming the show into several rooms and various floors at Central Hall, or having no show at all.
With twenty MICROFAIRS under his belt, Mike Johnston busily took stand booking for the celebratory 21st ZX MICROFAIR. The 13th December is the date for your diary, and it’s back to the Horticultural Halls...
Although slightly disorientating at first for regular Microfair attendees, once you got the geography of the building sorted out, it wasn’t too bad scampering between floors. But you could suddenly find yourself bursting in on a Methodist Bible Class or a choral rehearsal by mistake... Quite a few folks said they actually preferred the cosy atmosphere to the rather cavernous, high roofed Horticultural Halls, which just goes to show you can’t please all of people, all of the time!
As usual, the Fair was crammed with people — all shuffling round an increasingly stuffy and overheated hall packed with stuffy and overheated retailers flogging their wares at knock-down prices.
New products were few and far between, however. The Professional Adventure Writing System (PAWS) was due out ‘real soon now’, according to the fellows on the Gilsoft stand, who explained they’d been up half the night making a monster display book with which to decorate their stand.
Tim Gilberts of Gilsoft proudly displays the home-made tome used to advertise THE PROFESSIONAL ADVENTURE WRITING SYSTEM
Christopher Stone made the long trip down to London and arrived at the CRASH Stand in search of some headgear...
Among wonderful facilities, this new utility is said to have a really amazing parser which recognises complex sentences, including nouns, adjectives and prepositions (LMLWD). There is a 1500 word vocabulary, RAM save/load, and 256 counters/flags, diagnostics, and time-outs that between them allow the user to create ‘real time’ adventures. All in all, it left Sean (FRONTLINE) Masterson running for his phone making ‘I’ve got to have a copy of that’ type noises.
PAWS is due out in two forms: a split pack for the 48K Spectrum with one pack containing the text editor and the other the graphics routines: for the 128K Spectrum, the two halves are combined in one program. On the 128K Spectrum, PAWS allows adventures that occupy up to 110K to be written, so some monster games should be on their way. £22.95 ought to secure either version roundabout the time you read this.
As usual, there was plenty of hardware on show — and a few Plus Twos were even on sale! Rockfort Products introduced their disk interface for the Spectrum — The Disciple. It includes a Centronics parallel interface which gives full screen dumps, two joystick ports and an Interface-One-style network port. The commands are claimed to be Microdrive compatible, so any program designed to work using the Microdrive should work with the Rockfort interface. A ‘snapshot’ button allows programs loaded from cassette or Microdrive to be saved to disk — up to 16 to a side. The Disciple will set you back £84.75 including VAT — all you have to supply is your own Shugart compatible drive and the system is up and running. TECH TIPS might be able to take a peek next month...
Romantic Robot had made the Dutch connection in time for the Microfair, and were demonstrating a new Spectrum digitiser they’re importing from the Low Country.
The new little black box goes by the name of the Videoface, and captures pictures at a rate of three frames a second, saving the last six screens scanned. The final price has not yet been set, but should hover around the £70 mark.
D-DOUBLE TAKE
A cunning new game is nearing completion in Denton Design’s Liverpool offices: Double Take should be published by Ocean any day now.
An evil personage has come to dominate a universe which is the mirror image of the universe in which we all live and play games. Bored with being the Big Cheese in his own universe, the antihero has taken advantage of a wormhole in reality created by an experiment in a physics lab, and now seeks to gain entry to our universe and become an evil Big Cheese all over again.
The locations in our universe are mirrored in the baddy’s universe, and every so often you find yourself transported from a location to the corresponding place in the opposite universe. Objects have been displaced between the two universes. To restore stability they have to be taken to their rightful universe and deposited in the correct place. And no use hanging around in the negative universe holding an object that needs to be taken to the positive universe and waiting for the transportation sequence — objects held during the journey flip to their mirror image unless they have first been ‘fixed’ by taking them to a sparkly cloud...
That white coat in the middle of the screen is, in fact, you! In the Anti-Universe, lurking in the bathroom
What’s this. Unreality is fading — the link between the universes has been activated... things fade away
The normal universe begins to take shape around you...
In the bathroom again, but this time in our universe, not the evil, mirror-image one...
LATE ARRIVALS
Isvar confronts a four-legged member of the local fauna in FAIRLIGHT II
Stablemates Fairlight II and Artist II arrived from The Edge — they were finished a little too late to make it into the review section, so here’s a screen shot or two to feast your eyes on while you wait for the full reviews.
Fairlight II will look very familiar to fans of the original: the same Worldmaker system has been used, but the size of the playing area has been doubled and the game loads in two parts on the 48K machine, fitting into the 128K after one huge load.
In the game, Isvar embarks on another mystical quest. Up to five items may be carried, depending on their cumulative weight, and as usual, the place is packed with baddies who have to be put to the sword. The setting is rather more pastoral, with trees and leafy glades replacing the uniform interior locations of the original. Clearly a game Fairlight fans won’t want to miss.
One of the demo screens from THE ARTIST II, illustrating the pull-down menu control method
The Artist II also arrived, courtesy of the productive Bo Jangeborg and his Spectrum. You may have seen this product reviewed elsewhere some weeks ago, but, according to Dr Tim from The Edge we are “the first magazine ever to see the final commercial version.” The tome-like manual, still in final draft form (only just finished, you see) was whisked away by one of our tame techno minions, and if we can persuade him to let go for long enough to put finger to wordprocessor, the definitive review should arrive in time for the Christmas Special...
DID THE EARTH MOVE FOR YOU? NO COMMENT!
David Kelly, snapped at the ZX Microfair: “No Comment”
According to another Spectrum magazine, the world should have been shaking by now, as a new force filled the senses. “Computer magazines won’t ever be the same again,” its readers were told in October. Purchasers of the magazine, however, may have felt a little aggrieved when the New-look November issue “exploded into the shops”.
It was “going to have 146 pages” — “A simple fact”, according to the announcement. Justifying the 2 pee price rise, the blurb writer insisted that “we’ve also put the number of pages up — by over 20 percent”.
Asked to comment on the arrival of the November magazine, which sported 126 pages (Fact: a rise of 6.8%, and some 15 pages slimmer than his readers had been promised), its editor asserted that his December Issue would be 146 pages large. “No comment”, was his response when asked how he would approach any complaints from November purchasers who spent their £1 and realised they hadn’t got quite what they were promised...
WINDOW WARS
IJK Software, returning to the Spectrum games scene after an absence of over a year immediately ran into a little trouble with its latest release, Crime Busters.
According to a spokesperson for Mastertronic, the game is “a blatant rip-off” of the budget hits written by David Jones: Knight Tyme and Spellbound.
Crime Busters employs a pull-down menu system that bears more than a passing resemblance to the Windowmation technique of game control developed for Magic Knight, and even uses the same character set.
Following an approach from Mastertronic, IJK have withdrawn their new release and are currently considering their position. Mastertronic’s spokesperson was unequivocal: “They must be out of their heads, trying to have a quick clean up before Xmas and then bugger off afterwards.” Unlikely to be the case, considering that IJK is certainly no fly by night (or even Knight) firm. They have been around for over five years...
BANG GOES PHUT!
A few days before Bonfire Night, BANG fizzled out. The weekly newspaper published by Specialist Retail Press — the firm behind trade paper, CTW — survived in the cut-and-thrust marketplace of newsagents’ shelves for a mere ten weeks.
Launched at the PCW Show in September, BANG set out to cover music, video and television as well as computer games — Computer Gamer Editor, Tony Hetherington was tempted into the BANG fold to head up a computer section. The decision to close BANG, an ambitious attempt to take on the weekly market with an A3 tabloid paper, was taken just before the tenth issue was due to go to press.
“Our little dream is over,” commented BANG Editor, Greg Ingham ruefully, “all that is left for me to say is many thanks to our readers.”
BUTCH HARD GUY LIVES!
Supertuff hero BUTCH HARD GUY fights his way towards the lair of the evil Dr Fu...
A spoof beat em up is on the way from a new outfit called Future Concepts. In Butch Hard Guy, subtitled Who Cares Who Wins, the aim is to progress through 20 screens, kicking and punching combat droids until the bad guy’s lair is reached. Mr Fu (for it is he) lives in a castle, and BHG is so hard he has to destroy Mr Fu’s castle with his bare hands.
Early January should bring the release of this comedy combat extravaganza, scheduled to appear on the Advanced Software Promotions label. A trio of Butch Hard Guys is behind Future Concepts: David Thompson, Sean Lally and Dennis Mulliner.

THE EAGLE IS LANDING
It’s 2.51am and freezing cold. I had one and a half hour’s sleep last night — trying to meet various deadlines — and tonight I daren’t take any, because I’m booked in on a nine o’clock flight to Sweden. I’ve also shaved my head. And you’ll want me to talk about computer games now, won’t you? | |
What a month it’s been. No rest for the wicked as I emerged from the unreal mists of PCW. Remind me next year that I’m not attending that Show. It just fills me with paranoia and bad craziness. I rant. I rave. I enjoy myself too much, And I wake up outside Camden Palace, where red capped youths are trying to sidewalk surf (skateboard for the un-hip) up the stairs. Turns out it’s the LM launch and I’m the honoured guest.
Actually, I’m not an honoured guest at all. I’m not even invited. But for once the boys from Ludlow seem in a good enough mood to forgive my transgressions with late copy. (The previous column was sent in at the last minute via a Fax machine. Thanks to an anonymous company for lending me the services of this invaluable device — even if they didn’t realise that they were!)
Once inside I was fascinated to find a distinct social divide between us and them. They were the CRASH, ZZAP! and AMTIX! readers who had foolishly jumped at the chance to get a rare and wonderful invite to the launch. They were marooned at ground level (but if they try to skateboard up stairs, what else do they deserve?) and harangued by an alternative comedian; his alternative to comedy being that he wasn’t funny!Meanwhile, we were the potential advertisers, editors and representatives of the software industry, and we had a bird’s-eye view of the carnage below. Really, it was rather like watching the Christians and lions. But I have too tender a heart, and hurled the odd chicken bone at the starving teenagers below. Sadly, I didn’t manage to hit any.
It was an interesting diversion, indeed, and thanks to a little bribery and a lot of corruption, it looks like LM will be thrilling its audience with my coherent ramblings. I’m not sure what I’ll write about though. I mean, here I’m supposed to write about computer games so I don’t! When I’m not supposed to write about anything in particular, it’s far more difficult.
Hunter S goes in search of a Hoover to solve a perennial problem...
Not that I’m losing any sleep over it. In fact I was woken from a deep slumber a few days later by the phone. “Darling,” said a voice I immediately recognised. “Unusually affectionate for you, Michael”, I told the ubiquitous Baxter. “No”, he tittered, “The Darling family. We’re launching their new Code Masters budget range today. Be there or be somewhere else.” “Okay”, I said, slipping out of slumber and into some trousers, “Where is it?” “Your favourite”, the ubiquitous Baxter replied, “No 1 Holsten.”
Of course, Baxter was right. I have great affection for this London watering hole, though it got a black mark for the desserts this time. Why, oh why, did we get cold, pink rice pudding? Perhaps the man from Africa News knew, but he wasn’t letting on. Still, I’ll say this for Baxter, he can certainly pull the world press if he does your PR.
Code Masters looks promising. The Darlings appear to have recognised the basic rule of budget software... give the punters something good and they’ll flock to you.
Nice to see my erstwhile colleague, Leslie (LB) Bunder there too, even if he did keep looking behind him and muttering something about the ‘New Man’ being after him. Obviously he’s involved in another example of investigative journalism at its very best. He told me something about the fact that he’s becoming a limited company, so that his cards will now bear the motto Leslie Bunder Limited. Couldn’t you make that PLC, LB?
The endless patience of Baxter, demonstrated by this latest invitation, was thrown into perspective soon after. I had to invite myself to Activision. Maybe the Volvo that received the multi-coloured paint job from a great height last time I was there belonged to somebody in the company. Anyhow, their failure to notify me of this pre-Christmas preview meant that I arrived late, and the first delivery of pizza had already been consumed. Not surprising as John — the Trap Door — was there. Still, the good burghers of Activision made amends for their craven attempt to avoid my company by sending out for yet more deep pan with extra everything, and very welcome it was too. It also meant that while I was stuck, waiting to do my duty as gourmet correspondent, they could force me to look at a computer game!
Actually, this was rather interesting. Remember how they said Little Computer People couldn’t be done on the Spectrum? Well, they’ve just gone and done it! Quite how well they’ve done it was difficult to say from this very unfinished version, but if you’ve ever hankered after a little computer person to starve to death, you don’t have to wait long.
All this while a Very Big Computer Journo was pestering me to give him a mention in this column. He’s obviously seen how other people who have been graced with a mention have gone onto better things. But I think I’ll have to keep this fellow out of it. Anyhow, the combination of extra onions plus the Little Computer Hippy’s garishly coloured house was beginning to do odd things to me.
That’s why it was a mistake to subject myself to Rainbird’s Star Glider. I mean, it’s lovely to mention that the divine Clare Edgley is now no longer working for a rival mag, but doing PR for Rainbird. But her gentle voice did nothing to prepare me for the assault that hit me when we finally got the preview program to load.
Lulled into a false sense of security I took the joystick and started to fly around a planet’s surface. Within seconds I was blasting away, fighting for my life, among animated vector graphics. The finished Star Glider should feature Clare’s voice, which sort of makes her a Star Bird. It will be massive!!!
Enough! Too much, even. I rushed home to the warmth and comfort of the latest CRASH and what did I find? Yet more fan mail. What is this? Am I doing something wrong, to receive such adulation, or is this really a nation of degenerates who find my sort of behaviour amusing. For all our sakes, I hope so.
Spurred on to greater excesses, I called in on my friend and part time hair-dresser, Laszlo Lays. Once I’d imbibed a sufficient amount of local anaesthetic, he shaved my head to shiny perfection. I no longer have any need of Head and Shoulders for my dandruff — I just use a hoover.
Then I booked my Swedish flight, and in less than eight hours I’ll be in the arms of my beloved. Quite how she’ll react to the absence of follicles, I’m not sure, but keep an eye on LM if you want to know what it’s like to be bald in Stockholm. That’s that. I must go pack a toothbrush. Yours in fear and lathering
Hunter S. Minson (The Great Bald Eagle)

I’m putting the finishing touches to this month’s FORUM on the evening before Bonfire Night — tomorrow night my peace will no doubt be shattered by endless pyrotechnic displays. But at least it will all be over for another year. I’ve been getting thoroughly fed up with local youngsters letting off bangers under the office window as I slave on into the night, trying to lessen the strain on my overloaded In Tray. (I hope it is the local youngsters, not the Ludlow Mafia dropping hints about the annual renegotiation of their rates now that Newsfield has four magazines.) Either way, at least their supply of gunpowder will be removed from the Ludlow shops ere long....
A few weeks after you read this, it’ll be THAT TIME OF YEAR AGAIN — a bumper 196 pages of Christmas Special will be unleashed on the world, and affixed to it will be Issue Zero of LM. I hope you like them both.
OF CHICKENS AND EGGS
Dear Lloyd,
An ‘original’ CRASH reader here (I collected a few mail-order catalogues back in 1983, as well as all the ‘proper’ issues of CRASH), with a slight moan. Why take the sudden decline in the pride of owning a Spectrum? For example, over 40% of my computer-owning friends have a Spectrum, and they all would prefer a 64! (I wouldn’t).
Some recent letters to the FORUM from Spectrum owners (e.g. Paul Tyler and especially PA Rasbotham) have stated in no uncertain terms that the Spectrum as we know it (certainly the 48K versions anyway), will soon be cashing in their micro-chips. All right, the machine may have successfully out-lived the guesses of the wildest optimists and therefore will probably soon disappear into the realms of history. But if software companies forget about it entirely, (again, I refer to 48K models), their profits will drop faster than the prices of Acorn shares last year (Ha!)
Glider Rider was a good idea, in that there are two separate versions contained on the tape, one for 48K machines and the other for 128K’s, but what a shame that that they relied on the sound for the 128 to lift the ratings above ‘good’ to the dizzy realms of Smash (well with 92% it was!). This consideration of the fact that the game on its own merits is just ‘good’ will surely persuade many 48K owners to buy something else instead. On the other hand, any prospective 128K buyers may be persuaded to buy the machine if many more games with the class of Glider Rider appear...
My real point is this: Let’s not be ashamed of owning a Spectrum, be it 48K, 16K or 128K. Just see what happened to the ancient armies when they lost a great deal of morale in a battle (don’t laugh at that, the ancient civilizations had a lot to teach which is still true today). If we all throw our Spectrums away or cease to buy games for them, of course no-one will produce any software, for who’ll buy it? There’s life in the old machine yet, and the programmers definitely have a few more surprises in store for us.
Sermon over, now moan No 2. A very few games, e.g. Id and Deus Ex Machina have received lengthy previews in CRASH, but no actual ratings! (Strange, they were both by Mel Croucher...) I thought that Id sounded like a great idea, but with no proper review and criticisms, I decided not to buy (playing it in a shop is not quite satisfactory, if, as in Id’s case, the game requires lengthy trial). So please LM, kick the reviewers (yes, all of them and yes, I do like using brackets) until they promise not to do this again. Really, though, that’s a very minor moan, but it is annoying...
Paul Hirdle
Quite right, too Mr Hirdle. It’s refreshing to hear someone putting some perspective onto the debate about the Spectrum’s viability for the future.
Clearly, there are a lot of Spectrums out there, and equally clearly, software houses are going to find it rewarding to continue writing good and innovative programs for the machine that has given so many people much pleasure. As the recently-elevated-to-higher-planes person, Graeme Kidd, said some months ago, it’s a chicken and egg situation when it comes to launching any computer: the hardware won’t sell unless there’s a good range of software to run on it, and the software isn’t economical to produce until a fair-sized user base is established.
Maybe Amstrad plan to phase out the Spectrum Plus as well as the 128K machine, leaving the Plus Two as the only games machine bearing the Spectrum name available in the shops. If this is the case, all new Spectrums will be 128K machines. Software houses will find it increasingly profitable to produce games that take full advantage of the extra facilities offered on the larger machine. Good news for everyone — because it’s unlikely that programmers and software publishers will be so foolish as to abandon the 48K owners.
As for Mel Croucher’s games.... at the time we looked at them, they really defied reviews that follow the normal approach for mainstream games, which is why they weren’t rated according to our ‘formal’ system. They were (and still are) somewhat ahead of their time, very different and worth investigating further.
I think you deserve the £20 of software this month for your cogent, well reasoned arguments. Auntie Aggie has been instructed to contact you in due course, Paul. There’s an early Christmas present on its way to you....
LM
COMPANY SAGA
Dear Lloyd,
PSST! Have you heard about the software phenomenon? You haven’t; right I’ll tell you.
The INCENTIVE to produce software at the present time is huge; just IMAGINE the rewards to be reaped when sales of your new game CASCADE. Authors who write ADDICTIVE software are becoming a LEGEND in this GLOBAL industry, which is entertaining the NEW GENERATION. Every ACCOLADE is heaped on those who possess the vision that enables them to become the ELITE in their profession. On the other hand, there must be some who go over THE EDGE or disappear FASTER THAN LIGHT in the VORTEX created by the OCEAN of new releases, all part of someone’s DREAM to create the ULTIMATE work.
Who, in their wildest ELECTRIC DREAMS, could ever foresee that software would go BEYOND the Mainframes? Clive SINCLAIR and the pioneers who bought his masterpieces of DIGITAL INTEGRATION, and then gave our first tastes of alien-bashing; that’s who. They started a NU-WAVE of EPYX proportions, which evolved BRITTANIA as a nation of games PLAYERS.
We all wanted to fly an INTERCEPTOR, plan our ADVANCE on Berlin, or pull our hair out, as we went MAD trying to solve the latest ADVENTURE, INTERNATIONAL products soon found ACCESS to our shores, and we wanted plenty of this US GOLD.
If you are still a VIRGIN, it’s time to let the BUG-BYTE you; there are SOFTWARE PROJECTS to suit everybody. You may encounter the odd GREMLIN which will cause you to curse THOR or ODIN, but when the next ARTIC-load arrives at your local computer shop, you’ll be first in line to get the new Number 1.
After all, where else could you swim with PIRANHAs or ALIGATAs, duel with NINJAs, or shoot GARGOYLEs, and all in REALTIME too. I dread the day when the BUBBLE BUSts and the shops are no longer RAM JAM full with our favourite games: But even if the industry sank, like some latter day ATLANTIS, I have no doubt that the CREATIVE SPARKS in our schools today, would resurrect it, like the FIREBIRD of olden times. The SAGA is not over yet.
Aled Wynne Jones Owen
POKE, POKEY
Dear Lloyd,
Sorry if my scrawl is almost illegible but bear with me. To the point: Who does that jumped up prat think he is anyway. Yes I talk about the one and only Gary Hollo(w brain)way. In his letter in Issue 34 he rants on about how POKEs are a waste of time and no self satisfaction is felt when the game is completed.
Personally I think this is a load of irrelevant crap and is unjust. Without POKEs Hannah Smith and Robin Candy (RIP) wouldn’t have had jobs...
When POKEs came in people were keen to use them. Since then the interest in hacks have increased. POKEs are really just to help people having difficulties in a certain part of a game and it is up to the individual, whether he or she wants to type them in.
Although I don’t use POKEs much because I’m an ace game player (sorree! flashes of vanity there), I still feel enough self-satisfaction to have completed a game, POKE or no POKE.
Not all games can be completed that easily even with a POKE, you may still get trapped and have to abort the game.
He also points out that people may go out, buy a new game, type in a POKE and inevitably complete it. What sort of jerk would do that? — no-one! People like him are degenerating the pages of FORUM.
Mark Langley
PS Hannah Smith is the most sexy, gorgeous, raunchy, words can’t describe girlie tipster in the whole realm of magazine marketing.
Like I said last month, each to his (or her) own when it comes to POKEs. Games are there to be enjoyed, and if POKEs help that enjoyment then use them, and if they don’t, then don’t go to all the trouble of typing them in. Simple really...
And Hannah (our very own palindromic Tipster) wouldn’t exactly take being described as a magazine marketing ploy, so I’d be careful what you say to her if you come to the ZX Microfair on 13th December — she’s promised to come along for the day you’ll be pleased to hear!
LM
IT’S HOW YOU USE IT
Dear Lloyd,
I thought I would write in to give you my views on P. A. Rasbotham’s letter (November’s Forum), which was pretty harsh on both the 48K and 128K Spectrums. It may be true that the Spectrum is outdated. It is true that it has colour problems and poor sound (on the 48K). But isn’t that to be expected? Spectrums were around at the time of the Vic 20, and look how far that box of old bolts got.
When P.A. says that attribute clash and poor sound are incurable, does he (or she) realise that this isn’t true? Just look at Lightforce, reviewed the same issue. Where’s the attribute clash? And there have also been programs in various mags to give more than one colour per attribute square — one in YS a while back, and, of course, one for the 128 a couple of months ago!
As for sound... well Okay, the 48K beeper ain’t wonderful, but some pretty nifty effects have been done before.
And to say that 128 sound isn’t much better is pretty daft. So the AY chip isn’t as good as old SID in the Commie, but so what! If you’re playing games then you don’t care if the chip has redefinable envelopes or whatever anyway! And I’m sure that this will soon change when the programmers get to it, just as much as 2 channel sound became possible on the 48K. And as to the computer halting while playing a note, has P.A. read issue 32’s TECH TIPS? Thought not!
To round off, I can confirm that the 128’s keyboard is BETTER than the Plus keyboard, because I own a 128 and my brother and sister have a Plus. And unlike P.A. Rasbotham I CAN recommend the 128 (to everyone), especially when you can pick them up for a measly £100 in some shops!
All in all, I hope that very few people agree with P.A.’s letter — we should be proud at the Spectrum’s good points (and there are lots!) and not moaning about its deficiencies!
David Clark
Alan Batty has much the same thing to say elsewhere this month, and there’s little I can add to your comments David.
LM
AMSTRAD DISAPPOINTMENT
Dear Lloyd,
I bought my son’s 48K Spectrum about 2 years ago, and as it’s been used just about every day since then, it’s been excellent value for money, and I’ve been thinking about buying the 128K Spectrum.
Like many other other people, I was disappointed to hear about the number of 48K games that will not work on the new computer, but the news of an improved Amstrad version raised my hopes, and I awaited the reviews.
After reading Simon Goodwin’s report in October’s CRASH, I’m disappointed again. The only real improvement seems to be the keyboard. The integral cassette deck sounds horrible: no tape counter, very slow rewind, and extra small pinchwheel. Let’s face it, no one would buy a tape recorder like that. A big disadvantage is the lack of an external tape socket, which it would seem to really need. Add to this the fact that you need adaptors to allow your existing joysticks to work, and that add-ons might not fit into the deeper recessed connector, and there’s a good case for re-considering the original 128K.
Everyone who has a 48K Spectrum also has a tape recorder, so there’s no problem there. I’ve read nothing about the 128 Plus 2 being able to load more 48K games than the original 128K, so unless I’ve got my facts wrong, I’ll be keeping an eye on the price of the first 128 Spectrum, and leaving the Amstrad version alone.
P. Hew
Well, the Plus Two does seem to have entered the market suffering from the same sort of teething problems encountered by earlier Sinclair Sinclair products.
Simon Goodwin points out how you can connect up an ordinary tape recorder to the Plus Two in TECH TIPS this month, but the snag is you have to invalidate your guarantee. But how else do you get a awkward tape to load...
Certainly the 128K Spectrum represents particularly good value at the moment, but several people have written to me saying that the old rubber keyed Spectrums, and sometimes even Pluses can be bought for around the £50-60 mark.
Perhaps there’s never been a better time to buy a Spectrum?
LM
DEFENSIVE WORDS
Dear Lloyd
If ignorance is bliss, PA Rasbotham must be very blissful. His letter in Issue 34 FORUM made my blood boil.
I’ve owned a 48K Spectrum for three long years, and whereas I wouldn’t say it was over the hill (though from where it’s standing it gets a good view of the valley) I decided it was time for an upgrade.
I decided to buy a cheap Spectrum 128K as opposed to the appalling Plus Two with its ‘quality’ Amstrad tape deck. This machine hasn’t merely got more memory than the old Spectrum but also has menu driven basic with full screen editor to name but a few of its goodies, and of course a pseudo 48K mode.
128 games are often a vast improvement over the 48K originals, and add a new dimension to their playing (I refer to Glider Rider — need I go on?)
As to his attack on the ‘prehistoric’ sound chip, he may be reminded the SID chip isn’t exactly in diapers anymore. I’m also a proud owner of an Amstrad 6128, and believe me, the sound on the 128K Spectrum is a vast improvement on the Amstrad’s, due to it being modulated onto the television signal, and yes it does come up to the Commie’s standard more often than not.
So I think ‘people’ like this Rasbotham should stick to their extravagant Commies, and not be so quick to dismiss the Spectrum 128, or indeed its distinguished predecessor.
Alan Batty
When it comes down to it, there’s no empirical way of settling such disputes — each computer has its relative merits and shortcomings, but as I said last month it’s not so much what the computer itself offers, it’s more to do with what can be done with it. The Commodore, Amstrad, Spectrum (and romping into prehistory myself for a moment, even the Memotech, Oric and the like) all have different potential to amuse, entertain and educate. My mother always used to remind me that you shouldn’t be quick to dismiss anything out of hand...
LM
EAGER BEAVER
To Lloyd,
On the 14th October I saw that Jon Eggleton had at last achieved TV fame (well TELETEXT Channel 4 P 557). Here is what it said.
‘Kat-Trap is the result of an award-winning game design submitted by Jonathon Eggleton to the Crash GENESIS competition and was selected from 4,000 entries by a panel of judges.
‘The program gives a fast and furious romp through a myriad of scrolling screen sets, with the player controlling a mechanical, cat-like robot with Springy legs.
‘Kat-Trap will be available next month on Spectrum at £8.95 and Amstrad CPC at £8.95 (cassette) and £14.95 (disk).’
How about starting an eager beaver award and giving me the first one?
P Sankey
Another strange Christmas present request. Anyone would think I was Santa Claus...
LM
MINIMALIST APPROACH
Dear LM,
Every issue we read letters from readers offering their opinion as to how CRASH can be improved. I would like to offer my two penny worth — get rid of reviews, Crash Course, charts, Frontline, Playing Tips, Fear and Loathing (especially Minson’s garbage) and hand the pages over to the star of the show ... JETMAN.
Dave Bates
PS Jetman would be a good title for the new format magazine.
Fine for Jetman fans, but just think of all the other magazines we’d have to bring out just to keep everyone happy.
And just what’s wrong with MY initials?
LM
A DIFFERENT PERSPECTIVE
Dear Lloyd,
Everyone seems to be complaining about all the 3D games in the market. This seems to me to be especially silly when you consider that in issue 33 you reviewed six times more ‘boring old 2D games’ than 3D ones. Whether everyone has been especially dim or not, nobody has realised that 3D is here to stay and will be the industry standard in 12 months time. Anyway, what’s wrong with 3D? 2D is dead! Long live Filmation (c).
Yours in perspective,
Robert Lines
I’m not so sure about the ‘Industry Standard’... but there’s certainly plenty of life left in the Knight Lore type format as programmers such as Jon Ritman of Batman fame continue to show.
LM
EVIL PENN ’N’ RIGNALL
Dear Lloyd,
Someone has been messing around with the wordsquares again. Not content with messing about with the Exploding Fist wordsquare (printing ZZAP RULES OK on the bottom line) some person has gone and put in the left hand column of the W.A.R. Wordsquare ZZAPYRULHESOKW. Takes out the Y, H and W and what do you get — ZZAP RULES OK.
Is the Comps Minion going bonkers? Does he like ZZAP! more than CRASH, or have the evil Penn and Rignall been up to their tricks yet again? Whoever it is, I’m sure the Ludlow gibbet could do with another person!
Stephen Coby
The Comps Minion has just come up to the CRASH office, bearing a tray full of tea — a cup for everyone. It was totally unsolicited, so I don’t think he has anything against CRASH. (He must be in a particularly good mood — maybe he’s just finished writing all the competitions for the next issue...)
It’s a clear case of the Spikey Haired Ones putting their Spikes in, as far as I can see.
LM
OVERCHARGED
Dear Lloyd,
I just had to write after reading Robert Hayden’s ridiculous letter in the November issue of your well known broadsheet. This moronic prat actually seems to ENJOY giving all his money to the overcharging software mega-corporations. What a wally! There were plenty of decent games in 1983, my dear Hayden (maybe you still hadn’t been born) the difference was that the software houses didn’t spend all their money on hype, meaning lower prices. Pathetic little creeps like you, Hayden will only succeed in convincing people like Ultimate (remember their 100% price increase?) and others that they should double their prices.
Electrostatically yours, Zenith Kodachrome, Planet X
PS Don’t you think that Ultimate have turned in to a computer version of Status Quo?
PPS Isn’t this an aggressive letter?
Plenty of decent games in 1983, certainly, but three years ago £5 bought a lot more than £5 does today. And the quality of software has, largely, improved as a result of more effort, time and money invested in the development of games. These two factors are bound to lead to higher prices, but admittedly not all ‘full price’ games released today improve on the standards of 1983. Most of them do, however, which is why I still agree with Roberts’s sentiments.
And no and Yes.
LM
BAD TASTE
Dear Lloyd,
I was playing on the new MASTERTRONIC game Video Olympics when I saw an advertisement like the ‘Coca Cola’ sign, but in fact, when I looked closely it said ‘Cocaina’. Well it isn’t very funny as a joke because it kills hundreds upon hundreds worldwide every year. In my opinion it is a sick joke and I shall be very reluctant in buying future Mastertronic games.
Yours not laughingly
Jason Lindsay
Doesn’t sound very clever to me either, Jason. I haven’t been able to talk to Mastertronic about the point you raised, and haven’t actually played the game in question myself. But I’m sure it’s not the kind of thing the Powers That Be at Mastertronic would approve of. Often such little ‘jokes’ are put into programs (and sometimes the files of typesetting prepared for our very own ART department) and the perpetrators intend them to be intercepted.
The silly part of doing such things, is occasionally someone’s attention wanders and something that shouldn’t slips through in the heat of a busy moment. Maybe someone at Mastertronic would like to pass comment?
LM
THE TOP SLOT
Dear Lloyd,
I am writing to you in reply to R J West’s letter in the October issue of CRASH.
I too was an Ultimate fan until the release of Pentagram (Incidentally, why was this boring game Smashed?). I disagree with his view that Odin are the leading software house in the country. Has he forgotten the likes of Melbourne House, Bubble Bus, Ocean and in my view the best of the lot, Elite?
These four companies, with the possible exception of Bubble Bus (although Starquake is definitely a classic), have all had a long list of excellent games behind them, for example The Hobbit, Ghosts ’n’ Goblins and, of course Match Day, these three games are all classics.
I admit that Odin are a good company with obvious programming talents, but you need a lot more excellent games (ie CRASH Smashes) than three to become the country’s leading software house.
Simon Davis
The accolade of ‘The Country’s Leading Software House’ is one that could be rested on several sets of shoulders — it all depends on when you seek to make the award. For instance Bubble Bus and Melbourne House seem to have gone into a bit of a lull recently, and we’ve seen nothing for ages from Ultimate (although they’re rumoured to be doing work for the Japanese games consoles made by NINTENDO at the moment.
I’m not going to let you have my nomination for ‘Leading Software House’ — it wouldn’t be fair to prejudice the result of the Annual CRASH Readers’ Awards. Voting forms will be available in the Christmas Special in a few weeks’ time, so if you feel strongly on the subject, make your voice heard!
LM
LAW ABIDING
Dear Lloyd,
I am just writing to make a BIG point. Computer games can be very expensive (eg £9.99), when they could be quite cheap. Lots of money is spent on advertising and promotion. If this was not so, games would be cheaper and more people would buy them. For instance, 8 out of 10 of my friends copy games that are quite dear, but only 2 out of 10 copy games with the price tags of £1.99, £2.99 (cheapskates). If the games were cheaper, England would be a more law abiding country and the game manufacturers just as rich.
Simon Green
PS Happy Christmas
Thank you for your kind sentiment Simon — you’re the second of the season to pass on such greetings (Gareth Jones came in first with the earliest Christmas card this year).
Your argument that it is the manufacturers who make criminals out of people really doesn’t make too much sense — people generally break the law by choice. There may be some kind of merit in the argument that stealing food if you are starving and have no money to buy anything to eat shouldn’t be considered criminal, but pirating games just because you can’t afford them is definitely a criminal act. I can’t afford the Rolex Oyster watch on display in the Ludlow jewellers, but that doesn’t mean I have the right to steal it just because I can afford a Swatch...
Advertising and promotion cost money, but without it customers don’t get to know that a game is available for sale and shops won’t stock it. It’s doubtful that manufacturers would be able to sell vast quantities of cheap games and still make enough money to fund the six month’s development work that commonly goes into a full-price game. So the quality of games would suffer, and it’s the players who would suffer in the long run.
LM
CODE LOADS
Dear Lloyd,
Just a few words about the 128K Plus Two. I would like to congratulate Amstrad for producing this machine. The colour is good and no more of this shifted key crap. The only thing is the name “Spectrum 128K Plus Two” I mean couldn’t they think of some name. I am going to call mine ‘Christine’! When reviewing games will you print what the program runs on. You could use this code: 48K +A; 48K Plus +B; 128+ C; 128 Plus Two +D and then print on the review ‘Computer C,D only’ for instance. Well that’s all I want to say.
Michael Quone
PS If you print this letter it would be a good hint for my Mum on what to buy me for a Chrissie present!
Whatever do you want a load of A’s B’s C’s and D’s in your Christmas stocking for Michael?
Cameron Pound, the CRASH ‘Ace Lensperson’ uses a 128K Spectrum in his photography room (which incidentally is now the old CRASH office. We’ve moved into the old Newsfield boardroom which Hannah is doing her best to clutter up with PLAYING TIPS FOLDERS, sandwich wrappers, Girlie Tipster stickers, bottles of Perrier and Malvern water and all the other things she seems to need around her to survive the day. There’s so much space, even she’s having difficulty filling it!)
Getting back to the point, though, Cameron lets us know if he has any problems loading games on the 128K and so far he hasn’t run into many. At the moment, we’ll probably just report on problems we encounter rather than introducing a new system, but who knows what the New Year will bring?
LM
BORED TO DEATH?
Dear Lloyd,
I wish to say how disgusted I am with Software in general. Although the standard of graphics and sound is excellent, almost all software (99% of it at least) is the same.
It’s all either shoot the little men, an escape to freedom, save the world with a magic book, destroy the evil machine, or collect all the keys... and it’s all very boring.
I think that the best games I’ve ever played are Deus ex Machina and Movie (I know that Movie is an arcade adventure, but it’s got originality of plot and loads of atmosphere).
I’m afraid that because software houses are too afraid to try something radically different from the same old humdrum, that computers will die out. This would be a great shame because a lot of enjoyment can be derived from playing a game or from programming. And now with the arrival of the 128K and +2 Spectrums a whole new set of opportunities have appeared. (Before all the 48K owners think oh no! Here’s another one raving on about his 128K. Well, I don’t have a 128K. I have a Spectrum.)
So come on Ocean, US Gold, Imagine, Quicksilva and all the others, let’s see some new and interesting concepts tried out. You may not get it right first time, but think of it as a long term investment in your future. Long live Nu Wave and Mel Croucher.
Richard Fitzpatrick
I’m all for innovation myself, but the sad fact is it doesn’t always prove commercially viable. Mel Croucher would be the first to agree — sales of Deus were pitifully low, even though it collected a host of awards for originality. There are only a handful of basic games according to Mel Croucher and everything else is derivative to some extent. As long as people are happy buying highly derivative games that are produced to a formula, people will keep writing them and selling them. Now and again there are some different moves made, perhaps like Trapdoor from Piranha, but innovation tends to happen gradually rather than via Quantum Leaps.
LM
ONE FOR THE RECORD?
Dear Lloyd,
There have been quite a few letters complaining about games like Street Hawk being advertised months (in this case, over a year) early, but I think that Digital Integration must hold the world record. Look back to the November 1984 issue of CRASH. On page 158 of this issue TT Racer was advertised: this was not previewed until September or reviewed until October 1986.
Please print this letter, as I was so wide awake in noticing this, and cos it’s my Birthday soon. Sorry about the bad writing, but I’m only 12 (13 soon), and I’ve only written one letter before. Gotta go — here comes teacher.
Zerbal
Better a game be late than never arrive, Zerbal! I’m not sure whether DI do deserve a World Record... Any statisticians out there care to re-read some CRASHes and let me know if there’s a challenger?
LM
A TISSUE OF FABRICATION!
Dear Mr Mangram,
I would like to point out some things that have come to my attention concerning your magazine. First of all, since Issue Four the paper has become considerably thinner, and yet you say that you need to raise the price to subsidise the ever rocketing price of printing paper. If you raise the price then surely you can afford to keep the quality of CRASH up to its usual high standard — it is now more like single-ply tissue paper than part of a first-rate magazine. Please remember some of us have to back our school books in it — apparently the only use for advertisements.
Not that I disagree with the price, it offers much more value than other magazines I could mention, but c’mon Lloyd, what’s happening? Is the extra money going towards the “Lloyd Mangram pension fund”, or even the “Lloyd Mangram holidays in Bahamas” number.
Now for some other points: first of all since Hannah Smith was appointed ‘head of playing tips’, this section has (in my opinion) improved ten-fold. (a mighty blow for fem. lib). I don’t know whether this is due to Hannah being a superior tipster than Robin Candy, or because more tips are being sent in and the standard is generally higher. One last thing — your FORUM seems to be taking over the whole magazine, it will end up containing nothing but Forum.
Thanks for reading and keep up the good work!
Paul Sarson
Pensions? Holidays?
Just because you’ve got wind of the fact that the Power That Be came to some small arrangement concerning the use of my initials on a new magazine (Available free with the Christmas Special — as they keep telling me to say), it doesn’t mean I’m treated any better.
Besides, I think you must be suffering from some strange tactile illusion, Paul. I checked the substance of your allegation with the Production Department and they assure me the quality of the paper used in CRASH hasn’t changed for over two years. For the technically minded, the cover is printed on 115gsm coated paper, while the pages use 60gsm WSOP (whatever that may be).
Hannah asks me to tell you that she’s flattered, but doesn’t believe she’s been striking blows for fem. lib. She might have struck a blow or two for Girlie Tipster lib, but a certain Dame kept backing down. Without the help of readers, though, any tipster is bound to have problems...
LM
And that’s another collection of your letters dealt with. With a bit of luck, I should manage to get all my work for LM and the Christmas Special done in time to do my Christmas shopping by post. It takes a long time to decide what to buy for whom, but shopping for presents from a catalogue is infinitely preferable to fighting through the seasonal crush in town. Almost as pleasant as leafing through the 1987 Suttons Seeds catalogue...
Don’t forget, send your opinions, praise and pension fund contributions to me at Lloyd Mangram’s Forum.

Here’s another extra large portion of PBM news ’n’ views. This month Brendon Kavanagh tries out a new weapon, gives us some hints on Starglobe and the Forum goes football crazy. | |
A SHINY NEW WEAPON
The Weapon is a science fiction based wargame designed by the US gaming company, 4 Sight, and moderated in the UK by Harrow Postal Games (of, er, Harrow) under a very strict licensing deal. A game for up to 15 players, The Weapon is one of the most complex games to be mentioned within these pages so far.
The player is ruler of a technological world which has recently discovered hyperspace travel, opening routes to the distant worlds for the first ever time. You must use your squadrons of starships to explore and conquer game space, mapped out as a 20 by 20 grid of hexes. Hexes may be empty, dangerously cloudy, or occupied by worlds.
WORLDS
Worlds have several game functions: some produce rare crystals required to construct and operate THE WEAPON (a very gruesome device), some produce economic output, and others can be mined for minerals. Worlds are a very important part of this game, since its points system is partially based on the worlds you own (and for how long you have held them). Thus, worlds must be defended by your Star Troopers while they produce goods for trade and cash for your coffers.
STARSHIPS
All players start the game with a small squadron of vessels, but as the game progresses you may design and construct more, and more, and more.
THE OBJECT
The somewhat bland object of The Weapon is to amass as many points as possible before the game ends. Games last for between 15 and 30 turns, so you never quite know how much time you have left to raid all those planets within fighter range... As well as for holding worlds, points are gained by destroying enemy starships in combat. Incidentally, you lose points if you lose any ships in battle!
HOW D’JA WIN
To play The Weapon, you must (as in all games) utilise your limited resources to their maximum potential. Basically, you must discover, conquer and defend new worlds, maintain economic growth within your empire, produce crystals for use in THE WEAPON, develop your combat and navigational expertise (ie. fight and move about!), establish trade routes to your benefit, and engage in diplomacy.
The more successful The Weapon players have amassed points by working together in small alliances, called treaties. Treaties can be very beneficial but they are also risky: a treaty means that your automatic defences will trust someone who may not necessarily be all too trustworthy...
STRATEGY
In play, the game is VERY strategic and exceedingly fast moving. You are deeply engrossed in the game within three turns. Being something of an advanced hybrid of Capitol and Vorcon Wars, The Weapon requires a lot of careful diplomacy to enjoy while if your battle strategies are poor then you won’t have too many worlds to be diplomatic over!
If you have never played (or won) a strategic game then I doubt you would enjoy playing THE WEAPON. However, very strong strategic aspects will appeal to readers of Frontline, and any experienced PBMers vaguely interested.
LOW PRICE
The Weapon is quite a low priced game, for its type. As a special offer to CRASH readers, Jim Gibson of HPG has agreed to reduce startup prices. The rule book will cost £1.00 instead of the usual £1.50. A set up and one free turn will cost £4.00 rather than £5.00 and the cost of the first five paid turns has been halved to £1.00 each.
Each turn thereafter costs the usual £2.00, the game being played on a 14 day turnaround. Be sure to mention CRASH in all correspondence!
I strongly recommend you to buy the rule book before you set up in The Weapon, as it is a fairly complex creation (in monosyllabic terms, it’s HARD). If you are grasped by what you read, play. If not then pass the book onto a friend.
Part of the order shoot for THE WEAPON...
... and a section of the turn printout received at Chateau Kavanagh as a result of playing THE WEAPON

by Rosetta McLeod LINGUA FRANCA | |
Recently I attended a national conference on ‘The Micro and the Language Specialist’ which attracted delegates not only from Britain but also from other European countries. The conference certainly brought home to me the significant role that the microcomputer is now playing in the teaching of languages, from helping young children to read, to encouraging older pupils and adults to master a foreign language.
This month, then, Crash Course looks at two publishing houses who have produced programs concerned with language development. The English Language Tutors from Options International aim to teach the basics of the language to primary school children with language difficulties. The author, Edward Ingram, has a degree in Psychology and has had a great deal of teaching experience with children suffering from profound language disorders, such as aphasia and autism. The programs have been thoroughly field-tested in schools.
The Options range also includes three foreign language tutors — French, Spanish and German — which have been designed to help beginners learn the languages and also to provide a revision aid for exam students. The programs cost £8.95 each and come with a detailed information booklet.
AVP Computing, too, whose programs featured in July’s Crash Course, have also issued some interesting modern languages programs. I particularly enjoyed the French Crosswords program, and the Dictation package, combining the computer program with audio input, is a worthy study aid. These two programs cost £10.00 each, while the Time programs for French, German, or Spanish cost only £6.00 each.
ENGLISH LANGUAGE TUTORS
Producer: Options International
Price: £8.95
BASIC VOCABULARY
Basic Vocabulary provides the solid core of nouns which are used in the other English Language Tutors.
The menu offers three choices, Describe, Spell and Command, together with seven possible sections. The words in each section are given in the accompanying booklet, and each section contains five groups of four words, such as ‘table, chair, bed, stool’ and ‘plate, jar, saucer, dish’.
If the Describe option is selected, the screen display shows pictures of four objects in different colours (red, blue, green, yellow and pink are used), and you must type in the correct phase which will describe the highlighted picture. This might be ‘a blue table’ or ‘a pink chair’. In this first option, the noun is spelt out above each picture, then if Spell is selected, the name of the highlighted object alone has to be typed in. The final option allows you to command the computer to ‘colour the fish pink’ and so on.
As with the other three English Language Tutors, this program uses colour coding as an indication of part of speech. White-green-red, for instance, would mean that the computer is expecting a determiner, an adjective and a noun — ‘a red car’.
This program is certainly very useful for teaching spelling, colour, and simple parts of speech, and the animated graphics provide a child with a good incentive to complete each section.
QUESTION WORDS
This program, which provides considerable practice in reading, aims to teach pupils to attend to question form.
The menu provides 14 options, graded in difficulty, and each section is presented in two parts, first with and then without the colour coded lines denoting the part of speech required. The interrogatives used are ‘What?’, ‘Which?’ and ‘Where?’ and you have to identity and name the various objects pictured on the screen, or type in the colour of an object, or where it is in the picture.
It is possible to use the program with or without penalties for incorrect answers, and the teacher can select the number of errors allowed before penalties are incurred. As with the other programs in the series, the screen display has been sensibly thought out to enhance the learning process.
CATEGORY NAMES
The object of this program is to teach an appreciation of group nouns or category names. Some of the categories covered include fruits, vegetables, crockery and clothing.
The program is based around four screen displays each dealing with a set of group nouns, and after the choice of screen has been made, the menu asks for a selection of tasks such as answering questions like ‘What’s the (noun)?’. For this task, four group names are given at the top of the screen, and under these twelve objects. One of the objects is highlighted, and the question of which group it belongs to is posed.
When this has been mastered, two objects are highlighted, and this time the question ‘Which is the (group noun)?’ must be answered. The next series of questions demand that the answer be given in the plural form, and it is also possible to choose to answer a random selection of questions.
This is all very well thought-out and carefully structured, and the attractive use of graphics and colour is extremely effective.
PREPOSITIONS
Prepositions can pose quite a problem for many young children and this program sets out to teach not only the meaning, but also the spelling, of the commonly used prepositions. Some of the sections dealing with prepositions of movement — such as into, onto, to and from — feature animated graphics to make the meaning clear.
A nice touch is that after every second section has been completed, a revision section is presented and if persistent errors occur, you are sent back to the relevant practice section.
The screen graphics are especially good in this program, and the careful structure which has been adopted is extremely impressive.
COMMENTS
Control keys: all the letter keys are used
Keyboard play: responsive
Graphics: very good
Use of colour: bright and attractive
General rating: a very carefully thought-out series of programs which would be particularly useful for children with learning difficulties.
FRENCH CROSSWORDS
Producer: AVP Computing
Price: £10.00
Doing crosswords is an enjoyable and painless way of extending your vocabulary, and for those learning French, this program should supply a useful language opportunity. Full instructions are given in French on the screen and in English in the accompanying notes.
First you are given a choice of 15 crosswords, though these are not graded according to level of difficulty, and when the selection has been made, a grid appears on the screen surrounded by an alphanumeric border. You have to enter the co-ordinates of the first square of the word for which you want a clue, together with the letter H for ‘horizontalement’ (across) or V for ‘verticalement’ (down). You can then type in your answer which, if correct, will be displayed in its position on the grid. If wrong, you can keep trying, or ask for the clue for another word by pressing 0. You can also choose to see all the answers displayed on the grid by entering A, though you are advised to do this only after several genuine attempts to solve the crossword!
I thoroughly enjoyed this program and found that much of my long forgotten French was coming back to me.
COMMENTS
Control keys: letter keys used as normal, though there is no facility for typing in accents
Keyboard play: good
Graphics: limited to the grid
Use of colour: adequate
General rating: fun for crossword addicts, this program is a good way of revising and extending vocabulary.
FRENCH DICTATION
Producer: AVP Computing
Price: £10.00
This package contains both the computer program and a recording by a native speaker of the 10 dictation passages which the student can attempt.
A menu of options appears on the screen, and to begin with, only the first option ‘Enter student version’ can be selected. On choosing this, you are then instructed to listen to the passage of your choice all the way through to gain an understanding of its whole meaning. Then you must listen to it phrase by phrase and type in what you hear. The last stage is to rewind the tape and listen for a third time, in order to make any final changes to the version now on the screen.
Obviously, for this program to be useful, meticulous accuracy in following the instructions is required and the booklet draws attention to ways in which the program can produce misleading results if used incorrectly. For instance, a word omitted completely will not be detected as an error.
When the full dictation has been entered, the menu reappears and you can then choose to see your errors and view the master version for comparison. If a ZX Printer is attached, a print-out of both the master and the student version can be obtained. The master versions are also provided in the booklet.
No attempt is made in this program to quantify your errors because, as in an exam, the mark awarded is not arrived at solely by counting the number of misspelt words. It is hoped that, by viewing all your errors and studying the master versions, you will be able to understand the mistakes you have made.
I found this program to be a very sensible way of preparing for the requirements of O Level dictation with the audio element being very clear and easy to follow.
COMMENTS
Control keys: phrases typed in as normal, with characters obtained through the Graphics mode
Keyboard play: good
Graphics: none
Use of colour: limited
General rating: a very useful study aid both in the home and at school.
LANGUAGE VOCABULARIES
Producer: Options International
Price: £8.95
ENGLISH-FRENCH, ENGLISH-GERMAN, ENGLISH-SPANISH
Each of these three programs in the Language Vocabularies range contains more than 900 words with their English equivalents. The menu offers a choice of several sections based on parts of speech — nouns, verbs, adjectives, adverbs, conjunctions and prepositions — and you have the option of having words displayed in English or in the foreign language. If a ZX printer is attached, the correct forms of any incorrectly translated words can be printed out.
At the top of the screen, the computer displays the number of correct answers given in the appropriate section, together with the number of attempts and the total number of words in the section. For an answer to be accepted as correct, it has to be exact: for example, if the German verb ‘schauen’ is translated as ‘look’ it is marked wrong as the whole infinitive ‘to look’ is required. Similarly, the translation of ‘das Wohnzimmer’ must be ‘living room’, and ‘livingroom’ or even ‘the living room’ is not acceptable. Accented letters are represented by graphics characters, and a list of these is obtained by typing ‘q’.
Although these programs do offer quite a large database of vocabulary words, no attempt is made to make learning enjoyable, or to use the words in any sort of context. As a result then, it seems that the packages would only be of use to a very serious student, and the target audience of ‘children from 10 years through to CSE and O Level student’ would not find the programs interesting or entertaining enough to provide any motivation for learning.
COMMENTS
Control keys: English or foreign language words typed in as normal, with the Graphics mode for accented letters
Keyboard play: good
Graphics: none
Use of colour: black, white and grey only
General rating: useful for the serious student, but unlikely to have much appeal for school pupils.
TIME
Producer: AVP Computing
Author: Malcolm McKay
Price: £6.00
FRENCH/GERMAN/SPANISH
These three programs on telling the time are designed both for classroom use and private study. When the program has loaded, a menu offers two options, Demonstration and Test. In Demonstration mode, the time is displayed on a clock with the appropriate words appearing below. By pressing H or M, you can advance the time in hours or minutes, and midday and midnight are indicated by flashing symbols at the corners of the clock face.
Having worked through this part of the program, you are then ready for the Test option, in which you have to enter in words the time shown on the clock in response to the question Quelle heure est-il?/Wieviel Uhr ist es?/Que hora es? Accented characters are obtained by pressing the appropriate key in Graphic mode, for example ‘e’ on key E. If the correct answer is typed in, the country’s flag shown at the side of the screen is hoisted higher on the flagpole, and if the answer is wrong, the correct version is displayed immediately below. At the end of the test, your score out of ten is given.
These are extremely simple little programs with no frills or gimmicks, but provide a helpful opportunity for learning to tell the time in the three languages.
COMMENTS
Control keys: letter keys to input the answers. Graphics mode enable accented characters to be obtained very easily
Keyboard play: fast
Graphics: clear clock face
Use of colour: not over-used
General rating: useful little programs, sensibly constructed.

very hectic time it has been getting this issue of The Trail out, but I think I’ve just about made it. Next month is the full-blown editorial which regulars will know comes along every bumper Christmas issue and I’m busy working on some of the ideas now. By the deadline I will have some words that reflect on the state of microcomputer games and how it relates to the broader picture.
This month I’ve reviewed Twice Shy, a Mosaic game based on a book by Dick Francis, which, for a change, I have received before everyone else has even previewed it! The Bimbles are really a set of derivative Bombles, I mean Wombles, Demon of Darkness is quite a tough adventure which likes to fool around with the location descriptions, and Prehistoric Adventure is one of the best packaged adventures I have ever seen for a game which at the time of writing is still mail-order only. It comes complete with a superb poster showing all those strange dinosaurs that walked the lands over 150 million years ago. I hope I’ve got these details correct as I’m writing this just after I’ve sent the whole works back to CRASH head office for screen shots, so I’m pulling all this information from memory, which is fickle at the best of times...
Also this month is a mention for two fanzines (as they call themselves), for adventure enthusiasts. One, THE QUESTLINE CHRONICLES, is basically a review magazine, while ADVENTURE CONTACT is more a forum aimed at improving adventure writing skills, a cause of which I wholeheartedly approve! I was most impressed with the standards of both, and perhaps one day I will get around to a proper survey of this whole underground world of publishing.
THE BIMBLES
Producer: Intech
Author: John Matthews
Price: £3.00
Here’s a game which heralds its arrival as ‘the game no-one’s been waiting for’, and luckily this kind of honest humour carries on throughout the proceedings. Theme-wise the program borrows much from the Wombles, a bunch of ecologically sound furry eccentrics who once inhabited a TV slot just before the BBC news.
This game is Quilled and mail-order only, but it is friendly, funny, and captivating in a barmy sort of way so I’ll take you through the plot to see what you think of it.
It looks like these Bimbles are just as green as their more famous counterparts, as they are very worried at the new developments in Bombledon Park which threaten to destroy the local ecosystem — not to mention their own cosy burrows. Your task, as Fungo, is to find out who is digging up the place and to stop them before the next set of Yuppie apartments are laid out.
Much of the game’s strength lies in its useful examine command, and in the option offered on conversing to the various odd-bods who inhabit the warren of burrows which is your home.
The graphics wouldn’t win any art prizes (or perhaps they are so bad that these days they just might), but there is a good sense of colour — fairly simple but worth seeing nonetheless.
Mapping this game is quite straightforward as there are no magic wands continuously whizzing you from place to place, or any other such disorientating influences to contend with.
The first of the looney characters you meet is Great Uncle Buggeria who strains through his 36 pairs of spectacles to utter, ‘Puss will get greasy if she is not sheltered from the rain’ to which Fungo quite rightly retorts, ‘Oh shut up you doddering old fool’, whereupon the Great Uncle drops dead. Several other characters spout these cryptic nonsenses, but how much you will make of them I’m not sure. Perhaps the most intelligible one comes from Madame Croquet in her kitchen who supplies the puzzle, ‘My basil pie should keep the cars off.’
On eating the pie you munch into a screwdriver, which doesn’t say much for madame’s cooking but does give you another useful object in a seemingly unending list. However, the program is generous, allowing you to carry ten objects at any one time. One of these, a physics book, is curious in that it can lead to an untimely instant death, and yet it cannot be dropped.
In one area we team of a Bogeymoron, who would seem aptly named as his heroes are Clive Sinclair and Graeme Kidd!
This is another example of the game’s honest humour, which is really its overriding theme. As one final example I’ll leave you with one of the comments you get on entering something it just can’t understand: ‘OK, OK, so again I bore you with the same message, but if I had enough memory left you wouldn’t have this problem’.
COMMENTS
Difficulty: easy to get into
Graphics: none worth mentioning
Presentation: colourful
Input facility: v/n
Response: Quill, very fast
General Rating: Funny.
Atmosphere | 82% |
Vocabulary | 81% |
Logic | 80% |
Addictive Quality | 76% |
Overall | 79% |
DEMON FROM THE DARKSIDE
Producer: Compass
Author: Jon Lemmon
Price: £2.50
I like the title, the loading screen, and the intro tune, so let’s have a look at the story behind this Quilled, Illustrated, Patched, Music Box’d, and Art Studio’d adventure, and, after all that, try and extract what sense we can.
Long ago, in the first age of the Ringmaster, a Falcon Staff fell into the hands of Drakon, the wizard of Valonia. Because he did not destroy it, Drakon was turned to the darkside of the ancient magics of old. With his new found strength, he sent forth an army of shadow demons which conquered the lands and armies of Valonia. It was now that Drakon began to walk among men, and, with the Golden Mask of Ratan would go unrecognized amongst them until it was too late. Their souls would be taken in the dead of night and used to feed the giant skull of evil which stood in the Hall of Rats.
Still with me? — right then, I’ll continue.
Ashmeard, the wizard of Dral, fought Drakon and seized the Golden Mask. Drakon, realising what had happened, let out an evil scream, leapt to his horse and rode into the cave of Illindel never to be seen again. A decade has passed since those evil times, but once more shadow demons walk the land and the dark force grows strong. Drakon is returning...
You play the part of Morrack, apprentice to the wizard Ashmeard. While Ashmeard stays in Dral to buy time and to fight against the shadow demons, your task is to find and kill Drakon, and to retrieve the Falcon Staff before the main army of demons cross the lake. Remember — Beware the raven.
So, it looks like your boss Ashmeard is staying right out of it while you, his apprentice, goes into this cave of Illindel to sort this Drakon chappie out. You begin at the entrance of a dark and shadowy cave, which must presumably be this cave of Illindel where you have to take on Drakon.
Just before entering the cave you are allowed one move to the northeast where you find yourself standing at the edge of a giant lake. Far in the distance across the lake you can see the large demon army of the storyline ranged against you. You can also see a red ruby and a dead body. Examining the ruby gives you no useful information, but as a rule the examine command in this adventure is very helpful, and indeed pivotal to your progress as seen here when you examine the body. Well, what do you know, it’s old Ashmeard’s body with a demon arrow sticking out of his chest. Now correct me if I’m wrong but isn’t he your gaffer, the one who’s ruminating over the lands predicament, supposedly safe and warm away from all the aggro. Looks like he got his comeuppance in the end anyway.
Demon from the Darkside is a very good Quilled adventure sensibly priced. The look of the screens is most pleasing with good use of colour amongst its redesigned character set, and pictures which are atmospheric and imaginative. The game is available mail-order from Compass. Furthermore, if you are interested in a set of high quality, based and varnished scale lead miniatures which perfectly capture the characters in this very game a form will be sent with the game.
COMMENTS
Difficulty: quite difficult in places
Graphics: reasonable and attractive
Presentation: good use of colour
Input facilty: v/n
Response: fast, Quill
General Rating: A cut above the average Quill release.
Atmosphere | 90% |
Vocabulary | 85% |
Logic | 78% |
Addictive Quality | 84% |
Overall | 84% |
PREHISTORIC ADVENTURE
Producer: Crusader
Price: £9.95
This adventure represents a return to old values when size, tremendous involvement on behalf of the player, and a cracking set of intricate puzzles ruled the day. An enormous amount of effort has gone into this project, far more than is normal for a new software house, whose motto is ‘Adventures for Connoisseurs’. The cover and instructions are of a very professional standard, and when I saw the quality of the poster, depicting all manner of prehistoric nasties and not-so-nasties, I was most surprised to see it was copyright of Crusader and not the Natural History Museum! All of the creatures you are likely to meet are presented in a most informative fashion, with the poster dominated by the largest group of animals ever to wander the face of the Earth — the Dinosaurs.
These developed into beings of widely varying shapes and sizes during the Jurassic Period, 150 million years ago. Some are instantly recognizable: the Stegosaurus with its rows of plates along the length of its back, now thought to be an adaptation for controlling its body temperature, Tyrannosaurus Rex, a scavenger with tiny forelimbs, and Brachiosaurus, the largest of the whole bunch, thought to have wallowed around in swamps. It’s a nice poster — it really is.
In the sensibility stakes the storyline doesn’t win any prizes for lucidity, but perhaps a complex game can be forgiven an involved introduction. You begin at Stonehenge, you being a chap named Ohio, listening to some old man tell you about the secret of eternal youth. Ignoring the fact that this man is old for a moment, you listen attentively while he informs you of this great elixir of life which bestows eternal youth (we’ll have to assume his age has crept up on him due to his supply of the elixir running dry!).
The man divulges the secret ingredients: a fruit which grows on a tall arrow-leafed tree found on but one island. This Amaranth fruit covers the island and is the staple diet of a bunch of renegades that should have died out ages ago — them very same dinosaurs as so nicely depicted on the poster. The reason for these creatures staying way over their allotted place in history is attributed to the same elixir qualities which keep men young. Getting to the island is no walkover either, but there is some help in the form of the old man’s map which, for reasons best kept to himself, he has secreted beneath a plain (a maze to you and me) by an underground stream (in other words when you find it, you’ll know it).
As you might expect from a traditional adventure which resembles the classics of the past, this game is no walk-over and will take quite a concerted effort to complete. Traditional in its general feel perhaps, but in many details the game has quirks very much its own. First of these curios is its insistence on full word entry with no abbreviations, so commands even as long and common as INVENTORY must be spelled out. (The program does offer relief with some of the dinosaur names where shortened nicknames can be used, like Ally for Allosaurus). Keeping to the out and out eccentricities for a moment, a certain amount of imagination has gone into the location descriptions, but in a way which has locations seeming to change name, eg a pool of water is simply described as a spring on subsequent visits, not a totally distracting influence, but some cause a series of double checks to see if you are indeed in the right location shown by your map.
The game does feature a fast RAM SAVE but the quit routine can catch you on the hop if you haven’t saved first; there is no option to return to a new game, a previously saved position offering the only route back. The inconvenience is much lessened, though, by the authors kindly supplying the start position load immediately after the game on the tape. There seems to be a total lack of an EXAMINE command. Set against some of these eccentricities is the very useful input-error handling which can point out words the program doesn’t understand and also supply hints or very direct prompts towards what the program might understand.
Lastly, the Crusader team provides a very good set of hint sheets which, far from just dumping the solutions in your lap, still make you work for your progress. Hints lead onto easier clues if needed, followed by the problem solutions for those who really are flummoxed. Even with these, on some occasions direct solutions are still left to the adventurer.
Prehistoric is a most professional adventure game which is a much better bet than the reams of Quilled games on offer at the moment. Although expensive, the game is all machine code and sports many sophisticated features.
COMMENTS
Difficulty: difficult
Graphics: none
Presentation: minimal, redesigned character set
Input facility: verb/noun
Response: fast
General Rating: Solid, fascinating adventure.
Atmosphere | 84% |
Vocabulary | 76% |
Logic | 86% |
Addictive Quality | 85% |
Overall | 84% |
TWICE SHY Mosaic, £9.95 |  |
Mosaic have a penchant for bringing out games based on books (remember Adrian Mole and The Snow Queen) and this release is no exception. Twice Shy is based on the novel of the same name by Dick Francis, a book which I must confess I have never heard of, but seeing as I only have the time to read the odd science fiction book these days, this is hardly surprising. How much reading the book will help you complete the game is not made clear but let’s assume the following storyline is based on the book.
You take the part of physics teacher Jonathan Derry who comes into possession of some intriguing computer program tapes. As you try to discover their purpose and return them to the rightful owner you attract the attention of some of the shadier figures in the horse-racing world. It seems they’ll stop at nothing to wrest the tapes from you...
Steering clear of the heavy mob, you may make it to the racecourse which is in fact a whole separate plaything located on side two of the tape. A series of successfully placed bets can see you taking a useful pile of money back into the adventure, resuming where you left off — alternatively, you might find yourself going back with a lot less than you started with. The racecourse section can be loaded whenever it is met in the adventure and, if you’re the sort who is addicted to gambling in this way, you can load the racing game on side two all by itself.
The mechanics of the adventure are most pleasing. In appearance, or perhaps more correctly in style, the game has a passing resemblance to Terrors of Trantoss, the last Ram Jam adventure release. The screen layout is imaginative and attractive, as has been the case with many of the top non-Quilled releases of the last few months. On to the picture frame: in the top half of the screen the left hand side shows the scene, while on the right is a horse racing mosaic (to remind you of the game’s main theme).
Also in the top area is the static location description text which never changes at any particular location. Changes in objects and people’s positions and behaviour are reflected in the print lower down the screen in a very tidy fashion — the character set is very nicely redesigned. The input routine is so fast and slick it appears to be as effective as Level 9’s famous type-ahead, while the vocabulary is broad and friendly. One example gives an insight into the complexities which lie behind the seemingly innocuous theme of this game: SAY TO JANE "GO NORTH AND SHUT THE DOOR".
Conversation with other characters relies on their attitude to you at the time. You can attempt to improve relationships by offering advice, offering objects or by simply being friendly. I could only find one example of unfriendliness in the whole adventure and that was partly excusable when ANSWER TELEPHONE is confused with the television and ANSWER PHONE does the trick. In general, all the indicators of a finely tuned adventure are there, including the useful GET ALL and DROP ALL, an extremely informative EXAMINE command and multiple command entry using a comma, THEN, or AND as separators on the one input.
The television and phone lie in the first location, where there is much to do and explore. You see Sarah Derry who is presumably your wife, and the telephone is ringing. Answering it, ‘Sarah takes the phone from you, puts her hand over the mouthpiece and motions you to be quiet’. That’s all the intrigue for the moment, so you busy yourself by switching on the television to watch Dallasty and examining the mantelpiece. But a little while later Sarah is in a state of shock and must go immediately to the Keithlys in Norwich — Donna has stolen someone’s baby.
Who the Keithlys are, and why this Donna person should pinch someone’s little offspring is unknown to me, and probably anyone else who hasn’t read the book. No doubt though, as in any good yarn, all will make sense in due course.
Moving upstairs to the main bedroom, quite a list of items are given you free as it were, without having to make recourse to the EXAMINE command. The bullets for an Enfield rifle rightly make you suspect you should have found such a rifle by this stage, while the canvas bag and exercise books should find some use further along the way. If you choose to, loading up the rifle is easily achieved here. There are quite a few further easy pickings upstairs, some with more obvious immediate uses than others. I’ll leave this part of the game at the point where you will no doubt pause for a while...
The other side of the tape, the horse-racing game, is a tonic to all the brainwork of the adventure side where, on the face of it, all you have to do is plonk your money on any number of four horses and see how the race goes. However, the conscientious gambler, or those who consider every pound important, may wish to study the form of the horses in each race. This being a computer game, you might expect some formula to make itself felt after a few goes, but I found it hard to spot any consistencies so I suppose in that sense, this game mimics the real thing.
I began at Wintersthorpe Park with the offer of a full racing day of six events (you must see through all the events of a day — even if you lose everything on the first race). Noticeable are the names of races and horses (many of which ring bells if you are familiar with Mosaic’s previous releases), and some strange odds, like 16 to 9, and 17 to 5, which are presumably a mathematical tease designed to have you scratching your head to work out which are the most favourable.
I liked this racing simulation a lot. The graphics are very good, showing the four horses galloping across the field with a great variety of finishes — either with a horse coming from behind to win or perhaps two horses pulling away from the field in a neck and neck finish. Many permutations are seen in a meeting. It is most intriguing to study form before or after a race, trying to analyse the relationships between the going (hard, soft, heavy and so on), the weight carried by each horse, its preferred distance, and its recent form presented in a history table. Attempting correlations with all these variables can take some time!
I think Twice Shy is ably professional product from the Mosaic team, and the Ram Jam Corps have played their part in providing a most slick and playable program. Everything about the game, from instructions to completion, is thoroughly entertaining.
COMMENTS
Difficulty: easy to get into
Graphics: attractive
Presentation: very neat
Input facility: beyond verb/noun with speech
Response: type-ahead allowed in an amazingly fast routine
General rating: polished to a ‘tee’
Atmosphere | 85% |
Vocabulary | 91% |
Logic | 90% |
Addictive quality | 89% |
Overall | 89% |

VI HAR SVENSK MIDI
No, you didn’t read it wrong — it’s just a smattering of everyday Swedish by way of an introduction to the latest MIDI interface from the land of snow. | |
“10” SYSTEMS MIDI SEQUENCER
Producer: Icon Designs
Price: £199.95
Someone in Sweden has gone to an awful lot of trouble to think this one out. The result is a very versatile and not too hard to use real-time sequencer with rather advanced editing facilities. It goes two tracks better than most low-budget sequencers in that it will record up to ten tracks that can be played back simultaneously. Now, there are several MIDI sequencers about of both the real and step time variety but this one scores on two fronts: in the way in which it records the information and in the degree to which you can fiddle about with (sorry, edit) it afterwards.
The hardware is contained in a sturdy brushed steel box coloured red which looks like it would withstand several bouts of tap-dancing. A ribbon cable attaches it to the back of the Spectrum and, oops, we hit a slight obstacle. It’s been designed to fit the rubber-key variety and so one either rips the keyboard off the Plus or goes in search of a suitable plug to replace the one supplied. It has two MIDI outs, a Roland compatible DIN sync (for older synths made by Roland), Clock In/Out with a selectable amount of pulses per crotchet which enables you to harness the forces of most older sequencers and non-MIDI drum machines. It can also give out signals for tape synchronization which means that a spare track on a multi-track recorder can be used to synchronize the whole piece as you record it onto tape with overdubs — offering endless over-dub possibilities.
The MIDISYNC hardware in all its glory. It only fits comfortably onto the rubber-keyed Spectrum, so be prepared to buy an extension if you have a ‘proper’ keyboard...
The software arrives on cassette but can be downloaded to Microdrive. It has only one screen display that shows ten columns, one for each track, which are in alternating yellow and white for visibility even in monochrome. When a track is being used it turns a jolly shade of black. The bar numbers are listed from top to bottom of the screen in one of the left-hand columns and each track can accommodate up to 1,000 bars. A ‘memory-used’ column to the left of the bar number column gradually fills up as memory space is used.
The recording process works not a little like the cut-and-paste facility of a word processor. Sections of your piece of between one bar and 255 bars in length are recorded in one go — each section is termed a ‘segment’ — and given a reference: A1 B2 C1 and so on. When recording a segment, the desired speed has to be selected — this could be a bit tricky on the first segment if you don’t have a drum machine, as there appears to be no audible metronome click.
A segment cannot be played back unless it has been inserted into a track: look at the screen display and work out where you want a segment to be inserted and whiz the track pointer to the required position. For some reason or other the track position line works from Z and W keys rather than the arrow keys which seemed a little odd. It is a horizontal dotted line that bisects all track columns and therefore gives you the bar number you are at. So far so good. The beginning and end of each segment is shown by a solid horizontal line across the track column.
The basic screen display generated while you fiddle record a sequence
When a new segment is being recorded you start from wherever you have positioned the track pointer and can choose which segments to hear that are coincident with the track pointer position. It has a convenient ‘Go To Bar’ function to save tedious screen scrolling. Cunningly, when a segment in the middle of the piece is being recorded and a MIDI drum machine or other sequencer is in use, the system locates the correct bar in the drum machine so that everything plays back from the correct bar. This is part of MIDI protocol known as ‘song position locate’ and is only usually available when you pay above £500 for a disk-based sequencer!
Once a segment has been recorded it is possible to do virtually anything with it that MIDI allows: for instance correcting your bum timing (more correctly called ‘quantising’) to a hemi-demi-semi-quaver (known as 96th note quantisation) and some of the MIDI codes can be added or removed for various functions such as program change, after touch, pitch-bend, modulation wheel and sustain commands.
It is useful to be able to disable the velocity sensing function until it’s absolutely necessary as this takes up piles of memory very quickly indeed and has often been the stumbling block of other real-time recorders. If you are sufficiently patient you can refer to a MIDI codelist and insert individual instructions. Any segment can be transposed, and in fact a completely different set of MIDI codes can be inserted. Two segments can be merged together — very useful if you want to play something on one keyboard but are incapable of realising it in one go (there’s a lot of it about at Christmas). The time signature (beats per bar) of each segment can be different although once specified it is permanent. This is really more by way of an aid to find your way around the tune than anything else.
Having roughly assembled the segments in the tracks, each track is assigned to a MIDI channel. Segments can be copied and generally inserted or deleted anywhere you like. Overall tempo changes can be put in as commands or executed in real time as the piece is playing.
At first, the concept took a little getting used to. But the advantages are quite staggering. Usually the screen display shows 11 bars at any one time but it is possible to squash all 1,000 bars on screen by selecting different screen resolutions from 1 to 8. Things get pretty tiny, admittedly, but you have a very useful overview of the whole piece, warts and all.
Generally this is a friendly and flexible sequencer that offers facilities found on far more expensive dedicated sequencers but with the advantage of visual display. The User Manual, although very comprehensive, suffers a little as it does not include a step-by-step example with illustrations — an approach that is a lot quicker and easier to follow.
The sequencer isn’t cheap: £200 may seem like a lot of money to lash out, but I hear there are more programs en route via the North Sea for the unit, and I would think that like most things the end justifies the means. If you are into MIDI music systems then this represents a first class product at a fraction of the cost of a less amenable disc-based recorder.
INTO PRINT WITH RAM
Ace wordprocessor evaluator, Dominic Handy, gets to grips with a neat package from the people who brought you the Music System... This time it’s words they’re manipulating, rather than noise
RAM Print with RAM Write
Producer: RAM Electronics
Price: £34.95
This latest offering from hardware specialists RAM consists of a little black box into which has been crammed a Kempston joystick interface, Centronics printer interface and cable, and a built in word processor on a ROM chip.
RAM Print is compatible with all Spectrums, but requires initialising in the 128K mode, and unfortunately, RAM Write can not be used on 16K machines. The Kempston interface is compatible with all Atari type 9 pin joysticks, and is now recognised as the industry standard joystick interface.
The printer interface emulates the ZX printer and is generally compatible with all software or hardware producing printer output. The printer interface can be altered to suit your application and printer, by accessing a menu held in ROM, via the simple command, LPRINT "©set" and changing the values hiding there.
Line feeds can be turned on or off after a carriage return, according to your printer’s need. It is also possible to tell the interface whether you want the printer’s ASCII values printed or the Spectrum’s — this is how you can get Spectrum keywords printed, or the printer’s own special characters.
Text can be copied from the screen, or the screen itself copied, pixel by pixel, to the printer. Screens are copied very quickly in a choice of two sizes, although with the large copy you lose the right hand two columns — which is very strange and annoying — and the picture seems stretched across the printer. Lastly on the SET menu you can define the width of the printer you are using, from 0-199 characters. All the options are preset to sensible values, and as such this menu does not usually need altering.
Of course to use your printer interface to its full you really need a word processor, and to make things easy for you RAM Electronics have teamed together with Hard Software to include a word processor, also in ROM. This is entered by the command LPRINT "©word".
When accessed, the program presents you with a simple status bar, command window and a large text window. Unfortunately, RAM Write doesn’t score very well on the WYSIWYG (What You See Is What You Get) stakes as the text editing window is only 32 characters wide, and the program doesn’t word-wrap or justify your text as you type it.
In Insert mode on a text file. Note the underline control codes that surround "Day 2" at the top of the screen
If you want to see what the output will be like you have to choose the DISPLAY command: from this you are sent into a display window covering the whole of the screen, with a 32 or 64 characters width — you can only preview the text in this mode by travelling around via the cursor keys. Editing the existing text is not allowed. In this mode the formatted text is displayed, always word-wrap and only right justified if defined as such. Also if you chose to underline some text then it shows as such on the screen, as well as on the printer — very useful if you are one of those people who forgets to turn off the underline token, and gets the whole of the text underlined.
Before starting a ‘cold’ piece of text it must be given a name. This is then stored by the program and given as a default when loading, saving, merging and verifying other pieces of text to and from Microdrive or tape, which speeds up the process tremendously. Of course if you load text in, then its name is taken as the default.
All commands are entered as single letters: entering ‘E’ puts the user into EDIT mode, and ‘L’ into load mode, for instance. Text is entered directly and symbols that are normally obtained via EXTENDED MODE are entered by using SYMBOL SHIFT — EXTENDED MODE is reserved for entering printer format codes, which are entered by typing a single letter code followed by a +, - or a number for some commands. For example to start condensed underlined text with a page number 3 you would type: c+u+p3 in EXTENDED mode. It appears on the screen in inverse video when in EDIT mode, but disappears in DISPLAY mode. This means that all printer information is always displayed and it saves the time of going through lots of menus to do one task at the expense of screen neatness.
The Trendy Black interface box that stylises RAM ELECTRONICS PRODUCTS.
The program contains condensed, double strike, double width, form feed, centering and underline EPSON-compatible printer codes — and if your codes aren’t on a preset command they can be entered by typing ‘k’ followed by the desired codes. Perhaps more codes should have been preset — I didn’t fancy the idea of looking up the double height or emphasised print codes every time I wanted them.
There is no way parts of text can be printed or the same text printed many times in one go — these omissions separate the home processors from the more professional word processors. There’s no doubt in my mind that RAM Write is definitely for the first-time home user.
There are two ways of entering text: either OVERWRITE the existing text or INSERT into the existing text. The cursor can only be moved around the text character by character or page by page. This seems like another major flaw, as once a large chunk of text has been typed in it takes a long time to find a specific place.
Marking blocks of text is no problem — just enter ‘m’ for MOVE, ‘c’ for COPY or ‘k’ for KILL TEXT in the command mode. Then enter the text, mark the beginning and end of the block where you want it in the file by pressing ENTER when the cursor is at the right places in the text, then that’s it — the block moves at the speed of light.
FINDing a string is also initiated from the command mode. All occurrences of a specified string can be replaced, or the program can step through each find and replace individually.
Individual pages can be defined in length and width, with margins on the left and right and with blank lines at the top and bottom of each page to separate it, and the page number centred at the top.
Even though RAM Write doesn’t contain many extra features as such, it has all that is needed for a quick and decent output. It compliments RAM Print well as it is simple, quick and efficient to use. The printer interface must be one of the best on the market as this too is simple but extremely effective. Value for money is superb. You would usually find yourself paying at least £35.00 for a decent ROM based printer interface. But what RAM give you, if you were to buy the equivalent facilities separately, is £8.00 worth of joystick interface, a £10.00 word processor and a £35.00 parallel interface, all for £34.95. I have no doubt that RAM Print represents the top printer interface package at the moment. It’s the perfect purchase for the beginner.

with Sean Masterson SQUONK* | |
Lights are on again. No fear of anything leaping out of the shadows to attack me. Weapons can be unloaded and put away. The contents of the room are strange as well. Peaceful, unimposing — and quiet. The war is over. Time to enjoy life and appreciate its subtleties.
No more adventures. No more conquests.
The war is over.
Before I go home, I’d like to introduce you to someone who’s going to further the cause. Enter Miss Philippa Irving. Oxford student extraordinaire, media SF fan and computer game addict. Philippa has interests in both adventure and strategy gaming and is well suited to the job. I’m handing over all your letters, software and other related doobries in time for the February issue. There will be no FRONTLINE next issue and, if you haven’t already guessed, I’m leaving.
And with a bit of luck, Philippa should end up reviewing something of mine. One day. Thanks to everyone who wrote (hope the support continues) and to the software houses for sending me oodles of games to review. It’s all been fun. But I’ve opted for a change of tune. Have an interesting new year...
* The squonk is a sad creature who, when frightened, cries until all that remains is a pool of tears. Not surprisingly, this has led to his extinction.
GALLIPOLI
Producer: CCS
Author: A & O Bishop
Price: £8.95
Rarely has the idea of a game based on WWI been attractive. That war, perhaps more than any other, was so full of mindless incompetence on the parts of those in command at the time that the stalemates so frequently encountered, crippled the chances of any strategic simulation. Now, CCS have decided to change that with Gallipoli. An interesting idea for a game too.
The idea of the campaign was simple and well meant. If the allies could send the Turks out of the Dardenelles, not only would a new supply line to Russia be opened (the sea routes were iced over for much of the year) but Germany would have the painful and tiring distraction of a second front, paving the way for the break up of the costly stalemate in the trenches of France.
It went wrong.
It seems that more than anything else, bad communication was the factor that most helped put paid to the allied plans, as it had done so often before in the war. Advantages were not seized upon. Barrages ended too early and allowed Turkish gunners to re-man their posts in time to mow down thousands of British, ANZAC and Gurkha troops who were being sent over the top. It just became a microcosm of the war on the western front before fizzling out altogether.
So to the game, which comes in a double cassette box, has glossy instructions including screen map and historical notes — and, of course, a cassette. This carries the main 48K game on one side and an expanded version of the game for 128K owners. Let’s get one thing straight. Wargaming has always suffered on the Spectrum because of a lack of disk drives. However, as 128K machines largely make up for this loss, it’s great to see CCS taking advantage of the chance to improve the scale of their games as often as they can. Nice one.
The expanded version of the game allows tunneling to be used as an option. An interesting idea that works fairly well. The game works in a traditional format and there are no surprises in store for experienced gamers. Novice players will find the step by step commands slow and a little complex at first, but should easily get into play with patience. If a complaint has to be made, the unit symbols are both obscure and a little poor. Still, a minor quibble only.
Victory conditions are difficult to achieve but their complexity and intricacy accurately reflect the missed opportunities of both sides. The game can (theoretically) cope with three players, ANZAC, British and Turkish — though a single player option is provided for control of the allies.
The game plays surprisingly well, considering the subject matter and represents a real challenge (I haven’t beaten it yet). The joystick option (Kempston, Interface 2) was most welcome and the presentation coherent. There were no observable bugs but the play was a little slow.
I like the fact CCS is diverging from the norm with their games. They deserve encouragement and success. There is a long way to go in the quality of British strategy software but CCS are approaching fresh ideas with an exciting perspective. This happened to be very much the enthusiast’s game, but it is a very good example of such. The company is making more generally appealing material as well. I won’t recommend this out of hand but I see no obvious flaws in terms of technical competence.
Presentation | 74% Crammed but has everything you need. |
Rules | 80% In depth if perhaps a little unfriendly. |
Playability | 78% Not really that easy to get into but a lot goes on. |
Graphics | 74% Poor unit symbols let the game down somewhat. |
Authenticity | 87% Very good. |
Opponent | 89% It Bites! |
Value For Money | 88% The going rate for a good fight. |
Overall | 87% Limited appeal maybe, but admirably implemented. |
SWORDS OF BANE
Producer: CCS
Author: Astros Productions
Price: £7.95
CCS dominate the review section this month and this is their latest release in a rapidly expanding range. Unlike most of their releases to date, CCS have brought their strategy game expertise into the realms of fantasy. It’s good to see a change. Fantasy wargaming opens up a whole range of opportunities. You are cast in the role of Head of the Imperial Guard and command a mixed army of warriors and wizards against hordes of terrible monsters.
The game is interesting also because on the B side of the cassette, there’s an expanded game for the 128K Spectrum. This version has two extra scenarios and maps to take advantage of the extra memory. The game boasts a double cassette box, glossy instructions with full map diagrams and an icon driven control system. Sounds impressive — but how does it play?
Well the screen is standard fare for CCS, being large and scrollable (what a terrible adjective) within a window. Two other windows allow the statistics display for the unit characters currently in action (ie movement points and stamina). At the bottom of the screen, icons are displayed.
The icons represent all the kinds of wizard and warriors you can choose to make up your force. However, different types of troops have different costs. Basically, you can have a large, poorly equipped outfit or a small, powerful one. Fortunately, all character stats are given in the rules. The last choice may be deleted or the combat mode may be entered. In this mode the icons are Movement, Home, Long Range Combat, End Turn, Blank and Quit. A joystick or keyboard option allows pointer movement.
Combat includes, zones of control for enemy characters, ranged combat with fireballs (two types) and longbows, movement cost and cover factors for different terrain types. The game format then, is essentially simple.
The only scenario available to 48K users is The Village which involves the Guard in a trap set by the enemy monsters in a deserted village. The Forest deals with another group of Guards tending off monsters intent on sacrificing them. Finally The Inn is a strategically important building for both parties which can be fought over the last scenario. The idea of not having the scenarios as sequential pieces but as aspects of a wider battle is very appealing. In all cases, the player has to defeat the Fire Demon to win whereas the monsters have to entirely obliterate the Guard to win. Consequently, battles are a hard fought affair.
There’s nothing particularly innovative or clever about this game. It simply plays well. The presentation could have been higher, the background more atmospherically worked out... a little more imagination generally. It gave the impression of a game given a fantasy front to grudgingly please audiences demanding a wider taste, but with little real care for the genre. Nevertheless, there were no moans considering the price. £7.95 is an extremely attractive for any game now, and considering the benefits for 128k owners, this one has to be worth it.
Presentation | 69% Neat, but sparse. |
Rules | 67% Simple but effective. |
Playability | 81% The control system leads to satisfying and rapid play. |
Graphics | 65% Nothing to write home about but distinctive and suitable. |
Authenticity | 64% Not this game’s strong point. |
Opponent | 79% Can get vicious. |
Value For Money | 82% 128k owners especially should feel the value. |
Overall | 77% A fair product. Interesting and unpretentious. |
![Genesis — The Birth of a Game]()
NOT QUITE ACCORDING TO PLAN “A”
By the time you read this, the program should.... Well, you’ve heard that before a few times and nothing has actually materialised. Unfortunately, this is the case with the GENESIS project: Kat-Trap is going to be a little late.
According to Plan A, the game should really have been completed in time for review in this issue of the magazine, but with fast approaching printers’ deadlines looming on the horizon at CRASH Towers, Graham Stafford was beavering away at Design Design’s HQ trying to complete the game in time for us to review it.
He missed our deadline, and we’ll have to book a slot in the Christmas Special. The project is a couple of weeks behind schedule at the moment: “Considering the industry standard, that’s quite good really,” Graham points out, “but the position is far from ideal.
“The game is at the stage where all the collisions, sprite paths and so on are in there but I’m still working on some of the backgrounds and animation. One of the main problems, apart from the general pre-Christmas rush here at Design Design has been the fact that Jon has provided me with an awful lot of excellent graphics.
“He’s really got the hang of our design utility, and has been turning out some very detailed, high-quality animation sequences. In all, I’ve had about 50 or 60K of graphics, and as I explained a while ago, there simply isn’t that much room in the Spectrum. The difficult part has been in selecting which bits to leave out... for instance, Jon sent me fifteen or twenty frames of animation for the Ice Men, who run about and melt when they’re hit, and I’ve had to pare that down to six frames. The game runs fast enough for the difference to be hardly noticeable, but it all takes time.”
Mark Strachan, of Domark has nothing to hide: “We’ve been through this mill before on projects, where things don’t quite happen to plan,” he explains. “We’ve had delays on other programs owing to unforseen problems on the programming end, and the Number One thing on our mind is always the customer. We have to satisfy our customers — we could probably release an early version of a game that’s running late and avoid or minimise the delay but if we do that then it’s likely that our customer won’t continue to be a customer.
“Kat-Trap will benefit finally. It’ll be worth waiting for. Sometimes people in this industry use it as an excuse for delay... but it is the case with Kat-Trap.”
So there you have it. By the time you read this, Kat-Trap should be at CRASH Towers and the review for the Christmas Special written — providing there are no major disasters between now and the middle of November when the last bits of the Christmas Special have to be at our printers....
BIRTH OF A PAINTING
As we explained last month, Jon Eggelton and Oli Frey spent an afternoon together discussing the artwork for the Kat-Trap inlay and advertisement. Soon after Jon left Ludlow for Milton Keynes, Oli set to and began work.
“MT.-ED is a very appealing character, cute in fact,” Oli said before beginning work, “and the difficulty is going to be in presenting him to the best advantage in a painting that is suitable for an advertisement. He looks much better from the side view, but the theories of advertising suggest that the central character should move ‘out’ of the page, which means drawing a front view.”
With the basic brief from Domark which governs the area of the A4 magazine page that will be used for logos, prices and advertising blurbs, Oli set to work.
“I decided to paint a larger picture than was strictly necessary,” Oli explained, “with a large area to the left which has very little in it. The idea is, that the whole painting can be used as a wrap-around on the cassette inlay and could even be used as the basis of a double-page spread advertisement. As the left hand side doesn’t have much happening in it, screenshots, barcodes and other information can easily be overlayed by printers if Domark want to use the painting in that way.”
The outcome of Oli’s work, in combination with Domark’s advertising copy, can be seen in this issue.
Oli recorded progress as he went along, pausing to photograph the stages in the creation of the finished work...
The first stage
The fine brushwork begins. The masking film has been removed from MT.-ED and works starts on giving him that metallic sheen...
The finished painting. Detail has been added, still by brush, to the Kat-men in the background and to the rocks in the foreground
The logo for Kat Trap was painted separately, developing on a lettering style that Mr Eggelton created specially. It’s easier to produce the logo on its own, because it can be dropped in on the painting wherever the designer wants — and it’s more than likely to be used in several different places...
HANGING AROUND ON THE EDGES OF COMICBOOK ART
Ever wanted to write a computer program? Does hex code and assembler make you see red? Well, perhaps all is not lost. Now it seems a new breed of writer has entered the arena equipped with nothing more than a set of Rotring pens and a handful of ideas. Lee Paddon talks to DAN MALONE, resident artist at Palace Software and learns why hex and machine code are still very much a mystery to Dan...
When Dan Malone left Ipswich College last year, possibly the thing furthest from his mind was writing a computer game. “I wanted to draw comic strips. I’d always admired magazines like 2000AD and the Marvel comics. So I went and pestered them, but there was nothing doing.
“Obviously it’s a very competitive line of work, and when you don’t have a track record, it’s hard to break in. I did do some work for Knock About Comics, which was sort of underground — they did things like Fat Freddy’s Cat, with Hunt Emerson who’s a well respected artist. But with them, it was a case of ‘oh we’ll pay you if we’ve got any money left over at the end of the month.’
“Going to Ipswich was a bit of a waste of time, but I suppose it did one thing — it gave me a portfolio of drawings to show around and one of the tutors was really helpful. In fact, she pointed out the advert in Campaign which lead to this job”.
That ad was placed by Pete Stone at Palace Software, and simply said ‘2000 AD style artist wanted — no previous experience with computers needed.’ “That was just as well, I’d never touched a home computer before. I’d seen a few machines in the arcades, but to me home computers meant little blobs flickering around a screen — I couldn’t think what a designer was meant to do there.”
But Dan rapidly discovered that things had moved on a bit since the early days, and was soon hard at work designing spites for Cauldron on the Amstrad, which was nearing completion at the time. This just involved using a sprite designer on the Commodore. “It was a pretty bad program. You could only draw in one colour at a time, so the only time you could see what the sprite was going to look like was when you had the program running. Pretty hopeless. For Antiriad, Stanley Schembri, one of Palace’s programmers, wrote a far better art utility which allows you to have the whole sprite on the screen and animate it.”
Meanwhile, the ideas for Antiriad were beginning to come together. Dan was given a few games to play to see what other people were doing and the sort of thing that might be possible. Cauldron and Sorcery were two games that caught his eye as examples of good graphics. Dan’s interest in 2000AD style comics led naturally to an arcade adventure style game with an overall quest. He wanted a mythical theme to the game with hi-tech overtones, and so the plot for a post-holocaust world where civilisation has come and gone began to evolve.
The first drawings Dan did were the movements for Tal, the Barbarian. Throwing rocks, crouching, running. After a while, screens started to come together. “Then we all sat round the office, bashing ideas around, so there’s a little bit of everyone in there. I suppose Stan actually started programming the Commodore version in July.”
Once the programmers got involved, the real battles started. Originally, the suit was going to consist of several pieces, but all this animation was really eating away at the available memory, so compromises had to be made: “There we’d be, lumbering in with these great big ideas that were totally impossible, but then again, it really pushed the programmers to try and come up with ways of doing things.”
But there were positive contributions as well. The programmers came up with the notion of ‘ressing in’ and out of the suit — the flashing combination of Tal and Suit when he gets in and out of it — and things like the teleport. But the programmers didn’t take over, Dan was still very much involved. “We had a program where I could alter backgrounds and then test them. If I thought a screen was too easy I could move a sprite a little, and then try it out again. I could move the position of meanies and the way they moved.”
“The game’s playability came about by trial and error. You design a route through the game and then stick in lots of red herrings. But obviously it is completely impossible to gauge whether you’ve succeeded, so it was a profound relief when the Press started to look at the preview versions and liked what they saw. I remember we took round a preview version on the Commodore to Tim Metcalfe at C&VG. He looked at it, and decided he’d seen enough and wrote the first review. It was then that we really knew we were on the home stretch”.
Having lived with it for so long, the story of the world of Antiriad started to evolve, and so came the idea for the comic which comes with the game, drawn by Dan. He has evolved a whole life history for each meanie: “Most of them are just mutants left over from the war which ended civilisation. There was another race on the planet which collaborated with the aliens when they invaded. So, for being so nice, the aliens enslaved them and turned them into cyborgs, part man, part machine. You’ll meet them in the city blazing away with rather nasty machine guns. Mutated dragons in the volcano section have been paralysed, but their jaws still work, and as they move their jaws, sparks are generated, which light the gas seeping up through the vents, sending a sheet of flame across the cavern.”
Well, after the Amstrad version has been polished off, it’ll be back to the drawing board for Dan. So now you know how it’s done. All you need is a few good ideas, a talent for drawing, a team of tame programmers and the odd year of late nights and you too can be a programmer. So what are you waiting for?
Bill Scolding offers a CRASH course in understanding the amazing, incredible, stunning, revolutionary, unique, fast, furious and nearly realistic world of
SOFTWARE ADVERTISING
You’ve seen the film, you’ve read the advertisements, now buy the game...
There it is on the shelf of your local software store, in its double cassette library case, with its glossy packaging and thrilling game description: “Startling action! Innovative game play! Revolutionary 3D graphics!” It only cost five pence short of a tenner, so you whip out a crisp Nightingale, scamper back to your trusty Spectrum, load it up and Bob’s your uncle.
Except that Uncle Bob’s looking suspiciously like a turkey, and the game’s the absolute pits.
Where did you go wrong?
Well, firstly, you didn’t wait until out hardened games reviewers at CRASH Towers had given their expert opinions on it. You might not always agree with what they say, but at least you’ll be better prepared before you part with the folding stuff.
And secondly, you believed everything said in the advertisements — or you were taken in by the promise of untold excitement that was suggested by the brilliant artwork on the advert and the packaging.
We’re all guilty of falling for this at some time or another, and not just in the games software industry. If we weren’t, then advertising wouldn’t fulfil the vital role that it does. Without advertising, this magazine couldn’t even exist — or not in the form it does, with over 160 pages and lots of glorious colour.
But that doesn’t mean that you should always be taken in by what the ad-men say (or don’t say), or that CRASH shouldn’t occasionally bite the hand that feeds it, and put adverts under the same microscope that we use to examine games...
So, here we go with another CRASH Reader Service: a (reasonably) light-hearted look at the pages which make up around a third of the magazine. At the end, there’s a chance to have your say. Maybe the software publishers and advertising agencies might even listen to what you think. Then again, maybe not...
SET LASERS TO STUN
Advertising is an expensive business, and highly competitive. Each advert is fighting against all the others, and against editorial to grab your attention. When there are 120 different martial arts games all going for your jugular and your pocket, how does any one software house make sure that their product is the one which gets noticed?
The secret lies in the Stun Factor — that elusive quality which makes the advert jump off the page and hit you right between the eyes for those precious seconds before you turn the page.
Sometimes ads rely on top quality artwork to deliver the death blow; at other times an arresting headline or catch phrase does the trick. Here are some of the slogans which have recently shouted from these pages:
“THE GAME THAT ROCKED AMERICA...”
“REACH NEW HEIGHTS IN TENSION!”
“NOW THE LEGEND COMES TO LIFE!”
“THE MAKING OF SOFTWARE HISTORY... AGAIN.”
Can you identify the games belonging to these catchphrases? Either way, you’ll have a good idea of how successful these slogans are...
In the neverending quest for original, stunning, shock-packed headlines, the result of the advertising copywriter’s efforts is often ludicrous or impenetrable; just what did Imagine mean by “THE GOTO BLASTERS!” in September’s CRASH? Perhaps Ocean were chancing it by asking, in their April spread, “WOW! HAVE I BEEN PLAYING GAMES!” when the obvious reply was “Not Knight Rider you haven’t.” And should Firebird really proclaim proudly “IT’S WHAT YOU’VE COME TO EXPECT FROM FIREBIRD...”
But words alone are not enough to sell a game, and competent professional artists are now highly prized for their ability to take a game — often one not even programmed — and produce a visually exciting image for advert and packaging. Bob Wakelin — for Ocean and David Rowe — for Quicksilva, Melbourne House, Beyond and many, many others — are amongst the most well known, but the field is hotting up all over. The days of embarrassing juvenile scribbles are (almost) gone, and even Mikro-Gen have ditched the nameless craftsman responsible for the Wally and Herbert sketches and with Steinar (Stainless Steel, Frost Byte) and our very own Oli (Equinox) are now producing some pretty dramatic adverts.
Just as the record industry made some young artists into household names — Roger Dean being one — so too is the comparatively immature software industry. There are probably some glossy software illustrations looking down from your bedroom wall as you read this.
The trouble is, the artwork is so often miles better than the graphics of the game itself. Occasionally — well Okay, frequently — you feel cheated on loading up, and begin to take top-notch airbrushing with a hefty dose of salt.
And this is where the copywriter comes in.
LEGAL, DECENT, HONEST AND TRUTHFUL
Knowing that you’re not going to be impressed just by pretty pictures, some publishers attempt to win you over with a glowing game description — known as the advertising copy or BLURB. This has the same purpose as the stuff you read on the back of paperbacks, and is just about as reliable.
Blurbs are usually crammed with well-worn phrases like ‘stunningly realistic’, ‘state-of-the-art’ and ‘fully animated’. All this is fairly meaningless as (a) the copywriter hasn’t always seen the game, and (b) he’s not likely to write ‘yet another Knight Lore rip-off’ or ‘you’ll be amazed at the colour clash’.
As a rule of thumb, you can assume that any game described as ‘unique' or the ‘ultimate’ is actually neither, and if the copywriter had had to fall back on ‘fast and furious’ then you can be certain that the game he’s describing is bereft of any original or outstanding feature whatsoever.
The more informative blurbs are those which describe the plot, graphics and gameplay in factual terms, minus hysteria. They are also the most boring to read, which is why you don’t see them on adverts too frequently.
Most informative of all are the quotes taken from magazine reviews which appear on the ads — but these should be treated with caution. Disregard anything inside quotation marks which is not attributed to a specific writer or magazine — the chances are that the publishers themselves have said it. Addictive Games are old hands at this, though at least they have the honesty to admit that it’s Managing Director Kevin Toms who’s responsible for this (utterly impartial) accolade: “Headcoach will become for American Football what my Football Manager has been for soccer fans — unbeatable.”
Quotes can be taken out of context, too. Have a guess what a desperate advertiser might extract from the following review: “Wow! I thought at first, what incredible graphics! After a few seconds, however, I realised that the game was 100% unplayable.” Yep, they sure as hell aren’t going to put “unplayable” in inch high letters across the top of the advert!
And, of course, reviews don’t usually appear until after the game is already completed, so either the software house has to go to the expense of designing a new advert, stuffed with reviewers’ raves, or else they have to use quotes from previews. More often than not, they decide it’s cheaper, and safer, to stick to their own exciting prose.
THE CAMERA CAN’T LIE
A screen shot is worth a thousand words. At a glance you can tell whether those ‘state-of-the-art’ graphics are the same old monochromatic matchstick men, or the ‘totally realistic simulation’ is the usual bunch of pipe-cleaner tanks advancing across a blackboard desert.
And it’s precisely because such photos confirm your worst suspicions that most adverts don’t feature them. Those that do display an uncharacteristic confidence on the part of the publishers that the graphics really are something to shout about. Even then it’s advisable to look for the small print: ‘Actual screen shots from the Atari ST’ might not appear quite so wonderful when they’ve been crammed into 48K of attribute problems.
There’s another very good reason why software houses don’t always put screen shots on their ads.
Because there aren’t any graphics to photograph.
JUMPING THE GUN
To take screen shots, you’ve got to have some computer graphics already up and running. And to have graphics, you’ve got to have started programming. Once in a while a software house takes the bold step of advertising a game which, surprisingly, EXISTS. In other words, the team of crack programmers have already got their heads down and are making progress.
But there is a widely-held belief in this industry that a good title alone is enough to sell software by the bucketful, and often the rights to that title, if it’s based on a book, film, TV series or amusement arcade game, will cost more than all the programming, packaging and marketing of the software put together.
Consequently, as soon as the deal has been signed, some flash artwork is quickly cobbled together and the first advert appears — sometimes over a year before the game sees the light of day. That ad will contain no game description, no plot, no screen shots, because the publishers haven’t got the foggiest idea of what the game is going to be like. They’re lucky if they’ve even decided on a price. But none of that matters, because they believe that the TITLE is so thrilling that you’ll be queueing up just to buy a blank cassette with those magic words printed on it. Or so the theory goes.
And so the theory goes badly wrong, too. Jumping the gun has caused more than one successful company to bite the dust when, faced with the heavy cost of continual advertising, their programmers are still bravely trying to convert a best-selling 2000-page novel into an arcade game which bears some minimal relevance to the source material.
Knight Rider, Street Hawk, Popeye, Superman, Dr Who, Asterix... These titles should be engraved on the wallets of all software publishers in search of the elusive licence to print money. Such golden eggs have a protracted and painful delivery, often hatching into turkeys, and the whole thing can take so long that everyone loses interest in it.
Mind you, the adverts for games such as these are the most attractive of the lot. Fabulous illustrations, uncluttered with messy text and muzzy screen shots, and after a few months they’re so familiar they’re like old friends. But do they sell games?
THE BOTTOM LINE
Where does all this get us? If you want to make sure that you never buy another Great Space Race or World Cup Carnival, wait for games to be reviewed, and then decide.
But if you just can’t wait to rush out and buy something, then take a long hard look at the adverts, and ask yourself:
If the graphics are really revolutionary, then why aren’t there any on the ad?
If a game is truly remarkable, then how come it’s described in the same amazing, stunning, state-of-the-art cliches used by everyone else?
If a quote isn’t credited, then who said it, and why?
Have I really got enough spare cash to buy a game costing £9.95 about which I know nothing except that it has the same title as a TV series and there’s a very nice picture on the cover?
Over to you.
Now it’s your turn.
Thumb back through the last 12 month’s issues of CRASH, starting with January 1986, and pick out the one advert which you think stands head and shoulders above the rest. Maybe you reckon that the presentation is the best, or the blurb is well-written, or the whole thing tells you all you need to know about the game. Whatever your reasons, jot them down BRIEFLY together with your nomination, and the date of an issue in which it appeared.
And while you’re about it, why not choose the worst ad of the year, the one with tacky artwork, or banal copy, or just straightforward lies? Again, give the reasons behind your choice. Send you nominations to: THE WORM TURNS, CRASH Towers. (Don’t forget to vote in the CRASH Readers Awards ballot in the Christmas Special as well, mind.) We’ll publish a selection of the best nominations, with some of your choice comments, if they’re printable. Should make interesting reading for some software houses who think they know their market.
To help you on your way, we’ve reviewed some classic adverts: we’ve tried to find some which commit many of the sins and excesses described in this article, as well as some which are relatively free of them.
But we’re sure that you can dig out some better examples. Send them in.
LEGEND OF THE AMAZON WOMEN
Producer: US Gold
A strong contender for the most poorly drawn ad in software history — though the frog’s exploding genitals in Mikro-Gen’s Witch’s Cauldron are still fondly remembered by many. At first glance the graphics are merely abysmal, but closer scrutiny reveals an ignorance of the female anatomy which still baffles to this day.
The accompanying blurb is a masterpiece of suggestion. It waxes lyrical about the ‘unknown’ location, the ‘ghostlike images’ of wild women, the ‘unimaginable combat and untold adventure’. Presumably the game hadn’t been written when this advert went into print. Pity the copywriter didn’t have the benefit of LMLWD, too...
One of those rare ads where the artist’s impression is actually worse than the graphics of the game, Legend of the Amazon Women is also remarkable in that few will ever forget it. Perhaps it is, therefore, also one of the most successful ads in software history.
Graphics | 5% |
Stun Factor | 95% |
Blurb | 10% |
Informative content | 10% |
Overall | 90% |
SAMANTHA FOX STRIP POKER
Producer: Martech
What do you do if you’ve got a mediocre card game which you want to unload on an impressionable young audience? Simple — just add the tantalising words ‘Samantha Fox Strip’ and we’re all drooling from Edinburgh to Ealing.
Particularly unsavoury in its ‘nudge-nudge, wink-wink' teasing blurb, the advert is nevertheless successful in revealing absolutely zilch about the game. Were told that it includes ‘Video Digitised Pictures' but do they show us one? Not on your life, mate. If they had done, then the full horror of pixellated Sam baring her dotty attributes would have put even the most lecherous off the game.
Curiously, Martech attempt to promote the ‘added bonus’ of International 7 Card Stud in the bottom righthand corner, which they claim is ‘Probably the most powerful simulation ever written for a home computer.’ It says a lot about Martech that they feel the only way to sell this exceptional simulation is to hitch it to a game riding on a pair of mammoth jugs.
Sam Fox. Probably the most powerful stimulation ever to appear on a home computer.
Graphics | 30% |
Stun Factor | 70% |
Blurb | 15% |
Informative content | 5% |
Overall | 10% |
THE GREAT ESCAPE
Producer: Ocean
Such is the consistent quality of Bob Wakelin’s artwork, now the hallmark of Ocean’s adverts, that it is difficult to single out any one illustration as being particularly outstanding. The Great Escape is one of his best, though, because unlike some of his other work (Nightmare Rally, Mag Max), it is uncluttered, relying on a simple image — hands gripping barbed wire — to convey the spirit of the game.
Ocean has, presumably, some confidence in the graphics as they’ve actually included three shots in the ad. These are significantly missing from some other recent Ocean promotions. In all other respects, however, there’s not a hint of a game description. Would you buy The Great Escape purely on the strength of this ad?
Still, it’s a nice picture.
Graphics | 90% |
Stun Factor | 80% |
Blurb | 0% |
Informative content | 40% |
Overall | 70% |
TOMAHAWK
Producer: Digital Integration
Here’s an advert that strives to be both eye-catching and informative, with moderate success.
It’s got a great illustration to begin with. And it’s also got some copywriting which isn’t too exaggerated, except for a momentary lapse with ‘stunningly realistic’ (you might want to question the ‘authentic battlefield conditions’ too). Beneath all this is a list of game features, dotted with evocative terms like ‘Doppler navigation’, and there’s also a couple of typical screen shots for good measure, though they’re hardly crystal clear.
Maybe there’s too much text, too much going on But then again, most CRASH readers probably scrutinise the ads with the same devotion as they do the editorial, and enjoy an advert with lots of copy. And at least the lads at DI are giving a pretty good idea of what’s in the game.
The CRASH Smash seal of approval helps, of course.
Graphics | 80% |
Stun Factor | 65% |
Blurb | 70% |
Informative content | 80% |
Overall | 85% |
180
Producer: Mastertronic
Author: Binary Design
Price: £2.99
Oneehudredaneighteeee, the bellicose amplified sound echoes around the smoke filled, beer laden tables of the local working man’s club. And on the stage, two lads with oversize guts working away at a Spectrum.
All the fun of Britain’s most popular indoor sport comes courtesy of those busy lads from the Binary Design team. Can you topple Jammy Jim, World Champion and ace darts player from his No. 1 slot?
After selecting the controls, you are presented with three different games: two player, one player, or practice. The practice game takes you ‘round the clock’ . The idea is to run down from twenty to one in one hundred seconds.
When it’s your turn to throw, the screen shows a close up view of the dart board, and you control a large hand holding a dart. The hand moves in four directions diagonally across the board, moving in the direction it was last pushed in. You hit fire to throw the dart. The dart is also being ‘waggled’, so depending on the exact moment the dart was released, the trajectory will vary, and thus the final position on the board.
After three shots, the darts get handed to your opponent. If you’re playing the computer, the display switches to a side view of the board, showing your good self propping up the bar whilst a bar maid recharges your glass and your opponent does his stuff with the darts.
You can play the main game against a friend, or the computer. You start at 501 and work down, double to finish. To beat the computer, you play three matches. The first two are the best of three against such stars of the silver arrows as Delboy Des, Devious Dave or Limp Wrist Larry. The final is against Jammy Jim. Trouble is, he throws perfect darts. Your only advantage is that you go first. This guy is very hard to beat, he finishes every game in nine darts! The game packaging also contains a very handy table giving you the best scores to aim at to go out.
CRITICISM
‘There isn’t really anything here that is done badly, it is presented in an average way both graphically and sonically, the game does get a bit boring after a short while due to the simplicity of the subject matter. On the whole this isn’t a bad little game but I wouldn’t recommend it as it gets monotonous after a while.’
‘Oh no not darts again, I hear you cry! But this is different — believe me! 180 is a whole new different concept of darts computer playing. The graphics are superb — a brilliant combination of large detailed graphics and pleasing colours. The animation of the hand is extremely well done and the darts fly out of it very smoothly. Tire only thing I missed was the Northern accent of Sid Waddell commentating in the background. 180 must is definitely the best and most addictive darts game around.’
‘The graphics on the throwing screen are excellent, but I think a little too much colour has been used on the opponent’s throwing screen. Loads of featurettes have been put in, like the little dog who cocks his leg on the bar, and all sorts of things that make it really interesting to play. I would have liked to see a ‘score required’ indication, for non-mathematicians like myself, and I was a little disappointed to find that the finalist NEVER makes a mistake, but other than that, I think this is a Darts game that anyone is going to find it hard to match.’
COMMENTS
Control keys: redefinable; left, right, up, down, throw
Joystick: Kempston, Sinclair, Cursor
Keyboard play: awkward
Use of colour: limited
Graphics: well detailed
Sound: unintelligible speech
Skill levels: one
Screens: two
General Rating: Best ever darts game.
Use of Computer | 68% |
Graphics | 68% |
Playability | 70% |
Getting Started | 75% |
Addictive Qualities | 65% |
Value for Money | 77% |
Overall | 72% |
CAMELOT WARRIORS
Producer: Ariolasoft
Author: Victor Ruiz and Florentino Pertejo
Price: £8.95
There you are, all tucked up snugly in your comfy bed dreaming wonderful dreams. Tonight you’re back in the days of King Arthur. You’re a brave, dashing knight: rescuing beautiful damsels from distress and generally buckling your swash. But in the morning your alarm clock never rings and when you open your eyes you are no longer in your semi-detatched in Surbiton, but, gadzooks in the very land of which ye were dreaming.
Gone are your street-cred clothes and your Diadora trainers and in their place is a splendid suit of armour. This might not look quite as cool as your previous attire but it will certainly equip you a lot better in this hostile world.
Armed with your trusty sword Excamembert, your task is to go forth and redress the balance of time. This is why four twentieth century elements have followed you through the time warp. These elements must be found and given to a Guardian who will return them to their real time. These elements are the Fire Which Does Not Burn, the Mirror of Wisdom, the Elixir of Life and finally — The Voice From The Other World (sinister chuckle).
There are four environments which you must cross before you can even contemplate returning to your own time. There’s the forest, the lake, the caves and eventually the castle where King Arthur is waiting to meet you. At the end of each of these sections is one of the vital elements which must be returned to 1986. Once each object has been collected it must be delivered to the Guardian and his magic cauldron.
Each section has different nasties, for instance the lake is full of killer eels and nasty fish, and that Guardian can do some very antisocial things to you, like turn you into a frog. This might seem a might unreasonable to begin with, but having this amphibious form will allow you to get through the lake section a lot easier than if you had a human body.
Did all the great and fearless men die out in the Middle Ages and are we all a bunch of wimps in the twentieth century. Only if you finish the game will you ever know!
CRITICISM
‘If you fancy a bit of a change then this could well be what you’re looking for. There is an immense sense of playability from the word go. As I hacked away at the first couple of winged beasts and then started off on the quest toward Camelot Castle, I became totally engrossed. Each of the characters is excellently drawn and the backgrounds are colourful and well detailed. The sound is also quite good. I enjoyed playing Camelot Warriors, it was tremendously compelling.’
‘Camelot Warriors is a pretty arcade adventure. I found the game relatively easy to get into, despite the blocky error detection and slow responses to joystick movement. Animation of all the characters is very well done; especially the owl which flies over the cauldron. The game contains very little colour clashes, but uses colour lavishly. The only annoying part of Camelot Warriors was that you can go so far in the game and then no further. I found the game a joy to play, although at nine pounds I feel most people won’t get far enough for their money.’
‘Camelot Warriors is a very appealing game. I enjoyed playing it a lot. While some of Ariolasoft’s more recent products haven’t been of the highest quality, I think that Camelot Warriors is the sort of game that they should be producing as standard. Colour has been used to excellent effect, and the graphics in most cases, are beautifully animated. Addictive and playable, this game is one that is well worth a quick play or two, but I doubt whether it fully justifies its price.’
COMMENTS
Control keys: Q up, O left, P right, M fire
Joystick: Kempston
Keyboard play: sensitive
Use of colour: pools of limpid colour in the evening light... alright!
Graphics: large sprites, well animated
Sound: a bit of Scarborough Fair to begin with and some spot effects throughout
Skill levels: one
Screens: about 70
General Rating: An engaging but overpriced little romp.
Use of Computer | 82% |
Graphics | 88% |
Playability | 83% |
Getting Started | 83% |
Addictive Qualities | 86% |
Value for Money | 80% |
Overall | 82% |
CITY SLICKER
Producer: Hewson
Author: Steve Marsden and David Cooke
Price: £8.95
Authors of Technician Ted, David Cooke and Steve Marsden have just finished working on their latest project, an arcade adventure about life in the capital of Britain. Abru Cadabbra decides to plant a bomb in the Houses of Parliament and emulate the action of Mr Fawkes all those years ago.
The game starts with the time-clock set at eight in the morning. The bomb is primed to go off at midnight so Slick only has a limited amount of time to get to the Houses of Parliament and defuse it. To do this he must find the parts of his Bomb Disposal Unit. When Slick finds a bit of the B.D.U he must scamper back to his hide out underneath the houses of Parliament and deposit the part there. Apart from the pieces of B.D.U there are also various other useful objects littered throughout the screens which Slick can collect and use to his advantage.
London certainly has some odd characters in it these days. From marauding Beefeaters to bottle lobbing Skin Heads, they’re all there to hamper Slick in his mission. Each character has a different pattern in the game. They can open doors, throw objects, steal objects, follow Slick and generally hassle him every inch of the way. Every time Slick makes contact with a character in the game he loses some of his energy resulting in an inability to jump as high or as far as he could before. Some characters will even send him back to the start of the screen which he’s currently exploring. Slick can also lose energy if he falls from a great height.
His energy can be restored by collecting various pieces of edibles which appear at intervals throughout the game. At the start of the game there are three pep pills at the bottom of the screen. If Slick’s energy gets too low and there’s no food in sight then he can take one of these pills to keep him going a bit longer.
Abru Cadabbra is a very crafty terrorist and obviously very keen that his plot should go ahead without any interruptions. He also roams around the City pursuing Slick and trying to catch him. If he succeeds in this then Slick dies and the bomb automatically detonates. An alarm sounds when Abru is about to enter the same screen as Slick.
CRITICISM
‘I feel that Steve Marsden and company have really scraped out the barrel here. They haven’t realty changed their style since Technician Ted in early ’85, which was slightly outdated then. Although there are some very nice touches in City Slicker the game as a whole is very similar to so many other games on the market that it is hard to appreciate this one. The graphics are very pretty, the characters are excellently detailed and animated and the backgrounds are colourful but there is a bit of colour clash.’
‘Oh my goodness, now even Hewson has gone back into the platform arcade adventure days. Surely the public must be getting sick of this type of game, I sure am! That said, there is no doubt that City Slicker certainly is a good game. The graphics are very smart and original. The movement of all the characters is a bit simple but good enough. Colour is well used throughout all the screens with no clashes at all. More of the Uridium stuff would go down better here.’
‘Oh dear. I’m not here. I’m busy. I’m doing anything except writing a City Slicker comment. Please, don’t make me do it! Nooooo! I’ve played and written about innumerable arcade adventures today. I’m well and truly sick of them. City Slicker is another big, boring typification of this sort of game. And therefore I don’t like it much. After Uridium & Firelord I expected more from Hewsons.’
COMMENTS
Control keys: Left=Q, E, T, U, O Right=W, R, Y, I, P jump=CAPS SHIFT, Z, X, C, V, B, N, M, SPACE Pick up=H, J, K, L Drop=S, D, F, G Pause=A Pause off=A again Sound=ENTER (toggle on/off) Reset=BREAK
Joystick: Kempston, Sinclair
Keyboard play: pretty good
Use of colour: pleasant
Graphics: well defined and nicely drawn
Sound: Amusing spot effects
Skill levels: one
Screens: half flip screens
General Rating: Not Hewson’s best.
Use of Computer | 68% |
Graphics | 68% |
Playability | 66% |
Getting Started | 72% |
Addictive Qualities | 66% |
Value for Money | 62% |
Overall | 65% |
COBRA Producer: Ocean Price: £7.95 Author: Johnathan Smith |  |
Ocean’s latest Game of the Film release follows the psychotic adventures of big tough guy Cobra, played in the movie by Sylvester Stallone. Top model Ingrid Knutsen (very probably Brigitte Neilson) is getting some serious hassle from a band of mean and dirty killers, who are set on capturing her for themselves and doing horrible things to her before handing the poor girl over to the evil Night Slasher (eek). Your job as the Cobra is to ensure her safety and kill the opposition before they kill you.
The nasties in the game are not exclusively male. Large women with bazookas hem in our hero and fire their artillery at him from all angles. Huge hunking men brandishing knives are out for his blood, and at the end of the final level there is the ultimate challenge for Cobra — to battle against the Night Slasher (eek). Cobra is a Real Man, and the thought of knife brandishing hunks doesn’t scare him in the least. However, the mere sight of a pram hurtling towards him makes the poor man go all weak at the knees and he is momentarily stunned making it easier for the bad guys to get at him.
To begin with Cobra has no weapon and must defend himself with his nut, by head-butting everyone with such force that their little footies don’t even touch the ground as they go flying off the screen.
Weapons can be found cunningly concealed inside Hamburgers. Each one of these tasty delicacies contains a specific weapon. This could be a dagger, a pistol or the ultimate in blast-everything in-sight-weapons, a laser sighted machine gun. However, when Cobra has this handy device the opposition really gang up on him, seemingly making his job twice as hard, but in reality topping up those points. In some Hamburgers there is even a facility to make our Hero completely hard and untouchable. Cobra can pick a weapon up by walking into it. When he has a weapon in his possession a duck appears at the bottom of the screen. The weapon only lasts for a limited amount of time and this is shown by the duck gradually being eaten away. Once the duck has disappeared from the bottom of the screen, Cobra will have to resort to using his head again. Our hero can also lose his weapon if one of the nasty bully-boys walk into him, but at least he doesn’t lose a life when this happens.
There are three levels to the game. The first takes place in the city at night. Using the platforms, Cobra must leap about dispatching the enemy. Once every baddie has been killed and all the hamburgers used, Cobra will automatically move on the next level. The second section of the game takes place in lovely rural countryside, but fear not, the bloodshed still goes on. If Cobra manages to get through this, then it’s on to the factory floor and the confrontation with the Night Slasher (once again — eek!)
Meanwhile Ingrid is getting some serious hassle from the bad guys (and gals). In between biffing everything in sight, Cobra must somehow locate Ingrid and protect her from the ravenous hordes. Ingrid usually appears by Cobra when he has a weapon with him or is doing particularly well against the enemy (typical woman). She’s a loyal sort of girl, and will stick by Cobra’s side unless he inadvertently shoots her, in which case she’ll shoot off pretty sharpish. Any contact with the baddies in the game will result in Cobra losing a life, unless he has his woman with him. When Ingrid is by his side and a baddy gets him, Cobra doesn’t lose a life, but she disappears and he must track her down again.
Cobra has three lives to start with, but extra lives will be awarded for the first 10,000 points and every 20,000 points after that. These lives are shown at the bottom of the main screen and are represented by boxing gloves. Under the boxing gloves is the score chart, points are awarded for killing the opposition and collecting weapons. In the centre of the screen is the Duckometer. This is replaced by the Cobra logo when no weapon is being held. To the far right of the screen is the weapon icon which shows the type of weapon currently being held.
![Screenshot]()
Off to a flying start as tough hard guy head butts a knife wielding maniac
CRITICISM
“I loaded up Cobra with some trepidation, what would it be like? Well to put your minds at rest, I found Cobra to be a brilliant mindless ‘kill everything in sight’ game. The presentation is superb, and Ocean have made full use of the film tie in; even down to defining a ‘murder’ key, and having colour/mono, sound/mute options. The sound is extremely well done, with lots of decent dittys and spot effects. The graphics are very well detailed and realistic, and the explosions are very well animated. The scrolling is very smooth and fast, and the characters move about very quickly. This all means that there’s no time to think, you just have to head butt or murder every one you see. Cobra is very addictive and well worth the asking price.”
“Yeah, the hard guy is back and beating the insides of your your Speccy into shape. What a game, but why is Mr Macho scared of babies? All in all the game is extremely playable, it has all the good points of say Green Beret and Commando plus a lot more although I can see myself getting a bit tired with it after a while. The graphics are truly the best that I’ve seen in a ‘hard guy game’, everything is detailed and well animated, the scrolling of the screen is superb. The sound too is second to none, there is a multitude of tunes on the title screen, during the game and, even one when the game is paused. This is in my view the best smash of the issue, we’ll have to wait for a while to see a game that betters this. Go out and buy it now, no self-respecting games player should be without a copy.”
“Though very Green Beretish in style, I think that Cobra has a lot of points in its favour. The graphics are superb and the scrolling is very effective. Loads of colour and some very good tunes have been included. It took me a long time to actually get into Green Beret and I think that that’s one of the reasons why it didn’t receive a Smash. That problem, I think is overcome because the similarity means that playing techniques are the same to an extent. Cobra is a good game; nice graphics, well used colour and a fair share of playability.”
![Screenshot]()
Don’t push him, another knife-wielding maniac is dispatched with the laser gun. He’s found his girlfriend, and the disappearing duck shows how much longer he’ll have his weapon
COMMENTS
Control keys: definable
Joystick: Kempston, Sinclair, Cursor
Keyboard play: pretty sharp
Use of colour: wow!
Graphics: finely detailed with excellent scrolling
Sound: the best on the Spectrum for years
Skill levels: one
Screens: three levels of wrap around scrolling play area
General rating: the best Hard Guy game there is
Use of computer | 93% |
Graphics | 91% |
Playability | 94% |
Getting started | 90% |
Addictive qualities | 92% |
Value for money | 91% |
Overall | 93% |
THE DANDY
Producer: Electric Dreams
Author: Ram Jam Corporation
Price: £7.99
Dandy, the game that has inspired many clones, has been released by Electric Dreams on the Spectrum. Originally written by student John Palevich for the Atari as part of his thesis, the game went on to become a major hit in the arcades under the new name of Gauntlet. Electric Dreams have converted Gauntlet back to home computers under the original name.
The scenario remains the same as in the arcade version. The player controls one of two characters, Thor and Sheba. The idea is to penetrate deep within the dungeons pillaging treasure. The dungeons, however, are inhabited by some very nasty creatures, mostly giant spiders. When you kill all the nasties in one screen, you must then disable the control box behind them. The treasure and other useful objects are contained within separate compounds in the dungeon. In order to move between these dungeons, keys must be found.
Your character can also arm him/her self with some pretty potent spells. These are identified as lightning flashes around the game. Using these, it is possible to rid an entire screen of monsters. Also, to keep your character’s energy up, various tasty titbits can be picked up along the way.
The game has a two player option. If two people are playing then each person controls one character, with the object remaining the same. The characters are viewed from above, and the action moves from screen to screen in the direction of your character. The character’s status reports are at the bottom of the screen. A square box represents how much treasure has been collected, a key shows how many keys are in your possession and a lightning flash shows the number of spells safely nestled in your pouch. Between the two status charts is a small window showing which level you are on. Treasure can be traded for energy if your supplies get too low. The game is over when all the treasure has been found and all the monsters killed.
CRITICISM
‘Mmmm, though Dandy is a good game, I don’t think that it’s quite as good as Druid. The graphics and colour are excellent, but the game slows down to an awful extent when there are lots of characters on screen. What the officially licensed version of Gauntlet will hold though, I don’t know. We wait with bated breath...’
‘Electric Dreams have once again come up with the goods. The play area is well detailed containing lots of colour, and the little creatures are well animated. All this said I must confess that I found the game quite boring after a few plays. Also, the sound only contains a few quiet spot effects. If you can’t wait for the ‘official’ version of Gauntlet then this could be for you.’
‘Gosh a Gauntlet variant, and it’s a really good one too! The game is appealing from the word go and is easy enough at first to give you a real sense of achievement, and compelling enough to make you play on. The graphics are in the most part very good but they do get messy occasionally. The two player characters are nicely detailed and they move around very quickly. The sound however is a little disappointing. If you like this type of game then I strongly recommend that you give this a good eyeball.’
COMMENTS
Control keys: Player One: Q=up, A=down, Z=left, X=right, C=fire SPACE=Cast Spell (1 player mode), F=Cast Spell (2 player mode) R=Trade treasure for energy Player Two: P=up, L=down, N=left, M=right, B=fire, G=cast spell, T=Trade Treasure for energy O=Pause game
Joystick: Kempston, Sinclair
Keyboard play: responsive
Use of colour: Understandably limited
Graphics: nice shading, inclined to get a little messy
Sound: some nice spot effects
Skill levels: one
Screens: twenty screens per level. Three levels in total
General Rating: Not a bad Gauntlet variant.
Use of Computer | 83% |
Graphics | 88% |
Playability | 85% |
Getting Started | 84% |
Addictive Qualities | 84% |
Value for Money | 82% |
Overall | 84% |
DRUID Producer: Firebird Price: £7.95 Author: Andrew Bailey, Dean Carter |  |
Four skulls of immense evil have been brought together by the evil Princes of Darkness and placed in a tower. Gathered in the same location, their power to spread destruction, plague and dereliction is vastly amplified and the land is suffering. You, an aging mystical Druid, must destroy the evil skulls to thwart the Princes of Darkness.
The skulls reside in lower levels of an eight-level tower and the game begins in the fields surrounding the skulls’ new resting place. You must penetrate the tower, defeat the demons, destroy the skulls and make good your escape.
The action is viewed from above and the flip screens that make up each level contain walls, or hedges in the open country, which combine to make up a maze of passageways. Demons scurry round the screens and need to be eliminated rapidly — contact with them saps the magician’s energy and the longer he stays in one place the more demons turn up.
The Druid can move in four directions and can cast Water, Fire or Electricity spells with a press of the fire button — toggle between them with the P key. Each time a spell is cast the Druid’s capacity for casting that particular spell reduces, and the counter under the respective icon decrements. Selecting the appropriate spell for the type of demon being attacked is an important factor of the game.
Apart from the workaday fire-button-controlled spells, the Old One has four powerful spells at his command. Providing the inventory contains a supply of the appropriate spell material, these extra spells can be invoked with a press of the correct number key. The Key Spell opens doors; the Invisibility Spell hides the hero from the gaze of the demons for a while and temporarily immobilises them; the Golem Spell conjures up an assistant, and the Chaos Spell is a magical smart bomb that destroys all the nasties on the current screen. The Chaos Spell is the only spell powerful enough to destroy one of the skulls and has the pleasant side-effect of topping up the Druid’s energy whenever it is cast.
Energy is added to the Druid’s status bar when he stands on one of the Pentacles of Life that are scattered around the tower. Chests are a source of useful spellpower — all the Druid has to do is walk up to a chest and it will open to reveal its contents. Careful thought is needed before selecting an item from a chest, however, as the Princes of Darkness sense that one of their store cupboards has been opened the moment something is removed and destroy the chest and its remaining contents instantly.
If things are getting a bit hectic, casting a Golem Spell invokes a handy acolyte. The Golem can either be controlled by a second player or by separate keyboard commands and it really comes into its own as a bodyguard. Your assistant can be given three commands: send, follow and wait, and has its own Energy bar that is reduced by contact with nasties. On the plus side, the touch of a Golem is instantly fatal to demons!
To play the game efficiently, care must be taken to select the right object from chests once they are opened. A map will prove essential if you are to stand any chance of achieving the legendary Light Master status — at the end of a game, one of sixteen rankings available is awarded, and they start with Halfwit...
![Screenshot]()
Romping around in the undergrowth outside the tower, the heroic Druid sees a Power Pentacle but can’t quite reach it...
CRITICISM
“Druid is amazingly good, and very easy to get into. The layout of the screen is excellent, giving a good mix of large characters and lots of colour — without any attribute problems at all! The game is smooth to play and contains loads of big, bad baddies. I like the way you can swap easily between different types of spell casting, and also the way you go around picking up different things from chests. This game is extremely addictive, loads of fun to play and quite different from your average ‘run of the mill’ arcade/adventure.”
“Is this the start of a flood of variants inspired by the arcade game Gauntlet? If the rest are as brilliant as this, then we’re all in for a good time. The gameplay is great — your Druid is easy to control, so whizzing around the place is great fun, although it is very hard to get anywhere as the rampaging nasties gang up quickly and tend to kill you off rapidly. After a lot of play, however, dealing with them becomes slightly easier. Graphically, Druid is presented well: the characters shuffle around smoothly and the playing area is highly detailed, with excellent shading. The sound is a little disappointing when compared to the graphics, but it is adequate. I strongly recommend Druid as it is playable and ever so compelling.”
“Oh yes. This game is superb, one of the best I’ve honoured my Spectrum with in a long time. Graphics are excellent, with lots of colour used over the various levels, and as far as playability is concerned, well, Druid is something else! Comparison with Gauntlet is, I suppose, unavoidable, but I would certainly like to see US Gold come out with a better game than this — that’ll take some doing! Everything about Druid is excellent: it’s one of my fave games of the moment. And it’s incredibly addictive too; if I didn’t have to write this comment, I’d still be playing it. ’Nuff said?”
COMMENTS
Control keys: 1 cast Key Spell, 2 cast Invisibility Spell, 3 cast Golem Spell, A control Golem, H and A control Golem separately from joystick, 4 cast Chaos Spell; Z left, X right, K up, M down, SPACE fire, P toggle Water, Fire and Electricity spells
Joystick: Kempston, Cursor, Interface 2
Keyboard play: responsive
Use of colour: neat, and without attribute problems
Graphics: fairly large and well detailed, with neat shading effects
Sound: spot effects only
Skill levels: one
Screens: large eight-level play area
General rating: A compelling demon-bashing game
Use of computer | 87% |
Graphics | 91% |
Playability | 90% |
Getting started | 88% |
Addictive qualities | 90% |
Value for money | 88% |
Overall | 90% |
DR WHAT
Producer: CRL
Author: A.K. Fox
Price: £7.95
Four foolish timelords, doctors What, When, Where and Why are getting themselves into a bit of a scrape. They got together for a reunion party: large amounts of Neuro Cardinal Cocktails were consumed but getting home after that party wasn’t something any of them had actually considered.
Thus the four Doctors find themselves stuck in four different locations with thumping great hangovers and very hostile environments to contend with. The four doctors must take a trip and visit the Jelly Baby of Infinite Wisdom and Ultimate Knowledge who lives in the tower of Darabur, a place newly as remote as Crash towers. In order to get to this guru Jelly Baby each Doctor must be transported via the Trydis to a certain location. From there all four doctors must make the it way to the tower of Darabur for the ultimate confrontation.
Each of the four doctors is stuck in a different location. Doctor Why is stuck in What’s laboratory. Dr What is stuck under a sheer cliff face which seems totally impossible to climb. Doctor When is lost in a hostile forest full of horrible beings and Where is being hassled by some very nasty Daleks. The general idea is to extricate each doctor from his nasty predicament and get him into his Trydis to rendezvous with the other doctors.
Various objects can be picked up along the way which are essential in order to finish the game. Each Doctor can only carry three objects at one time. These can be picked by pressing the relevant key and dropped and used at any time during the game. Some of the objects will disable a nasty such as the baseball cap which, when thrown will slip over the marauding Dalek’s head and stop it from moving.
Each Doctor has a certain amount of energy, which is represented by a magenta jelly baby on the bottom right hand corner of the screen. This energy is lost every time the doctor collides with any of the monsters in the game and this is shown by the jelly baby gradually being eaten away. If one of the Doctors should die in this way then it will be impossible to finish the game.
Control of the Doctors can be changed by pressing keys one through to four. The Doctor you are currently controlling is shown at the bottom right hand corner of the screen. The middle section shows what objects are being held by the Doctor you’re controlling.
The game ends when all four Doctors are at the Jelly Baby of Infinite wisdom. It will now tell you your IQ depending on how you managed to get that far in the game.
CRITICISM
‘Dr What would probably be a lot easier to play and a lot more appealing if the instructions told you something about the game? After a sly chat to the people at CRL (which didn’t really make anything clearer) I was just about to admit defeat when lo and behold for no reason apparent I managed to transport myself, gosh! Could I do it again, you must be joking. The graphics are below average for this type of game, there is lots of colour clash and the characters move badly. The sound is dire, there are no tunes and virtually no spot effects during the game. On the whole this is an unpleasing game to play so I wouldn’t recommend it.’
‘WHAT the hell is this? WHEN can I pull the plug out, please? WHERE does it go? and, WHY the hell release it? Just a few of the questions I asked myself when I started to play this rubbish. Dr. What is obviously, from the packaging, suppose to be a rip off of the BBC’s Dr. Who, and a very dismal effort it is. The graphics are average, sound is practically non-existant, and playability is kept to a minimum. I shouldn’t think many people would go wild over Dr. What — that is if CRL don’t get sued first.’
‘It’s been a long hard month. Just as I thought I was getting to the end of it with my sanity intact, this comes along. CRL really don’t do themselves any favours by releasing this sort of thing. The aardvark fan is a hard man to please, and I somehow don’t think this is going to come up to the mark. Instructions are minimal, graphics are dull and generally I can think of no good reason to buy this even if it was on CRL’s budget label.’
COMMENTS
Control keys: definable
Joystick: any
Keyboard play: responsive
Use of colour: nasty, garish with lots of clashes
Graphics: naff
Sound: boring spot effects
Skill levels: one
Screens: approximately 40 to 50
General Rating: A nasty steaming dollop of What.
Use of Computer | 41% |
Graphics | 38% |
Playability | 28% |
Getting Started | 16% |
Addictive Qualities | 19% |
Value for Money | 12% |
Overall | 17% |
FIRELORD Producer: Hewson Price: £8.95 Author: Steve Crow |  |
Steve Crow has joined the Hewson label for his latest release, having built up a powerful reputation as a Spectrum programmer with games like Wizard’s Lair and Starquake. His latest game stars a chivalric hero on a quest to liberate an oppressed land...
The Evil Queen who rules over the stricken land of Torot has a new and very deadly weapon in her possession. Using her cunning charm she has tricked a dragon into parting with the powerful Firestone which conveys the ability to hurl fireballs. With this weapon in her hands the wicked queen sets about terrorising the inhabitants of Torot.
Luckily it just so happens that a happy avenger of evil is in the neighbourhood at the moment. Sir Galaheart is a fearless Knight who hopes to con the Queen into letting him have the Firestone. The wicked Queen is terribly vain and terribly scared of growing old and losing her beauty. Sir Galaheart plans to find the four ingredients for the spell of Eternal Youth and trade them with the Queen for the Firestone.
Although the inhabitants of Torot have fled into their homes, the land is by no means empty. Deadly Fire Ghosts abound, ready to sap away Sir Galaheart’s essential life force if they get too close. When the bold knight’s energy level reaches zero he loses one of his five lives. At the beginning of the game, Sir G. doesn’t have any weapons with which to defend himself against the ghosts, so his first priority is to arm himself. His firepower comes in the form of different coloured crystals, but these only last for a while, so new ones must be collected.
Sir Galaheart roams around the land of Torot looking for the charms needed to brew the secret youth spell. Useful objects, spells and charms are kept by the inhabitants of Torot inside their houses, so Sir G. must enter their homes and barter with them. Some of the objects lying around in the open are useful when it comes to bartering with the locals.
When Sir Knight enters a house, the view moves to an icon screen. One column of icons shows the objects which the housekeeper has to offer, another shows items carried by our hero. After deciding whether he wants anything, the hero can access a column of action icons and attempt to trade. If all else fails, a bit of pilfering might just work... The hands icon represents the theft option, and to steal you have to wait until the householder turns away and then move the control arrow from the theft icon to the object which you want to steal. Move it quickly to the object you are offering then over to the acceptance icon and you have stolen the required object.
If the householder looks round at any time during the theft, you are automatically brought up before the Reeve, who judges you. Should he decide you’re guilty you get a reaction test, and have three attempts at stopping a moving arrow. Get it wrong, and you could lose up to three lives.
Sir Galaheart has to keep his energy up, and tasty bits of food can be found along the way. When Sir G. picks these up, his energy level shoots back up to maximum. However, should the knight lose a life, he is instantly vaporised and his tin helmet clatters to the ground...
Your knight must negotiate his way through leafy glades and deserted towns in his quest. Apart from scuttling around on his feet, there are also transporters which take him to a different location in the game. If Sir G wants to return to a Magic Place, he must remember the correct objects for the spell — casting the spell takes him to his destination.
Apart from useful objects, the knight can trade for information with the locals. Although they would like the reign of the power-crazed Queen to end just as much as he does, they’ll only oblige for a price!
![Screenshot]()
A trading screen. The left hand column of icons reveals the wares on offer from the householder, whose portrait appears at the top of the right hand column of action icons.
CRITICISM
“Steve Crow has certainly got a fair list of hits behind him, from the very good Factory Breakout, to the superb Starquake. This next one follows on very well, though in a different vein. Another arcade adventure is all very well, but one of this calibre is very welcome indeed. The graphics are very good, with the colour used lavishly and to good effect. I don’t think that there is anything in the game that is bad, in fact I like it a lot. If arcade adventures are your scene, then get a load of this.”
“I’m very impressed with this. I got straight into Firelord and thoroughly enjoyed playing it. The layout is very similar to Robin of the Woods, and graphically they are very alike. This is one of the best arcade adventures around. The sound is very good and contains some excellent spot effects and a good tune at the beginning. All the backgrounds are very colourful and are well drawn. I liked the way you can go into different doors and find different people in houses — all offering useful bits ’n’ bobs. Stealing is also fun but quite tricky. Presentation is well up to Steve Crow’s standards.”
“An excellent game this, but would you expect anything else from the man who brought us Starquake? I really enjoyed playing this one although the instructions are not much help. I think Firelord will have wide appeal as you don’t need a great deal of joystick mangling. A good memory is necessary however, as running around the hundreds of screens can often lead you to lose your bearings, and the signpost ‘service’ given by some home occupants isn’t very helpful. Graphically the game is excellent, but its outstanding feature is the colour. The sound is admirable: there are a couple of tunettes on the title screens and there are lots of lovely effects during the game. I strongly recommend this game.”
![Screenshot]()
Wandering around in the great outdoors
COMMENTS
Control keys: redefinable: up, down, left, right, fire
Joystick: Kempston, Cursor, Interface 2
Keyboard play: no problems
Use of colour: excellent
Graphics: picturesque
Sound: small tunette at the beginning of the game with really good spot effects throughout
Skill levels: one
Screens: 500
General rating: Steve Crow does it again!
Use of computer | 91% |
Graphics | 91% |
Playability | 91% |
Getting started | 85% |
Addictive qualities | 91% |
Value for money | 89% |
Overall | 91% |
FROST BYTE
Producer: Mikro-Gen
Author: Chris Hinsley
Price: £8.95
The planet Cosmica is not a good place to be if you’re a Kreezer. Monsters are taking over the place, and with you being a little bendy thing about six inches high, coping with huge great monsters is going to be a bit of a handful.
Unfortunately, as well as being bendy, you are also rather tasty, so the hideous monsters who have taken over the place imprisoned you in their underground ice caverns (which look about as bleak as Ludlow on a December morning). In due course the head monster chef is going to take you to the kitchen and turn you into Kreezer-a-la-fricassee.
But, at last the good news, you’ve managed to pick the lock and you’re free! Now the tricky bit. You’ve got to escape from the depths of the ice caverns and rescue your mates. They’re also on the menu, so you’d better let them out before they get popped in the pan.
The game is a flip-screen, two dimensional arcade adventure featuring Hickey the Kreezer. (Mikro-Gen seem to have a penchant right now for heroes ending in -ickey, look out for Mickey the Molecule and Lickey the Lollipop!) Hickey has to make his way around the caverns avoiding all sorts of meanies. Fortunately most of the meanies seem oblivious to Hickey’s presence and follow set patterns. All the same, Hickey has his work cut out to survive...
The controls are left, right, jump and fire. Moving left or right makes Hickey bend over until his head touches the ground, and then his head attaches to the ground while his legs go over his head. Actually, it’s very difficult to tell his head from his legs — he moves in a squodgy sort of way, rather like those Slinky springs you used to be able to buy. He can only leap straight up, but he can squodge along when he’s on the way down. Apart from the meanies, the cave also contains ledges to help him, spring platforms that allow super jumps and mattresses that cushion very long falls.
The hero can blast the nasties and ammo is left lying around in plentiful supply in case he runs out. To use an item, it must first be picked up (which causes it to appear in a window to the left of the status area) and then used by prodding the USE key. Using an object cancels the effect of the object currently in use, so it might be necessary to pick up an object, but not actually use it until it’s needed a little bit later on.
Three varieties of sweetie can be found in the caverns and they form a critical part of the game: sweets are red, green or blue. Red sweets allow you to squodge faster, thus zipping under some rather nasty meanies. Blue sweets allow you to leap higher — vital in order to get on to some screens. Green sweeties allow you to fall further without helping the nasty monster chef by turning Hickey into an oven-ready Kreezer pancake.
Contact with the horrid hungry monsters often spells instant death and the loss of one of the five lives supplied. Death also comes to Hickey if he fails to rescue the Kreezer imprisoned on the current level before the Twang meter at the bottom of the status area reaches zero.
CRITICISM
‘Getting into this game wasn’t as easy as it should have been — the instructions don’t set the scene very well and it is very difficult to get anywhere on your first couple of goes because the nasties are particularly vicious. After that the game becomes a little easier and a lot more playable. Hickey has to be the most endearing computer character since Berk from Trapdoor — what style, what animation, what a cute end-over-end walk! The graphics are, on the whole, good and the scenery is quite Odinesque. There are many different types of caverns, and the characters are very well animated. The sound too is good with a nice tune on the title screen and extensive use of spot effects. I really enjoyed playing Frost Byte and recommend it.’
‘I really enjoyed my first few games of Frost Byte but after a few games I soon realised that it was a colourful pattern game — once you’ve done it, then there is no problem doing it again, which didn’t make me want to go to the trouble of loading it up for another session. The graphics are very well drawn and extremely colourful, but are let down by some very bad collision detection. The game features some very smooth animation of the main character, but the other characters move in a very inferior fashion. I’m sure that people who like this type of game might get into it, but I found it very boring after the initial attractions.’
‘I like this game: it has got good graphics, nice sound, and loads of fun elements — everything about it is done to a reasonable standard. Though it’s not the sort of game that I could play for the rest of my humble existence, I feel that it has a great deal of appeal. The graphics are aggressive-looking or cute, according to the atmospheric requirement, and the playability, of which it has reams and reams, makes it very addictive. Very good value for money — congrats, Mikro-Gen.’
COMMENTS
Control keys: redefinable: left, right, jump, use, fire
Joystick: Kempston, Cursor, Interface 2
Keyboard play: responsive and simple
Use of colour: colourful and effective
Graphics: some detailed characters, jolly backdrops
Sound: average for this sort of game
Skill levels: one
Screens: 50
General Rating: A small spring forward for arcade adventures.
Use of Computer | 85% |
Graphics | 87% |
Playability | 86% |
Getting Started | 85% |
Addictive Qualities | 86% |
Value for Money | 83% |
Overall | 86% |
GALVAN
Producer: Imagine
Author: John Gibson and Karen Davies
Price: £7.95
One by one the brave members of the Cosmo Police tackled the unspeakable evil on the planet Cynep. Alas the wallies all failed in their bid to rid the Galaxy of the Cynep rule. Now there is only you, Galvan, left. All alone you must try to achieve what many have failed to do before. Using your wits and ingenuity you must scour the planet Cynep, venture deep within its Techno Caverns, and attempt to kill each one of its evil inhabitants.
The planet Cynep is populated by some very strange and dangerous beings who are extremely possessive about their domain. Rampaging robots turn out to be pretty talented with the old left hook, and before Galvan can manage to pick up a weapon he is forced to box it out with these scowling metal machines. Apart from the robots there are the native aliens. These aliens seem to appear out of nowhere and their attacks are sharp and accurate. To begin with you only have your bare hands to defeat these nasties. Even against the robots this is quite difficult but when up against the fast moving flying aliens you really don’t stand a chance.
Things however are not as futile as they may seem. Those Cosmo Police who went before you, left their weapons behind as a sort of morbid reminder for those who were to follow. These weapons come in the form of power pyramids. When Galvan first picks up one of these power crystals it provides him with the ultimate hand held weapon — the Blue Bolt Neutraliser.
As usual there’s a snag; when Galvan’s power is drained to a certain level his weapon becomes less effective. First it changes to an Arc Blaster, then to a gun, and finally you’re on your own again with just your fists. Luckily the power pyramids are scattered quite liberally, they can also be collected from space-suited aliens when they’ve been killed.
Apart from the minion nasties, the end of each of the Techno Caverns is guarded by a ravenous multi-headed demon. Before Galvan can progress any further into the game this monstrosity must be destroyed. Each part of the demon must be shot four times before it is rendered harmless.
This life-and-death-mega-battle takes place at several different venues. These range from the arid platforms to the Techno Caves to deep underwater, where savage sting-rays and salivating sharks are already sharpening their molars in anticipation of an early lunch.
Galvan moves around the planet Cynep on foot. When necessary however, he can leap to great heights in order to avoid something nasty or to get to a higher platform. Galvan has five lives, and one of these is lost each time his power level reaches zero. There is also a two player option.
CRITICISM
‘I can forgive Imagine once — for Tennis — but when they start to bring out games like Galvan, then I start to worry. I can’t see what Imagine think that Galvan has got. It’s certainly not the graphics, and the sound is nothing special either. The way that the screen scrolls (in all directions) would be very nice if it actually worked, instead it turns out to be jerky and offputting. I’m not too impressed with Galvan and I’m very unhappy that Imagine have started to release this inferior stuff.’
‘On my first go of Galvan I felt somewhat chuffed on reaching the first Demon. But then I reached another, and continued the same game for more than a quarter of an hour; this, by my standards is not the sort of difficulty level I expect to find in any arcade conversion. The scrolling is very poor, and the sound is a further reflection of the game’s lack of polish. This is definitely not up to Imagine’s usual standard. Pull your socks up, Imagine.’
‘This is the sort of game you can play for half an hour on your first go, get an enormous mega-high-score and then never play again because it was so boring! Legging it around the incredibly large playing area zapping, shooting or punching hundreds of nasties (and surviving by luck alone), didn’t really get me going. The graphics are very messy and disappointing. The action takes place on a tiny section of the screen which scrolls abysmally, and the use of colour on some screens makes it difficult to tell what’s going on. The sound too is pretty dire, with few effects. On the whole I’m disappointed, it could have been much better.’
COMMENTS
Control keys: definable
Joystick: Kempston, Protek/Cursor, Sinclair, Fuller
Keyboard play: fairly good
Use of colour: colourful, but attribute problems
Graphics: very slow scrolling
Sound: a totally unsyncopated tune at the beginning with spot effects throughout
Skill levels: one
Screens: jerky scrolling play area
General Rating: Will disappoint arcade devotees.
Use of Computer | 63% |
Graphics | 64% |
Playability | 67% |
Getting Started | 71% |
Addictive Qualities | 67% |
Value for Money | 62% |
Overall | 65% |
GOONIES
Producer: US Gold
Price: £7.95
Real Estate agents move in on the Goonies’ homes and offer a pay-up or move out alternative to the families living there. Not being terribly well off the households agree to sell up. However, on their last day in the house the Goonies (so named because they don’t really fit in with other kids in the neighbourhood) discover some ancient pirate paraphernalia which indicates a substantial fortune of buried treasure so they decide to go off in search of One-Eyed Willy’s Pirate ship, the general idea being that it they find it they can afford to buy their parent’s homes, thus thwarting the plans of the greedy Real Estate sharks.
Like the film, team work is very much a feature in this game. The basic idea is that each screen contains a puzzle which two of the Goonies must solve. Each puzzle is different but the idea is always the same: to get both characters through a concealed exit out of the screen while at the same time avoiding whatever perils are lying in wait for them. It is impossible for any screen to be completed without the interaction of the two Goonies with each other. If you’re playing with another person then each player controls one Goonie. However, the game can be played by one person on their own by changing the control of each Goonie by pressing the CAPS key.
For the completion of each screen you are awarded 1000 points, but extra points can be scored for other actions that solve problems on screen, such as flipping a switch that opens up the secret exit. When both Goonies are safely out of a screen you will automatically progress to the next one and so on until One-Eyed Willy’s treasure has been found.
Each screen contains all sorts of perils for each pair of Goonies. Manic butchers try and chop them up not to mention killer bats, vats of nasty stuff and the odd giant octopus thrown in for good measure.
For each pair of Goonies there are five lives. One of these lives is lost every time contact is made with a nasty on the screen.
CRITICISM
‘Well US Gold certainly took their time in releasing this one, the film’s so old that even the backward Ludlow Regal has shown it. The game is a little on the dull side, the puzzles are generally very easy so you can rush through the first few levels without much brain ache. The graphics are a bit tacky, the characters move about badly and they are badly drawn, the backgrounds however are a little prettier. I don’t really think that Goonies represents very good value for money as there are many budget games around that are in the same vein.’
‘I must confess, Goonies is much better than I expected. The graphics are well designed, if a little small, and each screen contains an effective amount of colour. Soundwise, Goonies is right on line, with good spot effects, and an in game tune that can be turned on and off. The tune didn’t seem to slow down the fast gameplay at all. It is a definite team play game, and in two player mode lots of suggestions can fly around as to what the other person should be doing. The problems on each of the screens differ tremendously in difficulty, and you’d be doing well to get off the first screen in your first few goes — unless you’ve seen the film, then it won’t take you any time at all. This is a definite case of see the film then buy the game.’
‘I can’t even say that I enjoyed the video. Loads of little kids screaming about an Indiana Jones scenario is the sort of thing that makes me sick. The game follows in the same vein. Graphics are awful, with some really dire ‘animation’; at least the kid can walk like an Egyptian! Playability wise, the game didn’t grab me at all; if anything, it let me drop. The sound is the sort that gives Spectrum owners a bad name. So’s the game.’
COMMENTS
Control keys: SPACE=pause, Q=up, A=down, O=left, P=right, CAPS=fire/change control of character
Joystick: Kempston, Sinclair
Keyboard play: good
Use of colour: rather dull
Graphics: stick man animation
Sound: Goonie music plays throughout
Skill levels: one
Screens: eight
General Rating: Good two player game, but tough.
Use of Computer | 59% |
Graphics | 55% |
Playability | 55% |
Getting Started | 67% |
Addictive Qualities | 61% |
Value for Money | 50% |
Overall | 60% |
THE GREAT ESCAPE Producer: Ocean Price: £7.95 Author: Denton Designs |  |
Denton Designs have been rather quiet recently, but with a pedigree that includes Frankie Goes to Hollywood and Shadowfire, they’re back in the fray with a game for Ocean.
You play an English POW trying to escape from a German camp in the last war. The main screen display reveals a section of the scrolling prison compound — or if you are indoors the room is shown from the usual 3D game angle. To begin with it’s a good idea to leave the controls well alone — the hero goes about the daily grind of prison life with the other prisoners and you get an idea of what’s going on. A normal day consists of parades, meals and exercise periods, all marked by a bell displayed in the status area which rings out loud and clear. A message window gives an update on events in the camp and explains the reason for the bell’s clamour.
A flag flying from a pole to the left of the main play area serves a number of functions. The higher the flag flies, the higher the morale of the central character. Whenever a Red Cross parcel arrives or the hero succeeds in picking up or using an item of escape equipment, his morale improves. Morale is lowered with searches and arrests and gradually diminishes as time elapses. Once the flag reaches the bottom of the pole, the potential escapee loses his will to rejoin the war and becomes resigned to plodding around the camp with the other prisoners. You lose control, and have to start a new game.
While the flag is green you have limited control and the hero can only be searched by the Camp Commandant — should he find any contraband, it’s off to the cells, so it’s wise to keep out of his way. The flag turns red as soon as the escapee breaks with routine and moves off limits. While the flag is red objects can be picked up and dropped, but the would-be escaper is liable to arrest and search by the guards.
Once you’ve established the routine of the camp, it’s time to play for real and start planning the escape. Unfortunately, only two items can be secreted in the old greatcoat, so it’s a good idea to find safe hiding places for useful items — if the guards find objects, they confiscate them, returning them to their original location.
The guards are fairly predictable fellows — once they’ve been assigned a patrol route by the Commandant, they follow it regularly and can be timed. So long as you don’t cross their line of sight they won’t notice you, but they are mindful of the wrath of the patrolling Commandant who moves around the camp inspecting them, so the guards keep alert. To begin with, security is fairly lax, but the Commandant steps up security when the hero is caught out of bounds and avoiding the guards becomes trickier. During the night, searchlights sweep the courtyard and prisoners outside the huts get arrested on sight. Maybe wearing German uniform might help here?
Points are awarded for escape attempts and for collecting and using objects. There are a number of routes out of the camp: use a tunnel, cut the wire, or bluff your way past the sentries at the main gates. Whichever way you go out, once outside you’ll need a compass and some papers or you won’t get very far..
![Screenshot]()
Whoops! The flag’s turned red because the hero missed roll call and there’s a German guard with a nasty doggie by the perimeter wire. Better be careful, or you’ll end up in the slammer
CRITICISM
“The Great Escape is definitely one of the best games ever seen on the Spectrum. I was extremely happy to see that Ocean have introduced a scrolling play area — the flip screen method annoys me. The playing area is superbly drawn, with some very large and detailed buildings — all with ‘en suite’ stove and cupboards, and even a chimney to let those heated arguments out. The game is brilliant fun to play as you actually feel that you are trapped in the camp. There are lots of clever features and the game is very easy to get into — I found that I could explore a large area of the camp and tunnels without any keys or wire cutters. The instructions are well written and complement the game well. The Great Escape is bound to be a major contender for the top Christmas game this year.”
“Some filmation games have nothing going for them except pretty graphics and completely lack any sort of enjoyable gameplay elements. The Great Escape, I hasten to add, is not one of them!! It does have superb graphics, but also plays very well — quite well enough to justify long hours of playing. I don’t know how long it’ll take an average player to complete, but I will certainly play it as much as I can: presentation is of the highest quality, the graphics are superb, and the game is very playable. Well done Ocean!”
“The Great Escape is possibly the best game in this vein that I’ve ever played. To get wholly engrossed in the game and its plot all you have to do is read the instructions and watch your character wander around the camp doing his daily chores. By the time you understand how the game works there is no way you can possibly leave it alone. The graphics are superb, the characters are excellently animated and the playing area scrolls well and is expertly detailed. The sound is a little dull — there is a beeped version of ‘It’s a long way to Tipperary’ on the title screen but not much in the way of spot effects during play. I loved The Great Escape and I’m sure you will too if you give it the chance.”
![Screenshot]()
The exercise yard where POWs get to stretch their legs under the watchful eyes of their escorts... Morale’s sagging a bit, maybe a surprise Red Cross parcel will cheer the hero up?
COMMENTS
Control keys: redefinable: up, down, left, right, fire
Joystick: Kempston, Cursor, Interface 2
Keyboard play: really easy to use
Use of colour: minimal, understandably
Graphics: excellent scrolling, minute detail
Sound: not up to the rest of the game’s high standards
Skill levels: one
Screens: large scrolling play area
General rating: An excellent game — one to buy
Use of computer | 95% |
Graphics | 96% |
Playability | 96% |
Getting started | 95% |
Addictive qualities | 96% |
Value for money | 94% |
Overall | 96% |
THE ICE TEMPLE
Producer: Bubble Bus Software
Author: Tom Prosser
Price: £7.95
Nick has a very boring job. His only consolation is his car, a turbo-charged Space cruiser. All silver with spotless chrome dice etc. However, when Nick pops into his local newsagents, his beautiful space cruiser is stolen. Luckily for him it is fitted with an anti-theft device which enables him to track it down. He eventually discovers the ship on a distant asteroid well away from the usual spaceways.
Upon beaming down, he discovers that this is no ordinary asteroid — it harbours a very sinister secret. The asteroid’s external disguise hides that fact that its interior is a vast Thermionic Reactor. The evil inhabitants of this planet are planning to turn everything in the Galaxy into an icy waste, starting here.
The Reactor runs on eight fuel elements, these are scattered around the whole asteroid. The only way to disable the Thermionic reactor is to collect all these elements and stick them down the Disposal units.
Before Nick can even contemplate embarking on this potentially lethal mission, he must first find his stolen ship. At the start of the game Nick is clad only in a skimpy little space suit, which makes him vulnerable to the marauding aliens. Some of these can kill Nick instantly, while others only sap away his body heat. Nick can shoot at these nasties, but they soon re-form and take up the chase again.
Although this may sound like a hopeless situation for Nick, there are some objects on this mostly hostile asteroid which will help him. These are mostly different coloured ice crystals, with each different colour giving Nick a different power.
Once Nick has found his trusty space-cruiser he is virtually immune. The only way that the ship can be destroyed is if it runs out of fuel, so watch out for handy fuel packs. The main threat on this icy planet is the cold. Luckily there are radiation flasks, which, when picked up, will warm his icy blood.
Bombs come in several varieties; the magenta ones will kill all the aliens in the immediate proximity and the cyan bombs will blast away walls of ice. Magnetic clusters can be picked up and then used to distract the aliens, as these mechanical nasties will automatically be attracted by the cluster’s magnetic qualities. When Nick is on foot he picks objects up by simply walking into them. When he is in his ship he has to get out and collect them.
Some of the passages on the asteroid are too small for Nick to fly through, so he must get out and explore these on foot. The game ends when all eight Reactor rods have been found and disposed of.
CRITICISM
‘Ice Temple is well presented, with lots of options on the title screen and some nice sound effects, unfortunately it’s not very original. The backgrounds are well drawn and add quite a bit of variation to a game which doesn’t change much otherwise. I liked the ‘kill on impact’ baddies homing in and following you until you kill them, and the option to start where you died or in a different place altogether. Ice Temple is a pretty decent, if unspectacular game.’
‘I thought that Bubble Bus had started the beginning of a long decline after their last release, but it seems that they have seen the error of their ways. Ice Temple is a really good, well presented game, although it isn’t quite up to the standards set by Wizard’s Lair and Star Quake. The graphics are generally very good, the nasties are well drawn and the backgrounds are excellently detailed. On the whole, this isn’t a bad game: recommended.’
‘Moonlight Madness, Bubble Bus’s last game, was an amazingly bad game. So the first time I saw Ice Temple, I thought ‘here we go again’. After a short while, though, I started to play the game properly, and found out it wasn’t all bad. The main character is poor, but the backgrounds and other sprites are quite satisfactory. As far as addictivity is concerned it’s fair, but I can’t help wondering whether it’s really worth eight quid. Overall, while being far from one of my favourites, Ice Temple is not a bad game.’
COMMENTS
Control keys: two set option ZXOK0, QWERT plus the chance to redefine option one
Joystick: Kempston, Interface II, Cursor Joystick
Keyboard play: very good
Use of colour: lovely and colourful
Graphics: excellent effects let down by main character
Sound: tune at the beginning plus spot effects throughout
Skill levels: one
Screens: 800
General Rating: Not a bad effort.
Use of Computer | 75% |
Graphics | 76% |
Playability | 73% |
Getting Started | 74% |
Addictive Qualities | 75% |
Value for Money | 72% |
Overall | 75% |
INFILTRATOR
Producer: US Gold
Author: Chris Grey and Paragon
Price: £9.95
Captain Johnny ‘Jimbo Baby’ McGibbets is not the sort of guy you’d want to meet at a party. Handsome, talented, strong, debonair, basically a total smarty-bottom. Not only is he going to bore you to death with some tale of derring-do in the skies, but that rather nice girl in the pink dress that you’ve had your eyes on for weeks is going to hang onto his every word, and eventually go for a quick spin in his Porsche (just to try out the new independent suspension you understand).
The first part of the game is all about reaching the enemy base. Once in the air, Jimbo punches up the old computer terminal. This gives him the heading of the enemy base. He then goes to the communication screen and punches this in to the beacon homer, then back to the main cockpit screen. The Gizmo is a bit unstable and keeps drifting off course. Jimbo only has just enough fuel to get to his destination, so it’s essential that he keeps an eye on this.
Every now and then, a plane shows up. As soon as this happens, Jimbo shoots off to the comms screen and ask for the pilot’s I.D. The pilot comes back with his name, and asks Jimbo for his codeword. Depending on the name given by the pilot, Jimbo must decide if he’s friend or foe, and then give the right codeword. If he gets it wrong, then the plane attacks. The enemy’s missiles must be dealt with using flares or chaff, whilst Jimbo gets the gook in his sights and blows him away.
Upon reaching the enemy camp, our hero engages whisper mode and silently descends. The next part of the game is loaded as Jimbo takes on the forces of the enemy on land. Again, infiltration is the name of the game. Jimbo has to bluff his way past the guards. There are three possible missions for Jimbo to be sent on, and they must be completed without him getting captured, blown up, or running out of time. But Jimbo can do it — he’s that kind of a guy (prat).
The place is jumping with guards, but, cool as you like, Jimbo just shows his papers and listens attentively when the guards talk to him. If he makes it past the guards and through the minefield, he’s got to search the buildings. This is done by searching cupboards for passes, keys and uniforms to help him move about without being caught. Jimbo has an arsenal of useful stuff like explosives, grenades and sleeping gas to help him.
CRITICISM
‘I’ve been playing the Commodore version of Infiltrator for ages and got nowhere with it, and now the Spectrum version turns out to be just as hard! This is a pity because the shots on the inlay look very good and worth getting to. The graphics are very well done, and contain lots of colour. The game itself is smoothly animated and full of fast action. If you can work out how to play it then I’m sure you’ll enjoy it.’
‘Hmmm! I’m not too sure about this one, the idea is great and the way in which it’s presented ain’t bad, but the US Gold team have made it a little too hard to get into. Flying around the countryside shooting down the various enemy planes is fun, but you get killed off very quickly so I haven’t got into the next section yet — Ho-hum! The graphics are quite good and the sound is about average for this standard of game. If you like challenges then perhaps this is the game for you.’
‘Long awaited, but is it worth it? As usual, I don’t really think so. The graphics are very pretty, but the game is too difficult to be any good. The whole thing is very well presented, but I don’t really like it all that much. ’Nuff said? (NO!! — Ed.)’
COMMENTS
Control keys: A down, Q up, O left, P right/papers, CAPS SHIFT fire, B battery, S initialise/sleeping gas, I ignition, G guns/grenades, M missiles, F flares, C chaff, H Head up display, W Whisper mode, 4 Comms, 3 computer, T boost, SPACE inventory, M mine detector, E explosives, C camera (phew!)
Joystick: Kempston, Sinclair, Cursor
Keyboard play: O.K. once you get used to where everything is
Use of colour: attractive
Graphics: workmanlike
Sound: clicky
Skill levels: one
Screens: scrolling area, three parts
General Rating: Well nigh impossible, leave it to Jimbo.
Use of Computer | 79% |
Graphics | 79% |
Playability | 70% |
Getting Started | 69% |
Addictive Qualities | 70% |
Value for Money | 70% |
Overall | 72% |
MAILSTROM
Producer: Ocean
Author: Reptile Industries
Price: £7.95
Michael starts out his day’s work with a conventional post van. However, such is the line of his work and the ferociousness of the locals, that he will need to upgrade it quite considerably.
Before Michael can get anywhere in the game he must collect various items from the post boxes along the way. He doesn’t have any keys so he must use his initiative to get them open. The odd bomb found in the road will blast an adequate hole in them, but these are few and far between. Amongst the goodies found in the post boxes there is also the equipment needed to upgrade Michael’s van. Anti-personnel rockets will make short work of any post box until he can find the skeleton keys, these can also hassle the locals. There is a super pursuit mode which turns the post van into something totally different so that it will speed along at a fair old rate.
The objective of the game is to exchange postal sacks for letters to be delivered. When Michael visits the sorting Depot, house numbers will light up at the bottom of the screen. The number of these houses will depend on how many postal sacks Michael has deposited in the ‘In’ shute at the sorting office. Michael must then visit each house indicated to deliver the letters.
All the controls are icon driven in the game. Pressing fire when Michael is in the van or standing very close to it will get him into the menu. Michael can move the cursor over the required option and this will activate it. Michael starts the game with very few options on this menu, but as he picks up various objects the options increase.
The inhabitants of this town are very aggressive characters and will try their utmost to hassle Michael when he’s trying to carry out his job. When Michael gets hassled by one of these people he will sustain damage which can be checked by looking at the first aid icon. If Michael’s damage gets too high then S.K.I.T may suggest a quick visit to the hospital. These nasty characters in the game can be killed by running them over in the van. However, if an innocent citizen gets killed then points are deducted and Michael is arrested by the local policeman. If Michael gets arrested too often, or if he runs over a policeman, then the game is over.
CRITICISM
‘First impressions of the awful graphics were with me right the way through my playing session of Mailstrom. I must say that it ruined my admiration for Postman Pat, upholder of the peace, and generally right do-er. The game’s main high is the ideas incorporated in it, but I think that the implementation is sorely lacking. Maybe the programmer of this could get together with Jonathon Smith, or someone with similar talent, and then maybe we would see a game really worth playing; how about it Ocean?’
‘This game really appeals to me, this is mainly due to the sick sense of humour of the programmers. The gameplay isn’t really very slick but if you stick with it Mailstrom will grow on you, although I can’t really see myself playing it for very long. The graphics are fair, the characters are nicely animated but not well drawn and the street is well detailed but it scrolls badly. I can’t really recommend this one, for eight quid you should get a game that will keep you occupied for more than an afternoon.’
‘My, what a strange game this is. And to see Ocean publishing it is twice the surprise. Mailstrom is a very simple game to get into but has nothing to keep any self-respecting game player attached for any length of time. The way the game is presented is quite good, with a redesigned character set and a nice screen layout. The graphics are small and rather dull. A very basic game at a high price.’
COMMENTS
Control keys: Up=Keys Q to P on the second row, Down=keys A to ENTER on the third row, Left=CAPS SHIFT and alternate keys on the bottom row, Right=Z and alternate keys on the bottom row, Fire=Keys 1 to 0 on the top row
Joystick: Kempston
Keyboard play: responsive
Use of colour: unimaginative
Graphics: rather slow
Sound: spot effects
Skill levels: one
Screens: scrolling play area
General Rating: A bit of a laugh.
Use of Computer | 62% |
Graphics | 58% |
Playability | 58% |
Getting Started | 64% |
Addictive Qualities | 56% |
Value for Money | 64% |
Overall | 59% |
MIAMI VICE
Producer: Ocean
Author: James Cornelius
Price: £7.95
Once again those cool trendsetters, Crockett and Tubbs, try to find time in their hectic schedule for a spot of police work. Armed with revolvers and a shiny new lotus (no tacky Granada with a flashing beacon on top for these trans-Atlantic coppers), they set out to put the world to rights and clean up those mean and dirty streets. In fact Crockett and Tubbs don’t seem to rough it at all and probably while away the time at stake-outs comparing their designer clothing.
Anyway, it looks like Crockett and Tubbs are going to actually have to get down to some real work. The ignominious Mr J., a gangland smuggler, is expecting another shipment of illegal substances any day now. This is no paltry shipment, its street value is estimated at around one million dollars. Crockett and Tubbs must race around Miami and try to shatter the smuggling network while bringing the baddies to justice.
In order to put the squeeze on this network, you start at the bottom by intimidating the minions; those men who are so hard up they’ll croak on the others for a paltry 10 dollars. If you manage to bribe the right information out of these guys you may be able to seek out the suppliers and hassle them until you work your way through the entire organisation and eventually break it.
Once you have picked up the car you can proceed to explore the town, keeping an eye open for any suspicious goings on. Control of the car takes some getting used to, the acceleration is very quick but the brakes are not quite so enthusiastic. The inhabitants of Miami are predictably reckless on the road. They seem to have absolutely no regard for anyone else and persistently drive their cars into yours, even though they must be able to see you coming. When this happens a large amount of Crockett and Tubb’s energy is lost. Walls are not very friendly either, and if you hit them or stray off the road onto the grass verge, then your car goes “puff” and some more energy is lost.
Because the city is full of buildings, the ones where you’re most likely to interrupt a meeting between the crooks are named. If you want to explore one of these meetings then stop the car outside, press fire and push left on the joystick. You are now free to roam around inside. Timing is quite essential in this game, as you should only visit one of these buildings while a meetings is in progress. If you’re too early then the crooks will see your car outside and scarper. If you’re too late then they will have gone.
When a crook is captured you must take him to City Hall where he is interrogated. If the interrogation is successful then you will earn lots of extras points.
The game is over when Crockett and Tubbs capture the crooks and successfully bust Mr J.’s network.
CRITICISM
‘I don’t ever watch the TV series so I can’t compare the two, but if they are similar, then Central TV can’t be doing very well. This game is bad. The graphics of the cars are totally unrealistic (unless cars have started altering dimensions while they turn comers, that is). The game is very quiet, but the background scenes are reasonable; they contain lots of colour, and are nice to look at; exactly the opposite of the rest of the game. Miami Vice is the Skoda of the games world — no, that’s a bit strong...’
‘My goodness. Ocean haven’t half turned out a load of unplayable twaddle here. Miami Vice must be one of the most unplayable games of the year. The way that you control your car is ludicrous and takes at least half an hour to get used to. The stage where you look for the baddies is not done very well at all. Miami Vice just doesn’t contain enough to be called addictive — bad try Ocean.’
‘I thought that the Zzap team were being unduly harsh on Miami Vice, however, after seeing it on the Spectrum I could only laugh. If you liked the series, then don’t play this game as it may put you off it forever. The game is exceedingly annoying to play as your car is very difficult to control. The graphics are dodgy and the backgrounds are drab. The sound is also useless, there are no tunes and effects are rarely used. On the whole I haven’t seen a game as dire as this in a long time.’
COMMENTS
Control keys: X=left, C=right, M=down, L=up, Y-P=fire, CAPS=pause, CAPS and E=abort
Joystick: Kempston, Interface II, Cursor
Keyboard play: spongy
Use of colour: dire, particularly on interiors
Graphics: basic
Sound: spot effects
Skill levels: one
Screens: scrolling play area
General Rating: Steer clear, take my advice.
Use of Computer | 35% |
Graphics | 43% |
Playability | 24% |
Getting Started | 30% |
Addictive Qualities | 25% |
Value for Money | 21% |
Overall | 27% |
OBLIVION
Producer: Alpha Omega
Author: Simon Morris
Price: £1.99
Plot, ha! Who needs plot. Look, there’s just no way you are going to stick any sort of plot together around a game like this.
Just look at the basic material. There is a robot ostrich running along a wooden conveyor belt shooting things. Now naturally there are a few conceptual problems here. Why would anyone make a robot ostrich? O.K. so some nutter builds an ostrich. Just about the least likely thing he is going to do with it is give it a laser canon and put it on a hostile wooden conveyor belt.
So what do you do? Well, our ostrich has to get past forty waves of aliens as it waddles along the belt. It can move left and right, jump and fire. The meanies move in different ways depending on the wave it’s on. Such lethal doobries as aliens, rocks and ghosts come at our intrepid ostrich. But, fortunately, our metallic hero represses his natural urge to bury his head in the sand, and blasts away. Trouble is, the laser only fires horizontally, and, as the laser is attached to his head, this means that anything at knee level is a bit of a poser.
Contact with any of the meanies results in the loss of one of your three lives. Some even fire back! It’s just not fair. After forty waves of this mindless violence the ostrich arrives at his destination. Then of course he starts all over again.
CRITICISM
‘Come back Jeff Minter, all is forgiven. Alpha Omega have again produced a package with excellent presentation but containing a game that is very basic. The graphics are very small, basic and very unanimated. At first glance Oblivion seems just like one of the old Jeff Minter games — just a case of blowing up everything that comes in your direction. The game features some nice touches, but I’m afraid there’s no denying it, Oblivion is not very good at all.’
‘Yeah! This is the sort of game that I can really relate to man. Mindless blasting may have gone out with flares but there is still plenty of fun to be had from it (and flares are coming back in anyway). Alpha Omega haven’t really raised any eyebrows in the trade (except in disgust) but I think they may have hit the nail on the head here. The graphics are a little on the dull side, and sound-wise there’s nothing here that is new, except for a few well placed spot effects. I’m not too sure that I’ll be playing this for long, but it’ll certainly brighten up your afternoon.’
‘Ha, ha, ha. An Alpha Omega game. After the tremendous success of Captain Slog, and Dekorating Blues, I really expected a lot from this game. It gave me everything that I looked for; bad graphics, appalling sound, and a total lack of playability. No, not really. Like Dekorating Blues, there is a lot of effect on the title screen, but the game lacks somewhat. Like a lot of the average budget games on the market, I think that it’s playable for a few minutes, but then gets infinitely boring.’
COMMENTS
Control keys: CAPS SHIFT left, Z right, SPACE fire, ENTER jump.
Joystick: Sinclair, Cursor
Keyboard play: reasonable
Use of colour: rather drab
Graphics: uninspired
Sound: minimal
Skill levels: one
Screens: one
General Rating: Cheap and mindless.
Use of Computer | 52% |
Graphics | 46% |
Playability | 52% |
Getting Started | 56% |
Addictive Qualities | 46% |
Value for Money | 51% |
Overall | 45% |
PHANTOMAS
Producer: Code Masters
Price: £1.99
Phantomas’ task in this game is to hunt out a millionaire’s mansion and plunder to his heart’s content. But before he can indulge in this financial fantasy he must face many dangers and, solve the odd riddle or two.
All these weird and wonderful creatures must be avoided because they sap Phantomas’ essential life energy. And as he only gets one life you must ensure that this energy doesn’t go down to zero or the game will be prematurely ended. Phantomas’s life force is indicated by a coloured bar at the bottom of the main screen.
There are 36 levers on the planet Earth-Gamma. Each of these levers must be triggered. These levers are scattered throughout the labyrinth and Phantomas must switch them by jumping into them. Most of the levers are protected by the moving nasties. Some of the other levers however, take some hunting for. Rides in helicopters and space rockets are just some of the ways Phantomas can be transported to these remote areas. Some of these locations are rigged with traps, like the huge rampaging boulder he meets after the helicopter ride. When Phantomas triggers this switch it releases a huge boulder which will crush the poor pilferer unless you’re quick on those running keys and can get him successfully out of the screen. Once all 36 levers have been switched an alarm bell will sound and Phantomas will get a big strong box (presumably to carry his treasures in) and secret doors will open.
CRITICISM
‘Phantomas is lots of fun to play and quite addictive for a short while. It is very well presented and includes lots of well designed features; such as the tune at the beginning and all the little animated objects like the coat hangers and radar towers. Phantomas is very colourful and contains loads of little but detailed characters — the clouds are very good. Even though Phantomas is another in the massive group of arcade/adventures I found it a great little game.’
‘Another Aardvark from Code Masters and this time it’s a good one (hooray!). Controlling your bloke can be a little confusing at first as there are two types of jump which are virtually identical. The graphics are small and undetailed but they are adequate. The sound on the other hand is very good, there is a lovely tune on the title screen and many admirable effects during the game. This isn’t at all bad given the price; recommended.’
‘Help! Not another platform game! I seem to have done almost nothing this month except review this sort of thing. And it’s getting to me. Phantomas isn’t the worst of the lot though. The graphics are quite good, if very similar to its predecessors, and I enjoyed playing it to an extent. Platform games have never really appealed to me, but I think that Phantomas is a reasonable version on a far too old theme.’
COMMENTS
Control keys: definable
Joystick: Kempston, Interface II, Cursor
Keyboard play: Probably easier than joystick
Use of colour: rather jolly
Graphics: rather flickery in places
Sound: A really good un-Spectrumy tune at the beginning. Basic sound effects throughout
Skill levels: one
Screens: 80 separate rooms
General Rating: Indifferent little aardvark.
Use of Computer | 66% |
Graphics | 66% |
Playability | 61% |
Getting Started | 64% |
Addictive Qualities | 62% |
Value for Money | 70% |
Overall | 64% |
ROOM 10
Producer: CRL
Author: Pete Cooke and Chris Newcombe
Price: £7.95
Life on distant colonies and outposts can be pretty dull. The Galcorp Leisure Corporation provides leisure activities for these desolate outposts and bases many of the games around the special low gravity conditions found on the far asteroids and outposts. One of the more popular games devised by the Galcorp Leisure Corporation is low gravity Glyding. Played in a large room, two players compete against each other. Each player controls a large ‘bat’ and the aim is to stop the ball from hitting your back wall, while at the same time trying to hit the ball onto the other players rear wall. The bat is against the player’s wall and covers roughly a tenth of the area.
Play begins with player one taking a service. Play continues with the ball to-ing and fro-ing between the two players until the ball strikes the wall behind one of the competitors. When this happens the opponent scores five points and the losing player restarts the game with a service. Play continues in this mode until thirty-five points are reached and the first person to reach this gets to be the winner.
There are varying levels of difficulty in the game ranging from slow or adagio as it’s described in the menu to pretty fast or vivace. You can also after the computer’s skill from low to high. There is a two player option to enable you to compete against a human partner rather than the computer.
The screen is yellow monochrome although the colour can be altered if you fancy a change of background. The ‘bat’ is controlled by the keys or joystick and can be maneuvered upwards, downwards and from side to side. Pressing fire serves the ball to start, although your bat must be covering the ball before you serve or else you’ll miss and five points will automatically be awarded to your competitor. The screen is separated into two halves. The two section shows the court as seen from each player’s vantage point looking down to the opposite wall. The score is shown to the right of the main screens and when thirty five is reached the winning player gets to type his/her name in.
CRITICISM
‘Room Ten is a very strange game, the idea may be very simple but it is very difficult to get into. If you stick with it however the game can become fun and very competitive, especially in two player mode. My only real nag about this one is that as with any sports simulation you can get good at it so it is easy to beat the computer, this only takes about twenty minutes of solid playing so it can become boring very quickly. The graphics are good but a little misleading at times which can have disastrous effects. The sound is fair but not exciting. I wouldn’t recommend it too strongly as it can get extremely monotonous if you haven’t got a friend to play with.’
‘The graphics are quite strange, and it took me quite a while to get used to all the lines that were flying about the screen. Sound is a bit on the basic side, with only a few beepy spot effects. I found the game itself very boring to play after only a few games. The speed of the game is quite slow — even on the fast speed — and not helped by the unresponsive key actions. Room Ten is not one of the most addictive games I’ve ever played, but I’m sure will appeal to some members of the Spectrum squad.’
‘No, I’ll refrain from making the VERY old joke that’s now flying around the office all about Pong in a box, etc. Room 10 isn’t all that bad a game. The 3D effect works well, and the game moves at a frantic pace sometimes. Playability is good, and though I don’t think I could spend a lot of time playing it, it’s the sort of game that I’d play when there’s absolutely nothing else to do. Its not amazingly revolutionary, despite the very good way that it handles graphics, but I think that it might be worth getting hold of.’
COMMENTS
Control keys: definable
Joystick: Kempston, Sinclair, Cursor
Keyboard play: responsive
Use of colour: minimal
Graphics: slowish but quite effective
Sound: a few spot effects
Skill levels: six separate speeds, three computer skill levels
Screens: one main playing screen
General Rating: ‘Off the wall’ sports game.
Use of Computer | 59% |
Graphics | 63% |
Playability | 71% |
Getting Started | 61% |
Addictive Qualities | 61% |
Value for Money | 52% |
Overall | 62% |
THE SACRED ARMOUR OF ANTIRIAD Producer: Palace Software Price: £8.95 Author: Dan Malone | |
The place is Earth, the time is the far future. There has been a terrible nuclear war which has utterly destroyed all vestiges of mankind’s civilisation on Earth.
Into this primitive, defenceless world comes a race of invading aliens who want to plunder the Earth for its mineral wealth. Only one hope exists. Tal must penetrate the Alien stronghold and destroy their powersource deep within a strongly fortified volcano.
To do this, Tal must locate the Sacred Armour of the Antiriad. This is in fact a pre war battle suit. This enables Tal to survive the intense radiation within the volcano and the attacks of the mutant guardians who defend it.
In this arcade adventure, there are two distinct styles of play. When Tal is running around on his own, he can run, leap, and throw rocks. Any damage he sustains saps him of his endurance, and can eventually lead to the loss of one of his five reincarnations. Getting about is a question of leaping from ledge to ledge, all the time working out the best way to get various objects needed whilst avoiding the meanies.
Once Tal arrives at the suit carrying the gravity displacers, the controls then become slightly different. Here he is not only protected from the ravages of the meanies and the radiation in the volcano, the suit also actually cures Tal of any injuries sustained. He then floats around in the suit, using the usual joystick directional moves. Once our hero has found the Pulsar Beam, he can deal with the meanies pretty quickly.
Some meanies follow set paths, whilst others materialise, float aimlessly in space, and then suddenly make a beeline for Tal, so it is best to deal with these quickly. On some screens, Tal encounters an enemy alert robot. Unless he deals with this quickly, it summons a couple of meanies to the spot.
But moving around in the suit carries other problems. Contact with meanies depletes the suit’s energy. Fortunately there are a few recharge cells scattered around the place with which the suit can be recharged. Also, some parts of the volcano contain impenetrable barriers through which the suit cannot pass.
If Tal wants to get in to the suit, he simply moves over it and then turns to face the front of the screen, he is then ‘res-ed in’ to the armour. To get out of the armour, he stands the armour on a convenient ledge and then just moves left or right. If the suit’s energy is depleted, it drifts down to the nearest ledge.
The status area at the bottom of the screen shows the score, the energy level of the suit and Tal’s stamina level as horizontal bars. A meter measures radiation, which generally increases as Tal ventures deeper into the volcano. A small panel reveals how many of the four components of the suit have been collected, and a scrolling message window carries warnings and the occasional helpful hint.
The final object of the game is to get right to the top of the volcano and penetrate the enemy stronghold and set off the implosion mine.
![Screenshot]()
In the jungle, Tal hurls a rock at the meanies. He’s got to get to those anti grav boots and get leapin’
CRITICISM
“Antiriad is an absolutely lovely game. The graphics are superbly done, very colourful and detailed. The screen is very well laid out and gives the game a good atmosphere. The control panel is drawn extremely well, and despite the single colour format gives a good idea of 3D — the scanners it contains are very informative and easy to read. The movement of characters is very fast and smooth, despite them being nearly half the play area high. Antiriad contains fast and furious action combined with a small bit of adventure instinct. I found it a pleasure to play, but at £9.95 it is quite costly.”
“Palace have only released a few games on the Spectrum and, while most of them have been very good, Antiriad is the best yet. The game is excellently presented, the scenario (in comic-book form) sets the scene very well and the attract mode is also first-class. Perhaps the playing area is a little on the small side... The graphics are the best that I’ve seen this month. The characters are minutely detailed and fantastically animated, and the backgrounds are very pretty. The sound is also very good with a tune on the title screen and lots of worthy effects during the game. I strongly recommend Antiriad, it is fun to play and very original.”
“It seems this month that I have done nothing but review arcade adventures. Antiriad really stands out. As far as instructions are concerned, the comic book is really well worth reading, but for me, the game’s high point is the astounding animation of the main figure who stomps, leaps and throws the place about amazingly well. Colour is used to good effect, and the whole thing fits together in a way which makes it fun to play and nice to look at.”
COMMENTS
Control keys: redefinable: up, down, left, right, fire
Joystick: Kempston, Cursor, Interface 2
Keyboard play: responsive
Use of colour: excellent
Graphics: just about the best we’ve seen
Sound: good title tune and a lot of jolly spot effects
Skill levels: one
Screens: 69
General rating: A pretty addition to any arcade adventure fan’s collection
Use of computer | 90% |
Graphics | 94% |
Playability | 88% |
Getting started | 87% |
Addictive qualities | 87% |
Value for money | 86% |
Overall | 89% |
TERRA COGNITA
Producer: Code Masters
Author: Stephen Curtis
Price: £2.99
The first batch of programs from a new company sees some old faces turning up. Stephen Curtis, author of the budget hit Non Terraqueous has forsaken Mastertronic for this outfit.
You play the part of some mining engineers trying to escape a rather unwelcoming planet in their scout ship. In this vertically scrolling shoot-em-up, you’ve got to shoot nasties, dodge obstacles and move over particular parts of the landscape to pick up lives and bonuses.
The landscape consists of squares which fall into a number of varieties. There are obstacles, to be avoided at all costs. There are fuel squares. Fuel is used up fairly rapidly, so unless you pass over such squares fairly regularly, the ship will fall out of the sky. Some squares will briefly increase your speed, whilst others will slow you down — these are vital to get round some of the more tortuous mazes.
There are bonus squares, extra life squares, and force field squares which make the ship invincible for a short time. Time shift squares are to be avoided, as these stick you straight back at the beginning of the game, although you do keep your score. All this and lots of blasting too!
CRITICISM
‘I’m in two minds about this game, on the one hand it’s a very playable pattern game come shoot ’em up and on the other it’s an infuriating piece of budget software that I can’t play. There is nothing at all revolutionary here but it has all been put together in a very professional way. Graphically Terra Cognita is not wholly impressive but the screen scrolls well and the characters, although being small, are nicely drawn. The sound is a bit disappointing as there are no tunes but the spot effects aren’t bad. All in all this is well worth two quid.’
‘The scrolling play area is smooth, but it is very hard to differentiate between what is coming up on the ground, as it is all the same colour and shape. I found the game very hard to play at first but once you’ve got the play area mapped out you have got no more problems, as it is just a case of remember and avoid. I felt that I could have done with a few more lives as they didn’t seem to be scattered about the planet in the most accessible of places. Terra Cognita is quite a decent shoot’em up or avoid’ems go, but as a game there isn’t much to it.’
‘A nice little shoot ’em up. If it were more expensive, then I would give it a bit of a murdering, but at this price, it makes a pretty little hour waster. I don’t think it’s got much lastability; I don’t think that it’s going to be playable for more than a day, but that, in my opinion justifies the price. The graphics aren’t amazing, and the constant colour changing gets sore on the eyes sometimes, but the game is quite playable, and has echoes of that ‘one more quick go’ feeling about it.’
COMMENTS
Control keys: Redefinable; left, right, forward, back, fire
Joystick: Kempston, Sinclair, Cursor, Protek
Keyboard play: not a good idea
Use of colour: minimal
Graphics: fast with some detail
Sound: rather dull
Skill levels: one
Screens: 100
General Rating: An addictive blast.
Use of Computer | 72% |
Graphics | 73% |
Playability | 68% |
Getting Started | 68% |
Addictive Qualities | 70% |
Value for Money | 72% |
Overall | 71% |
THANATOS Producer: Durell Price: £9.95 Author: Mike Richardson |  |
Let’s face it, the dragons of this world have had a pretty bad press. Ever since George did his bit of dragon bashing, people have been going around being very butch and sticking it to these badly misunderstood creatures.
Quite understandably, the dragons have always resented this. Lovers of the peaceful life, constantly being harassed by these tin plate tinheads just didn’t fit in with their lifestyle. Thus, in order to be able to put their feet up and get a good (k)night’s kip, your average dragon has to torch a good fifty mile radius around his home just to be sure of a bit of ’ush. And thus the legend of the bad old drag’ with a breath problem was born. So, he makes a snack of the odd maiden or two? Well, nobody’s perfect!
In a bid to rehabilitate the image of these poor old creatures, Mike Richardson has foresaken his previous hi-tech worlds of fast cars and high flying helicopters for a more rustic setting.
In this pastoral land, the good dragon — Thanatos the Destroyer — must do his duty. The good Sorceress Eros has been imprisoned by an evil Lord of the underworld, and to add to her problems the rest of her belongings — spell books, trusty cat and so on — have been locked up in separate castles. These must be restored to the Sorceress so that she can bring light and enlightenment to the land, and forever clear the good name of dragons.
The Dragon is controlled by joystick or keys with up, down, accelerate and decelerate. Hitting the fire button does just that — the Dragon breathes fire, either up or down depending on the up/down keys. Pressing fire and the decelerate key causes the dragon to reverse direction.
The action takes place against a scrolling background. Thanatos and the meanies move in the foreground while mountains and villages in the background scroll past more slowly giving a perspective effect. All the meanies and Thanatos are animated: men throw spears, gulls wheel around in the sky and sea serpents writhe in the sea and plunge back into the water.
The dragon flies through the air by flapping his huge wings, waddles around on the ground on claw, or can paddle and swim in the sea. To take off, just trudge along and press the ‘up’ key. Apart from breathing fire, the drag’ can set about his foes by picking them up with his talons and carrying them aloft. They are dropped again by pressing fire, and plunge to their death. By hitting another baddie with the falling body, two ‘birds’ can be killed with one stone and extra points won.
The higher the level, the more damage is done to the dragon with each brush with a meanie. These come in various shapes and sizes. Killer bees mob him, nasty two-headed dragons give him a hard time, sea serpents are out for his blood and deadly spiders hang from silver threads in the caves. On the ground he comes up against the odd pack of wolves, and has to cope with soldiers chucking things at him.
Thanatos’s life force can be restored by taking a quick breather on the ground. His life force is shown by a beating heart and as he takes damage the beat quickens. If he gets really badly damaged, the heart turns blue. If he runs out of fire, he has to refuel by taking a quick snack of nasty witch. But watch out for the knight on a white charger doing his dragon slaying bit. The only way to deal with him is to grab him with your talons while he’s galloping along — very tricky.
To win the game, Thanatos has to rescue Eros from one castle, and then take her on his back to other castles to collect various objects. There are three castles on the lower levels and four on harder levels, and it’s no day trip rescuing damsels when you’re a dragon...
![Screenshot]()
Thanatos has a bit of trouble with a local human who insists on lobbing spears at his scaly hide. Nasty man must have read too many St George stories
CRITICISM
“I was very impressed with my first game of Thanatos: the graphics are well up to the standard of recent Durell successes and the game as a whole is extremely original in look and play. The movement of the main dragon is very smooth and realistic, and all the characters, from bees to sea monsters, are well drawn and contain lots of colour. I found it very easy to get into and highly addictive, even though it presents the same problems in the same order every time. The game is well presented, but I feel that it is a little too hard so that you may end up missing out on quite a lot — which is a pity as it is quite expensive. Another very decent game from Durell.”
“Eyes popped at the CRASH offices when we first saw the preview copy of Thanatos, and the final version is even better! You get totally enthralled in the mystic scenario. This is one game that I can’t really see myself leaving alone for weeks. Graphically what can I say? Thanatos the Wyvern (it ain’t a dragon ’cos it’s only got two legs) is the best character I have ever seen on the Spectrum. All the other characters are very nicely done, as is the countryside which scrolls astoundingly. This is the best game I have played for months, even at ten quid it still represents good value.”
“Wow! This game is really amazing; stunning, astounding, brilliant! The tune on the title screen is very nice, but the graphics are absolutely superb. The parallax scrolling works excellently, and the effect that it creates when you belt past a path, the castle, or a beach, is breathtaking (almost!) Playable and addictive, Thanatos is a game that I’ll be playing for a long time to come; if variety is the spice of life then buy this and become a chicken curry.”
COMMENTS
Control keys: redefinable, up, down, left, right, fire, P to pause
Joystick: Kempston, Sinclair, Interface 2
Keyboard play: good positive feel
Use of colour: excellent, but badly masked
Graphics: gibber, gibber
Sound: a haunting tune, but beep, cough, burp effects
Skill levels: eight
Screens: scrolling
General rating: An excellent and rather different arcade adventure
Use of computer | 94% |
Graphics | 95% |
Playability | 92% |
Getting started | 91% |
Addictive qualities | 94% |
Value for money | 90% |
Overall | 93% |
URIDIUM Producer: Hewson Price: £8.95 Author: Andrew Braybrook and Dominic Robinson |  |
The Commodore game they said couldn’t be done on the Spectrum has finally arrived. Dominic Robinson, a newcomer to the Hewson fold of programmers, has converted Uridium from the original that was designed and written by Andy Braybrook.
High above a planet’s surface huge battle cruisers called Dreadnaughts silently move into combat position. The reason for this sudden and unannounced invasion is simple; the Dreadnaughts need vast amounts of fuel. In order to get it, they must tap planetary cores and drain them of minerals. Naturally, this will result in the destruction of each planet in the sector if nothing is done.
Your task as a super pilot is to fly your nifty Manta over the Dreadnaughts and make space safe by destroying each one in turn. The odds are stacked heavily against you but size is on your side. The Manta is small and versatile enough to fly very close to the Dreadnaughts and it can attack the fighters that patrol the ship’s hull. The aim is to wipe out all the ancillary craft, inflict as much damage as possible and destroy the giant space ships.
However, there is a severe drawback to this plan of action. Those fighter pilots aren’t just going to sit back and let you get away with all this carnage and mayhem — they’re out in force and they’re gunning for you. Luckily your Manta has been equipped with powerful lasers which don’t need recharging and can make short work of a fighter craft — if you’re quick enough to catch it that is.
A shrill siren lets you know when an attack wave is imminent, but you never know whether this attack is coming from the front or if it’s going to be a crafty assault from behind. Whichever it is, you must keep your wits about you and remain cool at all times. Bonus points are awarded for destroying a complete wave of fighters.
As well as the fighters zooming in to attack there is an added danger: the Dreadnaught hulls are a veritable obstacle course sprouting ariels, flanges and ducts. Sometimes sheer walls of metal rise up to meet you as you pilot your Manta at great speed — these can be identified by the shadows they cast on the hull. If your Manta crashes into an obstacle it is destroyed, and one of your three lives is lost. Some hull features can also be shot, adding to the amount of destruction inflicted on the huge mother ship.
Homing mines present another problem. Automatic launchers are activated when your Manta flies over them, and when they turn red they release a mine which chases your craft. A lot of quick evasive manoeuvering is called for to escape a mine.
To avoid some of the obstacles on the hull you must fly at right angles and squeeze through some tight gaps. Holding down fire and moving up or down flips the Manta sideways and slowing down brings the Manta back to its normal aspect. If you slow down and stop, the Manta loops and rolls to face in the other direction — a useful evasive manoeuvre. Looping also lifts the craft momentarily higher off the surface of the Dreadnaught, which might help to avoid an enemy fighter or an obstacle.
After your Manta has been in flight for a while the words ‘Land Now’ flash up at the top of the screen, accompanied by another siren. You now have to fly your Manta to the end of the Dreadnaught where there is a landing strip. Once you have set your craft down neatly on this landing strip, you automatically progress to the next Dreadnaught where the fun starts all over again.
There are fifteen Dreadnaughts to destroy. Each one has a different layout, more features and more attack waves for you to deal with — if you like you can play the two player option with a fellow pilot and race to save the universe...
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Zooming along in a Manta it’s the defences of a Copper Dreadnaught Cam’s taking on at the moment
CRITICISM
“Wowee!! This game is absolutely mega. I don’t care how well it compares to the Commodore version, because it’s probably the best shoot em up that I’ve ever seen on a Spectrum. The graphics are brilliant, with some excellent scrolling, which of course isn’t up to the standard of the 64 version, but it is quite stunning for the Spectrum. The title tune is very good, and the game moves at a frantic pace, often resulting in cries of ‘What hit me?’ and ‘it missed!’, but this is all jolly good, destructive fun, and that’s what I like about it.”
“I really didn’t expect Uridium to be up to the standards of the Commodore version, and it isn’t — but it is an extremely good, fast translation. The graphics are very well done, but the monochromatic display can make it difficult to see the action. The scrolling is very fast and smooth, but I found that the Manta took quite a long time to respond when turning around. The sound consists of a good title tune and decent spot effects during the game. Overall, a first rate shoot em up.”
“I can’t really say that I was looking forward to seeing this on the Spectrum as so many games C64 games die when they’re converted for our faithful Sinclair. Thankfully there is still plenty of life in Uridium ZX — admittedly it has lost its colour and some of its sound but it’s one of the best shoot em ups around. The speed at which the game plays is truly amazing, the screen scrolls at a tremendous rate and nothing slows down when a load of nasties come on the screen. The graphics are excellent, and everything is superbly drawn. The sound too is top hole: the tune on the title screen is marvellous and there are some worthy sound effects during the game. If you are a shoot em up freak then go out and buy this, you’re not going to see better for a long while.”
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Nasty alien pilots do their best to thwart our Cam as his Manta zooms along the hull of the first mineral-thieving space leviathan
![Screenshot]()
Those black gaps in the middle of the runway were enemy fighters until our Cam blasted them. Always going for the High Score, our Cam. Better watch out for those pylon doobries at the top and bottom of the screen, though
COMMENTS
Control keys: Left Z, Right X, Up L, Down SYMBOL SHIFT, FIRE ENTER, Pause P
Joystick: Kempston
Keyboard play: joystick is easier
Use of colour: mainly monochromatic
Graphics: very neat fast scrolling
Sound: really exciting and useful spot effects plus a tune at the beginning
Skill levels: one
Screens: scrolling play area
General rating: A very worthy version of a fast-moving shoot em up.
Use of computer | 89% |
Graphics | 89% |
Playability | 90% |
Getting started | 89% |
Addictive qualities | 90% |
Value for money | 88% |
Overall | 90% |
VAMPIRE
Producer: Code Masters
Author: Emilio Salgueiro
Price: £1.99
For many years now the Planet Earth and its surrounding space stations have been terrorised by Count Dracular. The appearance of this gothic character in the space age year of 2987 is strange enough for a start, but Dracular has not come alone. By chewing at the necks of earth’s inhabitants, he has recruited his own army of vampires, these are in turn feeding off the people of Earth.
Armed with only a poem about Vampires to help him, our hero — Brok — sets off to tackle the vampires. His aim, to find the stake, the hammer and the cross which will dispatch the blood-lusting count and his nasty adversaries. The castle has two sections, there’s the underground system of dungeons where it’s dark and stuffy and, if he can get that far, the surface part of the game. The Count is a crafty devil and has been expecting such a visit. He has rigged the entire castle with all manner of strange traps to destroy the brave Brok.
Brok only has one life in the game and this is represented by an energy chart at the bottom of the screen. Brok’s energy decreases every time he brushes against one of the Count’s minions. When this chart reaches zero the game is over.
Brave Brok moves around the castle on his feet, although he does possess a very high leaping facility (and a not so high jumping facility) which can take him out of danger now and again.
Brok must find three keys as he toddles around the labyrinths. There are also certain objects which must be collected in order for Brok to progress through the game. And, finally, there are the three objects which will finish off the Count once and for all. Evil cackle.
CRITICISM
‘Blimey! Another game from the Code Masters, they must be working overtime! What we have here is another budget arcade adventure. The main character is a very small bloke that trudges around in a very simple fashion. The things that he encounters in his quest range from some very simple one direction arrows, to well animated bubbles and fiery candlesticks. Vampire is a well presented game, but it is let down by flickery graphics and simple gameplay — but not a bad effort.’
‘No sorry I’ve given up with this one, it’s just too frustrating to play anymore. I was looking forward to it, as Code Masters other games aren’t at all bad but this has certainly changed my view of them. I suppose it’s not too bad. The graphics are fairly good and there is some colour clash but what do you expect for two quid? There are plenty of budget games around that are a lot more playable than this so I wouldn’t really recommend it.’
‘Aw no! Not another one! I’m going to sit in a corner and moan if companies keep on producing games of this style. Argh! I’ll be forced to play aardvarks all day. Urgh! A word of warning to soft houses; I hate this sort of utterly boring, run of the mill, sub-standard, average game. Very sorry Code masters, but I don’t think that this game is very good at all. OK?’
COMMENTS
Control keys: Definable
Joystick: Kempston, Cursor, Interface II
Keyboard play: easy to confuse the two types of jump
Use of colour: fair
Graphics: adequate for a platform game
Sound: spooky little tune at the start of the game with some spot effects throughout
Skill levels: one
Screens: 80 different rooms
General Rating: Another slight variation on a rather tired theme.
Use of Computer | 58% |
Graphics | 60% |
Playability | 46% |
Getting Started | 49% |
Addictive Qualities | 47% |
Value for Money | 58% |
Overall | 51% |
W.A.R.
Producer: Martech
Price: £7.95
The planet Earth is, once again, in deadly peril. This time it’s not two geriatrics in Iceland threatening us all, but marauding aliens bent on conquest.
The aliens are approaching Earth in a fleet of huge cylinders. These contain cities, fields, factories, power stations, military bases and shoe shops — in fact everything needed for the alien equivalent of the good life. As the cylinders approach Earth, and prepare for the final assault on the planet, you are picked as our last hope. Your mission (should you choose to accept it) is to penetrate the defences of each cylinder in turn, and basically make a real mess of them.
The game is a vertically scrolling shoot-em-up. You fly over the surface of the alien cylinder blasting away at everything in sight in an attempt to destroy it. To do this, various parts of its surface have to be shot up. Naturally there is plenty in the way of defences.
At the start of every cylinder, or when you lose a life, the game returns to an options screen. This allows you to view your score, or to buy various bolt-on goodies for your ship. You start out with a real bucket of a ship, but as time goes on, you can trade in your score for better weapons (or even buy extra lives). When your ship is completely kitted out, instead of the single front laser you started out with, you’ll end up with a dual rapid fire front laser, with a single laser on the sides and rear — pretty hot stuff. But it’ll need to be, ’cos it’s pretty tough out there. There’s not just enemy ships, but also plenty of bits of cylinder sticking up in the air which have to be avoided.
If all this still seems a little too tame for you, then flip the cassette on to the ‘B’ side and you’ll come across the beta version. This contains the same sort of game, but the scenery is totally different, and the meanies are far nastier.
CRITICISM
‘Let’s face it guys and gals. If the Spectrum were meant to have a play area of about 12 by 16 characters then Uncle Clive would have designed it that way. I found it took ages to get used to the tiny play area. The scrolling is of an acceptable standard, and if it was full screen then I might have been impressed. Even though the game is a definite shoot-em-up I found it very boring to play. I would suggest that everyone steer clear of this, as paying full price for a game that only ever uses one third of the screen is not what I would call value for money.’
‘The pre-production copy appeared to herald a good game. So, when the finished version materialised in the office, I was eager to get my mucky paws on a copy (being the sort of person who looks forward to a good bit of destruction). The graphics are reasonable; the background screen is very colourful, but the game play screen is a li’l bit too small. Though difficult to an extent, I think that WAR lacks something to keep the ol’ adrenalin flowing freely.’
‘You’ll need a lot of patience if you want to do well in this one. The trouble is that you have to be phenomenally lucky to get through the first couple of levels before you can amass enough points to arm yourself to the teeth. After this point all you have to do hit the fire button/key extremely quickly, then sit back and let your fancy armaments do the work. The graphics are very pretty if a little cramped. The sound is very dull, no tunes and next to no effects during the game. On the whole I wouldn’t recommend this as I wasn’t at all compelled to play on.’
COMMENTS
Control keys: Q left, W right, I up, J down, O fire
Joystick: Kempston, Cursor, Interface 2
Keyboard play: average
Use of colour: good in the border, but monochrome game window
Graphics: well drawn, but a small area
Sound: uninspiring explosion effects
Skill levels: two
Screens: five scrolling stages
General Rating: Fast, furious and futile.
Use of Computer | 60% |
Graphics | 75% |
Playability | 64% |
Getting Started | 65% |
Addictive Qualities | 64% |
Value for Money | 55% |
Overall | 68% |
XENO Producer: A ’n’ F Price: £9.95 Author: Binary Design | |
The game of Xeno developed on the frozen moon of Io, where bored miners used to bash lumps of frozen methane around a flattened patch of ground. The computer version pits you against the computer or a friend. The screen shows a rostrum camera view of the pitch which flips between five overlapping sections, depending where the puck is. Each player controls one skimmer, and the idea is to knock the puck over the opposing players’ goal line. The puck and the skimmers all float over the surface of the arena and bounce off each other and the sides of the pitch.
The players take it in turn to attempt to hit the puck. At the start of the game, a ‘time out’ is set and this time — from one to nine seconds — is the time a player has to set up a shot. When it’s your turn, you position a cursor on the pitch. An ‘elastic’ line stretches between the skimmer and the cursor ... useful, because the screen always displays the segment of pitch containing the puck, so if your skimmer is some distance away, it occupies another segment and doesn’t appear on screen. Then, either when the time out ends, or when fire is pressed, the skimmer speeds towards the cursor. Then it’s the other player’s chance to have a go. Obviously, with longer time out times, both players can position the cursor meticulously, and have time to work out all the angles. With quick time outs, it becomes a fast and furious game. The idea is, predictably, to hit the puck through the opposing goal. When you do, the crowd roars, the electronic scoreboards around the stadium flash, and it’s back to the centre for a kick off. The game is divided up into four quarters which can last from one to nine minutes each. At the beginning of each quarter and after every goal, the puck is kicked off again from the centre. The pitch is shaped like a squared off oval, with goals placed at either end and the trick in the game is to try to keep the puck between you and your opponent’s goal. Once it gets behind you, unless you can work out some fancy angles, it’s best just to zip down to your own goal area.
There are no holds barred in this game, and in the true spirit of that ancient game soccer, it sometimes pays to play the man rather than the ball, as this can knock the opposing skimmer out of a favourable shooting position. This is particularly effective if you are the wrong side of the ball: if you can knock your opponent past the puck, he’s going to find it difficult to score, giving you time to get back behind the puck. After four quarters of frantic bouncing around, the winner is the player to score the most goals (natch). There’s no extra time if the scores are level...
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White puts the ball in the back of the net, after a clean breakaway which has left black stranded up the other end of the pitch.
CRITICISM
“Wow! It’s not that often that we get future sport simulations in, but when we do they are often excellent. Xeno is the best yet. From the word go there is nothing but fast and furious action — the two skimmers whizz around the arena at tremendous speed and you really need to have your wits about you if you want to win. The game is extremely compelling to play and, due to its simplicity, very easy to get into. The graphics are very good, if a little sparse, and the characters are all excellently drawn, shaded and animated. The sound is not bad with stacks of spot effects during the game as well as a sort of tune thing. On the whole I strongly recommend this game — it is exceptionally playable.”
“Xeno is a strange but excellent game. The game plays and looks like Ballblazer from above, but all the action is very smooth. I found Xeno quite hard to get used to at first, but after a few goes the basic idea of the game becomes very clear — move fast, and think even faster. Every move in the game has to be planned well in advance, as taking time to figure things out gives your opponent valuable seconds. The flickscreen technique is well used. All in all Xeno is a very playable and addictive game.”
“Ballblazer was the only thing I could think of when I first loaded this Xeno, but after a bit of serious play, I decided that it was an excellent game in its own right. The graphics move smoothly and quickly, and the game bounces about at a rate which makes it both fun to play and addictive. The crowd around the stadium are a pretty well behaved bunch: no riots or anything in the future! Generally, I think that Xeno is the sort of game that I could play for an infinite length of time: great!!”
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As white attacks black’s goal mouth, black decides to try a delicate deflection shot to save the day
COMMENTS
Control keys: redefinable: left, right, up, down, fire
Joystick: Kempston, Cursor, Interface 2
Keyboard play: joystick play is better
Use of colour: monochrome play area
Graphics: good shadows, smooth animation
Sound: you hardly get time to listen to it!
Skill levels: one
Screens: segmented pitch
General rating: A Fast and furious ‘futuresport’: well worth a look
Use of computer | 85% |
Graphics | 83% |
Playability | 87% |
Getting started | 86% |
Addictive qualities | 88% |
Value for money | 84% |
Overall | 86% |