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it's been a busy month at
CRASH Towers, and the results
of all the dashing about is
reflected in these pages . ..

OINK!

. . . not least being our extra
special 16-page Oink!supplemeant
in the centre, it's the first time
we've joined forces with a
completely different sort of
publication as a means of offering
even more value to you, the
CRASH reader.

Everyoneknowsthere'sa game
coming out soon (from CAL) based
on the famous top-selling IPC

‘alternative’ comic, but perhaps
not somany know how Oink!came
about in the first place. So we
thought rather than just do the
usual preview we would go into
more background detail about the
product from which the game is
licensed—and wrap that round the
preview. You can find the Oink/
Inside Story on page V6. And
fallowing on from that . . .

DOUBLE OH SEVEN

. . . comes our big feature on
another licensed game, The Living
Daylights, being programmed by
Des for Domark. Once again,
we thought, why stop ata
Enra\rlaw The new James Bond

iimopens in London ain few days
(29 June), and to get everyone's
adrenalin running for new Bond
Timothy Dalton's athletic debut,
wa'ye parcelled up an article about
the film's special effects around
the preview, plus some details
about Bond's latest Aston Martin

super car, That starts on page BG.

| hope you find these expanded
‘previews’ enjoyable, and that
providing more general material
that isn't computer-specific in
CRASH valuable. And certainly
you can look out for more joint
ventures with other publishers in
the near future which will provide
you with supplements like the
Oink! Special in this issue, and
increase the magazine's . . .

VALUE FOR MONEY

. . . talking of which, here's
another change in the CRASH
Ratings system. Throughout this
edition, you'll notice that the Value
For Money rating has vanished.
This change hasn't been
undertaken lightly. For over six
months the games software
industry has been in turmoil over
budget games. Moves began last
year when pressure was brought
to bear on the various chars to
treat budget tities as a separate
entity from full-price games. Since
then budget titles have moved
from being in a minority to taking
some 60 percent of the market.

It has become increasingly
difficult for magazines like gFL#.SH
to divorce the concept of price
from our reviewing systems —
game cost is, after all, a vital
consideration to the purchaser.
However it doean’t make, or
shouldn't make, any differance to
other aspects of agame inreview,
And yet it has become clear that it
does sometimes reflect in the
ratings. It's all too easy to say to
yourself, ‘these aren't such bad
graphics, but at £1,99 they're
worth as much, if not more, than
the much better graphics in that
£7.99 game over there.’

We've had two or three
interesting instances in the last
two issues where CRASH
reviewers have assumed a game
is a budget title (they don't always
know the stated price) and looked
at althe ratings in that light, and it
has happened in reverse when a
budget game was thought to have
been full price.

We think that a game should be
reviewed on its own merits —a
good budget game is still a good
game, not a marvellous one, and
an average full-price game is still
average, not awful, There are the
reviews for you to read and digest,
the price is at the top of the
reviews, we think it's up to you to
make up your own minds as to the
value they offer for the monay.
What do you think?

And on the score of CRASH
reviewers . . .

L5 ol 0,
3
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EDDYS TONE very familiar one attached to many

LIGHTOUT of the reviews.

.. . Richard Eddy and Ben Stone
have been a bit absent this month,
the reason being that thay were
both packed off to London to
attend a four-week course on
journalism (a sort of advanced
keh-ah-teh spells ‘cat’ thing). Bit
of a pain really, as it left us very
light-handed. But some Ludlow
locals came to the rescue, and
there are two new names and ong

MNew first: Nick Roberts lives in
Ludlow and attends the local
school. He's been a CRASH
reader since the year dot, s0
there's a wealth of gaming
experience behind his comments.
Mark Rothwell has just moved to
Ludlow (he's a friend of Jonathan
Rignall who works in our film
planning department, and of the
infamous ZZAP! person Julian
Rignall). An ex-Spectrum games
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player turned Atari owner, Mark
has found the return to Z80
programs a fascinating one, and
he has certainly brought some
refreshing insights to his reviews.
Last, but not least, the third
name s that of Robin Candy,
notorious for running the CRASH
Playing Tips section for well over a
year. Hobin's now at the Ludlow
Sixth Form College studying how
to make money. He's also member

for new equipment and Robin was
elected to raid the Newsfield

These beaufifl people were

incorrectly identified in the feature on
Mike Singleton published in June's
CRASH. They are . .. front row, left to
right: Singleton, Jo Meads (Melbourne

coffers in return for some review
comments. C'est la guerre,
And finally . . .

NINTENDO

.+ . I you're wondering why
CRASH is featuring a games
console in its pages —well read the
article and reviews on pages 102
and 103. No doubt Lioyd will be
interested to hear everyone's

complementary addition?
ROGER KEAN

OUR MISTAKE

House) and Dave Sharp (Consult);
back row, left to right: Glenn Benson
(Consult), Jane Denning (Melbourne
House) and Dave Kelly (Consult). What
could be clearer?

DJL SOFTWARE

In last month's article 1S SMALL
BEAUTIFUL, we erroneously
said that DJL Software had
ceased trading. The l:nmpanE is,
of course, well and truly alive
They did stop marketi

Spectrum software under their
own name, but then tunred to
games development for other

Run several others, And
in conjunction with David Aubray
Jones (the man looking after the
Spectrum , Dll's
Dave Looker is responsible for
Speediock, a protection system
used for games by companies
such as US Gold, Ocean and
Activision. Dave says to watch

of a band with the unpretentious views on the subject. Is a games publishers. DJL programmed  out for a DJL Spectrum product
name of Ad Lib To Fade - they're | console a replacement for your the recent Am conversions  soon, but the releasing software
also unpretentiously short of loot | Spectrum, or an exciting and of Super Cycleand Montyonthe  house is still a secret.

IN NEXT MONTH'S
CRASH

CRASHTIONNAIRE RESULTS
We revea "
top featurs 22 Whiees o the 1987 questionnaire, What's
Liowd o ich mags do you read the most? Why js
questions will be :nswara:?? lmﬂEr or two of these vita|
month, only in CRASH, "' Many others, next
FANZINE FILE
Wi
cabi ﬂng:ﬂn? :;::.T drawer down in the left-hang filing
level. ne state-of-the-zine art at grass roots
RUNIT AGAIN
SOFTWARE REVIEWED
35 Alien Encounter Gramlin 20Mag Max Imagine
Graphics 25Metrocross US Gold
34 Ball Crazy M.A.D. 20Milk Race Mastertronic
15Best of Vortex Vortex 590 Zone Compass
71 Conflict PSS 32President Addictive
61The Crown - Journey 33Pulsator Martech
Wrightchoice 22Quartet Activision
34 Death Ariolasoft 265hake Music Magazine
95 Down To Earth Firebird 16Stormbri M.AD,
59Earthshock Eighth Day 60Temple Of Terror US Gold
24Falcon Virgin Games a4 Bounces Back Gremlin
19F-15 Strike Eagle Microprose Graphics
62 Frightened Fantasy Dentad 24Triaxos Ariclasoft
Designs 32 Wiz Melbourne House
21Kick Boxing Firebird 72Y¥ankea CCS
96 Killed Until US Gold 14 Zynaps Hewson (Smash) .
{Smash) |
ADVERTISERS’ INDEX |
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CRASH Back Numbers 82 Hewson g
CRASH Dust Covers 50  imagine B9 |
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D&H % mmﬂ House 58,83
Databyte roprose 75
Emrk » E; Ocean 2,17, 441 :13 g
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ext , Wards it generates -
Eiite Systems B/C | like EB DN?MTSGE graa'-a:d for the journalist most -'rH%I}- f'(_rlah:': w;‘;gg

EXA -
day after -Ed's birthday) ACERBATE .
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computer
Show in September — coveri

bit E:chlnaa like the Atari
major B-bit machines
costi

monthly
oin CRASH and P! B4, the
coun%_ 's best-selling machine-
titles

NEWSFIELD PLANS
NEW GAMES MAG

NEWSFIELD LTD, the publishers of any home-computer b
of CRASH, will launch a major new stressed o
ne at the PCW Franco Frey,
16- honest, fair reviews which are the
and secrat of
games consoles, and the success. There'll really be no

spec :
‘THE GAMES MACHINE will pr

Newsfield
‘as well as

Director
the

CRASH and ZZAP!'s

(including mwjan,
ﬂ'mSEmuné} got access to some of
THE GAMES MACHINE, a 118- the

's most

axpanﬂncad
£1.25, will computer journalists, and they'll

their talents for THE
HIMNE. Of course, we'll also be
ahead with some exciting

| offer readers the widest coverage C Ha|1‘m'|:(lqll1lIrEI !m o
NINTENDO | et
PRICE CUT 177 Gl kb

ASTARIS BORN

RAINBIRD'S first CRASH Smash,
Starglider, will be the first British
computer game to enter the
arcades, Top coin-op
manufacturer  Bally/Sente  has
been licensed to convert the 3-D
oy 1 bogming:
& :
gl i
AL r an
the  barrier of 3

conversions to coin-op games,
And * nanhuaysbgﬂmymm
1o have one of my games in the

arcades', says programmer Jez

r friends from

N-atsaﬂsﬂadwithhbsfamamd
f&ﬁme .'S}tarigﬂdaf[rm last
stmas} is also appaarl
weekly on ITV's lar Saturday
mmmgshaw Hﬁh. i
m stars in a nerve-
mckhg m contest — from now
till the end of August, competitors
must blast aw save ﬁﬁlﬁ
front of 4.8 million viewers.

Srlce atures on ¥ ot Frssh
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of the mutant contrived
Ninja Hamster game, and the comics which inspired it

B Attack

HI=-5CO
J12458

photo opportunities: CRL's

BEHIND every great hamster
there's a turtle. At least, that's
what CRL found with their new
name-'em-up Ninja Hamster,
scheduled for release at the end of
June.

The man behind the turtle was
lan Ellery, Creative Director at CRL
when Ninja Hamster was
conceived (he's now at Nexus).

‘It actually started off as a
practical joke on Your
Sinclair magazine,' admits lan.
"We just made up a load of things
we wera releasing, and Ninja
Hamsterstuck. | was only

dmdl:n%é..

And hind the doodles, of
course, was the trendoshop of
1987 —your local comics outlet. *it
was making fun of the comic

THAT’SENOUGH
HAMS TERS— ED

Mutamt Ninfa Turtles,'
reu:alls lan. ‘| was in the shop and
evaryone else was making fun of
ninja comics, so | decided 'why
not'?’ (Thanks to London's
Forbidden Planet store for
providing the comics in our
pictura, by the way.)

The black-belted warrior of
GRL's new game (programmed by
Colin Ajayi "Obe} battles with eight
opponents, including Sinister Rat
and The Lizard Of Death, in a
struggle to keep his village safe for
decent rodents to live quiet lives,

According to Mike Hodges in
the software house's 'Zen room’,
where men are men and hamsters
are gerbils, 'it's an ordinary karate
game with a hamster' . . . which
kind of says it all.

WORLD E NDS

Martech boss David Martin gives Reagan a POKE for The Armagedcon Man

ms mlikatag with everything in two
apocalyptic new games —
Acliuisaj::-el‘s High Frontier and
Martech's The Armageddon Man.
igh Frontier, rather quietly
proclaimed as 'one of the most
controversial pieces of software
yet', puts you in charge of the
American Strategic Defence
Initiative (President Reagan's
proposed Star Wars system,
which would use weapons in orbit

to wipe out nuclear attacks).

Written by Alan Steel, coauthor
of the grittily realistic Theatre
Europe, it'll be out in July for £7.95.

Also in July comes
Armageddon Man (£12.95), a
peacegame set in the year 2032,
As the eponymous controller of an
omniscient satellite, the player has
to keep 16 superpowers happy
and avoid war by preserving a
balance of power.




PLUS WHAT?

SSI;HIHG -:a;_m late tg_;hu X
ectrum this year; ‘spring’
Microfair didn’t arrive till the »
penultimate day of May. Ardent
micromaniacs ignored the
sunshing and crowded into
London’s (not very) New
Horticultural Hall, seeking out the
latest in Spectrum and Q
goodies.

‘The Spectrum + 3, witha built-in
disk drive, made an appearance
on several stands, though
manufacturars Amstrad didn’t turn
up themselves.

But allthe + 3s at theshow were
davel prot 8. The new
beast isn't n the shops
bafore mid-July, and the user
manual hadn't bi
for the fair.

n printadintime.

socket is also used to load and
save cassette files, and the video
connector is now labelled ‘Peritel':
many new TVs have 'Peritel’
inputs, The same socket supports
colour and black-and-white
maonitors.,

Telephone sockets are still used
for the MIDI/Serial port and the
nonexistent keypad, now labelled
‘Aux’. Thera's a reset switch, but
you still have to control the power
at the mains, as there's no enfoff
switch,

The joystick sockets have
scrambled connections, as on the
Plus Two, so you'll need an

adaptor from Frel or Cheatah
before you can plug in a normal
stick.

The + 3 Is supplied with a "free’

P The first of the few: Ocean's Cosmic Wartoad Is among six games

packaged with the + 3

It comes in a black box, like the
+ 2 launched last autumn, The
cassette unit Is replaced with a
three-inch disk drive, as used on
other Amstrad computers,
Tatung's Einstein, and very little
eisa

Eachside of a plastic-cased + 3
disk holds almost 180K of
programs or data, in the format
used bﬁyéggmi A of Amstrad's
PCW- glass typewriter.

The softwara to control the drive
s held inan extra 32K of ROM. The
disk system, written by
Locomotive Software, is derived
from that of eariier Amstrads,
though you can access it with the
standard ZX BASIC commands
that used to refer to the cassette.

The ather 32K of ROM Is similar
to that of the + 2, though hackers
will be pleased tofind that the NMI
bug has been fixed. The + 3isNOT
compatible with Interface 1 or
Microdrives.

The audio and video outputs
mimic those of the + 2. The audio

5.JS-1 joystick. This is compatible
with Amstrad’s scrambled socket
wiring, but has little else to
racommend it.

Atlong last there's a Centronics
parallel printer port built in—thisis
easier to wire up and compatible
with more printers than the serial
socket which earlier 128s had, and
may make the + 3 suitable for
simple word procassin

But there are two problems.

The old concentric nine-vaoilt
power slot has been replaced by a
five-pin DIN socket carrying power
for the disk as well as the
computer. The new plug is bulky,
and fits just three millimetres away
fram the edge-connactor, Many
peripherals extend into this area,
s0 it will be impossible to plug
them directly into the + 3. Other
add-ons have plastic loops
Intended to trap the old power plug
in place; you may have to remove
trllm to makea roam for the naw
plug.
L;u.gnd the + 3 edge-connector

A,
. That
signal is used by press-button
copiers such as Multiface 1 and
the Mi Microdriver to switch in
new ROM and RAM and allow
‘protected’ programs to be saved.

The + 3 comes with six games
on disk: Supartest 1, 8 2,
Cosmic Wartoad, NOM.AD., Gift
Of The Goods and Mailstrom, all
from Ogean.

But it’ll be a while before popular
titles are avallable in the format,
and you'll probably have to
extra for the convenience of disk
loading. Software houses haven't
responded very positively to Alan
Sugar's suggestion that they
supply games for the machine in
groups of four titles for £10!

Publishers could cut their
overheads by providing Amstrad
CPC and m games on the
same disk, but it's unlikely that
many will publish material on disk
till tens of thousands of machines
have been sold.

In the meantime, compatibility
with tapes for the original
Spectrum and earlier versions of
the 128 should be good. The
hardware includes iwo 'lock bits'

to make the machine impersonate
a 48K Spectrum ora + 2.

And there's another way of
getting cheap disk software for the
E‘l‘ﬁf hmm 64K

& Tun as a G
displ mhgjhé@' Ms“u:utg?eu :
ay ina :
This will thr:‘tm‘3
bmiw s CPM,
from Locomative ware —

conversion work is aimost

complete.

The machine will sell for £249,
but trade rumour has it that
Amstrad intends tocut it to around
£200 by Christmas. The company
refuses to comment.

TECHNICAL
SUPPORT

We are looking for a very rare breed of person toassume a
technical support role in our newly established Software
l1k'\¢'i-.l|'l1ix'l1l ';.\IT-!II[‘\ ] :"ﬁ.‘ .\“.-'-f”-'-' ire H['.I-.li-"*.

This rewarding position commands a varied list of duties;

the work is challenging and requires a working knowledge

£ 1 T i ;

ot 6302 and/or Z80, and familiarity with most popular
; W I :

|lu|‘.'|l.' MICTOCOMPLUEers. Tou '-.\.I“ WOTK I_'ll."‘"i.'!'l. l.'.IIl'. Xt

b I R,
Product Management team and freelance software

developers assisting and resolving any technical issues that

11 ¥
may arise, 1n addition (o managing [‘fl.ll._!'_ll._| [esfing

Additionally, you will assess new hardware and advise the
e 1 r
Group on various technical marters. An understanding of
cassette and diskerte mastering would be an advantage, as

Wi "\lel L.H:"ﬂ. |l.'-.ll'.fn' Of profection fe :"ni'lx':.:-;\ tor b ATLE

Computer software

It such a responsible and varied position would suit you,

please send a current C. V. 1o

ACTIVISION|

:L'r-{L"'N-’IF. COMPUTER SOFTWARE |

™

The Software Development Manager
Sofrware Studios
Ti'rl'!llllllﬁ | I_-\.!ll\-l._'
| Crminus [ Crrace
Southhampton 501 1FE
Tel: (0703) 229694
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| thought it was bad in Stockholm
when a round of four beers came
o 13 quid, but at last I've found
someawhere hera in London to
challenge it.

‘What," you exclaim, ‘Minson
buying drinks?’ Well, yes, because
after last time's prophecies of
screaming paranoid doom |
thought I'd better diversify in my
ligging, and when the free invite to
the hip Limelight nightclub arrived

o celebrate the start of the
dilly Fiim Festival) | started
puli?;hmg up my new boots and
12

So,there'sasortofabuzz asthe
bouncers, armed with their dinky
little walkie-talkies, clear you a
path through the poor, ordinary
punters whose admission will
depend on whether they're victims
of the week's 'def’ (hip street talk,
probably out of date as you read
it ... )fashion.

But nothing can compensate for
bar prices like those, even if the
décor /s carefully contrived to look
like the builders haven't moved out

Then there was my brush with
smoaoth Stringfellows, site of the
launch of a new society magazine
— by "soclety’ we mean Debs and
Sloanes, not the Chipping
Sodbury Spectrum Users’ Group.
The construction workers have
finished off pro here, but
somabody should buy the
waitresses legwarmers — they'll
catch their deaths running round
half-naked like that.

Wae kept looking out for famous
people but the best we did was
some bimbo with a miniature dog
stuck on her shoulder, like a living
furcallar. | just hope it was house-
trained.

The sight of the high
sophisticated Lesley Mansford
from Headlines PR was much
more welcome, and when the free
wine had run out and we decided
b

or a w
shandy and four straws, we 3%“5
runner to a local hostelry.

In the comfort of the smoky bar,
Lesley whispered in my ear that
there ware nasty doings inthe East
End. Prostitutes have been found

12 CRASH July 1987

murderad. Could it be the work of
Jack The Ripper? No, it's the work
of the good ladies of 5t Brides,
:fth?Ea h;:l-d at:furkmm third
's ghoulish
Wum,%ﬂum they're
to w hotE and
= 5 18 mmga ificate from

After all this frantic nightlife, it
was a relief to comea back to earth
and attend three lunch-time ligs in
a row, casting off with a boat trip,
courtesy of Microprose and
Origin s. Major ‘Wild Bill'
Stealey wasn't there but that
didn't stop ulation that he'd
make a sud appearance,
performing a perfect landing on
the deck of the Thames pleasure
Cruiser.

Thaose of you with long
memories, and the infinite
patience needed to suffer this
column for more than six issues,
will remember that once, in the

haI?m daysof , Mastertronic
held a party on a:e Pridelia. A

delight, therefore, to find that it
was the very same ship — and that
the food is still as good.

There can be few ways of
spending a lunch time as civilized
as running up and down the murky
waters of the Thames, from the
Houses Of Parliament to
Docklands and back. Add to this
the unexpected delight of an
appearance by Roger Kean, and
the day is . The editorial one
kept mumbling something about
how he'd only come down to
conduct an interview with Origin,
but | have my suspicions he
tancied a nautical luncheon too.

I've no doubt he got all the heavy
stuff, but I'll just mention that as
well as the appearance of
Microprose simulations F-15
Strike Eagle and Gunship on the
Spectrum, the company has a
range of joysticks on the way. And
| reckon any hardware that
satisfies Wild Bill has to be tough.

A more modest setting for the
next launch — Hewson held
another of their regular gatherings
above a trendy Covent Einrdan
pub. Hewson launches are like

arties, though, where you meet
s, chat in a relaxed fashion,

MINSON BUYS
DRINKS SHOCK

It's trebles all round as the software industry just survives another month of Minson —the man,
the appetite, the water pistol. CRASH Smash Zynaps makes a good excuse for a fight, ..

look at a few games and go home
happy, with a goodie bag
containing a press kitand a

prezzie.

The prezzie this tima was a
water pistol to match the theme of
the Imlwnm-:_:lh. which was shoot-'am-
u Christian Urguhart's
ﬂnm. which I've mantioned
before, and . which I've
not, both on show this seemed a
fairty | decision. Zynaps is
the first original game by Dominic

, the genius who did the

> Agenius who did the impossible,
slobber, worship, Smash: Zyaps

impossible and put Uridium onthe
Spectrum. It's fast and tough for
all you quick-on-the-draw artists
out there

Talking of quick-on-the-draw,
I'm not sure whether it was
debonair Debbie Sillitoe mm.mty
Julia Coombs who had tha ﬁ?t
idea of the water pistols, but witha
well-stocked bar the temptation
was too much for the increasingly
increasingly well-stocked journos.

Character assassination has
nothing on the real thing when you
can send your toa
watery death, and many a duel
was fought along Long Acre that
afternoon

This trilogy of free lunches
concluded with a visit to Ken Lo's
Memories Of China near Victoria
station ... andwhata
conclusion. An Ocean launchis a
rara and wonderful event. Last
time | made this observation Jenl
Beattle promised to sand me
luncheon vouchers, This time she
::Huedanuﬂmmﬁ;ztm;aata
nstant chop suey, ng
would keep me away from food of
this calibra.
The reason for the Oriental
was the imminant launch of
Tai Pan. God they didn't
naHDaapPanurwﬁ?h:lllm
been guzzling pizza. 5
Ocean bashes are
Ewntheybt:;u;i style e
n . The game
looks like it will be as good as the
food undoubtedly was.
You startthegameas a
peasant, but if you
money and buy own
junk, you can sail away to sell junk
around the China Seas. It looks like
Hmuldhamuiﬂmmtomiy

engrossing experience
wgwayuﬂih.nmchlika

The meal also marked the
second in & week of
one of the Newsfield mafia. ‘Does
this mean that London has
attractions which Ludiow
doesn't?’ | asked Graeme Kidd as
he tucked into his Bang-Bang
Chicken,

‘Mo, the bearded one chuckled,
‘It's just that we thought we'd
better check up on you!'

Well, I'm glad to report that |
never let the side down—my table
manners are always impeccable,
even with chopsticks.
change my tune. After
soothsaying of last the
mﬁwnhl?lglmh?hnalgomdunﬂd
Hvaasugwbpmdum oveme
wrong. Perhaps the end isn't

. . . atleast not !




Now from the hit T.V. series
REAKTOR brings you

ultimate Gobots action!

You play the part of Leader 1 -
defending the planet Moebius
from the evil Gog.

o s s s i
GF THE

SPECIAL FEATURES INCLUDE
® Computerised Gobot book with illustrations and
scrolling pages (cassette and disk!)

® Weird double gravity - you fall to the bottom or top.
® (lassic computer music.

® Absolute joystick heat!

AV AL L kB L ESOUN ¢
Cé4 cass — 999 — maAy
C64 disk - 1299 — mAY
Amstradcass - 899 — may
Amstrad disk - 1499 — may
Spectrumcass — 8.99 — JUNE



Z°Y*N-A-P-S

Hh’lnumw
~here, one is about 1o g

—_—

put near the ground isa

— R i
fighter attacks the @
> Yot which could be o <

red foating power

Producer: Hewson
Retail Price: £7.99
Author: Dominic Robinson
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lying a manoeuvrable fighter

through 16 levels of horizon-

tally-scrolling space
environments, you encounter four
types of enemy craft,

The small flying ships are easily
destroyed, but graund
installations are tougher and
command ships are heavily
armed. Gianmt mother ships appear

graphics are ﬂ the
lﬂuﬂ:hﬂm.u the use of
colour s excellent, though
the concept - collecti

at later levels; asteroids and flying
debris also threaten your fighter.

But for protection you have a
speed-up facility, pulse lasers,
plasma bombs to destroy ground
bases, homing missiles and
seeker missiles.

Apart from a basic laser system,
all weaponry Is activated — or its
power increased — by scooping
floating fuel units into the craft,

An indicator shows what
equipmant will be activated when
another unit of pink fuel, made
available when alien ships are

destroyed, is taken onboard. But
each weapons system is only
activated for a limited time . . .

The seeker missiles are the most
powerful: when they're activated,
you earn a thousand-point bonus
and the cycle of weapon-acquisi-
tion begins again.

Destraying alien ships and
bases earns you points, of course;
bonus lives are given when you
reach 10,000 points and with every
further 20,000 paints.

| COMMENTS |

Control keys: definable; left,
right, up, down and fire
Joystick: Ke

: Kempston,
Interface 2, Cursor
Use of colour: excellent
Graphics: good size and
detail, lovely explosions,
smooth scrolfing
Sound: great upbeat title
tune by Steve Turner (even on
48K) and plenty of arcade
spot FX

Skill levels: one

Screens: scrolls through 450

General rating: a first rate

shoot-'em-up with the

m‘cal ingredients for high
ictivity

Erumhtlun
raphics

Playability 92%
Addictive qualities 91%

90%
93%

Overall 91%

3D THE BEST
OF VORTEX

Producer: Vortex
Retail Price: £8.99
Author: Costa Panayi

athering together the

unique Costa Panayi's

best-known efforts, Vortex
has released afour-game package
of past hits. In reverse
chronological order the
compilation comprises
Revolution = smart-headed ball
soives problems on a suspended
biock platform, CRASH Smash
October 1986 (lssue 33, page 16,
91%); Highway Encounter—
pepper-pot droids nudge an alien-
destroying device down the only
motorway left in town, CRASH
Smash September 1985 (lssue 20,
page 122, 95%); Tormado Low
Level — enemy-blasting jet-fighter

game, CRASH review August
1984 (Issue Seven, page 14, 81%);
and Android Two — metallic hero
seeks enlightenment in a maze
swarming with nasties, CRASH
Game Of The Month March 1984
(Issue Two, page 13, 90%).

As a software house Vortex has
been with us since the earliest
days; there have been few, but
highly selective, releases from the
hands of their main man, Costa
Panayi. The record of success is
indead imr&sﬁivﬁ - the average
of the CRASH Overall ratings for
the four games included in this
parcel is an astonishing 89.25%.

There's little else to add to what
we've said in the past about each
game, except that 30 The Best Of
Vartax is well worth getting even if
you're missing just one of the
games included.

»  Smart ball in Revolution, Costa Pansyl's most recent hit.

» A screen from Highway Encounter — papperpots are GO!




STORMBRINGER

Producer: M.A.D.
Retail Price: £2.99
Author: David Jones

hile the Magic Knight
Isusinga time machine
without a valid guarantee

which he acquired in Knight Tyme,
his bad alter ego — the Off White
Knight, or Stormbringer — splits
from him. And to return to
normality the Magic Knight must
merge again with his other half . . .

In this flick-screen adventure-
style game the Magic Knight
moaves through 56 locations in a

____I/marx]

" What a great game this is!
Nearly all the features of the
previous Spelbound games
are here, including window
vision. The graphics are upto
David Jones's usual
standard, with Magic Knig

_| ROBIN ?_

¥ Maturally enough,
Stormbringer is in the same
vein as Spellbound and Knight
Tyme. The graphics are up to
the same high standard, but
with little animation. The
game itself is fiendishly
difficult to get into,
especially if (like me) you're
new to the whole Magic
Knight series. It has arcade
elements in the sense that
sometimes you have to react
quickly {like when the cloud
starts zapping you); The main
theme of Stormbringer,
though, is that of an arcade
adventure. The problems
require you to move between
screens collecting objects
and interacting with other
characters; it's  highly
recommended to play
Stormbringer with friends to
help you solve the problems!

sproinging round the screen

in m?n:ll?uf fame, fortune, it'd be worth buying even as
the odd damsel or two and a full-price game - my only
the Off White Knight. It's rmrvu!:lnn is that
quite hard to get into, but it Stormbringer is a bit too
becomes easier after you've sllﬂillr to Ibound and
done a bit of exploring. " Knight Tyme. *

world peopled by the hindering or | beneficial objects. He's a

helpful characters of Aramis,
Robin, Reggie, Rachel, Barker,
Organon and Grunter. Thair
characteristics and abilities -
magic and strength levels,
happiness and skills = can be
called up to help the Magic Knight
on his way.

Old MK can also keep himself
going by taking a drink or acquiring

multitalented knight — he can pick
up, drop, take, give, read, smell,
drink and throw the objects he
finds on his travels, and carry up to
five at a time,

These include an advert, gadget
X, a bottle of liquid, silver and
golden eggs, and disguises. Each
object can be examined, with an
onscreen display giving an item's

STORMERINGER

e

GIUVE UHICH OBJECT =2

» Windivision returns in the Magic Knight's latest adventure, giving great flexibility

in play.

weight, readability, wearability or
blowability - but the Magic Knight
losas them once he's used them.

He can also cast spells to melt
granite, or to allow him to travel
guickly to other characters. And to
get past hostile creatures he can
don a disguise — from wizard to
chambermaid — and command
another character to sleep, go
away, or be happy.

But be wamed — not all these
commands are obeyed, and
sometimes this fighting man
doesn't have the spell-power or
wisdom to achieve what he wants.

And should our do-goodin
hero run out of strength, or be hit
by too many iightnin%hnlts hurled
down by tormbringer
(concealed in a cloud above), it's
good night, good Knight.

This is Magic Knight's fourth
adventure; he first appeared in
Finders Keepers (CRASH Issue
13, February 1985) and went on to
earn CRASH Smashes for
Spellbound (Issue 24, Christmas
1985) and Knight Tyme (the first
ever 128 Smash — Issue 29, June
1986).

P An example of the large and imaginative characters from David Jones's Stormbringer.
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" Stormbringer, like the other
games in Magic Knight
series, has well-defined
graphics; the backgrounds
are the best I've seen on the
Spectrum for quite some
time. But the old colour-
clash problem Is still

with the backgrounds
changing to white as you go
past them. There are some
neat touches - like clouds
throwing lightning out as you
walk beneath them.
Unfortunately, there's no
tune on the title screen and
just the old beeps and bili
while going through
menus. This game will only
appeal to the arcade-adven-
ture freaks who like David
Jones's style of
programming; for them it'll
be well worth the money.

__/coMMENTS |

Control keys: definable, or
preset: A for up/jump, N/M left/
right, SPACE to fire

ck: Kempston, Interface
2 Gursor
Use of colour: as bright and

jolly as ever
Graphics: great visual
imagination in the characters,
and special treat for 128
owners - "disguise’ function
allows you to alter the Magic
Knight graphics
Sound: good spot FX, great
background tune by David
Whittaker on 128
Skill levels: one
Screens: 56 locations (48K),
64 locations (128K)
General rating: Nick and
Robin gava:_'kust over 90

th

er cent: M ht lower
ﬁecausa it added little new

or more challenging to the
last Magic Knight game

Presentation 82%
Graphics 82%
89%
B0%
B6%

Playability
Addictive qualities
Overall
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fascmatmg new game,
Anning graphics and thrilling action

| COMMODORE
| ' £8.95 cassette £12.95 disk
- TRqué:N_D_ £ M o) 'L I Ocean Software - 6 C

Central Street - Manchester - M2 5NS
Telephnnu 061 832 6633  Telex: 669977 Oceans G
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*...Gave ma a bad
Haddock and made me a
nenvous wreck,.,”

Mrs. Lighthouse

"...Worth shelling out for,.."
The Woohich Arsenal Times

“...A game for the hard
of herring...”
‘Hearsay” Magazine ", Vary fishy..."

Society for the Preservation

“..-Whale Kipper Whelk of the Obvious.
home in the Esl-side...”
Cardhiff Choir News "...Could have filed the

Halibut Hall...”
André Frawn

SPECTRUM £7.95 AMSTRAD £8.95

AVAILABLE MID-MAY

[ === 1 Fresh from his dismal triumph on Knutz Folly, Sweevo is thrust onto the
FISTER-I’HIII-I.IGHT watery world of DEATHBOWL, a planet which, for no good reason, has
Pas =i |

been converted into a gigantic aquarium.
Fém‘umg Will Sweevo succeed in his mysterious mission — or will the Great Bowl-

B3,
oL
| (AR 2 Keeper pull the plug on him?
m% RO m m‘#”*‘mm HYDROFOOL is a fast, 3-D, seek, chase, puzzle and laugh game, featuring
Ll AL | the fabulous but irrelevant HYDROMATION.

il

FTL FASTER THAN LIGHT, CARTER FOLLIS GROUP OF COMPANIES, SEDGLEY ROAD EAST, TIPTON, WEST MIDLANDS DY4 7UJ. Tel: 021-557 2981 (4 lines)

———




F-15 STRIKE EAGLE

confirmed, the next screen asks

Producer: Microprose

0 Pt for an authentication code, which
Retail Price: £9.95 must be entered correctly or none
Author: Sid Meier of the weapons systems will work.

Strike Eagle is played from
nce again you stroll across | within  the cockpit, which
the tarmac, don your flying | incorporates the latest in head-up
helmet, and climbintoyour | display (HUD for short). Over the

waiting aircraft. But this is no ordi- 3-15:l view details such as speed,

nary jet fighter — this is the prover- | altitude, direction, weapons-aim-
bial it, the all-weather air-superior- | ing and messages are displayed.

ity ground-attack fighter, the After HUD perhaps the most
frightening F-15. And you being a | useful piece of equipment is the
big macho heroand all, UncleSam | radar, which can easily be
has asked you to undertake some | changed between short, medium.
very important operations, though = while you tackle the

You're askaduto select a er;amy planes, your dﬂamﬁ
mission: o iy Egvpt, ; sidetrack their missiles, and cha
Haiphong, Syria, Hanyf.:nﬂi: Iraq r.?r the | P Atadangerously low 48 feet above the sea, the F-15's head up display shows you | oo™ Eoom jamming foils their
Persian Gulf. Libya is the simplest, doing 480 knats (about 550mph), as the fighter rolls over heading for the horizon. SAMs. But later it gets much
and the Persian Gulf damned near harder to destroy enemy aircraft,
impossible (especially at higher because some have their own
levels). flares and electronic jammers.

Up to four players can take Every minute it ?Bts more
turns, and there are three levels of dangerous, and less likely you'll
play: Arcade, where you can only return to base for that hero's
turn the plane left and right: welcome and your nth medal . . .
Rookie; Pilot; and Ace, where such
delightful manoeuvres as high-
speed yo-yos, lag pursuits, breaks
and reverse and scissors can be

missiles (SAMs) after you. The F-
15 makers thought of everything,

put to good use, o ation
Once your choices have been have been with us for many
&@n a&aon now, some good,
some and some

and Spectru ics, it's
surprisingly e gﬂmr in

nce and gameplay. and long range. And from the | medium-range missiles and and weapens display is
have done an Weapons Status Display you can | bombs — and the throttle. extremely useful, as are the
excellent job on the keep tabs on bombs, missiles and The mission for this super-duper bomb and the air-to-air-mis-
conversion, though the intro- flares, multimillion-dollar plane is, of sile-targeting boxes. With all
screen tune is a bit weak. " The keyboard controls weapons | course,  destructive.  You're its documentation, this is a
— guns, Sidewinder missiles, | required to fly in over enemy gﬂod game for simulation
territories, under their radar, and ns. "
bomb ‘primary targets’.
; The enemy send their own
gl e A K
naviagtional cursor. The central block is the Radar-Electronic Warfare lay,
while on the right the Weapons Status Display indicates the F-15'nm£ﬂuﬂm _/COHMEHTS_L
power potential, HAHK .
- Control keys: multiple-
" People who say all flight input P
sims are '!hl‘ same, 'seen Joystick: not stated
with the fiftieth version of smoaoth 3-D
THEFF:I Mmﬂuﬂhmm‘;m Sound: very little, weak gunfire
FX at most
simulations, has its Skill levels: four
own flavour and particular Screens: seven missions
problems. A sim should General rating: polished
attempt as much programming makes this
HDG - 225 RPM 100% :‘mﬂ?a“hwg ;:mverskmhnmﬂtariarust
1 =3 | A ] b i |
, Enﬂnﬁu!n A\ Strike Eagle '1.‘,’“'?““ that or flight-simulation addicts
1 ) A graphics
work smoothly, the displays
and instrumentation are fast Pros -
and involving, and with seven resentation
very different missions Graphics
across four difficulty levels Playability
there are many playing hours Addictive qualities

in this package. " Overall
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Producer: Imagine
Retail Price: £7.95

he aliens are invading

I and Mag Max, a robo-
centurion, has been created

to save the threatened planet —just
in time. His builders were
destroyed by the attackers from
outer space, and Mag Max must
find all his components, scattered
about the continents. Only then
can he accomplish his ultimate
programmead task in this shoot-
‘em-up from a Nitchibutsu coin-op

MAG MAX

original.

His defending craft can move
across the scrolling surface of the
planet, and through the cavernous
underworld that lies beneath its
skin.

Aliens come in a myrad of
forms: from death masks to
yachts, from ice-cream cones to
Cyclopean balls, Mag Max can
evade but not destroy their blasts
and shots, and he risks losing one
of his six lives when he comes into
contact with the aliens or their
structures.

Craters pocking the planet's
suface and the passageways

Producer: Mastertronic
Retail Price: £1.99
Author: lcon Design

ummer sees bikers take to
s the roads In Britain's

prestigious Milk Race. 84
entrants, you included, pedal and
pant through 13 stages, displayed
on &8 map screen, over the
thousand-mile route from
MNewcastle-Upon-Tyne to London.

As the road scrolls along
horizontally, you can move from
side to side to avoid potholes.
other riders and the marshal's
cruelly errant car, The bike has 12

ears; the higher the gear the
aster you go, but the greater your
energy loss in comparison with
lower gears, especially when
climbing uphill.

Gradients are indicated
onscreen, and ascending steeper
hills uses more energy. Complete
exhaustion drops you out of the
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»  In one of the subterranean levels, Max encounters a variety of allen fighters,

tour, but reserves can be restored
by picking up milk bottles standing
beside the road — pints for points,
s0 to speak.

Hazard collisions cause time
loss, with some mare serious than
others, and you can be eliminated
altogether on time-trial stages
where a specified distance must
be covered in a set time.

Points are awarded for the
distance travelled along each
stage, with a bonus received for its
completion. The winner is the
cyclist who takes the lowest total
time to complete the course,

@®" | enjoyed my first race, but
the game quickly became
tedious. The graphics aren't
revolutionary, but they're
satisfactory. t's the simplicity
that's the main problem:; | didn't

L

028} ool
P Left of screen, Max on wheels roars along using the laser he's just acquired.

____[roBin|

" The brilliant loading screen raises e;
time you play it Mag Max looks absolutely terrible; the graphics
are simple and monochromatic. BUT the game itnl?lu very
playable. Mag Max is basically a shoot='em-up with a few frilly
extras. Collecting the robot's parts adds a new dimension to the
game: with each part your ship becomes more powerful but more
vulnerable, because you increase in size. For all this, it's not
Fu'ﬂculmf addictive - there just isn’t enough depth. Mag Max is
et down by its graphic presentation and lack of
qunﬂlht, and is certainly overpriced for an average shoot-'em-

up.

s, but the first

ictive

aven find it necessary to change
gear down hills. if you try and
get all the milk botties you can,
and make sure you stay out of
the way of the other riders and

the marshal's car, then you're in
the clear. There's not enough
content to justify even a price of

£1.99. "
MIKE

[ At 25mph, you home in on a bottie of milk to rebuild all that expended energy.




-

idea - a spacesh
equipment

you want to keep pl
round the screen picking up pieces of
o Itrui“mrrnu n-t:mm,mhmhn
mu:ﬂ:'.-

aliens about it's difficult,

g
3

one more screen. And
I, try before you buy. "

beneath transport Mag Max to
other, more perilous locations
where more enemies await,

Mag Max's basic armament is a
Super-Laser with a limitless sup-
ply of power, which can eliminate
aliens and their constructions (and
thus earn you points). And as he
gathers his components into his
ever-filling innards, he gains
strength, defensive force and fire-
power,

Mag can also gather weaponry
that doubles and quadruples his
firepower; some invaders can only

MIKE
, I really disliked

@ The graphics are awiful, the
riders look fike hunchbacks as
they wobble along the road, the
buildings in the background are
cardboard cutouts; only the map
of Britain on the intro screen is
reasonable. Sound isn’t too bad —
quite a nice little tune plays on the
map screen, but there's not much
glse. It's annayingly hard to keep
out of the many potholes, and out
of the way of other riders. Milk
Race didn't interest me enough to
keep me playing, and though it

might appeal to the er player
my advice is to steer well clear. "
MARK

@" There aren't any other cycle-
race games on the Spectrum, so |
loaded Milk Race with
anticipation. Sadly, the reality was
a disappointment. The inlay says
keys can be redefined, but | looked
high and low for an option, to no
avail. It's very simple to play; it's
not long before control of the cycle
has been mastered and you can
race against the minimal and often
lerky graphics. Milk Race was
enjoyable to play at first but it
lacked challenge and variety, and
becomes boring by its
repetitiveness. The idea is good,

be destroyed with the special
lance in the robot craft's
weaponry. But each time he's hit
by an alien, Mag loses the last
weapon he acquired.

When a stage is completed,
Mag encounters the leader of the
invading hordes — and must van-
quish him before going on to the
next level.

__|cOMMENTS | _

Control keys: Q/A up/down,

N/M left/right, SPACE to fire
ko on, Interface

2, Cursor

Use of colour: generally drab

Graph small
Cs: "

though mammly detailed

Sound: poor

Skill levels: one

General : someawhat

rating
mixed feelings, with Mark
finding it more fun than the

others did, but &
agreed that it's anm
average shoot-'em-up

Presentation
Graphics
Playability
Addictive qualities
Overall

but the game needs much more
excitament. "
ROBIN

Control keys: Q/A up/down, O/P
decrease/increase speed, M (plus

Q and A) to select gears
Joystick: Kempston, Interface 2

Use of colour: black road, white
sprites, simply-coloured
background

Graphics: large, and adequate for
the job, though jerkily animated
Sound: simple intro screen tune,
few spot FX

Skill levels: one

Screens: scrolling play area
General rating: insufficient game
challenge, content and graphic
variety make Milk Race an
indifferent choice for the average

games player

KICK BOXING

Producer: Firebird (Silver)
Retail Price: £1.99
Author: Soft Designs

hen the challenger drops
out, you are forced to
replace him in the kick-
boxing ring — and you find yourself
up against that foul-breathing
maan man Mick The Meat Kicker
just another abusive term for your
actrum . . . ).

You're able to move freely about
the isometric 3-D playing area, but
hard luck — you can't get out of it.

To protect yourself from Mick's
pulverising advances you can
punch and kick both high and low,
or duck and block his aggressive
moves. Kicks score higher than
punches, but they're more difficult
to get home.

th boxers' endurance levels
are reduced when punches and
kicks connect. Should your
computer opponent’s lavel fall to
zero he's defeated, and you 5
on to the next level and a ﬁggh
combatant. But it's your tumn to
throw in the towel when you run
out of puff.

Endurance reserves are
restored by either evading or
blocking an opponent's

ressive moves.

roughout this bloodless
brutality a bonus clock runs down
at the bottom of the screen; the
longer the contest, the lower the
bonus scored when you defeat an
opponent. And when there's no
bonus left the contest is over.

! CRITICISM '

@" Not another Exploding Fist-
type game, | thought — and, yes,
of course it is. But despite the
strangely-coloured trees and
yellow grass Kick Boxing is quite
enjoyable... at first. The
combatants move around the
screen quite nicely, knocking
the hell out of one another,
though as with a lot of martial-
arts games the controls are
pretty difficult to master. But in
the end Kick Boxing left me

wondering ‘why bother?'. "
MARK

@ This latest in a long line of
beat-'em-up games shows that
the idea is wearing a bit thin. | don't
think kick boxing has been the
theme of a game before - but this
attempt ’fo Wtﬁd ta fﬂstcml‘;ci
sport has failed, and badly
G%lp-’nb&#y, Kick Boxing is very
simplistic;  the  badly-drawn
characters jerk about the screen in
terrible animation. It's also very
hard to get the hang of and
boredom sets in -quickly, Kick
??ﬁg;g is poor value even for

@" Urgh! Kick Boxingis wvery
unappealing; the (?faphlcs are the
best aspect, and they're pretty
unimpressive. And the controis are
very difficult to master. It's a pity -
a successful 3-D boxing game on
the Spectrum would be good. "'
MIKE

Z COMMENTS '

Control keys: Q/A up/down, N/M
left/right, SYMBOL SHIFT to fire
(keys used in combinations for
functions)

Joystick: Kempston

Use of colour: predominantly
black line on yellow ground
Graphics: jerky, masked
animation frames on 3-D
perspective area

Sound: poor, very limited spot FX
Skill levels: ona

Screens: one boxing ring, with
increasingly competent
opponents

General rating: the
implementation does nothing to
improve a very thin beat-'em-up

Presentation 53%
Graphics 54%.
m qQualities 46%
Owerali 1%

> The guy in the fishnet tights isn't doing the Time Warp from the Rocky Horror

, it's actually a high kick.
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Get Geared Up Now!

We've resisted for years, but our resolve has faltered — the
CRASHtionnaire indicates that an overwhelming percen-
tage of CRASH readers want an arcade game Challenge.
The most popular choice is reader versus reviewer (al-
though with the exception of Mike ‘Skippy’ Dunn, who
thinks it's a great idea, most reviewers have announced
long holidays starting NOW!).

We'll get the shebang under way as soon as possible
(maybe next month, though no promises yet), but in the
meantime get your form filled in and sent off if you think
you dare take on the awesome task of thrashing CRASH
in the gameplay stakes. You're asked to name the game
from the list below you would like to throw down as a
challenge to a CRASH reviewer, but beware: on the day
you'll also have to play a new game that you may know
nothing about. A Challenge Minion will sift through the
entries, looking for the highest scores, and choose a
triumphant challenger. Meanwhile we'll toss up to see
who gets the honour of kicking off for the CRASH
team...

CRASH will pay travel expenses from home to Ludlow
for the challenger, and there will be prizes too {just not
such big ones if you lose, though).

CRASH CHALLENGE GAMES LIST

Head Over Heels Spy Hunter

Endunl:lﬂﬁanar Ghosts Ln‘ Gablins

Starglider Commando

Light Force Mikey

I've pondered ly upon the matter of The CRASH Chall ;

notice of which stimed my imagination such that | am now filling
in this form with trepidation in my heart, a song on my lips and a pain
in my head. But here goes nothing anyway ... I'd like to slap a
CRASH reviewer in the face with my left-hand glove, and challenge
the unlucky so-and-so to a game of:

P'mknown for my modesty, but| have totell you I've aiready scored:

e st bbb bbb L L DL LR L LTI R T 8 E o e e e e ot D e e e e e

Name

Address

Postcode

Telephone number

Aﬂ" TR 0 0 0

Don't hang around, get the form off this instant to CRASH CHAL-
LENGE, PO Box 10, w, Shropshire SY8 1DB.
R S e e S e oyt b
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Producer: Activision/Sega
Retail Price: £9.99

c-:nsily,r tucked away within
Imternational Planets HO,
an  innocent  missions
controller hears a faint message
over the intergalactic intercom.
Out in the deepness of Space,
terrorists have overrun one of the
space colonies. There's no choice,
no one else can help them — you
must send in The Quartat.

This deadly foursome of Edgar,
Lee, Mary and Joe are the only
hope for the isolated inhabitants,
Each of the fab four has their own
special abilities. But yvou can only
control a maximum ofv two on each
of your conquests.

dgar has an astounding leap,
useful in jumping from platforms:
Lee is the quickest on the trigger
of his specially adapted wide-
beam gun. Young Mary is the only
one who can handle a powerful
bazooka and Joe is the fastest
mover of the four, To progress
through each level of the planet
one of the quartet must seek out
the mechanical monster who
holds the key to the next level,

On each level pirates jump out
of portals, attempting to reduce
your power. Blast them out of sight
or their attack results in temporary
paralysis and a lowering of the
hero's unique power, Littered
throughout the each part of the
planet are springs, shields, jet
packs and other banus goodies —
all of which help The Quartet on
their quest for the ultimate one
hundredth level and freedom for
the planat.

@" Having played just one game
of Quartet I feit I'd seen enough.
The screens are of three basic
designs — containing a good
mixture of colour and detail but
nothing inspiring. Control of the
characters is very slack and
tiring to use. The baddies are a
boring bunch, neither originally
drawn or well animated.

Because of CQuartet's lack of
variation and its simplistic game
concept, addictivity Is very low. |
couldn't stand going through 99
levels of this just to defeat some
gormiless collection of terrorists,

PAUL

@' Quartet is one of those types
of games you either love or hate at
first sight. Although the idea of
hacking around ftrying to save
hostages and/or destroying the
terrorists' HQ by shooting all and
sundry is not new, Quartet is good
fun for a short while, but it tires
quickly. Which is a shame,
because the graphics are
reasonable on the whole, and
some backdrops are nicely drawn,
An average blast 'n’ hack game. ™

MARK

@ 'Oh dear, this really is a poor
game. The graphics are very bad,
and there’'s absolutely no
challenge to any part of the game
whatsoever. My first play, during
which | expected only to find out
how the game played, eventually
lasted something in the region of
twenty minutes, getting me to level
13. As | said, no challenge. In my
view, whatever it costs, it's a
complete waste of money. "

Control keys: definable

Joystick: Interface 2

Use of colour:  monochromatic

sprites, but varied surrounds

Graphics: poor

Sound: poor

Skill levels: cne, two-player

option

General rating: a tired and

unchallenging arcade game from
a
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Producer: Virgin Games
Retail Price: £9.95
Author: Sentient Software

alcon, agent of that future
F organisation TIME -

Temporal Investigative
Monitoring Executive — is out to
clip the wings of a rebellious Time
Lord intent upon meddling with
precious time artefacts in this
%ame based upon the popular
alcon book series.

Falcon's mission begins from
his headquarters, the Elger Vault,
where his timecraft Falcon's
Wing awaits. Inside the ship a
control panel displays databases
on the artefacts, on the inhabitants
of the eight different time zones
where they're kept, and on the
renegade Lord.

On leaving the Falcon's Wing,
which is immediately disguised,
Falcon can rove and jetpack his
walz through 70 flick screens.

rogrammed Cydroids shoot at
our faithful agent, reducing his
stamina = and when he's no
strength left he returns to his craft.
His stamina is restored by

THE RENEGADE LORD

activating the ship's Auto-Doc
system.

Falcon's weapon is a rapid-
response laser gun; he can also

P [Falcon's Wing is approached by
hostiles in its quest to police Time
itseH.

METROCROSS

Producer: US Gold/Namco
Retail Price: £8.99

ouareina race against
timeacross  achequer-
board fioor. .. and

hazards like potholes, hurdles,
tumbling crates, Coke cans and
rats get in your way and can cause
you to stagger, fall and lose time.

Land on a green square, and
you're all but brought to a halt.

But you can gain extra energy
by jumping accurately onto
springboards, landing on
skateboards or kicking green
cans, and humry toward
completing one of the 24 levels
before time runs out.

Points are scored for every three
squares moved in this conversion

P Stage Five, and the hurdles and slow-down pads appear
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find Power Of Wil tokens to
protect himself and Thinkstrike
discs which immobilise enemies.
And there are useful items to be
picked up.

But Falcon's time is limited; and

— Imixel____
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00153490 :
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P Roaring along on Stage Four, but whoops! That's you flying through the air just
under the ‘R’ and ‘0" of Metro.

* Metrocross is one of those games which is to play and

understand but urnum’m _

—and, believe me, it does get avoiding such obstacles as
and favourites, the rats. Sound is

are on
speaks of green and blue cans - on earth do you tell
:Mmlmmmhmﬂumm that e
enjoyable though may wane as you learn
ﬂlﬂﬂ'ﬂ:ﬂf - but even then you can race against the
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some backdrops and the fac
ood, and whizzi

** With features like time machines, time zones and a renegade
Time Lord, this sounds like a g

ng through databases and time-zone choice
m‘.,I.JHI head-up display are brilliant, the game doesn't grab

Dr Who story. But though
aboard the Falcon's Wing are

he must complete three missions
quickly to vanguish the Time Lord,
though even Falcon can never
kill this enemy . . .

g
Falcon is tedious. True, as

mnmﬂgm begins you
get into action with

ig

__/coMMENTS [

Control : QVA up/down,
O/P left/right, SPACE to fire
Joystick: Kempston, Interface
2

Use of colour: varied and
often attractive

Graphics: interesting
backgrounds, but poor sprites
and animation

Sound: below average

Skill levels: one
Screens: 70 flick screens, and
display screens on the ship
General rating: above-
average game with an
interesting idea, butlacking the
polished graphics and more
involved content that would
make a hit
Presentation 70%
Graphics 68%
Playability 70%
Addictive qualities 63%
D'J'BFEI:" 64%

of the famous Namco arcade
original, for swapping
skateboards and for passing
beneath a bridge at the end of a
stage. Kicking blue cans also
eams you points, and jumping on
them stops the timer for two
seconds.
Feady, steady, go . . .

and jumping FX

levels: ona
Screens: 24 levels
General rating: a coin-
op conversion which maintains
the original's simple addictivity

Presentation

Graphics
Playability
Addictive qualities
Overall

Producer: Ariolasoft
Retail Price: £8.99
Author: 39 Steps

ot on the side of the
N angels (for once), you must

penetratetheorbital prison
of Triaxos and free the only man
alive who can activate the galaxy's
maost pawerful weapon.

The inlay doesn't give a reason
for all this, but yours is not to
guestion why . . . oh, and you've
got just 30 minutes to complete
the job.

Triaxos Is composed of 64
isometric 3-D flick screens, each
representing one small block. A 3-
D cube at the screen's top displays
your position on Triaxos.

The blocks contain pulse-firing
protecting droids, programmed on
five levels, but luckily you didn't
forget to pack a droid-destroying
blaster.

[nicx |

 What a boring game this is
- @bout as exciting as
watching paint dry, and
getting a headache in the
process from the

programmers’ unappea

uhummpht'stmﬂﬂm
involve = just bl up a
m glm is not my of

Some biocks have a ‘face-lift’
device which alters the orientation
of the room, shown on a lower
screen display, turning walls into
ceilings and vice versa. Using this,
other rooms can be accessed —

and you can avoid falling to your
death through apertures in the
floors,

In one block there's a cloning
booth that allows you to replicate
and so guard yourself against
possible death, but using it drains
your personal power,

But most importantly you must
collect the four components of a
laser capable of destroying the
mind probe which approaches to
interrogate your target . . .

__|comMENTS [

Control keys: A left/up, Z
right/down, N left/down, M
right/up, SPACE to fire
E~-J|=l'm'llllil=lt=If.'m'n,'::e:'a::n. Interface

Use of colour:
moanochromatic playing area;
choice of background colours
not liked

Graphics: small sprites,

Skill s: one

Screens: 64

General rating: a game in this
genre needs a lot of involved
content, and Triaxos fails on
that score, leaving it only
marginally above average

- Looking for the only man alive who can blow the galaxy to smithereens in Triaxos,

the orbital high-security prison




SHAKE

Producer: Keep Publishing
Retail Price: £1.99

ed up with Smash Hits? Still

trying to work out what NME

stands for? Is No. Tanumber
51 in your ratings? If the answer’s
‘yves’ to any of the above ques-
tions, then Publishing could
have a little package designed just
for you. No, not a game, but a
fortnightly music magazine for the
Spectrum.

Every two weeks you could
receive a single cassette that may
well solve that inky fingers prob-
lem associated with the traditional
music press, and give you the
latest lowdown on the pop world.
Shake comes in the form of a nor-
mal cassette and inlay. There's no
literature to read, just load in like a
normal game. To keep Yyou
occupied you may be presented
with a word square to unravel or
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P Some details on Newcastle band The Shotgun Brides

thing different each issue. Further
content usually consists of ele-
ments such as record reviews,
Reflections and Breaking Out.

As many as 20 recently released
singles are reviewed, and informa-
tion given on up to ten LPs.
Reviews state the record's title,

even a few pop trivia questions to
be solved before the first section
has loaded.

Section One presents the
magazine's contents, which can
be chosen from a manu. Just like
any other magazine there's an
editorial, written by the editor,
Roger N Foster, containing some-

recording company, plus a few
critical and informative words by a
named reviewer, and every issue a
record is awarded the prestigious
Star LP accolade. Musical tastes
vary from artists like Five Star,
Swing Out Sister and Curiosity Kil-
led The Cat to the less well known
Lillo Thomas and Boston.

B Eric Clapton isn't a dead duck! Shakes scrolling news is fleshed out with the

Clapton history.

Reflections contains a short
piece on the music that inspired
current hits. Issue Ten's was
based on the inspiration and
music of Edwin Starr. On the other
hand, Breaking Out looks at cur-
rent groups with a potential to be
stars of the future.

For the guizzologically-minded
a crossword puzzle features in
every issue of Shake. You have
two weeks to solve the pop
problems contained within the
squares until the next issue comes
out with the result of the previous
crossword and a completely new
one to tax your musical mind.

After parusing Section One you
can load in the next part. Section
Two consists mostly of musical
news and charts. Fans of musical
statistics should love it because
Shake containg a large selection
of charts, As well as the usual
current top UK popular singles and
albums, there's also a chance to
see lowdown on the soul charts,
meander through the mellow
sounds of the Kiler Cuts, and
storm your way throughthe top ten
Heavy Rock singles of the
moment.

Of course not all records run
high in the British charts, Shake

offers a run down on hits running
fast in American and Canadian
charts — although these vary from
issue to Issue. Issue Ten even
provided an Election chart of ten
singles most apt for playing on 11
June,

Regular NEws displays
information on tour dates, current
musically orientated books and
sometimes even obituaries on
recently passed away popsters.
MNewsflashes in the last issue we
received gave information on the
new Spectrum+3, the coming of
the Beastie Boys and the Radio
One ban on George Michael's
latest single.

Section Two also contains
major features, such as Decca
Through The Sixties, and Eric
Clapton — History Of A Man,
covered in full detall with
accompanying digitised pictures.

The third and final lpad offers a
small Pop Master quiz based on a
changing theme, and reports from
outside correspondents on live
performances around the country
from bands touring the UK.

Shake side two acts as a
showcase for new bands, a
chance to give the public a taste of
their music. Keep Publishing
releases a recording of an
amerging group every issue, to be
given a listening while a digitised
picture of the artist(s) is displayed
on screen, together with band
background information,

Because he's planning on
becoming a musical superstar
soon, we asked Robin Candy for
his opinion on Shaks.

ROBIN
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Shake can be obtained from
Keep Publishing Lid, Suite

3.2, Epic House, Charles
Street, Leicester LET 35H.







The Atari 520 ST gives you the power
to defeat deadly enemies, slaughter
monsters and outwit cruel captors.
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Gauntiet - U.5. Gold. Enter a world of monsters, mazes, Tai Pan - Ocean. Voyage to 19th Century Hong Kong for
mystery and combat in the ultimate role-playing fantasy game action and excitement with pirates, smuggling and mutiny,

Metrocross - U.5. Gold* It takes lightning reflexes to get Arkanoid - Imagine* The latest smash-hit coin-op game!
past the potholes, obstacles and forbidden zones to reach Are your reactions quick enough to handle 33 different play
the other side. And that's just the beginning! screens?

Star Raiders - Atari. Star Raiders are the only force strong Flight Simulator Il - Sublogic. Take the controls of a Cessna
enough to hold off the Zycroids. Your task is to command the 182 or Learjet 25G. With high speed 3D graphics for take-offs,
Starcruiser = are you up to it? landings and acrobatics, it's just like the real thing!

*Screenshotsdnl

o



1st Word Plus - G.5.T. Professional word processor featuring Superbase Personal - Precision Software. All the features
UK spellings and integration of graphics including 1st Mail of GEM combined with tull relational database power Easy to
for full control of form letters etc set up, flexible, plus unigue picture index facility

Fleet Street Publisher — Mirrorsoft. The complete desk-top VIP GEM - Silica Distribution. VIP Professional is an inte-
publishing package Gives you page make-up combining text grated spreadsheet, database, and graphics package GEM
and graphics for sophisticated, professional looking documents environment plus Lotus 1-2-3 compatibility

Mixing business with pleasure is no problem with an Atari 520 ST
Not when you've got over 1,000 software titles to choose from.

You'll find all the latest games and a huge range of business titles
from the top business software houses. And the rangeis growing allthe time,

You won't be short of power, either. The Atari 520 5T
is twice as powerful as most business micros.

So you'll be able to create spectacular colour
graphics. Even animate them to make your own films.

If you're musically minded, you can compose and
play a full symphony.

Or, for those who'd rather write programs than
music, the 520 ST supports over thirty

programming languages. _—
in fact, whatever you're looking for in
a computer, you'll find it in the Atari 520 ST. WORKS HARD - PLAYS HARD

=1 um the original Arcade game  If you require any turther infermation concerning soltware featured plaase write to: PO Box 555, Atari House, Railway Terrace, Slough, Berks 5L2 587
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CRASH MAIL ORDER FORM
Telephone Ludlow (0584) 5620

oy

Please send me the following items:

Titie (BLOCK CAPITALS please) Software House Disk/cass |  Amount

SPECIAL DISCOUNTS iy L

£1 off any order worth more than £20 less discount £

50p off any « order worth S M #L0 Total enclosed £

PLEASE NOTE: Some software reviewed may not be available until its release date. If you are in any doubt
about availability, please ring first. We cannot be held responsible for delays resulting from late or non-release
of tities when previewed befare their official release dates were known.

All prices are as quoted under review headings or known retail prices and include VAT, CRASH makes no
charge for post and packing inside the UK. Customers in Continental Europe should add the equivalent of "
70p per item ordered. Qutside Europe, please write first so that we may advise on postage rates.

Hwhm:?haumhdmllmormhlnmmummﬂnu‘n. if you wish to e
pay by Access or Visa please fi in the form below. Please do not send any coinage. 7

Name

Subscriber no. (if applicable)

Address
Postcode
Please Debit my Visa/Access Account. _wiies s 4 0
| wish to pay by Visa/Access I:d_elete as applicable) . £
Signature A Expiry date

Flease'chargem;.rac:uuntm: J l '

CRASH MAIL ORDER, PO BOX 20, LUDLOW SHROPSHIRE SY8 108

Please do NOT enclose this form/payment with any other correspondence to CRASH Magazine editorial, as
it will only delay processing your order and may result in loss,

R
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To help youdestroy | SERAIDERS
the aliens il e
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and defeat the
taxman,

we've massacred || £E34+75 |
the price. | £449.95

INCLUDING VAT.

For a limited period, the Atari 520 STM is even more of a knockout than usual.
We're offering it for just £449.95 (inc. VAT) complete with SF354 disk drive,
SM125 mono monitor,*a mouse worth £24.95 and 1st Word, worth £49.95,

50 as well as saving you from the enemy, the 520 STM will also save you £184.

Youd better hurry though, because it won't ATARI 520 STM

be long before our stocks are wiped out. WORKS HARD - PLAYS HARD

*Ofter includes mono monitor. The S205TM phugs into a standard cofour TV

N




Producer: Melbourne
House
Retail Price: £7.95
Author: Silhouette
Software Systems

orlds are about to collide.

The wizards can prevent

catastrophe, but con-
sumed by their greed for magic
they do nothing.

50 you take it upon yourself to
save humanity, As a novice wizard,
you must elevate your power by
reaching the Fifth Level and break
the links that draw the worlds
irrevocably closer.

Your shield against evil has
been revoked by the Council Of
Wizards, leaving you vulnerable to
attacks from evil creatures — spid-
ers, eyes, and stomping feet. Per-
sonal power is reduced by casting
spells and by colliding with ewvil
entities; it's restored with the
passage of time, and by zapping
evil beasts.

Runes selected in the correct
order generate a spell. The Rune
Spell destroys enemies and
makes them leave behind a rune
which must be picked up before it
disappears. Some runas are found
in the Dark Side, and to reach it the
correct dark spell must be disco-
vered. Side effects can occur if the

» Becoming an experienced wizard in Wiz is very much a matter of clever spell
salection.

the rune sequence is incorract or
incomplete . . .

in Read Spell mode all the
spells you've learned can beread.)

@ Wiz is really dire, and that's
putting it politely. The graphics
look like they've time-warped
from an earlier period of Spec-
trum games, and it took me sev-
eral minutes to realise the main
character sprite is a wizard. The

colour clash as meanies wobble
around the screen has to be
sean to be believed. Steer well
clear of this. "

MARK

@ " Though Meibourne House still
insist on distinctive expanded play
areas, Wiz is much more involving
than some of their recent releases.
But despite the rapidly-scrolling
and well-adorned play area | was
very disappointed to see that the
two worlds of dark and light have
exactly the same structure and just
differ in colour — it means lots of
refracing your own ftracks. So

make sure you've got plenty of
time to play Wiz, and a great long
plece of paper to write all the speils
on. All this fairly addictive game
lacks is a fitle screen and some
sound effects or a tune, which
would add immensely to the
atmosphere. "

PAUL

®"The poor raphics of
Wiz exacerbate the lack of playa-
bility, because of the different per-
spectives; having characters seen
from the side and the scenery from
above looks unattractive, and the
chunky scenery itself isn't very
nice. Firing and moving at the
same time is impossible — once
you've lined yourself up with an
evil being, you have to stop to cast
a spell at it, by which time it's run
off somewhere else. You might
find Wiz passable if you've got
bundles of patience, but | doubt
anyone who's paid full price for
this level of unplayability will have
much patience with anything. ™

Producer: Addictive Games
Retail Price; £4.25
Author: Kevin Toms

lections are held every two

years in your country, and

your success as President is
dependent upon opinion polls,
Political events affect your stand-
ing, too — winning tank battles
improves your popularity by two
per cent, but allowing your people
to be hungry takes it down one per
cent.

You rule the main 'oil screen’.
This is the battleground for tanks,
which you control in combat = and
the centre of your country's eco-
nomy.

¥ ou can survey for oil, build rigs,
build roads for tanker trucks and
sell the crude on the international
market; to feed the oil workers you
must plant the right amount of
crops, and to protect them set up
anti-aircraft guns.

The value of your country's cur-
rency is based upon gold pur-
chases and reserves, and you
must keep your currency strong to
purchase oil-production
equipment, military hardware and
food. Gold is bought in the futures
market, affected by future world

32 CRASHJuly 1987
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PRESIDENT

growth — by anticipating growth
rates, you can buy gold when
prices are low.,

To maintain your country's
health, money must go on
preventing diseases; epidemics
are made worse by food shortages
and the disruption caused by
axplosions, but food
overproduction increases your
peopla’s resistance to disease,

An Income And Expenditure
listing is given for each month and
from this a balance-of-payments
figure is obtained = another factor
in your popularity.

®" The inlay iz similar to the
cover of Harry Harrison's book

<F IRF

B Enemy tanks ranged on the left, threaten yours. Once the cursor is placed over a
SQUEre you can survey it, or place an object from the lower panel in the square - in

this case a vehicle,

Stainless Steel Rat For President,
but don't be misled. Harrison's
book is brilliant, and President is
of really, really low quality. The
graphics are tiny, animated
awfully, and coloured badly. Is
this compiled BASIC? If not, it
must be someone's very first
attempt at machine code.
President is boring, badly written
and unplayable. "

MIKE

@ This is just too tedious for

words. Every decision Is camied
out aver and over again. | know
this is how a government is run -
but there could be other elements
like campaigning and revoits,
which would have livened it up
immensely. | didn’t find any of the
small stages very taxing, | never
felt | was in control of the country,
and it all seemed far too random
for realism. President might be the
best game of its type, but the
whole concept is very boring. '
PAUL




Control keys: definable (no option
to redefine though)

Joystick: Kempston, Interface 2
Use of colour: scenery changes
within play area, backdrops dif-
ferentiated between light and dark
Graphics: good scrolling, but
rather inspid characters

Sound: poor

Skill levals: ona

Screens: scrolling play area
General rating: convoluted RPG
type with poor playability

Presentation
Graphics
Playability
Addictive qualities
Overall

®" President brings to mind
Football Manager, and like that
it's interesting for a while. The
concept’s good - building up
and maintaining your country’s
aconomy, fighting the odd war
and making import/exports -
but there's no action, and | soon
tired uif it. t may appeal to
strategists, but not to ma
battle-hardened blasters, " (i
MARK

Control keys: Q/A up/down, I/
P left/right, ENTER to fire (or
CLrsors

Joystick: Kempston, Cursor
Use of colour: very simple
Graphics: character blocks
Sound: 'at the third

stroke ...’

Skill levels: one

Screens: one, plus menu
screens

General rating: a game old-
fashioned in appearance,
lacking in real challenge, and
short on appeal

Presentation
Graphics
Playability
Addictive qualities
Overall

PULSATOR

Producer: Martech
Retail Price: £7.95
Author: Softeam

ive electric pulses going
under the wide-boy names of
Arfur, Nigel, Vince, Boris and
Vince are locked behind prison
doors in a five-level mazework of
increasing complexity. A fellow
Pulsator sets out in a rescue bid.
To find his friends our bulbous
hero must navigate his way
through a warren of angular path-
ways. Some are barred by num-
bered gates of six different types,
which are opened and closed by
passing over similarly-numbered
activating sensors.
The pathways are contained
within 49 flick screens; the

/| ROBIN |

* Pulsator

only to find that you've got
the correct key to proceed
and rescue the pulses. The
mazes are big enough to
make mapping worthwhile;
make a map as you go,
because it's easy to forget
where you are and where
you're headed. £7.95 is a bit

%bﬂt if you enjoy
fie maze games then

29 Fis

bear Pulsatar in mind.

position of the Pulsator is given at
the bottom right of the screen.
Transporter blocks help our hero
along, moving him to differant
areas of the maze.

But it's not just everyday
pulsating. The mazeways contain
lethal electrical pads and single-
direction passages, patrolled by
opposing pulsators who become
increasingly intelligent with each
level.

A gate pulse, when touched,
reverses the status of every gate
on a level and then self-destructs
to prevent Pulsator changing them
back; killer pulses can take one of
his six lives, and others drain
power, though this can be
replenished by collecting oil cans:
others simply block passageways.

But our globular hero packs a
pistol with which he can destroy
his attackers. Some of them can
temporarily disarm his weapon,
though, and indestructible
‘nutters’ retaliate viciously if he
fires on them. Killing enemies and
collecting objects  increases
Pulsator's score,

Caontact with a shield pulsator
provides additional protection for
30 seconds - repelling attack and
Killing enemies if they touch it. A

_ /mikel___

“ Well, Pmsﬁatmiri; not the
mmt awe- lp g ﬂm
I've ever played. The
graphics are hardly special,
and there's not much
variation inthe t's
not actually FLAWED, but it's

** This one didn’t do much for
me, I'm afraid. It's not a bad
game - the graphics are
quite smooth, the little ball
bounces round the screen in
a very convincing way - but |
can't help hﬂjl that it's aur'l
Paradroid. Still, there are
some good ideas, such as
door mechanisms activated
by sensors and baddies
which can help you, But
Pulsator just didn't hold my
for very long. "

thief pulsator takes everything the
hero carries.

To release the imprisoned
pulses, the object of Pulsator, the
eponymous electnc adventurer
must find keys that fit their initialled
prison doors — and release one on
each level before the next can be
reached.

__/coMmENTS |

Control keys: Z/X left/right, K/
M up/down, SPACE to fire
Joystick: Kempston, Interface

Use of colour: good variety,
and clear ”

Graphics: simply-defined
shapes, good bali movement
Sound: limited spot FX

Skill levels: ong

Screens: 245

General rating: a playable
maze game with less lasting
appeal than expected

nothing new. "

Presentation
Graphics

Playability
Addictive qgualities

Overall 66%

P That's you, over on the right under the numeral ‘1', while on the left is an unfortunate pulse behind his lettered prison door.
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Producer: Ariolasoft

Retail Price: £8.99

Authors: ‘Tag’ and
Pete James

reachery is the Varg's mid-

I dle name; it's also their first

and third. They're that kind
of race. And they're sending hun-
dreds of combatants into the
Deathscape, a gladiatorial arena
where disputes are settied.

Varg fortresses have been built
in the Deathscape — they must be
destroyed. You have been chosen
for the task in this ten-level com-
bat-and-navigation game.

You fly a a variable-speed
fighter down a space tunnel.
Indicators show your proximity to
the tunnel walls, which through
friction and contact weaken the
craft's two shields. The fighter can
reach other levels through tunnel
junctions.

A grid map shows the craft's
position and direction as well as
fuel dumps, enemy fortresses and
generators. Some regions of the
grid are neutral and contain many

PAUL

DEATHSCAPE

__| MARK
* Ever since the Star Wars-

amptﬂr.nlly it's gond; il'-la
the mnkpit
ll'lutrummhﬁnn neat,
up::llﬂr the ﬂ:ﬁm’: hands
The aliens swirl s
round the screen and rea

drones — fighters, scout craft,
bombers, suicide ships and
interceptors — attacking along the
tunnel's length. They can be
destroyed for paints.

Your craft carries rapid-fire
plasma cannons (capable of
autofire) and up to eight target-
seeking missiles (TSMs). An extra
TSM is acquired when a Varg
fortress has been destroyed, and
a blue square registers,

___/mike |

representing part of the ‘Varg
Code’.

After ten blue squares have
been activated the drone-produc-
ing Varg mother ship can be
reached. Plasma cannons are
ineffective against the mother
ship's armour; four missiles must
strike the wulnerable reactor
casings. Destroying these gives
you extra missiles.

I your own control ship s

** The packaging is
"Eau Huprugmrmn
of the different control

because of the

; | liked the artwork, but unfortunately
doesn’t match it. There's nothing
mr'tfmmmemhnrnwkwmn

design itself is a
letdown. lﬂdn‘tpuyﬂfurulongntg mﬂm
action. So there's nothing
here; but Deathscape is a fast and prcmrlhn-ut-'em-m.

generators and fuel dumps; they
belong to the SOL FEDS. So
discretion is essential if you're not
to be labelled a rogue pilot and
have your mission terminated.
The Vargs have five types of

H

:

it with

isa to me. The instructions are [
%ﬂm Mmhnﬁmﬂu&m
jargon. Frmnimhglnnhhhlkwh:dld
the sound effects and music, but for Spectrum owners

m!mﬂdﬂahhmﬁunhﬂﬂ muaic:.mMn‘thaniulud
by the all-formats inlay. The graphics are well drawn, but the

do in Deathscape, and it scon

animation is very jerky. As shoot- um—tmgaﬂure'swﬁtﬂntu
becomes repetitive. "

Producer: M.A.D.
Retail Price: £2.99

rik is a bouncing ball, obses-
sed with changing the col-
ours of the blocks that share
his screean. This he does by bounc-
ing upon blocks at the botlom of
the screen; with each bounce the
block's colour changes, and when
it matches another block at the top
of the screen then Erik can move
sideways 1o adjacent bouncing
grounds. There's a point for each
bounce.
When all the five blocks that
make up a level are the same col-

____[mike

Q-Bert: game; and the
basic of on
blocks to

ball springs around the
screen beautifully with a big
beam on his face, and the
colour scheme is b
with very little colour

Playable it is, but after a while

® Your hands at the bottom of the screen guide deftly guide your fighter through the
Deathscape. ;

"BHH.
inits
Ball Crazy isn't very

lcan, ™

on me. At first the
, but afterac

oul:rm}orhﬂtlnmﬁdhﬂ-th&nnm
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/ROBIN |

to get
screen q

* Certainly an original idea, this. The cartoonesque graphics are
quite pulnhd-,-ndm;uwhmuhh.m;lgu issimple
o Dy, | ot R ey
-mdﬂ-ulmtmuohhdnmhhrmnnimnrﬂuuh
game to cure you of interaction-game boredom. *

ping round the
—itlacks

our, another level is automatically
introduced, and Erik repeats the
exercise.

But things aren't that easy for
this cherubic rotundity. He's
chased by a collection of
puncture-producing articles -
rings, chain links and boxes —
released after a short countdown.

Erik can defend himsalf with
fish-shaped bullets which he fires
upward from his head. And he can

replenish his ammunition by
collecting the faling bullet
canisters. He can also stop his
bouncing to avoid the chasers.
Bonus objects keep falling on
his head: a cylindrical satellite
{nicknamed Ring On A Thing) gives
temporary  protection against
chasers, an air cylinder gives an
extra life, a 'tick' corrects the
colour of the present level blocks,
and a five-pound note increases

# Cue Berl, the bouncing crazy ball.




activated you can teleport back to
defend it with its own plasma
cannons. After a successful
transfer, a view of the control
ship's cockpit is activated and six
energy bars displayed. Should
three of these fall to zero them the
ship is destroyed and your mission
is over. But if you repel the
attackers, you can return to battle
with two extra missiles in your
armoury.,

Your fighter has two
independently-emptied fueltanks;
when a sideways movement is
made, the tank on the appropriate
wing is emptied faster. Fuel levels
can be topped up by destroying
fuel dumps, and the destruction of
generators re-energises shields.

Just remember — treachery is
their middle name . . .

__/comMENTS | __

Control keys: V-M speed

control, 1-8 for function keys

Use of colour: largely red-

and-black viewscraen, but
ht and varied

i mentation

Graphics: large, well-drawn;

Soutt vy fow POLFX.

very

m hvuh. one in

ml rltinq: a low-key

shoot-"em-up which de

its polished look offers

action

Presentation T0%
Graphics B3%
Playability 61%
Addictive qualities 55%
Overall 57%

points,

When Erik has successfully
completed four levels the next of
the eight backgrounds is
introduced and away our bouncer
goes ...

ALIEN EVOLUTION

Producer: Gremlin
Graphics
Retail Price: £4.99

fter nuclear war, the Earth
becomes inhospitable to
human life and is soon
populated by aliens. The human
survivors retreat underground and
in desperation construct an
android, the Cybourg 64, to exter-
minate the aliens. But as each gen-
eration is destroyed, a new, brigh-

____Imxel ___

“ Alien  Evolution is  an
appealing game with pretty
gr:phhns but visual appeal
-:? It's 'mr'r well

is all *Ihum. but | nut bored
quite soon. Despite its high-
quality appearance, | see
Alien Ewvolution as just a
jazzed-up puzzle-cum-
arcade game.

MARK

“ Sprites and backgrounds
move smoothly in Alien Evolu-
tion, and the aliens fairly
whizz round the screen. And
there's a nice tune ngon
n“oh\rlnuﬂ‘: derived frngnﬁ.nt
m
Attack, but that's no draw-
back and it's fun to play - for
a while. A good buy for fans

of fast-moving 3-D games. "

____IRroBIN]

ter, more deadly strain evolves.

The Cybourg starts with six lives
and an arsenal of ten mines, which
he can lay around the devastated
landscape; bombs, TNT and las-
ers are added latér..Some aliens
are invulnerable to particular
weapons, but destroying others of
COourse earms you points.

The letters E, X, T, R, and A
appear among the constructions
on the earth's surface, and can be
picked up to build the word EXTRA
for bonus points, But aliens can

Ant Attack and Zombie Zom

enjoyable in its ri
:umnhehunw iﬂa

you amused. "

“ | thought I'd loaded Ant Attack (an anclent—
r;q.:nhlcally wryw:mlhr to the likes
ba,huhrlrtg;_lliw-d%u Isun'l.?;m
graphics still good today's standards, tho e scrolling
and animation aqulin':";lll |.|:| to much. But Nlanlglu

Playable virtually
heaving bubbles around to trap nasties.
Andﬂmughltpmnbnrmﬁﬂw,thnu':mum action to keep

mistake. Alien Evolution is gb

CRASH -game)

lution is also
from the start, it has

> From Spain comes this 30 Ant Attack lookalike at Gremlin Graphics's new midi

range price.

W AFLI T

WL LIV

destroy the letters . . .
Strings of transparent bubbles

give the Cybourg protection
against alien attack and can be
used to pen in clusters of alien
eggs (harmiess till hatched).

_ |commeNnTs |__

Control keys: definable, four
directions plus FIRE and USE
required

m;: Kempston, Interface

Usa of colour: blue-and-white

gﬂ area, bright surround
mcu fast and detailed
with effective, though slightly
jerky, scralling

Sound: a few spot FX,
reascnable title tune

Skill levels: one

Screens: acmllhrq

General rating: it's derivative
of a good format, the graphics
have stnudthatestaftm‘ra. and
the game is highly playable -
but weaker on lasting appeal

Presentation
Graphics

Playability
Addictive qualities
Overall

ii:;:;

TIHE !m;
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I've been asked to _remmd _peupil
Amaurote 128 version, to send |
month's News HDI,;jn on
been experignced Wi
month is saying that the winn
been picked, when it only close
closed).

Enough of that,
disenchanteds and two |
Maonth

a who had any trouble ;
? back to Mastertronic. See last

the subject. Some similar pro
th Zub. Also that | was overs

d the other day {as |

and on with the lette
sositively seat

with their

blems may have
anthusiastic last

er of the mapping competition had

write it has now

rs, which include a caoupla of
hings. But first, Letter of the

the minds of a great many of us.

VALUE FOR MONEY In an ideal system, each
reviewer would be given a game
Dear Lioyd tape and playing details and

This month, as usual, | find myself
disagreeing with the opinions of
many of the reviewers. | appraciate

that, as you've stated many times,

the reviewer's comments are
purely subjective opinions, | fesal
that the judgements given are
often swayed by factors such as
game price, publishing house and
the author's

maybe even by
reputation.

This is not an indictemeant upon
the reviewers, more a reflection
upon human nature. |, for one, still
find it difficult to compare £1.99
E‘.‘ames aiongside their full priced

7.95 upwards) counterparts,

without feeling some degree of

bias towards the full-priced itern,
In the software world, more than
any other, the old adage 'You get

what you pay for!' is proving to be

less true by the day, but it's an
attitude that persists, having
become subconsciously lodged in

nothing else. Then in isolation,
they would play and review the
garme with a mind relatively free
from preconceptions about what
the game QUGHT to be like, bath
in tarms of quality and value for
monay. Having written the main
review, they could then be given
any remaining details, whereupon
they would write a brief summary
baszed on the extra information

If nothing else, such a system
would at least ensure that sach
game was taken on its own merits
and that they all started equal,
even if they don’t finish that way!

Before | go | must just mention
one review that | DID agree with:
PAW. It's awesoma., Well dona
Gilsoft for being one of the few
software houses that can truly be
called innovative!

Thanx for your time Lioyd
Mat Broomfield, Basildon,
Essex

What a very timely letter, Mat!
People will suspect | wrote it
spacially for this issus, because as
you can now see, the Powers That
Be al CRASH have decided to
drop the Value For Money rating
from our reviews. Can anyone
argue that Leonardo da Vinci's
Mona Lisa becomes a better or a
worse painting day by day
because influences like the
international rates of exchange
mean it’s worth £50 million one
day and over £90 million the next?
ft's still the same painting,
whatever it cosls.

At the more humble level of
Spectrum games, it's rather hard
for us to be kept in the dark about
game pricas = adverts, press
releases and reviewers'
presentation packs usually offer
advance advice on price. What's
important is that coflectively, all
invalved with games reviewing at
CRASH have decided to try and
forget the cost element when
reviewing (unfess it's an essential
part of a review now and then), and
treat all games as equal starters
regardiess of their price.

You're the first person who's
written suggesting such an
attitude, Mat, so I'm giving you the
prize for Letter of the Month. You
wanted two CRASH subs, one for
yourself and one for a friend, rather
than any software — consider it
done.

LM

ON GAMES
QUALITY

Dear Lioydie-Babes

You asked for letters on the

nacessary qualities of games and

here are my (possibly insignificant)

opinions,

1. Addictivity should be a result
of mystery and challenge. The

player's task bacomes maore
difficult as play progresses and
the player also wishes to know
what the next screen/stage
looks like and what new
prablem it presents. Examples:
Chuckie  Egg,  Highway
Encounter. Unfortunately, in
some cases, when all the
screens have been seen on the
game has been complated the
addictivity can drop to zero, eg
Knight Lore.

2. Playability is really down to the
36 CRASHJuly 1987

quality of programming, the
initial difficulty and the overall
game design. In a playable
game when a life is lost the
player should blame himself
and not the computer.
Gradually increasing difficulty
and a good high score table
help to create a long term
challenge, eq Commando.

. Depth is where the computer

me can beat the coin-op.
th does not mean lots of
screens but lots of choices,
Games which plonk you in a
scenario and then let you do
wha;ruu want oft 3 turn out to
be classics, eg Elite, LOM,
Rebeistar, Quazati 7n.

. Exceptions — some games

seem o be severely lacking but
have that ‘something' that
makes them fun after the
1000th

game, St% the
Express, Halls oer‘gthe ings,

Deathchase, Battiecars.

| would like to dispute the claim
that games are always improving.
As far as | am concerned
Stargliders come and go while my
fave games include oldies like
LOM, Halls of the Things, Turmoil
and Krakatoa.

William Russell, Ardrossan

A personal view from one reader
{can you hear the cries of horror
over those fave examples!? —
mind, | agree with many of them),
aL;:; hereg's another . . .

Dear Lioyd

1. Playability and addictivity;
these are probably the two
hardest qualities to
incorporate in a game. The
programmer should try to
strike a balance between a
game being too hard (Glider

—T

Rider, which | find nigh-on
impossiblel) and a game that is

too easy ( ne of Fire). This
way the game Is not so hard as
to put you off straight away, but
just hard enough to keep you
coming back for more (Ghosts
'n’ Gablins, | Ball for instance).

. Content or graphics? There are

lots of games that are all gloss
and no content (Nemesis the
Wﬂﬂﬂm,‘mand then ;r;fre a:g
games wi or graphics an
guund that ?s%'t up to much,

ut are very, very playabla
(Gauntfet—naff sound, average
graphics, but as Mike said in
the review, ‘WOWI! what a
game!' Programmers should
aim for a balance on these
points (as Jon Ritman and
Bemie Drummond did in Head
Over Heels), but if graphics
have to suffer to make way for
content then so be it! {(but never
the other way roundl).

. Price range (value for money):

the price range (in my eyes)
should be from about £7.95 to
£12.95 (at the most), although
GAC, PAW, budget games and
a few others are exceptions to
this rule . . . but most of all the
games should be priced
according to their worth, which
is indicated by the following
two guidelines; before a game
is launched it should be
playtested by about five
individuals, and then the price
set according to their opinions
of its worth. This way the
purchaser gets his hard-
eamad pennies’-worth and the
company sells a lot maore

copies.
By the way, recent chan
made to CRASH have

improved an already excellent
magazine.
Terry Jones, Coventry

On your last point, softwars
houses obviously have cost con-
siderations independant of
playtesters' opinions — like how
much it cost to develop the game
and how much the programmers
want for it (1} — but | think many
might sometimes be surprised at
the reaction to their products by
the ‘'man on the street’, It's a valid

int.

Let's hear from some more
readers on this interesting subjoct
LM




RE: RATINGS

Dear Lloyd
| have some points to make about
the reviews in CRASH.

Firatly, how are the final marks
for graphics etc arrived at? Isita
joint decision or is one reviewer
picked to do the job?

Secondly, why doesn't each
reviewer give his own personal
overall mark at the end of his
comment? If they did this reviews
would be even more accurate. For
example, in the review of Loco
from Alligata in the March Issue,
the overall percentage was 44,
which indicates a poor game, but
the general rating indicated that
the game would "appeal to
younger players’, so to them the
game would not be poor, would it?

Finally, | think the two most
important elements in a game are
playability and addictive qualities
and a e should be marked

ing to these factors. If this
were the case, games such as
Cauldron Il, Lightforce and
Pentagram would not have been
Smashad.
By the way, why doesn't CRASH

have a separate percentage for
sound, as this is now animportant
part of games (see Cobra for
example).

| hope you find my points valid
enough to print this, as | am
interested to see what other
readers think of my suggestions.
Simon Davis, Hemel
Hempstead, Herts

Like all the ratings currently in use,
figures for graphics are arrived at
by a ing out each individual
reviewer's marks. The overall
percentage does take into
account playability and addictive
qualities much more than any
other rating, and if you look, nine
times out of ten the overall is an
average between those two. Inour
continuing policy of improving the
ratings system there is some
discussion going on at the
maoment about letting each
reviewer offer their overall mark,
with an editorial decision then
made about whather a game is a
Smash or not. Sound, too, may
well become a rateable factor
Eﬂnre much longer.

MY LOGO

Dear Lioyd X

se to Don Elliot’s letter
comp about the CRASH
logo. | must say that | quite like the
logo as it is, it's become an old

with Donin
a face-lift, so

, shading and no
mdand I've kept the same
style of writing. What do you think

5.

However, |do

SErUng
nthe

Andrew Shelbourn, Grantham,
Lincs

Very nice too Andrew. For those of

you with black and white monitors

mmmwhﬂkapghemw

ground, ighlighted the

insides of the letters with an
L G

ie
ﬂtcm:l sequins are an optional

Butﬂnmmuf has
competition . .
LM

s protactivaly

P ¥
orsyth, Templepatrick,

AT LAST THE REAL McCOY

FOOTBALL
DIRECTOR

AVAILABLE ON SPECTRUM 48K, +, C64

FOUR LEAGLES - 20 TEAMS EACH - 38 GAME SEASCM : HOME AND MWAY ~ FA/LEAGUE- CUPS REPLAYS
EURDPEAMLE F A /CUP WINNERS CUP : 2 LEGS | AGGREGATE - PENALTIES < PLAYERS  MORALE @ SKILL - FIELD
POSITION | SCORED : COMCEDED - PLAYED - FIXTURE LIST : P.W.D.LF.A. PT5 : SCOUTS : COACH : PHYSN) - YOUTH
TEAM - GAMBLE - SUBSTITUTIONS ; SEMDMNG OFFS : POSTPONEMENTS - MIDWEEK GAMES - MORE THAN 1 WEER
INJURIES - FREE TRANSFERS : RETIREMENTS : BUY/SELL SHARES - 3 PLAYER TRANSFER MARKET - INTERNATIONALS
EUROPEAN TOURS - 3 LEVELS | MANAGER RATING © £1,000,000 PLAYERS : PRINTER OFTION : B RESERVES
PROMOTION | RELEGATION . WEEKLY NEWS : BORFOWING : MOHTGAGE | SAVE GAME : INTEREST | TAX  SPONSORS
FULL RESULTS : SEASON TICKETS : NEXT GAME | GATE MOMEY | SEASON COUNTER © TV CAMERAS @ CROWD
VIOLENCE - MANAGER APPROACHES . TESTIMONMALS | WEEK'S PROFIT | LMTG COUNTER : WAGES - INTERKATIONAL
COMMITMENTS : NAMETEAM EDITOR - LEAGUE TITLES AND MUCH MORE

2 PLAYER SUPER LEAGUE

MANY OF THE ABONE FEATURE BUT 2 TEAMS CAN PLAY [N THE SAME R DIFFERENT DVISIONS - INCLUTES LOCAL
DERSYS | LOWNFREE TRANSFER AND CASH SETTLEMENTS INCREASED TRANSFER MARKETS & MANAGER OF THE
MONTH AND TOP SCORERS LEAGUE. ONLY AVAILABLE 0N SPECTRUM.

INTERNATIONAL MANAGER

QUALIFYING GROUPS : WORLD GUP - EUROPEAN CUE - TOURS : BOOK YOUR FIXTURES - FRIENDUIES : HOME AND
AWAY - MATCH REPORTS : SUBSTITUTION ; NEXT FITURE : PLAYERS : MORALE - FORM : TALENT ; CONSISTENCY
CAPS : AGE : AVMLABILITY : SUSPENSION : INJURIES : RETIREMENTS : SCORED | WORLD RANKING @ SEASON
COUNTER © EXTRA TIME : PENALTIES | SAVE GAME AND PRINTER OPTION : BOOKINGS - SENDING DFFS AND MUCH
WAORE. ONLY AVAILABLE ON SPECTRUM

HECOHDS FI LE COMPATIBLE 'WITH ALMOST ANY LEAGUE TABLE : ESPECAALLY

DESIGNED FOR FOOTBALL CHRECTOR AND 2 PLAYER SUPER LEAGUIE : ENTER YOUR END OF SEASON DATA AKD
T WORKS OUT - BEST TEAMS : TEAMS AVERAGES - RECORDS : TITLE WIkS - HOW MANY SERSONS PLAYED
AND OTHER INFORMATION (THIS 15 NOT A GAME). ONLY AVAILABLE DN SPECTRUM

PLAYING TIPS ALL THE TIPS YOU NEED T WIN AT EITHER

FOOTBALL DIRECTOR. 2 PLAYER SUPER LEAGUE OR INTERNATIONAL MANAGER £1.00

EACH GAME £7.50 ANY TWO £14.00
ANY THREE £20.00 ALL FOUR £25.00

Enclose chegue/P0 and large s.a.e wilh 20p stamp atlached per casselie

& H GAMES

19 MELNE ROAD, STEVENAGE, HERTS SG2 BLL
MAKES THE OTHERS LOOK LIKE THE SUNDAY LEAGUE

FOOTBALL MANAGEMENT

..SKILL...TACTICS...DECISIONS...STRATEGY...SKILL...TACTICS...

E & J SoRtware offer 3 CLASSIC Football Managa-
menit Straiegy Games lor all soccer enihusiasis

Each of hese QUALITY GAMES uses the ful STAR
avallable memo il compuler & 5
PACKED with G MI.IIHEC| FEATURES to make FAL”E

each game the most REALISTIC of its kind!

PREMIER Il : A COMPREHENSIVE AND EXCITING LEAGUE GAME - Can you handle
all of this? — Play All Teams Home & Away, Full Squad Details All Teams, Transier Market
that aliows you 10 buy any player in league'sell youwr players fo any other team, Pre-Match
Report, Full Team and Substitute Selection, Choose Your Owr, Team Style, All Other Teams
have thelr own Style, Mateh Injuries, Match Substitutions, Hall TimedFull Time Scores All
Matches, Mamed & Recorded Goal Scorers, Full League Table, Fixture List, Team Morale (all
teams), Transfer Demands, Oppasition Selec! Their Stronges! Team, Injury Time, Financial
Problems., Maich Aftendances, Bank Loans. 7 Skill Levels, Managers Salary, Change
PlayerTaam Mames, Continuing Seasong, Job Ofters or Dismissa! based on your parorm-
ance, Printer Option, Save Game and MORE!

EUROPEAN 1l : A SUPERBR EUROPEAN STYLE COMPETITION - Enjoy the atmos-
phere of European Cup Tes! - Home & Away Legs, Full Squad Listing, Full Penalty Shoot-
oul (with SUDDEN DEATH), 2 Substitutes Allowed, Pra-Match Team MNews, Full Team And
Substitute Selection, Away Goals Count Doubse, Extra Time, Hall Time & Full Time Scores Al
Tias, 7 Skill Lavats, Disciphnary Table [Sl'lmlrlﬂ%nny MATCH BANMS), Full Results List, Full
Random Draw — All Rounds, Printer Option e PlayerTeam MNames, Save Gama,
EUROPEAN | includes a comprehensive Text Match Simulation with these GREAT FEA-
TURES = Match Timear, Mamed & Recorded Goal Scorers, Comers, Free Kicks, Goal Times,
Injuries, Bookings, Disallowed Goals, Injury Time, Penalties, Sending OH and MORE!

* SPECIAL FEATURE ~ transker your PREMIER Il winneng Side into EUROPEAN || »
Baoth these GREAT games can be played separaiely or as companion games

WORLD CHAMPIONS : A COMPLETE AND EXCITING WORLD CUP SIMULATION
— Takes you from the first warm up Inendlies through the qualibving stages and on to THE
FIMALS! — Select Team From Squad of 25 Players, Select Friendly Matches, Full Home &
Away Fixtures in Qualitying Round, Pre-Match Team News, 2 Substilules Allowed, Discapli-
nary Table, Setect Tour Opponents, Full League Table, Players gan experencecaps as
competition esses, Exira Time, Penalty Shoal-Out, Quarter Final Group, Full Random
Draw, Change Player Team names, 7 Skill Levels, Printer Option, Save Game, Full Results
List, Past Mal‘sh Injury Report, WORLD CHAMPIONS Includes a comprehensive text match
simulation — Goal Times, Bookings, Injuries, NamedRecorded Goal Scorers, Injury Teme,
Match Clock, Sending Off, Penalties, Cornaers, Frea Kicks, and MORE!

All games available for ANY 48K SPECTRUM

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

Great value — Any 2 Games Deduct £2.00
FANTASTIC VALUE - All 3 Games Deduct £3.00

Thesa games are available by MAIL ORDER ONLY
via our First Class Service. All are available for
IMMEDIATE DESPATCH by 1st Class Post
and are securely packed.

From: E & J SOFTWARE, Room 3 |, 37 Westmoor Road, ENFIELD,
Middiesex EN3 TLE
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AN OLI FAN
WRITES

pitiful little boots (and anyone
says its rubbish can loo tarw“:rd?
to a short and painful future). Oh,
Bﬂddﬂl‘lt m"ﬂtmmlw

e

s
mr’l m ‘1 3’! Hr

UNCONVERTED

Dear Lioyd,
Aconversion from the BBC onour
f;p':r:_.trmus? No thanks!" — Mike
re; Time Flight. What an ..-11:1.rl';--
th-vu comment! Just two pages
later the same person raves about
Sentinel, by Geoff Crammond
author of Aviator, Revs and the
anginal BEL version of Santinel
And just for the record, the -_]-t.';im
was by Superior, called Space
Pilot, and | couldn't stand il
aither

Kenton Price, H

e orsham, West

Tn:?_'!fﬂf{:_: get carried away, don't
they? True enough, some great

e bk L e f
games have made it from the BBC
llrzc‘ilrs‘r.:er machines — what abodt
LM

PLAYITAGAIN SAM

I

would like to congratulate Ocean
and in particular Martin Galway,
for providing some excellent title
tunasnt{:- 'shuma of their recent
JEuon. cuch as fop Gon, Cobea
best title tune ever on a spectrum
so far, Shart Circuit.

Before Ocean started to really
capture my imagination with these
excellent tunes, many companies
attempted to produce good sound
with the Spectrum but found it
impossible, given the Spectrum's
limitations, and only a few
burps and hs resulted. Now,
game, | load it up excitedly,

because even if the f
short | know | can look mrt:
hearing some funky new sounds.

Now | have to complain to
best software
company in UK, Elite. I'm certainly
not complaining about the quality
of their games, but | just think it's a
shame that they can’t be bothered
to include a good title tune. I'm
sure it isn't beyond their

capabiles
ere's my Top Five chart
music on the Spactrumt 1

|c.m

There's nothing like a good
furmﬂddndvﬂfua,meng:
Wm_cmaddm

atmosphere — witness the 128
music on Amaurote — actually
more like film music than a tune
b”f” ngﬂﬁmmnmﬁ
charts? CaE re

LM

CARRY ON CRASHING

Dear Lioyd
| want to camment on how the
siandard of software testing and
de-bugging has declined
dramatically over the past few
months. Once, you could walk into
a shop, buy a game and not have
to redurn it to its creator, No more,
| fear. Practically every game
available at the present contains
an error, from a niggling glitch to,
in the worst cases, glaring bugs
which cause the game o |ock Up
inexplicably.

| offer Dandy as a case in point.

Dungeon Three really put the
mockers on my several hours’
wark, A major eror (there's a
similar one in Dungeon Twa)
ensured that it is impossibie 1o

complete  level  twao of < this
dungeon, and thus the game,

. To be fair 1o Elactric Dreams,
they immediately offered me a
replacemant game from thesr
range, and said that the working
Dandy wouldn't be available for
some time. The replacement game
which | selected (Endura Racer,
which also contains a bug-— - ry
pressing the graphics key mid-

race a few times) also arrived
promptly.

But there (s, of course, nNo
axcuse for releasing games which
don't work, | know, as a
programmer myself, that bugs can
be difficult to eradicate, but the
knowledge that they exist should
prevant the company from
marketing the product. All that's
required is a simple few days'
testing (not by the programmers)
and all would be a ot better, Many
grrors could be found in just a few
minutes; and although righting
them would take longer, the end
resull would be a far more
attractive proposition for the
customear. But too faw companies
do so, and isn't this highlighted by

the fact that Dandy is already

available for the Spectrum Qn
another company's compilation
tape —is it still unplayable?

There are worse offenders:
honour must surely be bestowed
upon Superbowl (original version)
which without doubt had mare
bugged features than working
ones, even the revised version has
its problems (whoever heard ofa

two-player game where you'renot
allowed to use two joysticks? -
and the keyboard layout IS
horendous), DT's Supertest still
crashes on the skiing, and World
Caries Basketball still crashes any
tima it wants:

The best software house I've
cama across is Durell, and I've yet
to find even one minar bug in any
of thair products.

Finally, I'd like to say how muech
Crash has improved in recent
months. The new ratings system
{and still the one | tend to go Dy)
and mora colour makes [t the best
Spectrum read on the markat,
Calum Benson, Hamilton,

Lanarkshire

To be honest, I'm not so sure that
de-bugging is any worse (or any
hetter either) than it used to be,
but perhaps with more hype for
gach game these days, you notice
the worst ones more. Whatever, |
fully agree that enough games are
definitely rushed out complete
with bugs, and it shouldn't be

happening.
LM

Fﬂﬂthrd

'va licked through copy
of CRASH 41 andthare:‘rza
couple of items | am not enthralled

.The Video Section.
U siniTsinfancy.Justbecasset
has stopped, it doesn't mean
Roger Kean (blessed be his name)
can add a section from the ili-fated
magazine to CRASH. The section
the e-ins). O'ka'f, sotheyarea
ot i e,
CRASH for. ot
ippa Irving is so an
The mv#qwsshnwﬁt&smnmht
:;::Hﬂat : ;rﬂfnductim there iz
ing about Oxford. Why?
Again, it's nathing to do with
computers, so please stop Miss
Irving. Or is it because you want to
show off? | don't care which but
cease the Oxford crap.
The two cartoon strips are just
. Terminal Man is axcallent,
but iheStory s g e
: :
what | didn:n-’llss. J&trn@eunm:Er i g
absolutely love. Dead 1 think.
| fust hope that Terminal Man
gt by g, g
oon
gm strip but just as
w what you're
now —'but they are ngnfﬂr?ttgfm
computers'. So, they are the
likeable parts which aren't part of
computers, so keep tham.
Welcome back Kean.
Long time no see. He has brought
5%‘?@ ideas with him, like
c Readers Offers, all colour
screen shots, names in criticism
boxes and more competitions.
,don't change the CRASH

mf F is reat
Robert Coller, Leom
Heref ire. inster,

Early indications are that man
m&dmudnmmﬂwwdmmwb};rs,
but it remains to be seen how
widespread the Is. As for
Philippa - Oxford is where she is
(as a student), it's a nice
ﬁ?m-““}'mﬂ‘fshamﬁm

:H"hatjw'mmfym i f
@?mﬂﬂwﬁ?ﬁr
like’, which is a bit of a selfish
attitude Robert, Tsk tsk,

LM




ONLY £5.95  pibds

FOR YOUR SPECTRUM

Diry, dusty deserted Field, in the heart of Rrizono. Soft VAY R
rest the londing dows of the Martian silver ship. " W,
Maony were the cackles of delight from tall and vicious

chickens. Oft strolled through cheery cactus grove went

Zoppo our young hero, showed peacefully contentment

A broken shell of Elephaont Bird across his path become.

His eyes and eors olerted up. His nose o-twitchy roised to

the wind. He sow them leave their silver ship; he sow their mutant hotching. He heard
their evil plans for dogs and beasts. He said, "l shall not fear these fiends from Planet

{-I:EL I
Mars, they are but chickens”. He wished he hadn't for every single chicken turned to E_ w2 o,
where he stood, and hoisted up their fearsome weapons. With nothing left to do, he D B" n 5
« jommed the broken egg shell on his head. The cenfusion reigned for half a tick and ; A AN '

while he ran oway, o thousand Foming bolts of fire burst all around his tall,

AVAILABLE FROM ALL GOOD COMPUTER RETAIL OUTLETS

Software Projects Ltd., Unit 7, Bearbrond Complex, Allerton Road, Woolton, Liverpool L85 75F
Telephone: 051-428 9393 Telex: 627520




Newsfield,
Elgiar: a loyal reader of LM, and
CRASH, | felt | must write ::t:: Bgf,rr?‘g
express inthe stronges
a1 outrage  and deap

asked that.

inkling in issue 4

isappointment  at g:lis::ﬂveﬁng
i"r!-.at. after only four Issu:aﬁf. you
have summarily disposed O yggra
ng infant LM. Ym.; hﬁw?rng é oo
lonker | 18

:I'hﬂal.:r‘nda alEnnst E\JfEFW ﬁn:;s;g&:t
i king fora ’
in London as gware Spi'tt;l.r i
0 between ‘What?' and 1 ¥
g%ea what's happened 10 it this
month, loads of people have

i he

werg going to scrap 1
u.}fm?galiiun you could at least have
Eaaﬂ civil enough to tell your
stockists, this isn't Ludiow you
know. And did you gve us an
' t it was going
to be the last? Did you HELL.}I’G:
gave us a guestionnaire to fillin s_

you could imprave Lm for us

i tion
v there was some indica

fr?;? 'imrkat 1nrceas!‘ werte ;sbr?;g 1:.:;
spravail’. it looks aimost & .
rﬂ:: publication didn’t quite l:-nlng
in the extra dosh yggawarenw sr;m
for and 50 you SuCds
its umbilical before it had bar%ly
had time to stretch. What kindofa
commitment 10 a new p:mduc't?u??
four months for heaven's sake
It's close 1o PATHE_'I"IC.

ct for heaven's sake. If, 8s
p;zd:ay your gales were up In the
}-ragiun of 60,000 | can see no way

readership 10

W justi a wide
u couldn't § WﬁNYBGD"-r’

i i r
[ stad in taking space in you
i — uniess your sales force
was grossly incompetent. G;uen
all that | have said puwmusiy a:';
left with a deep disappolnmtme

has been taken out of our

h::u:!s after only four rssu:;s, Lu"luy;
previously high opinion ?has
candidness and openness
peen battered and | have doubts
about continuing to buy CRASH-
| certainly won't be renewing my

ription.
Euﬁacﬂk forward 10 & a;ﬁwqu:‘H

A thereappear :
Ignp‘vﬁirg Bunce, Edgware,

ell candidness and
Mnn::s :vra relative qualities,
pbviously. Newsfield need ?g;
have said anything amu:m ’
fallure to qec?fep adve g

s :
%U:nl:piuggga{de were naturally
informed of the non-appearance
of the magazine, but you mﬂfnﬁ};
naive if zou think that out o
tens of t uusandsnfnmsagfn .
even 4 renth' Gilﬂ rherg”ﬁgf naw
mﬁi: adugnﬁsfgrfnaﬂa was

and bitterness that the wondrous

published in perfectly good faith,

int. It isn't advertisers
mrﬁgm. but their revenu &
does. CRASH had quité sufficient

i One
advertisers from  Issué
onwards to support its costs. -

As Io ‘eommitment’,  ¥o
remarks are close 10 insulting
{although | can saendym;n rg
obviously upset). Thousa sli.rrtn
thousands of man-hours wen 0
um and some half million
money. | can assure you. i
decision to cease publishing it Was

LM

not taken lightly. _J

LOS

Dear Sir/Madam Lioyd
I've just sat down with a fag in one
hand and cup of tea in the other
and CRASH on my lap (Issue 41),
and read Roger Kean's article on
LM closing down. As an avid
reader of CRASH and Lm, | have
never written to a mag, or a paper
before, but | felt | really should
paint out how Lm will be missed.
Even though it was only around
for a short time it hasg, | balieved,
carved a niche in the market for
th mags. It has had varied and
nterasting  interviews, it has
provided info on pop, spord,
fashion, hobbies and generally
things which interest the young.
There are lots of mags for the
young, | hear you all cry, but not
like Lm. Most of the mags for the
young are usually specialised like
sports, or as in CRASH,
computers. And as for the mags

MAG

they're 99 percent girls mags.

I think it will be missed by people
like me who enjoy a good read. LM
was beginning to igel a cult
following if you like. I personally
think it was a great mag and if it
goes, then there will once again be
a gap in the market, because there
really isn't ani;thbn to replace it.
Thera was nothing lika it in the first
place, it was one of a kind and |
hope it can somehow make a
comeback.

Peter Gagg, Peckham, London

Thank you for those comments
Peter. | can only echo the
staiements Roger made in fast
month's editorial. We're all sad
ﬁf it, but Newsfield is springing

with a new ' \
though ﬂ’sn?n ?hlaﬂg% af
mnpm utars again.

which are not specialised — well

NEW
tape to drive

for optional extra program.

Mos 1-30 only £3.50

GUARAMNTEE (not updates)

TRANSFER PACK 3 — for spectrum

A softwere system to convert many TAPE basad programs to your
DRIVE (no matter what type) + OTHER USEFUL utilities. Most jerky
proirams are EASILY convertad to drive. Pack has at least 7 programs!
INCLUDES MANY UTILITIES (e.g "val" creator, bytes chopper/splitter,
TAPE UTILITY — neede to convert baud rates.) Opus/Beta owners add £1

State TYPE of Spectrum & name of drive when orderingie.g 128k Spectrum
and Microdrive). £11.98 on TAPE (£12.99 on Cartridge — 48k Spectrum only)
(26 if updating)

INFORMATION SHEETS - approx 8 transfers of popular programs, per
sheet - needs TP3, Special offer{wih SAEI —Na's 1 to 20 only £4.50!

MICROTRANS 2b - for m/drive 1o m/drive back-up + easy ERASE, tape
to drive (incl headerless) — does NOT convart programs. Includes

MICROTAPE and RUN programs. Only £3 on tape. £4.50 on Cart. For
any Spectrum.CODE COMPRESSOR - £3.50

Overseas: add £1 Europe, £2 others sach product. SAE for details.
NO RISK| - ALL OUR PROGRAMS CARRY OUR MOMEY BACK

Dear Lioyd

fanzine, which is produced every

Fanzine File section in your
magazine, I've written to you so
ou ean mantion us in the Forum.
& are currently only selling the

fanzine locally and are very

It's called Spiit Screen, from N

A few friends and | have started a

two months. As you rarely have a

anxious to increase the circulation.

M
NEW FANZINE

Clemons, 20 Paddocks Cilose,
Wolston, Warks, CV8 3GW, and
can be obtained by sending a
postal order for 35p along with a
large (Ad) self-addressed stamped
envelope. Please specify which
Issue is required — Issue 1; Jan/
Feb B7; Issue 2: Mar/Apr 87; atc.
N Clemons, Wolston

Consider it done . . .
LM

FANZINE ADVICE

Dear Lio

oyt il gl
issues

fanzines and sudacidadntg write
with a bit of advice for future
editors.

1.  Tobeginwith youmust have
a lot good ideas and
mthusia.?}m, without these

wion 4 far.

2 Vauwn:ed gm%e ﬂgs to
photocopying facilities, copying
the magazine can take an
awfully long time and you may
need to use it often, so it's

t that it be near to yvour
mmgng that the owners do not
L et really stuck ask
the schalgu you could use
theirs.

J. Make about 20 extra copies of

the first isswe and send them to

software houses along with a

polfte letter ex| your

position and requesting review/
preview copies of games for the
mag.

4. An Alphacom 32 printer is very
useful for use with utilities such
as Power Print Il as you can
produce some pretty decent
headings.

good for producing screen
shots for reviews. If you don't
own one then it’s a very good

investment.
6. Letraset is a good idea for
headings titles. It is also

important ygﬂ have an attractive

cover, maybe you could use

coloured paper.

7 Finally, the mostimportant thing

is good publicity. You could

possibly put an advertin the free
classified section of Your
Sinclair. It's also a good idea to
continually send copias to
CRASH, Your Sinclair and
Sinclair User as these three
magazines quite often produce
articles on fanzines. Follow this
advice and you should do
alright.

Our publication costs 85p and is

called TURBO-it's availabla from

5. If you have a Multiface 1t is very

I hope the above advice is a help
to other fanziners, and | can tell
you that anather Fanzine File is

imminant, maybe avan naxt
month.

LM

The CRASH Forum Is your debating column, and any opinions you
have are welcome (though some may be snarled at, | make no

guarantees!). And now it's time to pack up the ol Hermes (1938} and
peddie off into the summer sunset (for summer, read rain). But

before | go, don't forget the address: LLOYD MANGRAM, CRASH
FORUM, PO BOX 10, LUDLOW, SHROPSHIRE SY8 1DB.

40 CRASH July 1987




ON THE
SCREEN!

There really is no rest for the wicked. As if spending

his whole life writing comments wasn’t enough, MIKE

‘SKIPPY’ DUNN now has to look after the CRASH Gal-
Ie;"g. Wonder if he will get any sleep tonight? Probably

not...

V¥V DRAGON

This piece, called, logically enough, Dragon, by David Puddlephatt of Bovingdon, In
Herts, stood out strikingly from the rest. The bright colours he's used add to its overall
effectiveness, butl can't help feeling it looked more graphical in black and white. A nice
picture nonetheless, aven though | have no idea what that white bit at the top Is. (Sug-
gestions on a postcard to Skippy, 1/2 King. . . )

A MORE MAX

Another salection of popular pictures; and I'd aimost dismissed the Max picture betore
I'd seen it—obviously a mistake. Rather than spoil his picture by trying to over-use the
Spectrum'’s limited colour palette, Chris Campion, of London W11, has stuck to the
monachrome with which he has drawn this impressive screen, Presumably caught in
the middle of a mega stutter, both shading and attention to detail are very good, giving

it an aimost digitised feel, and bring seif-acclaimed superstar Max Headroom out to
the full.

WV CANDYPIX

Okay, that's the lot for this month . . . ah, almost forgot, Robin Candy's been bugging
me to put some of his screens in the Galiery. So here are two of my favourites from the
Candy Collection, both strictly monochromatic (Robin being such a purist). They speak
for themselves: Faloo and Vanity.

¥ NAZGUL RIDERS

| must confess that when | read the letter from A Bertrand of Homchurch in Essex
accompanying this cassette, | was a little dubious because he'd chosen subjects which
are very popular among Gallery entrants, However, the quality of the art was very high,
Mr Bertrand's final picture, particularly impressed me —a siriking rendition of The Maz-
gul Ridersfrom J R R Tolkien's superb fantasy work, The Lord of the Rings. As anyone
who's read the trilegy (or who has listened to the recent Radio 4 play) will know, the
nine riders are the servants of the Dark Lord, Sauron of Mordor, and through the pre-
dominance of black, the feeling of evil comes out atmaospherically In this picture.

§
g
5

Rk

Foeh ihe page s recent non-appearan

I've been receiving has steadily decline .
Sitegiih i ¥ declined; if you want the artic :
2 he sgﬁ;uﬁr?es! Here's the deal: you use Rainbird’s mght].'ralsnra?% ki
TUDIO, results on cassette to me, | me-ll:;s'“fy' mrf el
fter , : § ] 285t gach month
and ink jet printed in colour for absolutely nﬂﬁﬂmm' Wt yous pkaies o

NN, C it you want it returnad)
| sHROPSHIFE ;‘;,‘B : DTMHH POBOX10,LUDLOW, " "

'S NOTE TO PREVIOUS ENTRANT
M B e

H to readers who

3
:
;




THANATOS

In Juimagw;muymm:mdnlldrzan Thanatos the destroyer. whaose etermal destiny hies in
confhict with the forces of the underworld. The ﬁn which is wery large and superbly animated, flies, walks,

wwime and burns 165 way through the landscape game feasures fanmstic landscapes with a totally mew
panararmic sorolling action

“Wow' This game s really amazing. stunning, astounding, brilkant! The e on the tide screen s very nice,
but the graphics are absohutely superh.” CRASH, Decomber 1986 (oworall rating 93%)

£9.95 Spectrum cassetoe ]
£9.95 Amuirad cameire, £11.95 Amsvrad disk (£9.95 by mail order)
£7.95% Commodare &4 casmsette, £9.95 Commodore 64 disk

DEEP STRIKE
Ar lass an opportunity (o try your luck the Red Baren and his Mlying crcus of Warld War | flving
i:nTh'l not cnly lets in @ fully armed fighter, but alva gives you contral of the four

your DEEP STRIKE attack force it uses the istest techniques to bring you a ymooth-scralling
I\dﬂhﬂu]ﬂhﬂdﬂummdkﬂn the cockpit = lull calour

“ooafver ‘a few games | really got into it The way you can bomb the ground features (especially churches)
makes the game much more on than il you just had 1o sheot planedOwerall 3 game that you should
come back 1o quite 3 lot in the future " AMTEX, February 1987 (overall ranng 71%)

UM CESETD
cusatte, £1 195 Armsorad dak (£9.95 by muil order)
ﬂ'}‘stamndu'eﬂunuur_ﬂﬂconm-: & disk

scnmtr anoennX, A e

¥

An ali-acuon arcade game featurng imaginatve suate-af-the-art 30 graphecs and uchirﬁ synithessed sound,
There are seven sereasingly more difficult stages 1o the game which starts-out eady endu-up slmest
impasuble. Each stage o sple o three phases © first take 3 space-fighter and blasi your way 1o the next
suation through swarm-mine delences, then free that station’s internal pathways of killer-robots and radicactive
deposis. wo linally reach the remote-controfled main panel which mist be reset within a critical few seconds,

“Ireally ke vhis — o has thres naat mini-games all of which are very pliyible and sddictiveThe % are
really crisp and clear with o beautilul starry backdrop..” ZZAPP, February 1987 (overall rating

£7.95 Spectrum casserie
£7.95 Amsrrad cassetoe, €101.95 Amarad disk (£9.95 hg mail order)
£9.9% Commaodore &4 camette, £9.95% Commaodore &4

DURELL Sales Dept.,
Castle Lodge,

Castle Green,
TAUNTON, TAI 4AB
Som, England.

Telephone: (0823) 54489




FAT WORM BLOWS A SPARKY

Maow lor semethang completely different. You are an mudiow littke wormie boing chased through 3 Sewcisr

Spectrum by croepars in sputniks and crawlers on feets. Defend poursell by shooting burper sparkies a the
- crawhers, and blaster sparkies to take-out the sputhiks. You'll see the camputer board m a smoath-scrolling
30 wewed from sbove, a8 you crawl arcund in search of 3 disk drive on which 1o chone yoursesl.

“Playability and addictivencss are of the highest standard, but s for the graphics - well wh Fuay! A
hhmiﬁaﬂﬂmm this i probably the best | have ever seen” CRASH, !\:;-:nmbeﬂ'ﬂ;
[overall rawng 9

£9.55 Spectrum cassotte only

- :J

SABOTEUR Il - Avenging Angel

A dollowe-up by ehe ofiganal author, where as the Minga's beawtibdl sister, your mission 0 revenge your
farally wounded brocher. The rebely have found that |:ho dak he spele n "SABOTEUR™ also conumns data
toe ane of the dictator’s misile slos. Your ol i toifly m b hamg-ghder, through the m
guards, purras, dogy and radicsconrolled robats, o :&tﬁ {LL tumi wop mrm ape to activate the
misgile’s el comrel Launch i, disable the sloctric parimater fence, thei break-oui by motor-bike. Over
free hundred focationa, threo buildings, underground caverns, intelligent guard dogs and stupid guards.

£7.9% Spoctrum cassetie
r.J ¥ Amsrrad Casette. £11 95 Amatrad dok (£9.95 by il order)
£7 %% Commodore &4 casetre. 0995 Commodare 64 dik

nm -- uﬁw';ﬂu

DERELL

BIG 4
A i of Durell's four snath e« COMBAT LYNX, SABOTEUR TURBO ESPRIT. and
gt K =

'Aﬂﬁmwdmmd “em are wanners. Il you've spenc the kst eightoen monstw beggung,

trying 10 get hold of these tithes, now you can ¢ ﬂﬂlp&mﬂmm-i}umch
beat this mm“[w'm YOUR SINCLAIR. December | 988 (overall rztln;"'nm 1o

‘l-hﬁlum where one title carvies the oshers, the BIG 4 ally fowr b A
EI'H'G. Foe 0 are actially big games

994 Specuruen casserie
£59.55 Amstrad camsette. €1 195 Amarrad disk (£9.95 by madl order)
£9.95 Commadore &4 cassetie (alo on two " £9.95 gach)

MAIL ORDER

All Durell games are also available by mail order, with no charge for postage or packing. Just include a pasl:al
order or cheque made payable to "Durell Software Ltd", along with your name and address, your computer,
and the title of the game you wish to purchase. Your game will be sent by return-of-post. Note: Amstrad
disks are only £9.95 by mail order!




NOW ALSO AVAILABLE FOR SPECTRUM AND AMSTRAD

= _ . | .

7 .
/ B 5 » ' took on the Mutants knowing | was armed
ﬁﬁ \_’/ to the teeth with missiles, mines, torpedoes
as . and more , , , | could even choose where | wanted to

fight! How could I loose? . . . How DID | loose? I've never
[ seenanything ike it . . . they came at me in droves, in
swirling gases, in forms spinning a deadly gossamer
and there were more to come. | know now that one

form of Mutant will never escape a well planned
24 pattern of mines. It's just the bf::_:[,u'nwmg.g_. but |
oA must build the ultimate weapon or I'll HEVER be
x | rid of them all!

"*An essential purchase - miss it and you‘re

missing something special’’ - 2zap

Ccean Software Limited ' \
6 Central Street - Manchester M2 5HS
Telephone: DB1 832 6633 Telex: 669977

¥

=i _"--1I

- |
e N | i
—— = I [
" - T .l‘:i_.li

- — ek M 4

o -

331

COMMODORE
AMSTRAD
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With two major hits to his record, Tau Ceti
and Academy, PETE COOKE remains an
enigmatic figure. RICHARD EDDY went to
talk to him on the eve of Micronaut One being
released by Nexus, and discovered some

facts behind the man.

HEN Tau Ceti burst
onto our screens in
December 1985,
most people had
never heard of its
programmer. We all tend to think
stars are born with a hit on their
hands; and for some strange
reason CRASH credited the
program toa Steve Cocke! (It was
a Smash in the December 1985
issue.)

But in fact Pete Cooke's
pedigree goes way back to 82/83.
Hearing that he was about to
complete a new game for Nexus
called Micronaut One, | decided to
visit the man at his home in
Leicester and find out more about
his work.

Pete Cooke's housaisa modeast
two up/two down in along terrace
in the Highfields district. His
programming area is an upper
room, crammed with computers
and synthesizers (he once played
keyboards in a band). And it was
here on a hot sunny day toward
the end of April that we sat down
to talk, together with lan Ellery
from Mexus, who'd popped over
to see how Micronaut One was
coming aleng.

It can be fascinating the way
programmers who work on their
own arrive at a game design —
which comes first, the chicken or
the ? For instance, where did
Tau Ceti come from?

‘It came from a technical idea, |
suppose,’ Pete began hesitantly.
‘I'd seen Gyron, and for a long
while it had puzzled me how on
earth they did the spheres. It
obviously couldn't be a sprite
because thay didn’t have enough
memary to have that many sprites.

‘| finally twigged that they must
have used a table of line widths,
and | thought about it a bit, then
realised | could split it three
quarters and a quarter, and then it
would look like a shadow.

‘I just went away and played
with that for quite a long while and
got it so that | had the sun In the
sky and the shadow in the right
place. And it sort of came from
that, really.’

lan, who was Creative Director
at CHL in Tau Cetf days,
remembers his first sight of the hit:
'Tau Ceti was this funny little

square that arrived one day with a
harizon and some objects - that's
all there was —just a little square in
the middle of the screen and it had
a line in the middie and some little
boxes.’

it's not always a routine that
gparks off Pete Cooke's
imagination, though he works
from a routine back to a game as
often as the other way round.

‘| generally start by thinking
technically what | would like to see
on the screen, what would look
nice that hasn't all been done
before. You think whether it's
achievable, technically how will
you do it and how could you planit
into a game? If you can't, then
obviously it's a demo and you
forget it —or it pops up later an
when you've worked out how you
can use it.'

With Tau Ceti the light-and-
shade routine worked out, but
obwviously there's a lot more to the
game than light and shade. What
about the setting, and the little
histories?

‘It was all made up as | went
along. | know a bit about
astronomy, 5o | looked around for
a likely location — because the way
the routine works meant it couldn’t
be in space; you couldn't have the
sun above because the line-draw
routine wouldn't work, it would
have to be on the surface of a
planet.

*And | thought 'Right, itcan't be
Earth because it looks a bit barren
for Earth, it's got to be another
planet.’ So | looked round for
nearby stars that might be
inhabited and Tau Ceti had a nice-
sounding name.’

The display looked rather
sciance fictional, with the controls
and the flashing lights — how did
it come about’

*An awful lot was determined by
technical things, really. | thought
‘How fast am | going to be able to
do this?’ Because filling solid
areas of the screen takes an
enormous amount of time.'

Pete came up with a clever
cheat. The problem was sorting
lots of objects into order of
distance first, updating their
positions each frame, and doing it
quick enough to give an illusion of
movement. Using a full screen, or

> Pete Cooke, the man behind Tau Ceti, Academy and now Micronaut One

CRASHJuly 1987 45

>




§> LauncH
BUANE PHUSED, FIRE TO CONTINUE

o b e R

AR

£
=
=

* Tau Celi was this funny little square that arrived
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aven half a screen, proved to be
too slow and homble to play. The
solution was for the display to take
up about a third of the scraen.

But, as Pete says, 'that brings
you to the question of what goes
glsewhere, and the obvious thing
at that pointis o say that you need
some other information in the
game. Then you say "Well, the
game has got to use these charts'
—but they've got to mean
something if they're filling up half
the display area, so you haye a lot
of things going an that you need
the charts for . . . and using the
charts doesn't take anything like
as much time as it would to
copy the top twao thirds of the main
display down.’

So technical restraints actually

helped Pate design much of the
?amapkayin Tau Ceti. But with the
ollow-up, Academy, Peta
seemead to have overcome even
those restraints,

‘It used a lot of similar routines,
but essentially | rewrote it all,
because it's amazing how much
better you can do things in a year,
For instance, in Tau Ceti you've
got the list of objects and,
because thare's a lot of things they
can do, | needed 20 bytes for each
one to tell it various flags about
whether it was running away,
whether it was shot, whether it had
a door and so on,

‘At that point it started to
become fixed = | had all tha
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routines to step through it and sort
it, and al the end | found I'd lefl a
byte unused. Well, you just say
‘Sod it', it's just not worth it; to
times it by 20 is not too difficult
{times by four and add one and
then times by four again, which is
all guite easy SHIFTs and ANDs),
but to times it by 18 is actually
slower, so it'sbettertobe 20 long.
"I wanted it to be 16, just four
SHIFTs, but given that it wouldn't
fit, it was worth throwing that
space away. When you start you
don't know what it's going to need
at the and, you're always
guesstimating along the way —
*How much space is that going to
take?' You think about how much
memary there is and think “Well,
the code is going to be roughly this

*“‘Having moved to Nexus, | thought it would be
better to do something different, and yeah, | was
bored with doing another Ceti game."

much and the data has gottofitin
that much’.

‘Continually, as you're working
along, you're thinking 'Maybe |
can compress a bit of it
somewhera’, or 'I'm going to have
io rewrite the code to save some
space’. Second time round, of
course, J‘Du'w got the hindsight of
having done it and knowing that it
fitted in this much space. It saves
a lot of fiddling, so that speeds the
game up.'

Was that why Academy turned
out much more of an arcade game
than an adventure?

Yas. | mean, the code's more
efficient. There's a couple of basic
things | did that speeded it up an

awful lot that | should have

done in Tau Ceti. | spent a lot of
time: optimising Ceti routines, but
it still scanned every object, every
frame, to see whather to draw it

‘But | flagged each one based
on a field of view, so if you flag
each one in that area, once each
pass-round, then you know it
couldn't possibly get from there ta
there in the 15 times round, and
you've eliminated most of the
processing straight away. It's
itTT?diataty 60 per cant faster for

at.

With the experience of Tau
Ceti and Academy behind him,
Pete might have drawn heavily on
the same routines for his next
gama, Micranaut One. But . , .

'No, basically | ditched the lot. It
works in a totally different way. It
got to the point where | thought |
could do another 'safe’ game, but
it gets less challenging after a
certain point.

‘And there was the move to
Mexus — | thought it would be
better, having moved, to do
something different. It wouldn't
annoy CRL as much, for certain,

simple, and stuff like 3D

Tunnef with attributes just didn't
work, so it had to be fast, and the
way to do that isn't to draw solid
shapes all over the screen, but ta
find some way of working out
which areas you can see and
which you can't, and just clip the
lings to it

‘It looks about four sections
ahead and then it simply stops.
After about two sections it stops
drawing the floor because that
looks cluttered and horrible, you
just get a black mess.'

At this point we paused, partly
to look at Micronaut Cne (for last
month’s CRASH preview), and
partly to go for lunch at the local
Indian. Over the poppadoms |
asked Pete about his background,
and how he got into computing,

Is there a dreaded ZX81 skel-
eton in his cupboard? Laughing,
Pete admits it all,

'l used to be a maths teacher,
you see. The whole thing started
when | was teaching - | got hold of
aZx81in 1981 and then a
Spectrum andtook itup as a
hobby. | ran a little club for various

““| got a lot from Urban Upstart - it sold a lot and
kept selling. But after that the market bottomed out
for adventures."

and it would look a lot better, and
yeah, | was bored with doing
another Ceti game.

‘In fact, I'd got another one
sketched out which was going to
be a bit like Psyiron, in that you
wera defending something. But |
didn’t think | could make it
different enough using the same
sort of display, and I'd long
wanted to do something with -
tunnels, cos there's been a lot of
things attermpted but they haven't
quite worked, right back from New
Gen's 30 Tunnel.

'There's |, Of The Mask, which
again looks stunning, but actually
it was just a set offrames — it must
have been because you couldn't
actually do anything in the tuninels
but go forward and back.’

Did Reaitime's Starstrike
il help?

‘It gave me a few ideas, but it
suffered awfully from being a
subsection in a larger game, |
looked at it and thought ' The big
problem is junctions’, and that's
what none of them had, cos you
can't do them that way. Drawing a
tunnel is a doddle — it's faur lines
converging to a vanishing point,
and you just move it around. But
branching tunnels is totally
different, and | spent ages thinking
about it.”

Needless to say, Pete cracked
it. Micronaut Cne's routine has a
list for the tunnels; it starts in the
section you're in and says "that's
the visible window at that tunnel’.
Then, using what he describes as
a ‘recursive descent’, it stacks
that as the visible window of the
screen and looks to the next two
seclions, gets two visible
windows, and down it goes. By the
time it gets to the far section it's
got a tiny window and then it clips
all the lines to that window.

'Effectively what happens,'
says Peta, 'is that the program is
doing hidden lines, but not having
to actually draw solid surfaces —
s0 it's just lines, which means it
can be very fast. | thought
Starstnke Il was too slow and too

of thekids sortof 14, 15, whowere
dead keen, and I'd bring stuff
along I'd done and say 'Have a
look’, Eventually some of them
turned round and tald me | ought
to sell them. They just hassled ma
till | sent one off, and it got
snapped upand fromthenon ... "

Pete knew very little about
programming — just what he'd
picked up doing his maths degree.
He played around with BASIC, and
started learning machine-code
routines. But what was that first
game he sentoff . . . 7

‘Invincible lsfand.’

Invincible Island? The Richard
Shepherd adventure? So long
ago! And indeed CRASH Issue
One's LIVING GUIDE does credit
Pete Cooke with the game's
authorship.

He followed it up with another
adventure for Shepherd, the well-
loved Lirban Upstart.

Was he well paid for those early
efforts?

‘Yes, | think | was, Compar-
atively, it hasn't gone up a
lot since then! | got a lot from
Urban Upstart - it sold a lot and it
kept selling. But after that the
market bottomed out for
adventures, though | did a couple
more for Shepherd . . . one was
called Inferno, based on Dante's
Infarno.

‘It was interesting, but it was a
bad project to get into, it didn't
work as | had wanted it to. The
constraints of the book were too
muchinthe end. For an adventure
it became very linear.

‘Theother | wroteon the 64, Up




A Gum Tree. It was the best
adventure | did.'

He'd packed up teaching to
become a full-time programmer -
but, having earned lots, he spent
sixmanths on UpA Gum Tree and
got just £500 for it.

'| thought I'd batter look round
forajob. | gave up work at exactly
the wrong point — when the real
drop-out came.’

But he did another project with
Richard Shepherd — Ski Star 2000,

'Fighter Pilpt had been out long
befare then, bul Ski Star was the
first 3-D vector-graphics game
that wasn'ta Battlezone oraflight
simulator. You could design the
courses and pick things up and
drag them with this cursor stuff—|
think it was one of the first games
to use icons as well. | scrapped
icons after that — they're terrible.

'I've played too marny games
whera it's "What's this icon doing
then?' In the end language is the
best way of communicating we've
got, sowhy don'twe use it? I'd like
lowrite a game with no words in it,
somathing that's so transparent
you don't have to use language at
all.

‘But | don't think that the in-
between ground works —you have
aweird mishmash of these wiggly,
squiggly symbaols, They've put me
off the Atari 5T a bit. | keep thinking
I'd like to get rid of this and get a
good on-line interpreter back
where you can do things quickly
rather than having to wander
round endlessly.’

After Ski Star 2000, Richard
Shepherd went under and
disappeared from the software
world, leaving Pete as a struggling
freelance without a software
house to market his games. Enter
lanE Har¥ and the company he then
worked for—CRL. lantakes up the
stony . ..

‘I got this little cassette,' he
recalls, ‘through the post with this
little letter (adopting kiddie’s
reading vovce) - 'Dear CRL, I've
written this game called Jackknife,
which is a lormy-driving simulation.
From Pete Cooke' — and |
expected 'aged 13% after that,
The first one didn't load. He sent

SOFTOGRAPHY

INVINCIBLE ISLAND 1983 Richard Shepherd
A pre-CRASH text adventure set amongst a primitive tribe which may ba hiding
treasure.

URBAN UPSTART 19284 Richard Shepherd
Reviewed CRASH Issue 3 (April B4) page 3
Street cred text adventure with graphics — get out of horrid Scartharpe and live,

INFERNO 1984 Richard Shepherd
Reviewed CRASH lssue B (September B4) page 71
Adventure based on the book by Dante. Every location had & simpla graphic.

UP A GUM TREE 1984 Richard Shepherd
Commuodore 84 adventure

SKI STAR 2000 » Richard Shepherd

Reviewad CRASH | 14 (March 85) page 120

Debut appearance of icons for the piste deslgner in this first non-Battlezone
vector graphics simulation.

JUGGERNAUT 1985 CAL

Raviewed CRASH Issue 19 (August 85) page 118

Almost a simulation, as you truck heavy goods on long arficulated lorries
through narrow town straets.

TAU CETI 1885 CRL
Reviewad CRASH Issue 23 (December 85) page 86
A Smash for this complex 30 arcade-strategy game set on a hostile planet.

ROOM 10 1886 CARL
3D Ping Pong game, which only came out for the Amstrad.

ACADEMY 1887 CRL
Reviewad CRASH lssue 36 {Christmas Special BE) page 179
Another Smash with tha follow-up to Tau Ceti

MICRONAUT ONE 1987 Nexus

Reviewad this ssus . . .

me another and | still thought it How did Pete come up with the

was a kid sending me a program. |
loaded it up and | saw what was a
very original game — | wasn't sura
how commercial it was, but it was
still very playabie.'

The game was, of course,
renamed Juggernaut —
presurnably a more commercial
title.

#  CAL's ex-Creative Director lan Ellery now

performs much the same function at Nexus.

Ian is responsible for designing Pete Cooke's graphics. -

weird idea?

‘I'had a mate,' he says, ‘a
mechanic-cum-car buff, who
wanted to be a long-distance lorry
driver, He saved up for this £100-
a-week course, went away to
Birmingham on it, and came back
having failed it. The problem was
reversing = it's impossible,

‘1 thought about it and played
with little models, and it is a bit
strange — when you push it one
way it goes the other and it just
buckles up.

‘There seemed to be an idea in
that, and it gradually
metamorphosed into a game all
because he said how difficult ft
was lo reverse an articulated lorry.
| put loads of stuffin about ferrying
freight around so you didn’t have
todo too much reversing. But that
was essentially it.'

Juggemaut wasn't a
commercial hit, but it covered its
costs sufficiently to encourage an
Amstrad conversion which Pate
did himself, and fire CRL's
enthusiasm for Tau Cety,

In between Taw Ceti and
Academy, Pete did Room 70, a
Ping-Pong game, on the Amstrad.

‘I wanted CRL to put it out as a
budget game and they waouldn't. |
said it ht to be around £4 cos
that's what | thought it was worth.
| did it on the Amstrad because it
was a chance to use the colour
display —you can have a coloured
floor and a coloured ball over it
without attribute problems. it's the
simplest game there is.’'

Finally, the time had cometoask
the Big Question — why did Pete
move from CRL to Nexus?

'l like Clement Chambers, the
boss of CRL,' says Pete carafully.
‘He'sanice bloke and | get on well
with him, but the reason | joined
CRL was an advert that lan Ellery
put out, and the thlng that worked
at CRL was me warking with lan.

'Essentially it wasn't much todo
with Clement. Clement would
come inand ask how things were,
and he'd be pleased when the
product turned up. But it wasn't
Clement who'd seen the demos
and sean what the potential was.

‘When lan left CRL | thought
"What I've got is a fairly good
relationship with Clement, but it
isn't a working relationship'.
Obviously lan, who had gone to
Nexus, was interested in working
with me again as things had
worked out alright before,’

Perhaps lan enjoys working with
Pete because he delivers




programs on time . . .

I'm al late, but never
terribly ' Pate replies,
laughing.

‘If there was ever a wait it was

agreeably.
r been six months
can'twhenyou'n
ause there's no .
you know—ifit'slate | don’t

any arcade
n't think of any
tlike the philosophy
wem — the philosophy of
k buck—and games | play
e that. My favourite game
/5, and it took me six
ck it. Now that isn't
ar on an arcade

ramming teams on
, | think they're
ic Higners, and
ook
any f

, very pretty’, and
oving and thay all
in diagonals and | thought
'‘Oh no, why?' It's a trivial thing to
k-up table and a shallow
y it looks realistic rather
g off walls.'
C work with anothar
ammer, but a graphics
an't draw so
s@ has to do it, and
that's lan.’
And what's next after Micronaut
Cna?
There are three ideas waiting in
: One's about nine
I've got a routine
lid 3-D. fyou say 'Let’s
2ed to doupdates ten
cond”’ —say something
dicnight, where the
siow but is
could do an
3-D display
and you could
ose it could

: gain in first-
N parspecti
ond onmy list, | suppose, is
naut One for the
MNexus really want

A q
Atari ST, whic
me to do, I'm looking forward to
lzarning the 68000
'And the third on
simpleidea—| don'tk
ould give it away. It's a shoot-

5 quite a
w whether

can ha
sean plotur
sunset — imagine shadows of
rocks and boulders actually

: , zapping things. It's
something simple like that.’
“Tobe written in coffee breaks!’
lan retorts.
‘It baffles me that there's so
y " muses Pete. 'I've got
nd millions of gama ideas
round waiting for
:] )y land on. I've never
itdifficult thinking of ideas—
it's maore difficult limiting tham.
Picking and choasing, | suppose. '
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Get ready for

MICRONAUT ONE, and
WIN a PHOTON WARRIOR
KIT Worth £ 1 50 ggi?ez:lﬁﬁ;l;tazxus!

this great big parcel, addressed just to me:

Excitemment mounted as the last piece of smooth brown paper
fell away from the brightly-coloured box toreveal . . . asplendid
Entertech Photon Double Warrior Battle kit worth £150.

Mike and Robin grabbed the most, and within minutes they
wera dashing round the nearby Garden Of Rest phasering each
otharto death, disturbing idyilic Ludlow with the electronic howls
from their helmets.

Of courseit’'s always left to Comps Minionstoclear things up,
and |I've carefully packed the gear away again, good as new. Now
it's first prize in this Nexus competition based on Pete Cooke's
Micronaut One,

Wearing your Photon Warrior gear, you can almost imagine
you'ra a science-fiction film hero — and that's the subject of the
questions below: science fiction and its heroes (and baddies). P
The winner gets the Photon Double Warrior Battle kit (containing
two Photon Warrior helmets with flashing lights, electronic sound
transmitters and infrared-beam receivers; two chest modules
with internal speakers, light-up 'hit’ indicators and phaser
power-cord hook-ups; and two Photon Phasers that fire invisible -
infrared beams and emit synchronised sounds).

Hera's what you do: from the clues below, work out what
words fill the 13 lines using the vertical column of letters thatspell §
Micronaut One. Where there's more than oneword onaling, the |
blank space between the words counts asaletier (as you can see' Ji
betwean Micronaut and Onel. -

You can cut out the competition or, if you prefer, simply write %
down all the words on a postcard or the back of a sealed
anvelope and send it to MICRONAUT ONE COMPETITION,
CRASH, PO BOX 10, LUDLOW, SHROPSHIRE SY8 1DB, to
arrive no later than 30 July.

Don't forgaet your name and address! The first comact antry
drawn wins the Photon Double Warrior Battle kit and a copy of
Micronaut One (which will be reviewad in CRASH nextissuel; the
next 20 drawn receive copies of the game.

CLUES

Line1 H G Wells's chronocar (2 words — book, film)
Line2 Singular of the sequel (film, game)

Line3 Invasion ofthe. .. (2 words —film)

Line4 Paranoid Android (book, TV)

Line5 007's Lunar gardening implement (book, film)
Line6 Space Pilot of the Future (2 words — hero, game)
Line7 Thelast... (film)

Line8 Who you gonnacall . .. ? (film, game)

Line9 (5-4-3-2-1-they're GO (TV, Eam&}

Line10 Beam me up . . . (2 words — TV, film, game)
Line 11 In the 25th century (2 words — hero, film, game)
Line 12 Vangelis was game (film, game)

Line13 A mixed-up Laked (TV)
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¢ .« SPECIAL OFFER
MEMOTECH MTX512

O .+ MONEY-BACK GUARANTEE
LK IF GOODS ARE RETURNED WITHIN 21 DAYS
& READY TO RUN
{3‘0 JUST PLUG IT INTO YOUR TV & CASSETTE PLAYER
o
<

£49.99
RRP £199

+ £5 P&P

COMPLETE WITH POWER PACK @ CASSETTE LEAD
® UHF/VHF TV LEAD 3 TAPES @ FULL INSTRUCTION
MANUAL THAT'S EASY TO FOLLOW

TECHNICAL OVERVIEW

Hardware

Housing

Black anodised brushed aluminium
extrusions.

Keyboard :
Standard QWERTY layout, with 79
professional quality, full travel typewriter
style keys. Twelve dual purpose keys are
arranged as a separate numenc pad which
also contains cursor contral and editing
keys. In addition, there are eight
programabile function keys (which give 16
functions with shift)

CPU board

Zilog Z80A CPU operating at 4MHz
64K of user RAM plus 24K of ROM
Video display processor with 16K of
dedicated RAM

Video board for television and sound
signal encoding

Real Time clock

1 WISH TO PAY BY VISA, PLEASE

CHARGE TO MY ACCOUNT

MY CARD NUMBER IS (130R 16 DIGITS)

EIAENDACSHARET SN

LIMITED NUMBER AVAILABLE

Signature
SO GET YOUR ORDERIN FAST ™ =X
E PLEASE INCLUDE
MNAME i CUANTITY . T E5 PEP FOR EACH COMPUTER
ADDRESS : Lo B PRIGE: e e i iy
= " MAKE CHEQUES PAYABLE
..... oAl TOMAILFAXLTD, 29 COPSE EDGE,

BARHATCHRD, CRANLEIGH,

SURREY GU6 7DJC TEL: 0483 278068

“
PROTECT YOUR PRECIOUS SPECTRUM
WITH A COSY, TAILORED
COVER ALL FOR LESS
THAN THE PRICE OF A
COUPLE OF BUDGET,

GAMES!

R N N B I e

DEAR AUNTIE AGGIE

| want to protect my Spectrum, so have ticked the box next to the type
of computer | own and enclosed a cheque/postal order/wish to pay
by Visa/Access. I'm not sending you cash and have completed my
name and address in my best handwriting . . . Send me my cosy
cover right now, please.

[[] Rubber- [ ] Spectrum 128 £3.75
Keyed model £3.00
[] Spectrum + £3.25 [] Spectrum-+2 £4.00
lencloseE......... :
Nams Accidents will happen, but the best way
................................................................................................. to avoid them happening to your
ﬁddress --------------------------------------------------------------------------------------------- SP‘EE’;TUEI j.S to wWrap it in its VEry owm,
............................................................................................................ purpose-designed dust cover,
............................................................................................................ Up in CRASH Towers, the reviewing
sl R team has to be very careful to ensure the
Spiky Haired Ones from ZZAP| don't get
PLEASE DEBIT MY VISA/ACCESS ACCOUNT £ the chance to dribble Cherry Coke and
splatter sarnie crumbs all over the keys
| wish to pay by Visa/Access (delete as applicable) of their Spectrum Reviewstations. Part
of my Minion duties involves keeping the
Signature Expiry Date office computers clean and tidy - and it's

Please Charge My Account No:

AUNTIE AGGIE’'S DUST DEFEATERS,
PO BOX 20, LUDLOW, SHROPSHIRE SY8 1DB

no good trying to get biccie crumbs out
of the back of a ZAPPed Spectrum with a
vacuum cleaner, nor is there any point in
asking Mummy Minion to pop a
Spectrum in with the washing up!
Admittedly the Spiky Haired Ones may
not invade your games-playing zone, so

why do you need a high-quality,
gubbins-proof, double-seamed
Spectrum cover complete with a CRASH
logo to dress your Spectrum up in?
Simple. ZZAP! reviewers may not inhahit
your home, but there might bea dog . .

a little sister maybe? A cat? A littls
brother? Parhaps you don't have full
control of your elbows 24 hours a day,
and have been known to tip over a can of
pop ot & cup of tea?

A CRASH Spectrum cowver is just what
you need to protect your faithful friend -
and the covers we have on offer are super
high quality. Get the power of a CRASH
Computer cover on your Spectrum's side
[well, top then). Order ons now! You
know it makes sense .
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If you're worn out bzlllhn -
struggle for wealth in Firebird's
Mcg\ngbucks. here's a solution |
prepared earlier and baked in
the oven until it was golden
brown - or rather Michael Wardile
from Whitley Bay, Tyne and
Weardid...
w Pick up and use diamond, drop
diamond, left, pick up and keep
notes, left, notice alarm systemon,
quickly go left, left, up. Quickly
pick up and use, then drop, pick up
the alarm switch. R, pick up bell
clanger, right, pick up torch, up,
ﬂﬁ up skeleton key, down, left,
. down, left, pick up pass, right,
up, use pass. (B%)
= Down, left, left, pick up gauge,
down, E»hck up torch, up, left, left,
up, pick up phonacard, up, right,
pick up battery, nght, pick up crow
bar, right, down, down, right, drop
up crow bar and skeleton key, left,
left, down, pick up torch, use
battery, pick up torch, up, right,
ight, up, up, right, pick up shears,
left, down, down, right, n'%ht, right,
pick up wreath, right, right, right,
right, use shears. {(16%)
= Right, pick up church key, right,
right, right, pick up and use boots,
right, pick up and eat apple, drop
up core, right, use church key.
(25%)
= Right, pick up beer mat, right,
right, use wreath, left, up, left,
right, up, up, pick up cheese, up,
use clanger. (34%)
w Down, down, use phonecard,
down, ring 59112 (tower), pick up
attic key, r';?ht, right, left, down,
pick up coffee, up, left, use
honecard, ring 16349 (Main
sion), left, up, up, right, up,
left, drop up coffee, up, use attic
key. (40%)
= Right, right, pick up and use X-
ray specs, left, left, down, left, left,
left, pick up CD, up, down, right,
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We may be suffering from that well known disease SSSP, Summer
Software Slump Period, (or BEPECOMWOSS as it's better known —
Before the Personal Computer World Show Syndrome), but there's
no shortage of Playing Tips, I'm glad to say. Add to that a large map
of Auf Wieder s ehen Monty plus a neat job on Rasterscan, and what
you have is a feast for the eyes . .
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MEGABUCKS

right, right, use CD. (49%)

w~ Pick up CD Walkman, use CD
Walkman, left, pick up and use
pills. (52%)

= Right, down, left, down, down,
right, use phone, ring 59112
(tower), right, pick up chemistry
bit, left, use phone, ring 16349
(Main mansion), drop chemistry
bit, use phone, ring 38312 (Pub),
right, pick up biscuits, laft, left, use
beer mat. (56%)

= Up, right, pick up picture piece,
left, down, right, use phone, ring
16348 (Main mansion), pick up
chemistry bit, left, up, right, use
picture piece, left, up, left, use
chemistry bit, left, up, right, right,
use biscuit, drop biscuit, pick up
and use coffee, (67%)

= Drop coffee, right, down, left,
down, down, right, pick up crow
bar, right, left, left, left, down, pick
up and use torch, right, pick up
peg, use , right, down, right,
right, right, right, down, pick up
paint brush, right, right, right, right,
(go through frazzler), right, up,
right, quickly eat some cheese and
use the crow bar. (77%)

= Drop crowbar, right, pick up
dynamite, right, use dynamite,
pick up control robat, right, left,
left, left, down, left, left, left, left,
use phane, ring 68495 (Church),
down, down, down, dawn, use
control robot (85%)

= Right, pick up safe cracker, left,
left, right, up, up, up, up, use
phone, dial 16349 (Main mansion),
left, up, up, left, down, left, use
safe cracker, right, up, right, down,
right, use brush, (92%)

= Eat cheese, left, up, right, up,
use secrat key. (95%)

= Right, pick up video tape, left,
down, left, down, down, right, use
phone, ring 38312 (pub), use
phone at pub, ring 58629 (Office),
use video tape. (100%)

ARKANOID
CORRECTION

Another small botch last month,
I missed off a line of data from
the Arkanoid POKE routine,
Thanks to someone who forgot
to sign their name from

w ing, Sussex for the
correction

1290 DATA 166,131,33.0.0

DUET

Roy Goodall came up with this
infinite health hack for Duet, the
seventh game on Elite's Hif Pak.

5 REM DUET
6 REM BY ROY GOODALL
7T REM CRASH JULY 1987
10 CLEAR 24999
20 LOAD" "SCREENS
30 LOAD“"CODE
40 POKE 44114,0: POKE 46185,0
50 CLEAR 24229
60 RANDOMIZE USR 25009

CYROX

Paul Wells thought he ought to
invent a pseudonym for his
hackin? alter ego. After
struggling with the likes of Brad
Majors, g Felix and The
DBase |l Hacker, he finally
decided upon . .. Paul Wells:
and produced this infinite lives
hack for Cyrox and a Samurai
infinite buying hack.

CYROX

5 REM CYROX

& REM PAUL WELLS

7 REM CRASH JULY 1987
10 CLEAR 30000
20 LOAD" "CODE
30 POKE 50187.0

SAMURAI

5 REM SAMURA|
6 REM BY PAUL WELLS
7 REM CRASH JULY 1987
10 CLEAR 24099
20 LOAD" "SCREENS
30 LOAD" ""CODE
40 POKE 41889,0
50 RANDOMISE USR 38300

SABOTEURI

The codes up to level eight were
printed last month, now here's
the final code for level nine, with
great thanks to Stuart Edmonds
from Basingstoke and Matthew
Pierce (who would like me to say
hl-?ﬂl':n t.o his Grnmrl.lﬂ.l:anﬂtllrirﬂn.
‘Hello’.) Anyway, r all that,
the can is SATORI.

SABOTEUR I

The codes and the map were
printed last issue, but to round
off the trilogy here's the POKEs
for infinite time and energy
supplied by Haxsom . . . You
know who.

10 REM SABOTEUR I

20 REM HAXBY HACKERS

25 REM CRASH JULY 1987

30 CLEAR 25099

40 LOAD" "SCREENS

50 LOAD" "CODE

60 POKE 371220

70 POKE 61340,201

80 RANDOMIZE USR 25100

ANFRACTOUS

If you couldn’t be bothered to
type in the listing from a while
back (lazy so-and-sos), here's a
quicker way to become a hero
thanks to Mark Gibson from
Crewe in Cheshire. Simply hold
down the A, N, D, and Y keys at
the same time. Easy huh?

MARIO BROS
CHEAT

Heya, Mario! Yawanta do-a bit-a
better on de Mario game den
follow dese-a teeps from S
Chinnock and M Bunney from
Mid-Glamorgan, South Wales,

First go to A and kill the turtle
which passes X - your score
should rise automatically.
Remember to dodge the fireball.

Stand on A and wait for the
next phase, watch that fireball
again.

Note: This only works in two
player mode, if one player's
game is over repeat the first
cheat. The player previously
killed reappears at X.

INTO THE EAGLES
NEST

Matthew Deéxtes has been
fiddling around with the high
score table and come up with
these little gems. in the
codes when a high-score Is
achieved.

DAS CHT = infinite hits

DAS NME - no enemy

DAS MAP - for map mode

MAP OFF = switch off map mode
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A WARM
NORTH FRONT

This is the BBC; and now it's
time for the monthly instalilment
of the Adventures of Jon Morth.
In this episode Jon gets raided
by some stars, knuckle busted,
munched classically, gets to
grips with some ducks,
rasterscanned and ends up
going ghost hunting. Will he

, do you really care? Tune
in next month.

STAR RAIDERS

ﬁ} L'a.ﬁ- "i downe Lnne._ Ch.;rﬂnn-. .Ll:m dm;
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KNUCKLE BUSTERS

MERGE" " inthe loader, enter this
line and RUN.
35 POKE 359991,0

CLASSIC MUNCHER

MERGE" "' in the loader, enter the
poke and RUN. 65 POKE 30532,0

RASTERSCAN

35 POKE 39237

GHOST HUNTERS

8!
S I. :EI REM Ghost Hunters
s : 121 SE:: by Jon North
o CRASH Juy| 1 l
.; 20 LDAD""CGDE P
.Il 30 FOR F=23354 TO 23360
o 40 READ A:POKE FANEXT F
: ! 50 RANDOMIZE USR 23295
.: 60 DATA1?5,5 i
1 70 DATA 69,178

[ 1]

! 10 REM Howard Jh:hﬂuck e
e' 11 REM by JonNO . 2
-"1 12 REM CRASH July 198 1.

:gg !;%A A: POKE F,ANEXT F ‘e
0} 50 DANDOMIZE USR65024 e
®! [ DATA175,50,126,223.19 .

]

o 92
.'Ilg{} DATA 248

ALIENS

Thera's some places in Playing
Tips youdon'tgoalone . . . unless
ou've got this mini-tip from Greg
chim with you,
When under attack from an alien

and in a position where you are
unable to shoot, press P three
times and quickly select another
character. Then return to your
original character and you should
be able to get the alien second
time around. Neat huh?

4
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6 REM By THEFERRET e
o 7 CF{ASHJULYTQE? o

o/ 10 CLEAR 30274 e
.rr 15 LGAD“"SCHEEN$ e

®i 20 LOAD""copE
30272
®i 25 POKE 39200 /®

We haven't heard from The Ferret for quite some time, but I'm
delighted to report that he's back with a ven nce waving this
for lives and power for Jock and the Rings, and
Rasterscan infinite power.
. 2 =
I i 5 REM JOCK AND THE T i
. o IME RINGS
| o! 6 REMBY THE FERRET o
_ e 7 REM CRASH JULY 1987 /0
| o' 10 CLEAR 24575 .
| o' 15 LOAD" "SCREENS Y
o120 LOAD""'CQpE @
125 POKE 57547,0:POKE 57548,0  lq
®130 POKE 57547.0:POKE 56101,0 .
(135 RANDOMIZE USR 58604 o
el
L RASTERSCAN DRAGON’S LAIR
> REMRASTERSCAN  1e]| CORRECTION

Lordy me, something went
hideously wrong with Phil
Churchyard's Dragon’s . Lair
POKE routine when it went
down to the typesetters. So to
improve your bad humour over
the mistake, here's what line 50
should have read:

: ; S0 RANDOM;z

50 FORI=1T0O 9:POKE

e
E
USR 32 7688 2767 +1,(AS():NEXT |

SENTINEL

i Firebird’s mind challenge has been giving you a few headaches,
l'nsrr:u:| are a few useful codes from Jesse Hickmatt from Bellingham,
London.

Level Code Enemy 0060 55361541 6 Sentries
0006 3741 8839 Sentinel 0070 73891540 2 Sentries
0007 57955812 Sentinel 0088 45039484 1 Sentry

0013 74274656 1 Sentry 0098 50194977 4 Sentries

0014 51038918 1 Sentry 0126 65280897 4 Sentries
0015 85754839 1 Sentry 0164 50278879 2 Sentries
0021 53766718 2Sentries 0186 87946484 1 Sentry

0033 47216743 Sentinel 0203 18755676 2 Sentries

ACADEMY

At last! It took long enough, but

those Indust

gandn Ve
d: infinite 25, infinite
5, infinite flares, infinite
i F it have : mbs, infinite fuel and
achieved it. Yes, Academy has infinite shields

ACADEMY
' ;g EE'F:: BY THE HACKERS FROM HAXBY
I 25 REM CRASH JULY 1987 :
EAR 65535
o, ig Ecljn F=50000 TO 50034: READ A: POKE 1@
e FANEXTF is
®i 50 DATA 205,86,5,221,33 '
®. 60 DATA 202,92,17,255,265 7
® 70 DATA62,255,55,205,86 'e
® 80 DATA 54,33,115,19517 e
®| 90 DATAD0,96,1,30,0 ‘o
® 1100 DATA 237,1 ?s.gg,?g,gg i
ATA 104,03,195,14, o

:1 1;3 EATA FOR N= F TO 1e9: READ A: IF |
o  A<>999 THEN POKE N,A: NEXT N .
| 130 DATA 175,50,172,174 |
o' 140 DATA 175,40,208,174
' 150 DATA 175,50,250,174 s
® 160 DATA 175.50.31,175 .

®! 470 DATA 175,50,165,173 1
®| 180 DATA 62,201,50,152,197 P
®! 130 DATA 195,0,91,999

’
F
/

e T

.
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AP- AIRTORT
BA- Bacon
Br-Beer

Ch -CHEE<E

Cl-Cruock
L/‘ Cr-Ceown
LP-L.P

.&.

KEY:

A -Ala Ticker M -
Me -
MG -
ML -
CH-CHeFs HAT S| -
SW-
To-

Mongy
MamDoR s CAPE
MaciinE LN
Monie LisA
Sk LiFT
Sterewic, Wues
TooLs

u - ToLIPS

F -Foneer W
Fo -FroTeAL X-

AVOID!

- Wing Bonoe

Exma Lire

i (7

USEFUL!

e Wakk Ursme Topn!
WALk TuRoua !

] £ Bank  Sieiss E  Imls :
. Mﬂ jcaly FERRAD o IM‘IIH fugoiiar,
mt 1r%.

N

(OMPILEP BY PAUL PAYSON, HARLW

>
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e, 10REMARMY MOVES '
e 20 REM BY THE HAXBY HACKERS e
ei 25REM CRASH JULY 1987 P
e, 30CLEARG5535 P!

o 50LETTOT = O:LET HAXPOC =1 e

o! B0FORF=50000TO 50179 '
ol 7OREADA: LET TOT=TOT+HAXPOC " A
o BOPOKEFALET HAXPOC=HAXPOC+1,*
! OGONEXTF i
1100 IF TOT<>2116067 THEN PRINT i
® “ERROR IN DATA”: BEEP 1,1: STOP 1@
®! 110 PRINT AT 1,4; “START ARMY MOVES i@
. TAPE" 'e
e! 120 RANDOMIZE USR 50000 e
®! 1000 DATA 62,255,55.221 33,203,9217 e
! 1010 DATA 234,6,205,86,5,48,241243 '
e! 1020 DATA 237,94,33,1 24,195,229,33,172 |q
o) 1030 DATA 98,229,51,51,17,163,252,1 B
| 1040 DATA 21,3,33,253,94,62,202,237 2
o! 1050 DATA 79,195,172,98,33,150,195229 | g
o 1060 DATA 33,199,252,229,51,51,17,209 |
o' 1070 DATA 252,33,209,252,1,231,2,62 ke
.: 1080 DATA 186,237,79,195,199,252,33,209 @
i 1090 252,17,193,138,1,92,0,237 ,
®! 1100 DATA 176,33,212,138,34,217,138,34 19
®1 1110 DATA 221,138,33,202,138,34,229,138 \e
! {120 DATA 33,239,138,34,249,138,62,195 |@
®! 1130 DATA50,13,139,33,196,195.34, 14 e
e! 1140 DATA 139,195,193,138,33,221,195,17 {e
e! 1150 DATA48,117,1,48,32,237,176.33 18
o) 1160 DATA 195,48,34,99,254,62,117.50 |
o) 1170 DATA 101,254,195,56,255,.221,33.0 14
o! 1180 DATA 0,121,254,4,194,103254,221 | g
o) 1190 DATA 33,13,210,221,34,183,190,175 1 g
o! 1200 DATA 50,94,209,50,181,190,221 33
o\ 1210 DATA 221,33,221,34,99,254,50.101 2
o! 1220 DATA 254,195,99,254

SPYvSPY: THEISLAND CAPER

REM THE ISLAND CAPER
REM BY JON NORTH

REM CRASH JULY 1987
LEAR 25087: LOAD""CODE

POKE '
680 POKE 50868,0
0 RANDOMIZE USR 42629

GREYFELL
N NORTH
LY 1987

40READ A
50 LOAD'
60 POKE 24143,64
70POKE 24100.253
\ 80
o' 157,641
| 100 DATA 2565,17,197,5%,
®! 110DATA 7,0,237,176.20]
®,120DATA1 75,50,230,223
e! 130 DATA 195,1 57,127

| know it's ever so tempting, once you've discove
2 : f q. Ce g scoverad 50
Lauicilnjll;zzni F"l.]_'.l':'f:Er c.t?uat or tip, to fing up the Towers :;n:rlﬂphu::ﬂlulr
et ‘ﬁé- up too m_dn].-' r.ni_-':._«ur telephone lnes! So PLEASE write |ﬁ
than ring. Also, sad as it may seam, | simply do not have time
sking for tips, so PLEASE don't write
end stamped addressed envelopes

_tr:- reply personally to letters :
1fr1 requesting information,

or answers. The: address for your tips f

B B e e yo J ips is LLOYD MANGRAM'S
e H , CRASH, PO BOX 10, LUDLDOW, SHROPSHIRE 5Y8
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EARTHSHOCK

PRODUCER: Eighth Day
PRICE: £3.99
AUTHOR: Michael White

%% Oou have journeyed long
AN across I*Jmsted plains,
| through the ruins of old

cities, and past the salt
dunes, remnants of the
oceans. Now your destination is
at hand.

Mutants have trailed you for
many days but you have always
manaﬁed to keep one step ahead

eir grossly radiactive
bodies. As you neared the plains
of ash, the tall veatil;lio&n shafis
began to appear, the dark towers
i:lthng from the black ash like a
and, clutching the granules of
dust drifting through other,
unseen drowned fingers.

Exploring tentatively, you
found the ventilation shafts to be
derelict, or sealed. Then, on your
fourth day on the plains, the
metallic hammering which had
accompanied your journey so far
and which you had come to
investigate . . . ceased. Suddenly
a terrible earthshock moved the
plain, throwing you to the
ground, dust rising in the air all
around.

You approached the nearest
shaft and found the tremors had
sent the shaft seals crashing
down, leaving a small entrance
hatch open. Piles of debris and
rubble at the base of the shaft
formed a small step up to this
doorway, and you nimbly
climbed up hoping to shed some
light on the mysterious
hammerings from below.

Now you stand finally at a low
door into the tower that hangs
above your head, blotting out the
blood-red eye of the sun, the dust
clouds of ash rushing in as if
seeking shelter,

Stepping in and lighting your
lamp reveals a small ledge above
a dark, deep shaft. There is no
way downward, the Stygian
darkness revealing no secrets.

Edging forward you notice the

ge crumbling as your weight
bears down upon it, small chunks
of masonry set loose and falling
away into the darkness.

You swing the lamp out to hang
over the pit and illuminate the
darkness below, and the
hammering suddenly begins
again. Startled at the sheer
volume of the thuds funnelled up
the shaft, you step back in
surprise onto part o the ledge,
which crumbles under your
weight.

At the same moment, a gush of
air s sucked into the shaft,
extinguishing your lamp — and
the last sight you remember is the
ledge collapsing, taking you
down with it as the thin stream of
daylight recedes above you.

In a straightforward text-only
game such as this you're bound
to dwell on plot and how well the
descriptions read. The location-
descriptions are indeed long, and
reasonably atmospheric.

Following the skeleton's
outstretched hand, which points
you in the right direction, you
chance upon this description:
‘You are on a small ledge that
borders the eastern edge of the
pit. Ledges border the shaft here,
and run west, north and south.
An odd pile of fallen concrete and
rubble is piled in one corner. As
you waltch, small clouds of dark
dust fall from above and drift
slowly through the shaft, caught
momentarily in the glare of your
lamp, illuminated by the light as if

alive, they disappear and are
gone, ?lrallmg wn into the
stifling da

Here EXAMINE RUBBLE brings
up nothing, but SEARCH RUBBLE
reveals a thin plastic strip,
without which you won't get to
see the location-description I'll
come toin amoment. Taking care
not to fall down the shaft, you'll
soon learn how to operate the
cradle with the yellow-and-green
buttons taking you up and down
in stages.
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Off to one side is another
atmospheric description: ‘You
are in asmall side room once used
to store all forms of tools needed
for the task of pit maintenance.
Once full of all types of electronic
devices, it is now empty. A
twisted metal door shattered by
some great impact long a
hangs off into the darkness of the
shaft to the west, where a
swaying maintenance cradle can
be seen. vuyl:arll allent:;n is also
caught by a yellow card.’

%ﬁh readable redesigned
character set is light against a
restiul dark background, and the
sparing use of colour livens up the
odd passage or two. But slick
r-resentatiun is left to the input
ine, where two towers part to
accepl your input,

After about ten frames
Farthshock’s main trump card
comes up. Whereas most
adventures have but one solution
pathway and ending, this game
offers three different subquests
which subtly alter the endgame.
A tribesman from a %:'uup that
captures you on the plains
outside the shaft an-es you the
choice of a sword, a key, or a
hoop lying atop a wooden shrine,

=
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DEREK BREWSTE R’S
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Each choice leads to a different
miniadventure, after which
you're returned to the main
stream. Scoring in each subquest
runs along the same lines.

Earthshockis a  text-onl
adventure, as far as | could tell,
despite the mention of a graphics
man on the loading screen. The
three sulrots add variety to the

me and allow it to be played

ree times. lis good, lengthy
:jucaitmn-dmrmlmns add a great
eal.,

Earthshock is available on mail
order from Eighth Day at 18

Flaxhill, Moreton, Wirral L46
JUH.
DIFFICULTY: not difficult

(‘moderate’, says Eighth Day)
GRAPHICS: none
PRESENTATION: average
INPUT FACILITY: verb/noun
RESPONSE: fast, Quill
GENERAL RATING

: good text
descriptions and fine pt}l

Atmosphere 79%
Vocabulary 80%
Logic 79%
Addictive qualities 78%
Overall 79%

THE O ZONE

PRODUCER: Compass
PRICE: £2.50

AUTHORS: Tim Kemp, Jon
Lemmon

t was a very busy issue
0 last month, so perhaps |
# can be forgiven for
missing t full
significance the
Mask release  from

of

Golden
Compass. | can’t remember being

fully aware that Golden
Mask was in fact the final part of
a trilogy, begun by the famous
Project X — The Microman, a
game which later teamed up with
three others to form the Tony
Bridge Four Adventures.

Well, The O Zone is the second

part of that tril s0 you might
say it's being mugywd :unnwg:‘
late, and bear this in mind when
considering some of the
criticisms which may relate to
programming of bygone days.

In some ways it was worth
waiting, as the cassette now has a
high-standard inlay — a welcome
change when even large software
houses send preproduction
cassettes barren of all gloss. The
screen display is most colourful,
as was the case with Microman,

with colours used to effect
to split up the text in the location
descriptions and in the useful list

of vocabulary given at the start.

This list serves notice of the

CRASH July 1987 59

>

F




m -

Pic = r'.lnuuul-ﬂl DRAL £2% |

Iikgrs T el | @
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absence of a HELP command and
also points to some pretty
peculiar uses of vocabulary such
as SWITCH SWITCH and STICK
BACK, this last referring to an
operation carried out in an
aircraft. More helpful and
intelligible are the abbreviations
G and D, which carry out a GET
and a DROP respectively (though
DOWN must therefore Ee
spelled out fully).

You begin the game trapped
inside a corridor. One direction
is blocked by a large steel door
while the other leads to what
must be one of the quickest
instant deaths in adventuring.
The pictures in these opening
sCenes aren't altogether
impressive and leave you with the
feeling you've seen just one too
many walls — blank walls!

Where a picture exists, it's
shown on first visiting a location,
after which it untidily scrolls up
off the screen in jerks as you input
below. On the aesthetic side the
redesigned zero in the ‘50p’ and
‘£10" aren't up to much either,
lookin lllii!' narled potatoes. But
beyon s there are some
major mm:ema when it comes to
the meal of the adventure,

One problem is the absurd
story line, which is so banal it
might be some sort of joke.
Finding 50p by a computer
console, you very shortly need it
to pay the bus fare to the airport
which is of course exactly 50
Mot too implausible, you mugﬁl
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suppose, but then the wallet
episode begins. Getting the
wallet is somewhat unort X,
with the conductor on 1he bus
calling out to tell you you've left
your wallet, and throwing it to

ou (in 5enerat objects, often

ound with a token graphic hy
them, just materialise).

The next stage of the wallet
saga reveals a rather strange
aspect of the program — you must
drop a container before its
contents can be revealed. You
see this later when you hold an
envelope the wrong way round
so that a key falls from it.

In the case of the wallet, ‘As |
open the wallet, a man runs past
and tries to snatch it. It slips out
of my hand and all of its contents
are out. The man grabs the wallet
and runs away’. The contents
turn out to be a traveller’s cheque
and a ten-pound note which
together make £110, which just
happens to be the cost of your
airline ticket . . .

Getting this ticket reveals yet
another tacet of this adventure —
examining things magically
transforms your chances of doing
anything with them. It is seen at
the vines where examining them
first makes them more able to
carr" your weight, and when
purc asing the ticket, where
exammmi the lady (rather than
talking to her) has her hinting that
E]Ju might get somewhere by

ying a ticket. Without

examining this lady at the

information desk you, for some
inexplicable reason; can’t
purchase the ticket.

As The O Zoneis the second
part of the Microman trilogy, it
takes the story of Professor Neil
Richards, his Project X
miniaturisation experiments, and
the COM 2 hl%:‘l -tech computer
one stage further. It's a game
born of many utilities — the Quill,
Hlustrator, Press and Melbourne
Drraw.,

Despite the appalling plot and
curious vocabulary, | couldn’t
help but develop a soft spot for
The © Zone, what with its
colourful  presentation, and
music and sound on the 48K (the
128K has a quiet sound set
against a noisy background of
interference on the television
speaker).

A et / ,;3\'

It would be silly to miss out the
middle game of the trilogy, and |
suppose that's the beauty of
marketing them! The O Zoneis
obtainable mail order from
Compass Software, 36 Globe
Place, Norwich NR2 25Q).

DIFFICULTY: not too difficult
GRAPHICS: average
PRESENTATION: good use of
colour in text

INPUT FACILITY: verb/noun

RESPOMSE: fast, Quill

GENERAL RATING:  skirts
around the Oh! zone
Atmosphere 76%
Vocabulary 63%
Logic 62%
Addictive qualities 73%
Overall 65%

TEMPLE OF TERROR

PRODUCER: US Gold
PRICE: £9.95
AUTHORS: Adventuresoft

i his is a major release in
the adventuring world -
Ilft;h one of the 27
i ightin Fantas
A . Gamel'.E)ok lille;
(Other titles released as
computer games so far are Seas
OfBlood and Rebel Planet.)
After a usually-well-written
fantasy piece to set the
adventure, the books lead you
through a magical world by
setting you tasks and puzzles as
in a computer adventure — bhut
the different paths you can follow
are indicated by page references.
These references lead onto
other paragraphs, constructed so
that a player can follow many
diiferent paths toward
completing the game. That's why
they're called ‘gamebooks’ -
reading them page by page in
order wouldn’'t make sense, as
the conclusion of the game is just
as likely to be at the beginning of

sailing boat, th

the book as at the end!

Seas (Of Blood was true to the
Fighting Fantasy Gamebooks — it
employed a combat system -
whereas Rebel  Planet and
Temple O Terror are
straightforward adventures.

The monster encounter boxes
with their Skill, Stamina, Luck,
Spell and Provisions entries add
tremendous character to the
books, and the omission of their
counterparts from the computer

games is a letdown.
But, as with all Fighting
Fantasy-inspired software,

there's a superb story line.

The background given on the
inlay comes directly from the
COmprising the

introduction plus the first two
noncommittal moves,

Born under a full moon and
abandoned by his mother,
Malbordus grew up in the
Darkwood Forest in the care of
the Darkside Elves. He was taught
the Elves' wicked ways, but in
order to receive instruction in the
arcane and evil magic of the EIf
Lords he had to pass a test. He

h Rive
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was ordered to journey south to
the Desert Of Skulls to find the
lost city of Vatos.

In the city were hidden five
dra artefacts which
Malbordus had to collect. A
simple incantation would bri
the dragons to life, and he wou
then instruct them to fly him back
to Darkwood Forest and the army
assembling there. He would
receive the ancient powers and
lead the hordes in an unstoppable
wave of death and destruction.

But on the edge of Darkwood
lived an eccentric old wizard who
became aware of these plans. The
wizard travelled to Stonebridge
to tell of the impending doom and
to seek a volunteer for the quest:
to stop Malbordus collecting the
dragons of Vatos.

You, naturally, volunteer and
the adventure ins when the
wizard’s guiding crow leaves you
at the banks of the Catfish River.

The computer game has you
start at this river, by a rope
bridge. Crossing it would seem
IhE.;Jrlh" way forward — but if you

own to the nearby jetty you

fﬂl‘l't be welco by the

drunken pirates. So GO BOAT is
rather uninspiring start!

Instead, lgln onto the bridge.
Unfortunately here the game
doesn't tell you which of the two
options, NORTH and SOUTH,
takes you away from the chasing
pirates. You just have to guess.

Checking your possessions
with INVEN (1 is not enough), you
discover the spell book given you
by Yaztromos, a sword and a
trider;l. Reading the hoﬁl‘:lrevnals
the four spells to p you
through your thankless task:
sleep, dart, incendiary, and
shrinking.

Each spell can only be used
once, so blowing all on the Harpy
you meet early on isn't such a
good idea, especially as the very
useful BOM (Back One Move)
won't restore these spells if you
get killed.

The first of the enemies you
can take on are the Dark Elves,
encountered by a burning hut.
Trying to kill them with the sword
seems to do the trick with the

report *Your opponent is dead’;
but there were two elves so this
report isn’t quite convincing
(still, the location description
does report two dead Dark
Elves).

Trying to examine or search
the y that materialises now
comes to naught. But there’s
some advance to the south,
where Ii‘fJnu examine everything
you find and try things in a
different order might
prt]:_ﬁress.

e vocabulary might seem as
a little unfriendly, but it would be
more accurate to say it's precise.
When you're reading a note, for
instance, only the word
MESSAGE is accepted because
this is the term used in the
location description  where
newly-found items are installed.

Temple Of Terroris quite an
attractive illustrated adventure.
Adventuresoft still use a white
background which limits text
colour options (and indeed there
are no text highlights), but at least
with the bright pictures the
surrounds don’t glare as much as
they might. The pictures
themselves are not unattractive,
though they have a sparse look.

The adventure clearly has a
good background with its
Fighting Fantasy story, but | can’t
help but get annoyed at the

you

strangely inappropriate

elmmil'lgifm the curious
stutters and the lack of finesse in
communication and
presentation. Why don't
Adventuresoft overhaul the
whole system?

DIFFICULTY: easy to begin
GRAPHICS: average to quite

good

INPUT FACILITY: verb/noun
with little extras

RESPONSE: reasonable
GENERAL RATING: strong story

and likable game

Atmosphere 84%

Vocabulary 73%

Logic 79%
ictive qualities 84%

Overall 81%

THE CROWN -

JOURNEY

PRODUCER: Wrightchoice
PRICE: £3.95
AUTHOR: A ) Wright

=gy ere is the first part of
| A The Crown, entitled
iE=Rnt Journey; the :iet'n;ld
WIS part, Destiny, is due for
el release in late June,
completing the first part of the
Quest Series trilogy. You might
find all these parts and different
names confusing, but if you want
a crack at the £500 prize for
completing the trilogy you'd
better sort it all out — you have to
complete every component to
have a chance of winning.
(Programs Two and Three of the
trilogy should surface late this

r.)

The adventure Journey is much
like any other — except for its
combat routine, which the
author claims takes up 17K of
memory. | find it hard to believe
ANY combat system could eat up
such a t!;pace, and this one seems
straightiorward, but give the
routine some credit; it adds
immensely to the game.

The story line on the cassette
inlay is not too bad, with some
imaginative names.

For many years the lands of
Tharg had been ruled by King
Rasselhague, under whose
benevolent leadership the land
m. But Rasselhague's

- er Chaleb hated the
King and lon to overthrow
him. To restall  trouble,
Rasselha banished Chaleb to
Acrux, a barren wasteland.

Meanwhile a child was born to
the King and Queen. Named Yed
Prior, he grew up at a time of
increasri:j tension as Chaleb
conspi with the goblins of
Acrux. Together they
constructed a tower of granite as
a symbol of their unity under the
powers of darkness.

From tower Chaleb
practised the rites of evil,
eventually transposing himself
into a nonliving entity, entrustin

his genetic coding to sever
hnmﬁgium stones which he
mounted into a golden crown. He
then hid the crown deep within
the tower :

Rasselhague became alarmed
at the dark powers seething at the
kingdom's borders and so, after
sending his wife and son to safety,
he led an army to Acrux.
Rasselhague lost the ensuing
battle — whereupon Chaleb,
leaving behind the ncfoh“m to
defend the tower and guard his
crown, travelled to Tharg to seize
the empty throne.

In Journey you assume the role
of Yed Prior, now grown up and
heir to the throne, but known

only as a common peasant. You
set off with a broadsword and the
ornate ring given you by your
father, the only remaining clue to
your distinguished herﬂai.
Undaunted by the dangers
ahead you cross the desert of
Vulpecula, heading for the
capital, Turais. You are seeking
Endanus, your father's adviser,
who holds an important letter
you must see. You must journey

to Acrux and, once there,
negotiate a route through the
in-infested Mountains Of
Doom.
The Crown has no pictures,
and there’s little to liven up the
screen, but the character set is

atmospheric and yet still
readable. The print fades to
nothing when 've Seen your

inventory, and at the end of
combat — a nice touch.

But above all else is the combat
system.

Combat is initiated with
ATTACK or KILL, and the first
enemy to require such treatment
is the guard. This chap is beatin
some unfortunate woman a
must be stopped before an
avenue for your advance is lost.

Before you gt stuck into the
fray, remember that HELP
GUARD will give you the
lowdown on your opponent.
(Every time I've played, it gives
him a Constitution of six and has
him carrying a sword.)

You can check on your own
standing with STATUS, which
displays those atiributes
randomly given to you during
initialisation, a short pause at the
very start of the program.
Checking your status you will
discover your Constitution is a
number between six and ten and
Dexterity between five and ten.

When | checked | found
Constitution, together with its
paired attribute Strength, to
usually be eight; Dexterity and its
Eai attribute Skill varied more,

ut hovered around seven.

It's possible to significantly
increase the chances of striking
your opponent without him
returning a blow — by noting
which weapon he's using. This is
because in combat you select
LUNGE, SWING or HACK for
attack and RETREAT, DODGE or
DUCK imd defence. k:n:r

t is driven to make his

r:ﬁnices by a 65-per-cent-intelli-

nt program and the interaction

of LUNGES, DODGES etc works

out along similar I'i‘nes to the old
scissors/paper/rock game,

But th?:is only use%?:l if you can
uess your opponent’s move
rom the weapon he’s carrying.

The logic behind this is that the
sword and spear are most

effective when used to LUNGE,
CRASH July 1987 61
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while the axe causes the greatest
damage when used to HACK.
When it comes to your attack
these factors should be taken into
account, together with situations
not so cut and dried, such as
HACKing with a spear.

When either you or your
opponent scores a hit, the
victim's Constitution is reduced.

If all this sounds a bit
complicated vou can always run
away, an option which
unfailingly comes up after each
e:chang: of a battle (though
remember: your opponent’s
Constitution will bounce back to
its original figure should you
decide to flee).

But the constant need to input
either YES, you want to run, or
NO, you don't (without even
recourse to the abbreviations Y
or M) each time slows things
down too much,

And you need to press a key
when the computer confirms
your choice to retreat or
whatever onscreen — just a short
delay would give you enough
chance to change our mind,

Vocabulary s listed on the
inlay, and can be displayed in a
more complete form within the
Fﬂme. Type VERBS to have them
isted; one or two critical verbs
are omitted so as not to make the
going too easy. There's also the
unusual inclusion of an adverb
CAREFULLY, which you need
early on in the game in a way
which isn’t totally convincing.

NOUN lists all the nln';cls etc
you are likely to need to describe,
while the HELP command is
necessarily obtuse considering

FANTASY

PRODUCER:

Dented Designs

PRICE: £1.99

AUTHORS: M Eacrett & H
Church

d et’s first of all take these
L4 lads to task for a bit of
| crude humour. Okay,
i S0 they've iven
; themselves a clever
name and they think that gives
them the right to take the mickey
out of Third World countries.
We're told the price of Frightened
Fantasy in Australia is two cans
of Fosters, and in Zambia it's two
‘gumbo beads’.

Now come on, lads, this is
1987, Channel Four, left-handed
opossums’ civil rights and all that.

All right, settle down — it's just
that reading the info with this
game, and playing it a while, has
given me a fit of the giggles. You
see, these guys have a certain
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the prize of 500 smackers!

e RAMSAVE, rather
curiously, wanted me to start the
tape.

Plotwise | found the prices
inconsistent: two gold coins for a
lamp, a whole gold piece for
some oranges, but only two coins
for a rare precision instrument
like a sextant. Getting these gold
pieces is difficult: the purse
they're in is easily opened, but
many minutes of gymnastic word
games are needed to do
something simple like extract the
Coins.

The Crownis a text-only
adventure dominated by a
combat routine needed to see off
the guard beating the old woman,
the drunken sailor, and a goblin
guarding a lake. This routine is
complicated enough to I:eegathe
player engaged and probably
warrants taking some interest in
this game and its very tempting

£500 prize,

Wrightchoice can be
contacted at PO Box 100, 159
Welbeck Crescent, Troon,
Ayrshire KAT0 6BD,
DIFFICULTY: combat routine
might trip you up

GRAPHICS: none
PRESENTATION: very average
INPUT FACILITY: verb/noun
RESPONSE: fast Quill
GENERAL RATING: interesting

Atmosphere 71%
Vocabulary 68%
Logic 75%
Addictive qualities 73%
Overall 72%

FRIGHTENED

humorous way about them and |
think if enough people find them
amusing, who knows, we miE:t
find these chaps vying with that
famous funny, Fergus McNeil,
This effort is brought to you
courtesy of the Graphic
Adventure Creator, and that
utility’s drawbacks may account
for its lack of tempo. However,

the conspicuous lack of
grammatical accuracy must be
put directly at Dented’s door, so

come on, lads, pawn the old
Beano annuals and get
yourselves a weighty dictionary
to sort the text out before packing
the products off to the eager
chuckletums waiting for this one.

But the other drawbacks aren't
that serious —the biggest problem
is the program’s insistence on
stopping dead instead of scrolling
on. This means the first key-
depression of any input following
a long location description is
taken as a sign to scroll, much as
in The Habbit,

-

The la icture leaves little
room for t ation description
below, which leads to
information scrolling off quickly:
regular readers will recognise this
as a GAC characteristic.

But  leavin aside  any
shortcomings of CAC, Frightened
Fantasy shows the utility used to
good effect with good pictures, a
pleasant redesigned, readable

character set, and colour
chimges between  location
descriptions.

Playing the game is easy,
allowing the player to meet the
full force of fun on offer in a short
time. The humour often works on
a discordant juxtaposition of the
fantasy and the real in a very
funny way.

Hence we have a happy hour
in the Nobody's Inn where the
beer is free (though drinking it is
a bit of a trap), a weapon found
lying around turns out to be a
‘Soviet SVD Dragunov Sniper
Rifle. Gas operation, range
900m, Vel 830 m/s and totally
useless without its trigger’, and
elsewhere ‘Orcs, Elves and the
odd Japanese Goblin tourist rush
to and fro’.

In a similar vein, there’s a
talisman to teleport you home to
Milton Keynes.

But there is some method to
the madness, and beneath it all
are some real tasks. Quests are
given out by just about everyone
you meet: Groaner of the Inn
wants you to brave the swamp
and bring back Basil, the Seven
Dwarves want to feel happy but
Happy has lost his chainsaw, and
Kevin in the Inn is obviously quite
happy himself when he comes
out with ‘Hic, I'm Ferg...
er ... Kevinand I need a weapon
to kil the wimp Davis in
Orcbusters’, Orcbusters being a
future release planned by
Dented.

Humour oozes from this game,

-~

= -

with random messages popping
up like this: ‘A boy with brown

National Health glasses and a jet-
pac zooms past you and
disappears’, and location

descriptions like this one: ‘You
are in the messy dining room. By
the look of the place some orcs
have eaten here, as the furniture
is reduced to bits and there are
some hobbit remains.’

The credibility of the plot
obviously isn't so important in a
funny game, and though the
talisman found just lying in the
forest shortly aI!lEr the off isnt
stunningly imaginative, the gold
scattered round the cashpoint of
the bank is typically humorous.

Frightened Fantasy is
supposedly a spoof of the Fighting
Fantasy games, though I'm nol
sure which game it's based on.
But this adventure 1S wvery
amusing and a much better effort
than Dented Designs's Don't
Panic — Panic Now, reviewed last
month, even if here you are likel
to end up with a score whic
reads like this: ‘You scraped up 0
copies of Orchustersand you
have taken 43 puny attempts at
this awesome quest.’

Frightened Fantasy is available
on mail order from 7134 Coleraine
Road, Portstewart, Co
Londonderry, Northern Ireland.

DIFFICULTY: not difficult
GRAPHICS: not bad
PRESENTATION: good, with
designed picture frame
INPUT FACILITY: verb/noun
RESPONSE: sluggish
GENERAL RATING: quite an

advert for Orcbusters

Atmosphere 76%
Vocabulary 79%
L?jgic 77%
Addictive qualities  79%
Overall 78%



It's back to normal this
month after the June
special. There’s been a lot of
interest in Rebel Planet and
Never Ending Story, so let's
start with a look at what has
people stumped in these
two ...

PAUL PEARCE kicks us off with
quite a load of old problems. For
many of the Rebel solutions we
can thank a column regular,
JOHN WILSON. Paul asks:

‘1 How do | use the Bible that

came from the hotel?

2 What is the blanket that came
from the same place for?

3 Howdo I get the juice from the
Tundra, and what do | need to

past the Fence without
ing?

4 ghal is the Infrared Scanner

rt

5 Howdo | getinto the Alcove in
the hotel?

6 Dol have to tell the guard at
the museum a joke to help me?
If so, do | get this joke from the
hotelier?

7 After gaining entrance to the
Main Computer on Arcadia,
how do | blow it up?

8 How do | gain entrance to the
University?*

Well, Paul, seeif this lot get you
any further:

1 SFBE CJCMF to learn a useful
phone number.

2 When you meet the SPCPU
throw blanket over antenna to
disable it.

3 When you locate the dome-

sha rock EXAMINE ROCK

to find a tin of juice. At the
fence DPOOFDU pantanium

QBL, then cul the fence with

cutters.

View scanner in dark cave.

FYEN TUFQT, VOMPDL

alcove.

HIWF CSFX to rd.

FYBMNJOF Arcadian, UBML

Arcadian, RVFTU|PO

Arcadian, ask for help.

8 TAP DSZTUBM WITH GPSL.

o -0} L

PAUL JUKES writes ‘I have
Adventuresoft’s Rebel Planet and
it's anemﬁ"!llml ﬂ.al:lﬂ.‘ ~but lcan't

very far. How do you get
E:inund the two angry Arcadians
in the Space Co x on Tro
without being dissipated, an
how do get out of the cell
(where the walls whisper) on
Tropos?

‘Also, on Mastertronic's
Sinbad And The Golden
Ship how do you get the Old Man
Of The Sea off your back?’

To avoid with the
Arcadians, whose parking space
you have pinched, GIVE
UJDLFUT. To escape jail CFOE
CBST with XSFODI and then
activate laser.

In Sinbad, you must use the
Old Man to navigate the sands,
then go west to ?mp him in the
sea (ANDREW TAYLOR tip).

Right, less of this wandering off

the topic and straight back to

Rebel Planet and a struggling

inexperienced adventurer.

KEVIMN GAYNOR asks

1 how to use the dispenser (cant
find card);

2 how to repair the scooter;

3 how to disembark from the
Caydia;

4 how todecode the intercepted
messages.

And my answers:

1 Insert card into dispenser
regularly. If you type
INVENTORY you are told you
are wearing a LIMCOM,
EXAMINE LIMCOM and you
are fold of four buttons
marked PS, 55, IH and OH,
These stand for Personal
Status, Ship Status, Inner
Hatch and Outer Hatch. To get
the card go south, south from
start and press IH (inner
hatch). MNow GO HATCH and
UBML WBMFLI,

2 You won't need it on this trip.

3 To leave the Caydia, press IH,
GO HATCH, press IH, press
OH, leave.

4 Enter 101,010, 101.

On to that nongloss detective
Matt Lucas and a seemingly small
problem which | must admit had
me puzzled for a while.

Fortunately | stumbled on the
right word combination, SPMM
DBSQFU - but hold on, | think
you’d better see what the
guestion was.

It came from DAVID PAYNE,
who wrote ‘When you enter

Harpinger's apartment you see a
carpet and the computer tells you
it is a Persian carpet, There is a
bump in the middle and there
could be something underneath
it. But how do you find what is
under the carpet?’
MARK WALBANK asks of the
same game:
‘1 Once you find the code in the
vase how do you use it? It doesn't
seem to work on the safe,
2 Howdo you deal with the thug
and the pusher?
3 How do you get Phil, Joe and
Lt Davis to help you?
4 Once in the boat it says ‘You
can drive anywhere’ but |
can’t seem to move off the

spot . ..
Solutions:

1 Itis the number to the safe.

EJBL OVNCFS.

2 Shoot 'em,

3 | might be mistaken, but apart
from looking into Phil’s and
Joe's places, they don't.

4 You need the map, container,
tube, and subsequently the
petrol and the ignition key.

There's been a Never Ending
Story this month — a never-
ending stream of queries on a
game which often comes free
with the 128K Spectrum. Reader
A CHANG wonders how to find
the crystal, what the stone is used
for, how to remove the thorn
bushes, and how to get the velvet
coat.

"To get the crystal GO DOWN
when the thorns have burnt and
then TNBTI CPY when carryin
the stone. To burn the thorns light
them. (JOHN WILSON tips).
Collect the cape in the marsh
(STEPHEN REID).

M P COOK can’t get up the
stairs to the top of the ivory
tower. Try this lot: from the
bottom of the main stairs go
LLEENEUWW,
W,SE,U,E,E,E,U to find the door
to the 's quarters.

BEN PAYTON writes ‘How do
you get out of the grave? What do
Pau use the rope and the stone

? The fragment of glass is also
causing problems.’

Do not go east from the church
unless you are carrying the
glowglobe — you'll be pushedinto
ﬂl1 open grave. The rope is used

to go down the well with UJF
SPQF. To be allowed to carry the
fragment of broken you
need to be carrying the leather
which you willrgi in the hut in
the village.

NICHOLAS PIRIE wonders
where to find Falkor the dragon
and how to mount it. He has the
Auryn butisn’t sure how to use it
with Falkor to make the beast
help him. He's also finding it an
uphill struggle entering the cave
in the mountain slopes.

CMPX IPSO to attract Falkor
and TAKE FALKOR when in
possession of Auryn, and he will
sta with you. To enter the tunnel

e mountains MJHIU

ENCRYPTION CORNER
It's easyto speak Brewster!

ENGLISH : ZRBCPEFGHITKL
BAGWIRR: ABCPEFGHITIRLM

ENGLISH : MNOPQRSTUVWIRY
: NOPQRSTUVWRYZ

CSBODI at the campfire and then
MJHIU UIPSOT at the tunnel.

Now to a classic release — Lord Of
The Rings, RYAN SMITH writes ‘|
have completed Lord Of The
Rings by starting on the second
Elrt. On the first part | have

llowed Strider out of Bree only

stopped by the riders at a
n%le‘ge ust after Weathertop. |

have ITIIHI everything | can think
of but still those riders are at the
bridge to stop me. Please could
you tell me what to do?’

Well, Ryan, as with all answers
I can’t guarantee this will work

. have a go at collecting

the eli gems. Used one at a time
they can destroy Nazgul if you
SAY ‘ELBERETH'. Killing the
black riders generally can be
achieved with BE MERRY and
SAY ‘KILL RIDERS’, noting that
there are three lots of three
riders.

Still with Tolkien-inspired

works . . . PAULTREGIOGI isn’t
sure how to get past the Great
Gate Of Morona in Bored Of The
Rings. Try ESPQ QFQQFS (tip
from G SPENCER).

It's Seabase Delta time again.
LIN RHODES finds adventuring
difficult, which isn’t that hard to
understand:

‘1 lknowl ne&e:tmhea;y metal

tape to sliding doors,

hatftehuworx:dh dol T;:u it?

2 | have made a seesaw but do
not know how to use it. | know
I must get on it and drop the
cannon ball on the other end,
but how do | go about it? | have
tried every way possible but |
cannot get onto the seesaw in
the first place.’

Answers:

1 Goto the microphone and the

player. Insert cassette. The
microphone will hear the music
and open the doors. Enter tunnel
and pull knob. (Help from JOHN

PETRE.)

2 Make the seesaw at the launch
pad, XBML QMBOL. Throw
the cannon ball and you will be
lobbed up to the high platform.
(Tip from MATTHEW TUCK.)

LUTHER JONES has the
smooth foil and pancake but can
find no way of getting past the
camera. Go up to Level Three. Go
into the room with the TV
camera. Having ironed the
aluminium foil, use it to

SFGMFDU the beam.
CHRISTOPHER ROUSSOU

wants to know where the

harpoon is found - it's north of
the third-level corridor in the
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armoury (and in Sinbad And The
Golden Ship you kill the roc bird,
Christopher).

CLIVE ROSE is having problems

with four adventures:

‘1 In Subsunk, how do | get out

of the locker?

2 In Seabase Delta, how do |
move the rail carand howdo |
getinit?

3 In Kwah!, | have put the tape
in — what do | do now?

4 In 5hip Of Doom, how do | get
tﬁ key out of the glass cover?’

Help:

1 Don't enter the locker.,

2 FOUFS DBS and fasten belt.
JOTFSU DBSE,

3 Setspeedto9. Change to Kevin
and press record on the
recorder. Say ‘Kwah’ twice.

4 Point TPO|D TDSFXES]JWFS at
cover over the key (ROBERT
BURGESS tip).

Back to LUTHER JONES now and
Claymorgue Castle: ‘I cannot get
to the or wake the moat
monster.”

Swim down to moat bottom.
Examine bottom. Swim up once.
Cast CMTT spell and go
drawbridge, GoE, E, and E (ALEX
NG).

JEFFREY BELL takes us back to
that sunken sub in Subsunk with
this letter: ‘Firstly, can you please
tell me what ingredients are
needed to make the glue and how
Eu mix it? Also, | have found one

If of the map in the navigation
area; where can the other half be
found? Can the locker in the
locker room be opened? Where
can the acid battery be found?
Finally, what is on the thin shelf in
the wardroom and how can you

it down without banging your
ead?’

To make the glue get LOJGF
and burnt UPBTU. TDBQF
UPBTU. Put scraping in UFTU
UVCF from above the locker. Get
ZPHIVSU from cold store. Go to
the reactor where the ZPHIVSU
melts. Tip carton and mix with
spatula. Dismantle DMFBOFS to
get the other half of the map.
Jump on the bed to get the key to
the er. Go down to the
bottom of the sub from the
washroom area to find the
battery.

PHILIP HUGHES needs some
assistance at the beginning of two
adventures. In The Boggit he's
got the diary but still can’t open
the door.

Try SFBE EJBSZ. The numberis
the code for the door
combination lock.

In The Very Big Cave
Adventure Philip can’t get past
the snake. Try killing the python
with PQFO DBO.

GRAHAM COULTON is having
great difficulty keeping awake in
ZZZ7 ashe canlllbgt very far.
He's having tro riding the
bike, getting a bucket and dealing
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with the water.

QVTlor XIFFM bike and give it
o the TBONBO. EJH sand and lift
the bucket. Put the bucket on a
IPPL by the XFMM, turn handle
and do it again.

Dracula is giving SHAUN
QUIGLEY some sleepless nights.
At the start of Part Two look into
the face of the woman ite.
MPPL JOUP FZFT. You will now
enter a trance. When you awake
rou will have only a few inputs
eft so DMPTF FZFT or UVSO
IFBE. The woman gives you a
cross; wear and remove it as
necessary. To find the staircase
20 wesi the castle
courtyard, then south, and look
around. The tree in Part Three is
near the wall of the mansion.
DMINC it and DVU iit.

MARK ANDERSON has
completed The Sidney Affair but
wants help with Spiderman and
Mafia Contract Il

In Spiderman you examine the
crib to find the formula to drop
by the lizard. This is hydrochloric
acid and calcium ca te
which forms calcium chloride.

To make the webh QVMM
QBJOUJOH in the penthouse to
reveal a torn piece of paper.
Examine the paper to find a
partial weh-fr:id formula which
needs the exotic chemicals.
Heed to the lab and make web

uid.

In MC Il pull pin, throw
grenade, S, n door, kill
janitor, search janitor (M
TOWNER tip). | think this is what
you're looking for, Mark.

‘Please can you help me with
Gremlins by Adventure
International and The Hobbit by
Melbourne House? In Gremlins |
am stuck at the mailbox. | know
that you have to cut the mailbox
with the welding torch, but how
d::dyn-u stop the arm coming out
and turning the valve off?*

Turnon the GMBTIMJHIU and
QPTU it. Stripe should run off (D
MOORE).

‘And for The Hobbit, could you
tell me how to get out of the
goblin’s dun i

XBJU till in appears and
say to Thorin PQFO X]JOEPX,
DBSSZ NF and t £0 west.

IAN WALLHEAD can’t get
started on The Colour Of
Magic. Put some colour into the
game with GET BEER, STAND,
TRANSLATE, say ‘yes’ to being a
guide, then TALK BROADMAN
and SAY ROOM, After
Twoflower has left go
Widdershins.

That’s it till next month.
Send your treasured tips and
quirksome queries to
SIGNSTUMPS, PO Box 10,
Ludlow, Shropshire SY8
1AQ.

GRAPHIC DETAIL

Dear Derek

After reading Daniel Chapman's
letter in the May issue of CRASH
I just had to put pen to paper. |
too have been experimenting
with GAC but with a little more
success than Daniel. The first two
problems are easy to solve but the
third, linking other graphic
utilities to GAC, | think is very
difficult.

THE MULTILOAD ADVENTURE

The SAVE ul:ﬂinn in CAC saves
current position; all counters; all
markers; and the whereabouts of
objects.

it is possible to load this
information from one adventure
to another. If this is done the new
part of the adventure must be
reset. Any counters or markers
which are not common to both
adventures should be reset to
original values — ie markers reset
and counters to zero.

Any objects which are not
common to both adventures
should be moved to their start
rooms. -

I suggest that when writing
adventures the following format
be adopted when using objects:

All ebjects which can be picked
up should be the first in the?isl of
uﬁieﬂm Objects which cannot be
picked up, such as nonplayer
characters, should follow.

The noun which goes with the
uhje{jéshuu::i have mEThsamI;ec
number as the object. The objects
which are common to different
parts of the adventure, such as
swords, and quest items,
shuul::ll be the first in Ithell;ilc
(strictly speaking, only objects
which can be pi u’lr should be
commeon, ie you should only be
able to transfer objects from one
adventure to another if you are
carrying them),

The best way to get multiload
adventures to work is as follows:

Have a counter which holds
the present number of the
adventure — this will indicate the
adventure number from which it
was saved. On loading an
adventure position check to see if
it is a permitted load, ie that it has
been saved from eiti'ler that
adventure or the previous
adventure,

If it is permitted, reset all the
markers and counters to their
start values.

Move all the common objects

which are not being carried into
the room (you may wish them to
be moved to rooms which you
can access if you want to give
your adventurer a chance of
getting the object again). Move
all objects specific to this
adventure to their start positions.
Move the adventurer to his start
position. Let play commence.

This will take a lot-of time and
effort (and memory) to
implement, but it's worth it to get
multiload adventures.

RANDOM MESSAGES

If you have your random
messages starting at message N
and there are X messages, to print
the random message:
IF (condition) MESS (RAND
(X) + N) END
This can be used in any condition
type.

EXTENDED ROOM
DESCRIPTIONS

GAC is limited to 255 characters
for a room description with little
scope for detailed descriptions of
your surroundings. To get over
this we can put the marker 0 to
use. It is set whenever a
description of the room is given,
either on entering the roomoron
describing the room such as
when you LOOK.

Marker 0 is not automatically
reset except at the start of a new
Eilme. So if this marker is set we

now the room description has
been given, and we should also
display our extended description
in the form of messages.

But we don't want the
extended messages to appear
after every input, only when the
room is entered or described. To
prevent this from happening we
RESET marker 0. The construct is:

IF (SET#(0) AND (room$))

MESS (message(s)) RESE(0)

END
This should be a high-priority
condition.

GENERAL TIPS ON CAC

When you insert a condition at
the end of other conditions you
don’t have to specify the exact
next number — any higher
number will do. If you specify 99,
and there are only 22 conditions
to date, the condition entered at
99 will be put in the next available
space.

If want to insert a
condition between other
conditions, select the condition




you want the new condition to go
in front of, enter the condition at
the start of the same line (not

forgetting to put the END in) and
the new condition will be
inserted.

In large adventures it’s
reasonable to have rooms with
the same dﬁcrimiun. To save
memory leave the room
description empty except for a
single space. In the high-priority
conditions

IF (SET?(0) AND AT

(ROOMSE1) OR AT

(ROOMS2) OR AT

(ROOMS3). . . . ) MESS

(MESSAGE$) RESE(0) END
where ROOMS1 ... are the
rooms with the same description
and MESSAGE$ holds the
description of the rooms.

The single space must be
entered in the room ription
because if it is completely empty
‘ERROR : room not found’ will
DCCUT.

A small extension io an
adventure, similar to that used by
Level 9, would be to impose a
small penalty each time the save
option is used.

This can be done best using

IF(VERB (14)) SAVEDECR (D)

OKAY END
in the low-priority conditions,
changing the existin ion. The
routine above wou uct one
point from the score but multiple
DECR (0) statements could be
used for larger penalties. The
DECR (D) is used instead of such
a function as CTR(D) - PENALTY
CSET (0) because if the ty
imposed is greater than the score,
size errors will occur with that
function. This will not happen
using DECR(0).

OTHER PROBLEMS

I am working on a system to allow
a number of player characters,
like those found in Lord Of The
Rings. Next I'll tackle the

problem of nonplayer characters
— | hope to get them moving
about the adventure and having
reasonable interaction with the

player.
IAMN BRYER, Leicester

lan’s was one of a huge number
of letters prompted by

Daniel’s GAC problems, all of
which were of a very hi
standard. lan picks up this
month’s £20 worth of software;
next month there’ll be another
ig GAC letter from David Salter
of Nottingham.
DB

THE DEMON
DRINK

Dear Derek
Three years a
Denis Through the Drinking
Glass was released with a very
effective adwvert. | have pla
Denis for three years now |
still cannot answer any of the ten
guestions posed in the advert.
Please print an appeal for the
author to send in the answers (if
HE knows them), and publish
them in CRASH. | would dearly
like to know:
Are they long enough?
What is number 367
Who spoiled the photos?
Is there really such a pub in
Plymouth?
What made Way dizzy?
Is he a quarter-pounder?
A hole in one or one ina hole?
Where did he learn to talk like
that?
Has he gone off to the
Malvinas?
10 Who is it, dummy?
Please, please, please, use your

contacts to put me out of my

misery!
FRANCIS SANDS

the hilarious

L] =B B -a ] el b =

WRITING A
WRONG

Dear Derek

| have read the recent letters in
SIGNPOST concerning Vera
Cruz and am surprised that no
use appears to have been made

of the guphulogx examination.
This test proves that the suicide
note was written by Gilles Blanc
and not by Vera, thereby
disproving his statement that he

was never in Vera’s apartment.
CHRIS GORNALL, Lancashire

ODETO A RED LION

Riches may lie in the trail of a monster
Discreetly-placed powder induces deep sleep; -~

" Be mindiul of fashion, it may be your saviour
. And go not across — instead look to the deep.

Paths may be hidden, so be always watchful;
Music is useful, and charming to boot.
Search all and sundry, choose hair, just a handful;
You never know, you might escape with the loot.

To capture an animal, semidomestic,
You may count ten backwards, if dropped from a height;
Blow your own trumpet and meet with a mystic
Or two to help vanquish the Lord Of The Right.

CHRISTOPHER WARD, Mystic Software

AT e SR
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CRASH bureaucrat NIK WILD takes a break from the savage
world of advertising to hack, cut and swashbuckle his way
through two new gamebooks

THE KINGS DEMON -
GAMEBOOK 1

PUBLISHER: Puffin
RETAIL PRICE: £1.95
AUTHOR: Graham
Staplehurst

SINGING:

Robin Hood, Robin Hood,
Riding through the Glen,
Robin Hood, Robin Hood,
With dum dum de men,
Feared dum de dum,
Dumdum........

Enough, foul wretch!! Thy
minstrelsy prowess doth play
painfully upon mW!
Pray continue in mode
only!
As if our Bob hasn’t got enough

on his plate, what with the
dasta IT Sheriff, Sir Guy Of
Gishbon, laddered tights and
feeling all of a quiver, along
comes some frog with magical
powers (Sir jean De Melusine) to
ruin his day.

"!I

STAR STRIDER

PUBLISHER: Fighting
Fantasy Series

RETAIL PRICE: £1.95
AUTHORS: Steve Jackson &
lan Livingstone

Those damn Gromulans, they've
only gone and bushwhacked
Galactic President Xenin and are
holding him captive ‘somewhere
on Planet Earth’.

This looks like a job for . . .
er... you!

Break out the HB and Mars-
Plastic —it's time to don the guise
of Rogue Tracer and, on the turn

Your main task as Robin Of
Sherwood is to defeat this new
opponent before he can unleash
the forces of Darkness on the
land.

As with Tgt ht?:';:f?f this
genre, you begin ining your
character. A roll of the die
determines your skills in healing,
riding, stealth etc, and there is a
14-page (somewhat tedious)
rundown of how to use these
skills and rules of combat.

A possessions table allows you
to carry and use objects you find,
and there's also a wound chart,
and a table to monitor your
powers of Light and Darkness.

Once the game proper starts,
there’s a good atmosphere a
those despised sudden deaths can
be avoided with a little thought.

I didn’t get veg‘:ar, but one
day I'll return to Sherwood Forest

o {.!ut an end to Sir Jean and his
evil doings.

of a die, see if a Presidential
rescue is possible.

At the start of your quest
yvou're asked to roll the dice to
determine your skill, stamina,
luck factor and so on. These
figures are adjusted according to
actions and events throughout
the game.,

| spent a wet Sunday afternoon
mughing through Star Stridler

eventually gave up. The plot
is okay and some ambience is
created, but I'd been there and
heard it all before. The la
number of sudden deaths didn’t
help much, either.

Two pounds isn’t bad for an
afternoon’s ‘entertainment’, but
Lht:’re are better gamebooks to be

.
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From KJC Games, Britain’s leading PBM CO.
AN OFFER YOU CAN'T REFUSE!

ABSOLUTELY FREE

TRY A FREE TRIAL IN THE WORLDS MOST
POPULAR PLAY-BY-MAIL GAME.

ITS A CRIME!

All you need to do is send us your name and address and we'll send you a rulebook, start position in a new game,
and credit for your first two moves. If you enjoy the game, and we think you will, you can continue playing It's a
Crime! for the incredibly low price of only 76p a turn.

THE SETTING

The game is set in New York City in the late 1990's. You role-play the part of a gangleader who controls a group of
misguided youths. The city has severely deteriorated. The brave citizens who remain are now in a life and death
struggle with the ever increasing number of drug-crazed street gangs. The New York Police Department is
severely undermanned.

Your main goal is to become a very powerful gang. This is measured by building your gangs turf into one of the
largest and by becoming one of the richest, toughest, and most notorious gangs in the city. This will allow you to
enter the MOB, and maybe later, become the Godfather.

On a typical turn you could send your Pros, Punks and "Cruits out to take over a couple of city blocks and ambush
an enemy gang, rob or firebomb a building, buy and sell drugs, have yourselves a party, terrorize the residents,
and much more.

SEND YOUR NAME AND ADDRESS TODAY FOR YOUR
FREE TRIAL OF ITSA CRIME! THE WORLDS MOST POPULAR
PLAY-BY-MAIL GAME.

WRITE TO:
KJC GAMES,
PO BOX 11, CLEVELEYS, BLACKPOOL LANCS FY5 2UL

EARTH WOOD |.<(, \* £ “

2 R
citses either singuiarly or with an alkance A typical game will last about =

2\:\-.

15 players compete 1o e the W uitimate ruler by controfling ai the developed A
18 months, with the first knockouts usually starbng after six manths d

Each player is either a king of a fantasy race or a powerful charismatic character et § : "t
¥ou Can recrult trolls wikdmen and control powerful creatures such as dragons /‘ h&- ‘_i
Youd characters will capture and control cines, upon which you can spend gold to "_ u.'l

improve security workshop produd tion, defences. and mamtaln and enlarge
YOour army With gold youwr wizards undertake magical research Spies search out
enemy stronghaoids and then attempt acts of sabotage theft and assassination Europe’s most popular Piay By Mall game

These are just a few options avalabie to a player in Earthwood the Fantasy Campaign game with over

Earthwood s computer moderated but the turn sheefs and replies F} 1.000 player parties aleady participating

AR wriTTeEn in plaim English To enter send [6 00 for rules SeTup frst
MO Meed 1o 10Dk Through Complex charts and code books to understand this game / theree turms and copy of LATest newsletier

Further turnd £1 75 each

t Send to KJC Games, PO Box 11,

T IEDD EAK H @ Cleveleys, Blackpnul
o enrol in Capitol send a W‘!qm
chequprponfmnanmal Money Order Lancashire FY5 2UL

P&"eﬁ'ﬁﬁm ss:?.'.-.-f-ha'ﬂé' ?#: I:L-u Toenrol in ¥ Earthwood send a £5 00 Welcome on - (0253) 866345
turns Each turn of Capitol costs £1 75 for :gf:';fmﬁ'::? ,:: :ﬂ: apheasich
the first 60 orders. Each additional 30 getup and first three turns VA

an players are
3:553:3“5 bt il it Future turns are £1 50
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Summer is here at last:
tanned legs and weight
training are back in vogue
and here's cool,
sophisticated me driving
about in a Marina van
following the incident
with the cow | mentioned
last month. But would you
believe it? I'd had the van
for two weeks when
BLAM somebody
crashed into it. Sob. Still, |
was greatly relieved to
return home to a pile of
PEM MAILBOX mail; that
bucked me up a bit. What
\\i??um | do without you
a

Anyway, oh-la-di oh-la-
da, life goes on (ya), so
without further ado let’s
pull something out of that
reassuring mailbag . . .

VIGOROUS
PURSUIT

Dear Brendon

This moming | received
information from Jade Games
about Shattered World, and | just
happenad to buy CRASH as well; |
was most pleased to find a piece
about this new game.

| used to be a ‘gamer’ a few

years a%c. participating in
STARLOR frun by Mike
Sinzlatonj. | do not know if
STARLORD is still running but m

memaories of that game are fond,
which is more than | can say for the
memaries | have of my late "allies’
who persistently got me from
behind. Rule One in war-gaming;
NEVER completely trust your

allies.

[ an PBMing again through
your MAILBOX and elected to join
the footballmanagement game
Soccer Star, which | am finding
rather boring, to say the least. That
said, what iﬂ-h'uhl;‘-k me immediately
upon opening the startup kage
from Jade for ﬁ?temd
World was the length of the print-
out = three A4 sheets!

Presumably, as the game
proceeds and more information
about the planet FINDAR is
discovered this printout  will
become larger; | feel the art of
diplomacy will be well rewarded in
Shattared Worldand intend to
pursue it with vigour.

T Burnett, Midlothian

Starlord died a mysterious death
some years ago - Mike ton
left the project to develop
infamous Lords Of Midnight
brainwarper, and Starl

suffered a number of systems
crashes and staggered restarts (it
was a computer-moderated
game) before vanishing in a puff of
smoke

Those who really enjoyed it can
still be found playing in the
American version {run by Flying
Buffalo) and even the 3-0 Micronet
Play By Modem game.

well as comments from the
CRASH raviewers who have
already started up in the game, |
have heard a mixture of reporis
about Shattered World: some rave
overit, others hate it. What do you
think?

Many thanks for views,
please let me know how you get on
in your game, Thomas. wo

WHY CAN’T
THE GMPLAY?

Dear Brendon
| am developing an amateur PBM
game, which in theory will be quite
different to as current
available — the GM, ins of
belng passive, will take an active
part in the giplamacy. double-
dealing and general goings-on.

While the player’s aim will be
galactic conquest, the GM can go
any lengths to maintain order. As
all interplayer communication will
pass through his hands, he’ll be
aware of t players are
planning. With this in mind, the GM
can (if he wishes) warn players of
impending attack or even turn
alliances inside out through
{eeding false information to each
party involved.

This will add a whole new
element to the game.
Malcolm Harden, Sheppey, Kent

In my view, such a system would
spoil the whole game for the
players. It's up fo the enemy to
feed false information to his
tormentors, not up to the GM -
that’s the whole idea of PBMing.
Nobody wants fo keep an invasion
pian secret from all the cther
players, only to have the whole
plan spoiled by an overzealous
(GM who considers his personal
pleasure more than that of his
players.
[was rnfegjstad by yourpoint of
tting the players to
gmmun.'nate through the GM

alone. Sadly, this is impossible
(take Starglobe, for instance) — all
it takes is for two of your players to
meet at a convention and
axchange addresses and ba-bing,
GM-controlled dippy is thrown out
of the window.

Persanally, | don't find the idea
appealing. I'm sorry, but you did
ask! Active GMs work well
in D & D but nat in PBM. What do
other readers think? i

RATE THE
GAMES

Many pecple ask why | rarely offer
any ratings for a game mentioned
in the PBM MAILBOX. Answer?
Simple. Different people have
differant impressions of games
and companies, so my views are
not always shared (remember a
certain article about Saturnalia?).
If I rated every game, it could be
unfair to the player or the
company.
But my brain has had an idea:
¥OU can rate the in which
u play, and I'll collate the data
nto a monthly table. Brilliant!
That's the easy bit done. Now
you have to sit down and mark the
in which you play for each
of the following categories (scores
out of 100, pleass):

GM QUALITY — how good is the
's GM?
IPLOMACY - how important s
Eluod diplomacy in the game?
ULEBOOK — how
comprehensive and clear is the
rulebook?
COMPLEXITY —how complicated
is the &7
EXC G — does the game hold
its apy after a few tums?
VALUE - do you get good value for
money tgl-.faying this game?
Consider quality of print-out,
Ming and so on.)

Send your ratings to the usual
MAILBOX address, marked
RATINGS, and we'll soon see what
you think of the current PBM
market.

ZINE OF THE
CRIME

Two amateur zines have bean
bm::g;ht to my attention this
maonth.

The second issue of First Post is
out: in it you'll find articles on
Vorcon Wars, Where Lies The
Power, Kings Of Steel, AEs and
it's A Crimel,

Justsenda £l ua or postal
order payable to K J Pack to
Walnut Tree Cottage, 8 Kings
Meadow Lane, Higham Ferrers,
MNorthamptonshire NNS 8JE.

The other zine is PBM Scrall,
praviewed in CRASH a while ago.

PBM Scroll covers amataur
games, PEM clubs and general
chat. If you're looking for a cheap
game, you may find it listed here.

Send 50p and a large(ish) 18p
SAE to John Woods, 91 Wanadle
Road, Morden, Surrey SM4 BAD.

Are YOU launching/editing an
amaleur zine offering cheap,
games? Tell me about it!

CRASH PBM
REVIEWERS

Just a quick note 1o let you know
that the applications |'ve received
sofar have been dumpedina lucky
dip — and as offers come in from
companies who want us to review
their PBM games, | simply dip my
hand in the bag to see whose

name comes out . . .
If you fancy playing a game for
free (or at special rev rates)

then send me a note stating your
name, address, any PBM
experience you have (don't worry
if you don't have any!) and your
age. If you're hand-picked you'll
hear from me in the post sooner or
later. Post Eiuurﬂp icationstothe
PBEM FORUM address, and mark
the envelope REVIEWER.

ROOM FOR
READERS’
GAMES

Dear Brendon
First, I'd like to thank CRASH for
introducing the PBEM MAILBOX; it
got me interested in the hobby.
Now a suggestion: why not set
aside some room to allow CRASH
readers to display their amateur
PBM games, magazines etc? I'm
sure many people would find this
feature useful — at the momaent,
amateur games are given far less
coverage than they !
Finally, what is the address for
Viorcon Wars? And are you
planning to do an article on AEs in
the near future?
Emmett Gill, Wallsend, Tyne and
Wear

Believeit or not, just such a section
for readers' games is in the
pipeling. Any reader who runs a
nonprofit-making amateur PBM
gamecan mealine and geta
mention in C H.

But remember, only games run
for fun will be mentioned here: if
you want to charge fees for your
games you'll have to EARN
o I

John Nicholson is no longer
taking on startups for Vorcon
Wars: he's concentrating instead
on the game'’s successor r
Vorcon Wars. Send an Sﬂgﬁ
details to: SVW (CRASH), 59
Juniper, Birch Hill, Bracknef,
Berkshire RG12 4Z2G.
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Mind you, John tells me he
well run mmmwm
wait

for starfup may be long) — the next
one will be a adition to
coelebrate the Vorcon

% 've heard
grunting noises;
expect a review soon. sn“

BRIGHT
FUTURE FOR

2 is a strategic/dip-

lomatic w launched
John Woodall at the Second
Convention in February. it's seton
Earth; most of the world has been
divided into countrias
and circular, o ing waters
(e oceans).

15 players start the game witha

& country each and as many

other countries as they can afford

NUCLEAR DOMINATION

Nucfear Domination is a human-
moderated, budget-price PEM

THE PLOT

Set on the planet .lgfﬂ The'Atalax, &
the role of ammnmdardt!ﬂl
Official Marauding Hordes (of
which there are seven —ie yourself
msi: other players complete

The old Lord Chief
Dictator has had his candle biown
out, and each of the seven
commanders proclaims himself
the dead leader's replacement.
This splits the planet up into seven
empires, each trying to control the
others.

oo v st g
omacy nu n
puwnfﬂwwmmpﬁr&?lﬂm
cares what state it's in at the end
of play?

THIS COUPON FRoM
ISSUE 42

YOUTO
OFF STARTUP IN 7

GAMESMASTER’S

CRASH
ENTITLES

Coupon ve:lid till 1 August

Only one cou

; Pon can be

applied to the cost of
startup fowh

THE RULES

The rules come on photocopied
sheets, and 're not very helpful
—| still can't find out how the game
ands! (Parhaps Unclear
Domination would be a better

name.

But do give examples of
what's going on and the system of
play is, in essence, quite simple:
you battle it out with the other
commanders using armies, fleets
of ships and missiles. No messing

ut with food supplies here —
this is ? P:tl'e baﬁl:’diplnman:y
game (or at least it appears so on
reading the book),

A couple of CRASH reviewers
have just signed up and a progress
report will be published shortly,

Startup costs £1.50 — but if you
use the coupon below you can
save 50p and get going for
Just a quid! Each turn after startup
costsa staggering 75p. Send your

o EBMABE}I'?EHG
to S Wyatt at GAM , 60
St Andrews Road, :
Southend-On-Sea, Essex
8. Have fun, and rule the world,

to buy, along with a fair sprinkli
of arthea. navies and Indmtﬁuing
m 4
& object of the game is to
expand your empire,
overpowering other pla and
eventually dominating t{gm whole
world. This is done through careful
use of your economy, very careful
planning, umnq_mhar yers, and
guarding your Tyrant {your most
unit, similar to a King in
thhm] while mﬁng uthm -
IS envassa lpause to
dictionary — Ed) them to you.
TO PLAY
| have been (sort of) playing this
game for a while m'laF,' to put it
bluntly, I'm not doing well. At all, At
first, this is an‘;glg o cated
game gover a fuzzy
rulebook (only basic descriptions
of what an action is, followed by
various cross-references to other
parts of the rulebook — no
herel), and it only begins
to sense after a few tums.
So if you're landed in
ia with old-time
players and you don't have a few
thmn.ﬂm fa;:;‘ ise yn:wrsarl' with
arulaes, ‘re tobein
BIG trouble. Lim a.mlmh‘lr
Still, it the GM puts players of the
same standard for the game in the
same game then
Megalomania may have a bright

future. Diploma lays a
wﬁa']or part dﬂw mms:ﬁ: . I pwand
ps quickly.
|'Ii do a more mm mi:whr

“later; but for now, if you have a lot

of spare time and fancy a
challenge then have a go at

Megalomania — there are even
prizes and rewards for successful

players! Startup, including the
first three turns and other bumph,
costs £5 from Phoenix Games,

Srcmeﬂgjg} Holly Lane, Upper
Elwood GL16 7LZ. Each tum after
startup costs £1.50, but that figure
may rise or fall, depending on how
you play.

The gM quality is axcellant,
even if John does tend to take the
Micky out of you onthe phone . . .
not an easy game.

Well, that's the lot for this
month's PBM FORUM. If
you have any points to
make or news to
announce, then please
drop me a line. As ever,
the address is:

PBM FORUM, CRASH,
PO Box 10, Ludlow,
Shropshire SY8 1DB.
Remember NOT to send
CRASH competition
entries, subscription
enquiries, whingeings to
Lioyd etc in the same
envelope as PBM
material!l We do have a
bureaucracy to maintain,

THE BIGGEST
YET!

I've received so many letters
this month asking me not to
drop the addresses from
directory entries — it seems
you all find the section quite
useful — that I've come up
with a compromise between
what players want and what
GMs wamt. If- a GM
doesn’t want  his game
mentioned here he should let
me know; otherwise it's
business as usual, And with
that covered, on with this
month’s listing of CRASH
diplomats, the biggest so far!

+001 Adrian Neal

48 Marketstead Estaie, Kirton, Boston,

Lincolnshire PE20 151

GAMES: Vorcon Wars 72 & 78; Capitol

15; Eartheoood 52; Arcadia 6; Star Empires
1; Conguest

*002 Jason French

78 Princes Road, Ellacombe, Torquay
TQ1 1PA

GAME: Vercon Wars 75 (Commander
BLITAD)

w003 Travis Smith

27 Sharmon Crescent, Braunstone Frith,
Leicester LE3 6NW

GAME: Sarglobe 4 (85 Belle Tulie)

w04 Robert Darbyshire

22 Thornton Gate, Clevieys, Lancashire
FYS1JN

GAMES: I't's A Crime! [ { Death
Wamiors); Ir's A Crme! 4 { Megaciry Blues)

*005
17 Graveney Gardens, Arnold,
Nottingham NG5 6QW

GAME: Vorcon Wars 75 (Commander
SHUTUN)

* 006 Mr G G Manganoni

109 Kings Road, Farncombe, Surrey
GU73UE

GAMES: Satemalia; Crasimofi’s World;
Explorers Of Ovion; Lands Of The Crimson
Sun; AE"s; Mark OFf Chaos; Untamed
Land; Vesurian

Stuart Millinship

* 007 Mr C ] McCarthy

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

GAMES: Starglobe I'; Star Empires [;
Vorcon Wars 19; Satwrnalia; Fleer
Mamaeuvres Pl0O7T

w08 Scott Macfariane

2 Broomside Terrace, Costorphine,
Edinburgh EH12 7LZ

GAMES: Vorcon Wars 60; Super Vorcon
Wars 77

* 009 Faul Davidson

51 Waterloo Road, Prestwick, Ayrshire,
Scotland KA9 244

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

010 Kev Wasey

9 Clarkson House, Maysoule Road,
Batterses, London 5%W 11 2BP
GAME: Earthwood 30

w0l Ian Hudson

33 Decpmore Close, Alrewas, near
Buron-Upon-Trenr, Staffordshire
GAMES: Vorcon Wars 65 (Commander
PESTIR); Super Vovconm Wars 77




[(Commander FRUGAD); World Of
Vienpaance ( an's Invincibles near Bury 5t
Edmunds)

012 Gareth Evans

4 Whitelands Road, Thatcham;
Mewbury, Berkshire RG13 4AR
GAME: Arcadia 6 ( Egg Groimnde |

*013 Mike Adams
774 Holmefield Road, Liverpool,

Merseyside LK9 3PQ
Ghﬁg: Vorcon Wars; Conguest; [t's A
Crime! 4 { Priests)

*014 David Lane

23 Florence Road, West Bndgford,
Motti N92 sHR

G : Casus Balli 5; Player 16

*015 Martin Higgins :
Wﬂlﬂ% Road, Wallesey, Merseyside
L4 ZA |
GAMES: Vorcon Wars 72; I1's A Crime! 4

#016  CHff Frost

175 Queens Road, Leicester LE2 3FN
GAMES: Sammalia; Arcadia; i
Eartheood 44; Kings Of Steel 17; Arcadia;
It's A Crime!; Swords And S hields

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

GAMES: Vorcon Wars 72 (Comomander
TREBIN); Starglobe 3 {The Dutchman)

w018 F Brunstan

Cae Mari Pwn House, Thomastown,
Merthyr Tydfil, Mid Glamorgan, South
Wales

GAME: It's A Crimig! 2 {Death)

*019 Steve Vickers

26 Swinton Court, Harrogate HG2 0BB
GAMES: Soccer Star; Samrmalia; It's A
Crime! 4; World Of Chaos

+020 Barnaby Dellar
H’PDHW Grove, Stockwell, London W3
GAME: Starglobe 4

w021 Stephen Holt

27 Rosemary Road, 8 ton,
Norwich, Norfolk NET BER
GAMES: Vorcon Wars 61 (Commander
BRIDER); It's A Crime! 4 {Fighting
Uruk-Ha)

w022 Kevin Pack
Walnut Tree Lodge, % Kings Meadow
Lane, Hi Ferrers,

N nshire NN9 8]E

GAMES: Earthwood; Saturnalia;
Starglobe 4; Orion’s Finger; It's A Crime!
1 Cams Belli; AE's

*023 Matthew Hanson

10 Denby Lane Crescent, Grange Moor,
Wakefield, West Yorkshire WEF4 4EB
GAMES: Starglobe 4 (55 Obgidian Fox);
Arcadia

*024 Gavin Marshall

i iprLtr Road, Orpington, Kent BR6
G i Viarcon Wars 71

*025 Orwen Whitehead

113 Park Road, Barnsley 5§70 1QW
GAMES: AE"s ("Rillion" - E ade);
Satwrnalia (Grend] Of The Web);
Enchkirodon { Brothers In Arms); Ii's A
Creme! { Brothers In Arms); From The
Mouth Of Hell ( EIf); World Of Chaos

{Rillion Kerr); Soccer Star (Moming Star
RS Leapue)

w026 Damian i
12 Warden Road, Sutton Co
Midlands B73 55B

GAMES: 51 (585 Alven); It's A
Crme! (Mery Mob)

*017 John Preen
12 Underdale Avenue, Shrewsbury,

8 ire 5Y2 5DY
G%—?S Four (85 Broadrword
Of The Guild Alliance); Vorcon Wars 78

(Plonog)

* 028 John Kemp

9 Wold View, Caistor; Lincoln LN7 6UT
GAMES: It's A Crime! 4 (New York
Assassins); Arcadia 8 ( Lord Centeurus af
Fihad Ciry, P27)

w29 Milan Petronic

24 Dell Rmh‘m id'urr.un.
Birminat

GAME: Arcadia I3 { Draug Dur)

w030 JC Fowler

11 Beaconsfield Place, 5t Agnes,
Cornwall, TRS 082 >
GAMES: Starglobe Three; Arcadia 8

, West

Northamptonshire NN9 7BU =~
GAMES: Vorcon 60, Ir's A Crime! 4; City
of Strife

*032 Jason Cottrell

17 Back Lane, Blmn\g!m §
Cambridgeshire CB2 SRF
GAMES: Sammmalia (Axil Taranus);
Tyranmy (P5)

:4!33 3 Mls‘chul. R Stanmard
Harrington treet, Cleethorpes, South
Humberside DIN35 TAZ

GAME: Arcadia 10 (Mordran The
Unknoum ar Seven Springs City)

*034 Malcolm Sums

76 Mount Road, Canterbury, Kent CT1
IYF

GAMES: Soccer Star (Kilmore Oulers);
Bradiey’s Football { Houston Ohilers)

*035 Paul Davidson

51 Waterloo Road, Prestwick, Ayrshire,
Scotland KA9 ZAA

GAMES: Vorcon Wars 60 ( Pepish);
Arcadia 7 (Ped at Moriguendi City);
Conguest (Anar Narion, Maps 18/19)

w036 S Davies

16 Clara Street, Ton-Pentre, Rhondda,
Mid Gll.mal.;}a.n,suu:h Wales CF41 7THQ
GAMES: It's A Crime! 4 (Gang 315);
Vorcon Wars 64 (Chotub )

*037 5 Wyatt

60 51 Andrews Road, Shoeburyness,
Essex 553 9]] ,
GAMES: Vorcon Wars 73 (Prifun);
Vorcon Wars 78 (Sathal); It's A Crime! 4
{Mercenaries); Kings Of Steel { Woodland
Allianee)

* 038 Richard Goff
;?Ihlglii Road, Colchester, Essex CO3

GAME: Arcadia 12 (Player 17)

*039 Jason Huggins
g_'é(ﬁmm Lane, Banstead, Surrey SM7
GAME: Sarurnalia ( Verrex)

(40 Gary Rooksby

42 Spinney Road, Keyworth,
NﬂmEh:mhm:' NGI125LN

G : Ie's A Crime! (Sconpuons, Crang
497 in Game §)

*041 Alan Halliday

2 Langley Drive, Handforth, Wilmslow,
Cheshire 5K9 3

GAMES: Vorcon Wars 76; Super Vorcon
Wars 89

*042 Andrew Middleton

3 Derwent Road, North Shields, Tyne
And Wear NE30 3AH

GAMES: [t's A Crime!; Shattered World

18 Geoffreyson Road, Caversham,
Reading, Berkshire RG4 THS
GAMES: Casus Belli 35 (P Bl I's A
Crime! § (Mutant Warriors); The Hunting
* 044 David Norman

7 King's Lane, Bebington, Wirral,
Merseyside L63 BN

GAMES: Vorcon Wars 76 and 88; Kings of
Steel 17

w45
{nic)
59 Thornton Avenue, Macclesfield,
Cheshire SK11 7XL

GAME: Super Vorcon Wars %6
(Commander CRONVO)

* (46 Gareth Williams

17 Western Avenue, Brentwood, Essex
CM14 4XR ¥+
GAMES: It's A Crime! 4 (P s s
Super Soccer (AC); Crasimafi®s Werld

{ Dgath Squad)

w47 Andi Watson

8 Earlswood Crescent, Ki 5 NCET
Leeds, West Yorkshire [.Egg‘i" Q
GAMES: Ir's A Crime! 9; Inte
Fanpasy (Thai); Saturmahia

(48 C Houghion

12 Tedder Road, Beaconside, Stafford
ST163RA

GAMES: Vorcon Wars 83 (VARMER ),
Super Vorcon Wars 87 (GASTUG);
Crasimoff"s World; AE"s (Western)

(49 Patrick Walsh

36 Ve R'Ulds- Lon 3 Slﬂulh-

Eﬂ'ltnh}m::SLi ENX i

GAMES: I'’s A Crime! 7 {Lymchmob;

f_gcmefMFCJ;FMM'EM
prirs

*050 Daavid Brimley

4] Silverthorn Gardens, Chingford,
London E4 3B W

GAME: I't's A Crime! 4{ The Unnameable )

*051 Hugo Allen

3% Bathwick Hill, Bath, Avon BA2 6LD
GAMES: Vorcom Wars 66 (THOGET);
Varcon Wars 75 (TRALIC); It's A Crime!
T (Hll Street Scum)

#0052 Dean Stuart

26 Ullswater Avenue, West Auckland,
Bizshop Auckland, County Durham
DLI149LER

GAMES: Vorcon Wars 69 (THOPAL);
Vorcon Wars 85 (TRIBER ); Conguest; It's
ACrme! 7 (Gang 267 ); St Valenting's Day
Maszacre

The Dark Young (one)

#0153 Carver Tedstone

48 The Walk, M:rqliir'l'ydﬁl. Mid
Gl CF47 &

G : Kings Of Steel 19 (KIR);

Kii Of Oniem 2 (Orizsa); Casus Belli
38 (Player 15)

*054 Guy Roppa
5 Lymington Crescent, Raymond Eoad,
Wimbledon, London SW19 4AN

GAMES: Global Supremacy 2
(Khazacttan); Tribes Of Cm;;dr‘l"nbn of
Rohan); AE"s (Gil-galad, N side); From
The Mouth OF Hell (EIf)

*055 Neil Moulding

46 Park Avenuoe, Allerton Bywater,
Castleford, West Yorkshire WF10 2AS
GAMES: I's A Crime! 7 { Death Angels);
Striker (Castleford Cosmos)

* 056 Carl E | Brown

174 Mersev Street, Holderness Road,
Hull HUS 85E

GAMES: Samwrnala (Orion Blade, 5,
Ervthia); The Hunting (Connoer
MacLoud); AE’s 3 Darkmoon );
Further Into Fantasy (Marc Solo)

*057 Stephen Griffiths

71 Arosa Dirive, Malvern, Hereford And
Worcester WR14 3QE

GAME: Its A Crima! 6

* {058 David Patterson

20 Windmill Field, Denmead,

H ire PO7 6PL

G + Jt's A Crime! 4 (S putrks)

*059 Simon Barry

15 Linnet Avenue, Ba Park,
Whitestable, Kent CT5 4TN
GAMES: Trollshottom 2 { Boggit);
Trollshowtom 3 (CROM

* 060 A Price

17 Fernbank Place, Bramley, Leeds,
L513 1DF GAME: Samernaha (Algrom
FEwilsbank)

*061 Eevin Yan-Cauter

5 Penn Road, Park Street, St Albans,
Hertfordshire AL2 205

GAME: Satumalia { Bronio Balleaxe
Schral)

D62 Chris Collins

45 Eastbank Ride, Forsbrook, Stoke-On-
Treat, Stffordshire ST11 9D5

GAME: Vorcom Wars 75

*063 Mark E
79 Carrfield Avenue, Toton, Beeston,

Mottin NGY6FE

Gmﬂm Vorcon Wars 94
(MARCUS)

* 064 Richard Jones

133 Whire Dirt Lane, Catherington,

H hire POR 0TL

G 5: I's A Crime! 6 (Gang 56); Casus
Belli 38 (Player §3)

#* 065 Robin Appleton

9 Lime Avenue, Swinton, Manchester,
M273F

Gauém Of Orion { Mansallas);
Crasimaff’s World (Mantallas (rrave)

* 066 Yat Kin Ho

41 Raynham Road, Hammersmith,
London Wé 0HY

GAMES: [t's A Crime! §(Gang 528): It's
A Crime! 6 (Cramg 379); Vorcon Wars 62
(TREGEL); Super Vorcon Wars 77
{STONOL)

w067 Henry Shades

119 Bowfield Crescent, Glasgow G52
4HL (Prestel MBX 418829400)
GAME: Vorcon Wars 70
That’s the
DIPLOMATIC
DIRECTORY to date. If
you'd like your dippy details
listed in these pages, simply
send me a legible postcard
with your name, address,
and the games in which you
play. The address is:
BRENDON
KAVANAGH’S PBEM
DIRECTORY, CRASH,
PO BOX 10, LUDLOW,
SHROPSHIRE SY§ 1DB
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Power o your pa

The Graphic Art Department is the most powerful, mostversatile graphics design program
available forthe Atari Home Computers. [t's simplicity of use makeit ajoy forpeople of all
ages to paintwith. Ithas more than 30different commands tochoose from. Anincredible 128§

' different colours can beusedinany onepicture. Athree stage Zoom feature allows one the
ability todovery detailed and intnicate work

= =——|FlREREEEP———— -
" |
|

Otherfeaturesinclude: the useof textin your pictures, 40different brush patterns, abrush
editortocreate your ownbrush patterns, character editor, circledraw, brush speedcontrol, §
mirrarand youcanevenobtainaprintout of yourpictures. Thesearejustafewofthemany |
finefeaturestobe foundinthe GAD Ak vourdealerforademonstratinn nenw Diee: £20 & &
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FIGHTING ON
TWO FRONTS

I'm ME:I over the precipice of exams, but I've found time to start
writing %ZAPI wargames section too (it's called MANOEUVRES).

Even when the Commodore looked like it was going to outstrip the
Spectrum, | bought a ctrum because Idprﬂ¥a
whale | still do, though there's been a decliine recently in the overall
content standard of software.

There's a type of Spectrum software which is artistical
most things written and conceived for the Commodore.
was.

The Commodore is a superior machine, yet most innovative and
exciting games were developed on the Spectrum. It's partly because the
Spectrum was there first, and absorbed the first enthusiasm and
creativity; and because the very limitations of the hardware impose
restrictions on the programmer and force him to work harder at other,

'deeper’ elements of the game.
buwigm‘; for a glossy science-fiction film,

The Commodore is like a bi
and produces games like the masterpieces. The programmer,

superior to
can be, or

free to spend millions on spectacular g ics and special effects,
concentrates on making a surface | . Star Wars satisfies on
that level; it was fascinating to see spaceships and space stations

atlast, just as fractal graphics are amazing to behold and thrilling to move

the software. On the,

_wargamers the Midnight games and R T Smith. And everything I've said

around inside.

But the Star Wars series has a simple, stylised plot which doesn'’t
matter because the films are a vehicle for the effects; and this is the case
with a lot of Commodore games. Eidolon is beautiful, but the game
evaporates to the touch.

The Spectrum is like a low budget for a TV series. Often it'll produce
m programs, but just as often the very lack of resources will inspire
ta programmers {0 compensate and produce a game which
satisfies the imagination. And a Spectrum game can have a visual
restraint and artistry preferable to the Commodore look. Drab low-
budget sets can build up a claustrophobic atmosphere on TV; the
monochromatic wash of classic 3-D games like Alien 8 and the elegant
pencil-drawing animation of the Dun Darach games pleases me more
than flying and multicoloured explosions. Despite the inevitable
tackiness when the Specirum programmers try to pretend it's an arcade
machine, there can be spectacular momants of visual imagery.

But this inventiveness, innovation and artistry have only given

rs to cassette-based games. Commodore disk-based games ars in
a different class, and I'd be glad to see some of the Spectrum spirit
exercised on a larger database!

CONFLICTS 1

Producer: PSS
Price: £12.95

Conflicts 1is a compilation of
three games - Falklands '82,
Theatre E and Baitle Of
Britain. Thera's no point in my
iving full reviews of them -
ﬂmy'\re all been reviewed in

CRASH (lssue 27/ April BB, Issue
30/ July 86 and Issue 37/ February
87 respectively). But let’'s put the
collection in ive, Is It
worth paying the price of one new
wargame for three old ones?

The lead track is Thealrs
Europe, one of the few wargames
which have been conspicuous
commercial successes: it's

famous for its 'stand’.

Most wargames take a neutral
view of their own ethics, despite
the disclaimers that some
companies publish in  their
rulebooks. Theafre Europeis a
long-view representation of a war
in Europe between NATO and the
Warsaw Pact — you know, the sort
that could happen tomomrow
afternoon — which shows how
quickly even limited use of nuclear
weapons could lead to total
devastation.

Commendable as this is, it
means the game balances on a
knife edge hetween statement and
playability.

till, Theatre Europeis wvery
playable and horribly fascinating.
It's a combox game, involving the
movement of tiny units across a
crowded map of Europe and the
spending of resource points, and
aven has an appalling arcade

sequence in the familiar PSS style.
The idea is to survive till the
Americans arrive if you're NATO,
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or to take over West Germany if
you're the Warsaw Pact. Nuking
enemy cities, or subjecting them
to chemical attack, runs down the

other side's EUPDHES.r but
retaliation is inewvitable.” After
provocation you'll probably find

yourself on the receiving end of
Fireplan Warm Puppy, which is
Theatre Europe terminology for
the complete destruction of
Western civilisation.

The game has a few impressive
atmospheric touches, like the

YANKEE

Publisher; CCS
Author: K WRIGHT
Price: £9.95

This historical simulation from the
author of Napoleon At War is setin
the American Civil War, and
recraates the practical difficulties
of the battlefield. Using much the
same system as Napoleon At War,
Yankee focuses on two battles,
loaded as separate programs —
Gettysburg and Chickamat.:‘%;a.

The American OCivil War is
probably best known through
Gone With The Windand other
popular romantic portrayals; as a
war, fought owver Issues and
principle, it's probably not alive in
the British Imagination. This
detachment means a computer
wargame based on the war could
easily be reduced to an exercise
without atmosphere = particularly
when, by presenting small-scale
battle simulations, the game gives
no sense of the overall shape of
the war.

Yankee avoids this by taking a
literal historical approach and
backing itself up in the rules with
detailed descriptions of the battles
(I would have liked lo see some
general background as well).

The Battle Of Gettysburg took
place over four days in July 1863
and Chickamauga over two days
in September. Unfortunately
there's no two-player option, and
the gamer must take the Union

side in Gettysburg and the
Confederate side in
Chickamauga. (The program’s

artificial-intelligence routirle
extends to the player's units too,
so | can't see why there's no
choice of sides.)
Landed with being General
George Meade in Gettysburg, the
layer has command of six corps.
e corps, of three divisions each,
are under the command of
generals with names like Sickle
and Sedgwick. Corps command is

72 CRASHJuly 1987

central to Yankee, as it was to
Napoleon Af War. You can give
separate orders to each division,
but the game really works through
the command unit; the other two
units in the corps mimic its
movement orders and throw
themselves untidily into the fray.

But it's difficult to predict where
all threa units are going to end up
if ane of the divisions gets bogged
down in difficult terrain or collides
with another unit. And when thera
are two or three corps trying to
attack a block of enemy units
they're unlikely to arrange
themselves sensibly. This can be
very frustrating — but war really
was frustrating.

The map isn't large — about
threa times the size of the TV
display, the author claims—butit's
clear and detailed, and fills the
screen without the clutter of
extraneous information. There are
eight types of terrain, making up
an interesting landscape which
seams to be to the correct scale.
It's easy to relate the size of the
square ‘counters’ to the terrain
features, which are helpfully
illustrated in the rules.

Terrain is important to the
gameplay, and most features of
the landscape give an advantage
to the defender (in Gettysburg the
best place to defend is a wooded
hill). This incraases the variety and
sophistication of tactics,
enhances the realism and so helps
generate that important and
indefinable quality, atmosphere.

There are only three types of
troops available: infantry, cavairy
and artillery. The cavalry Gan move
faster than the infantry
units, but don't
seem to have
a dramatic
advantage
in combat.
This lack of

ironically dispassionate Warcomp
computer which checks your
authorisation  for  launching
chemical or nuciear strikes. Not
many wargames can claim to be
ironic.

All computer wargamers should
have a go at this experience. It's
hardly a long-tarm project, despite
its three difficult levels, but insome
ways it's.inspired.

Battle Of Britain is almost new
on the Spectrum, but it's been
around longer on other machines.
Stylistically it looks very similar to
Theatre Europe, with a combox,
tiny little units and an arcade
sequence, but the gameplay is
very different. It's a realtime
simulation of the Battle Of Britain
in 1841, when the Luftwafte tried
to storm the south of England and
the RAF faught them off.

You can choose from a quick
{and too easy) biitzkrieg game, an
introductory training level, and a
campaign game which takes place
over 30 days, like the real battle.
This lasts several hours, and must
be a test of endurance.

A choice of speeds varies the

difficulty, and the gameplay is a
test of reactions and quick
thinking. There's no time to do any
strategic planning — it becomes a

fast-moving, rather addictive
puzzle. The programming is
professional and the arcade

sequence is marginally less awful
than the one in Theaire Europs,
though it has a time cutoff and so
is no more than a trimming.

Falklands ‘82 is the turkay of the
compilation. This was
unfavourably reviewed, and
causad comment on the morality,
or tact, of bringing out a wargame
based on such a recent conflict.
But whatever your views on the
athics, Falklands '82 Is not a good
wargame. Its orders system IS
clumsy and frustrating, its
graphics are peculiarly weedy, and
it's far too easy.

Conflicts 1comes complete
with its own rulebook: a cut-down,
concise version of the orginal
manuals. Sadly all historical and
atmospheric material has been
removed — but if you don't have
any of the games, gunﬂr'ms 1 gives
fairly good value for monay.

variety is doubtiess historically
justified.

Artillery units are not under the
command of any corps leader and
have to be moved independently,
they're difficult to manoeuvre and
fire, but the computer opponent is
disturbingly adept at using them.
They're also vulnerable to enemy
attack and can be wiped out In a
few tums.

The game operates on a simple
two-stage turn structure. You give

e R O O T e e

orders at leisure via a series of
option menus, and there's then an
action phase in which the orders
are executed and combat is
resolved. Combat OCCUrs
sutomatically between adjacent
enemy units, and as in Napoleon
At Warstrength is (crudely)
knocked off 500 men at atime. It's

possible to work out how many
strength points any unit will take
into conibat, from their numbers,
which can be checked

in the
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| orders phase, and their morale,
which gives bonuses in saven
, stages of cheerfulness from
Excellent to Ab.ysrnal_
[ But you can’t be certain which
square or terrain your units will end
up fghting from, or whether they'll
be defined by the computer as
attacking or defending. This
element of uncertainty 15 nicely
judged, between chaotic
randomness and boring certainty.
The combat is shown unit by unit,
and it lacks in impact — men
goto their deaths in unspectacular
silencea.

Bafore the action phase starts,
the player may get messages from
the corps commanders in a touch
of atmosphere-building (again, as
in Napoleon At War). But soon the
generals, whining for advice,
become imritating and one's
tempted to send them in against
impossible odds just becausethay
:{ﬂgﬁrcmplaining about any odds

Enemy units are hidden from
view till they come within
reconnaissance distance
of the player's units.
| find hidden

movermeant
disconcerting
and
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unreal, and Yankee made me
realize why: when the enemy side
maoves, the program doesn't show
the 'out of sight' units but stil
scrolis to where they are on the
n1sa#“:|-l — 50 you watch the map
shifting meaningfully about in
blankness.

True, a real general wouldn't
know where the enemy was, but
he wouldn't have an omniscient
view of the surruunding landscape
gither. The programming gaffe in
Yankee underlines this.

But on the whole hidden
movement is used affectively here;
the reconnalssance scope of the
units is wide enough to make sure
you don't end up planning attacks
against invisible regiments.

The rules are of a high standard,
of content if not of presentation;
the instructions explain them well,
the two battles are described and
set in context! and the designer
gives an account of himself —
which might make you more
sympathetic to the game's
idiosyncrasies!

Yankeehas a  deceptive
complexity beneath a simple
command structure and onscreen
appearance. If you have sufficient
self-control to restrict yourself to
giving corps commands the game
is very difficult = | was wiped out
twice on the easiest level — but

L
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MOUEMENT ©

there is hope of improvement with
practice.

The play is perfectly paced, and
the two scenarios are very
different — Gettysburg is defensive
and Chickamauga is offensive, for
a start. Though you can't choose
sides, which is a limitation,
Yankee should have lastability. It's

TANKS FOR
THE MEMORY

Dear Philippa

It is 4 April 1943. It's raining again.
It's rained for the last two days
now, and that's brought the push
to Tunis fo a standstill. We have
been pushing forward since we
arrived in early November 1942
and we have suffered severe
losses all the way. The worst
moment was when we wera
almost cut off because of a sur-
prise attack from German infantry

certainly one of the best battle-
scale simulations I've seen, and all
wargamers - particularly those
who like a traditional approach —
should enjoy it.

PRESENTATION 90%
Free from tackiness in the rules
and on the screen; the gameplay
maoves swiftly bul considerately

RULES 91%
Excellent, apart from the physical
format — detailed accounts of the
tt';;;;ﬁ but no overview of the war
I

PLAYABILITY 89%
There are no interruptions or
iritations; the battles are easy to
follow and absorbing

AUTHENTICITY 85%
Factually it seems to be authentic,
and in gameplay you too can
experience the frustration of
disorganised troops and whining
generals

VALUE FORMONEY 87%
Three difficulty levels and two
scenarios — no choice of sides,
though!

GRAPHICS 70%
Rather boring
OVERALL 87%

A complex and involving game,
worth trying even if the American
Civil War doesn't excite you

NTLINE

and ltalian tanks during an early
push at Souk Arba. We suffered
many losses and it was a relief to
hear the Sixth Armoured Division
are attacking the Axis flank with
considerable success.

We're now supplying the First
Infantry division and some inde-
pendents to the north of us. We
are positioned north of a town
called Medjez, with the French
divisions to our south covering the
main divisions of tanks and infan-
try which are just ahead of us. The
next attack will start when the
weather clears lormorrow morning.
That will mean more casualties.

CRASHJuly1987 73
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How many more do our Joint
Com think we can take?

Losses todate: 52,170men, 233
tanks. Our total men in the fiald:
178,500, and tanks in service:
1,610. It must be said that the
majority of these men are chasing
Rommel out of Africa, but they are
coming this way!

.. . the push is still continuing.
's now 20 April and we are just
Tunis. The end is not far
off for the Axis now. the losses
have been staggering for both
sidas, but the Axis have come off
worsa. They do not seem to be
able to replace their losses as fast

we can. Losses are men:
67,350, tanks: 283, Estimated Axis

=
3

§

140,480 men, 629 tanks.
days were the most

I cannot recall the losses of the
Axis powers, but they were hor-
rific, with about 20,000 men left in
the battle zone.

It's celebration time after a suc-
cessful campaign in Vulcan, by
CCS. Tomorrow Is another day
and ancther encounter. Next time
I'll conduct the Axis powers and

maybe change history.
R Sttunmn,%unfwmlim

This dramatic account of Vulcan
impressed me, and for an interest-
ing way of enjoying a wargame R

@ams this month's £20
of software. =

AN EXTREMELY TINY
CORNERFOR THIS GUY
::Hﬂ"l RUNNING A

'/ARGAMES/RPG
SOCIETY AT
LIVERPOOL
UNIVERSITY AND
WANTS TOHOLD A
CONVENTION EARLY
NEXT YEAR

The problem is convincing those
generous people who decide what
tg;a{lt our ;ciaty is going th get

at enough people are going to
come to make it wnrlhwgu'ie,

I was hoping you might be able
to put abit in the mazmn, asking
people if they w be interested
incoming. If so, could they write to
me at the address shown below,
possibly telling me what they'd like
to see at the convention?

Atwo-page spread in full colour
would probably suffice, or failing
g:;ntfi a til;;; lPrHe1mmar at the A

om of your letters paEe will do,
n A
Electrical neering

wOT NO
OPPONENT
RATING?

Dear Philippa

| have bean interested in the com-
ments you've made as a board
wargamer abeut current computer
wargames. (You don't always
seem impressed!) | would like to
read maore of your assassment of
the quality and “intelligence’ of the
computer opponent, sinca this

THE NEW CRASH |

in order of choice...
1.

0 BN

987
74 CRASH July 1987

The following are my five favourite strategy games

L At NS g o e R
R . R e R i e

In the unlikely event that | win the £20's worth of software, |
would like the following games (not necessarily strategy!)

T-Sh.ﬁ&zaSDMDLD .

Completed coupons should be sent to PO Box 10, Ludiow,
15hmpshnrﬂ SY8 1DB, to be received no later than 15 July

STRATEGY CHART!I

Here it is folks, the chart you've been waiting for (your chance I
to engage in some strategic voting). Let us know your favourite

five strategy programs, and enter a draw for £20's worth of
software and a fabulous CRASH T-Shirt. Five runners-up will
also receive a T-Shirt, so post those coupons today.

matters most in a computer strat-
egy game.
Your recent review of Vulcan

ed over this. | gained the
impression that the player didn't
find out where the computer's
units were till he bumped into
them. ‘Hidden movement' is good
up to a paint, but taken too far just
makes sensible ic planning
by the player impossibie,

A M Wright, Halifax

E:Eis month I've dffg .-_Hud" to drop
‘apponent’ rating; | agree that
it's a vital part of what makes a
ﬂaad wargame good, but in the
time | have to playtest a game it's
impossible for me to get a fair idea

I knew | was going to get into
trouble for pubtishingﬂa listing . . .
Anthony Bailey's Chaos editor
has caused problems for Hew
Thomas of Hereford. Huw eagerly
gped in the listing published in
RASH Issue 38. Nothing
happened . . . has anyone else
had problems?
To confuse everyone, and stick

my neck out further, here's a

nemant of the editor (which
enables you to change the names
and characteristics of the units).
Chris Lee of Langdon Hills has
sent in a memory map which,
when used in conjunction with the
previous listing, will enable you to
change the graphics too. Chris
suggests turning Chaos into a
futuristic game, and adds a plea —
has anyone found where the
percentages are?

CHAOS
GRAPHIC
MEMORY MAP

32551 Spell Cursor

32944 WIZ Sword 1,2, 3
33040 WIZ Dagger 1,2, 3
33136 WIZ Armour 1
33168 WIZ Shield 1
33200 WIZ Wings 1,2, 3
33296 WIZBow 1,2, 3

480881 Select Cursor
50013 Flying Cursor
50045 Aiming Cursor

60273 Cobra 1,2

60339 Cobra 3
60371 Dead Bat
60403 Bat1,2,3
60498 Dead Cobra
60531 Blob 1,2,3

of how well the computer

nent plays. To undwﬂandanm
Faf-;tnremgence' routing you have
0 pit yourself against a game for
long leisurely sessions, and if the
routine is sophisticated and
devious it's difficult to notice it. If

the o t is conspicuous!
srupid%?'quggﬂmr'ﬂsﬂﬂmmnbnﬁ
in the main body of the review,

Send your letters to:
FRONTLINE FORUM,
CRASH, PO Box 10,
lf.snﬂ'lam Shropshire SY8

N

60627 777777
60595 Dire Wolf 1,2, 3,
Dead Dire Wolf
60723 Spectre , 777777
60787 Goblin 1,2, 3, Dead
Gobilin
60915 Crocodile 1, 2, 3,
Dead Crocodile
61043 GrDragon 1,2, 3,
Dead Dragon
61171 Vampire 1,2, 3, 777777
61299 Faun 1, 2, 3, Dead Faun
61427 Lion 1, 2, 3, Dead Lion
61555 Gryphon 1, 2, 3,
Dead Gryphon
61683 El 1, 2, 3, Dead Elf
61811 Horse 1, 2, 3, Dead Horse
61939 Orc 1,.2, 3, Dead COrc
62067 RDragon1,2,3
62183 Fre 1,2, 3,4
62291 Manticore 1, 2, 3,
Dead Manticore
62419 Ogre 1, 2, 3, Dead Orc
62447 Unicorm 1,2, 3,
Dead Unicorn
62575 Ghost1,2,3,4
62703 Wraith1,2,3, 4
62831 Bear1,2

63092 Bear 3, Dead Bear
63124 Gorilla 1, 2, 3,
Dead Gorilla

63252 Skeleton 1,2, 3

63348 Ogre? 1, 2, 3, Dead Ogre?

63604 Harpy 1,2, 3, d H

63732 Pegasus 1, 2, 3, ki
us

63860 Eagle 1, 2, 3, Dead Eagl
gle
63986 Hydra

64116 Rat1,

64244 Centaur 1, 2, 3,

64372 Giant 1, 2, 3, Dead Giant
64500 Gd Dragon 1, 2, 3,
Dead Gd Dragon
64528 Dark Citadel
64660 Maagic Castle
64592 Magic Wood
64726 Shadow Wood
67758 Wall
64774 Wizards 1,2, 3, 4,5,
B, 7.8







/‘T"'f'

_.5
""‘"‘“ ﬂ_"

x . =|!=';‘.,f.:l:.b "

e w—

Furmer GFIASH Editor GRAEME KIDD pulls
- on his muddy old Doc Martens to interrogate
the men behind the pigs at Oink!, the anarchic
best-selling comic soon to be a CRL game.
It’s a farmyard out there . ..

T S e =020 . 2

‘ﬂ__rﬂ“ .'_ . coyr

FOUR LEGS G

OINK! OINIK! O 1N KK | Sisinins s
OIN K OINK! OINIK!
OINK! OINIK! OINIK!

day and saw this, sohewent up to
Dﬂ %ﬂ traditionally by IPC, but it's edited
have bean

printad and ready to enter the pre-
fray in the shaps, and

Patrick and gaid “Do you writa
comics?'. Patrick said ' Yeah', and
by aﬂ‘hn‘fc&ﬂ:nmsts 2scapees
from mainstrean: comics such as
along the rut worn I
deap by The Beano,

Markzald "Well, sodo ', 'I'hm,r both
worked an the same comic and
gidn't even know each other!’
known Patrick as a
& worked for
Dandy and their companions.
Okay, we'va had 2000 AD for ten
years now, but that's always been
aratherdifferent kettle of mayhem
Butlast yeara radically dlfferem

p&tlliﬂdhn suraced nationally

i LA

comics,
Qink! may be distributed

76 CRASHJuly 1987

‘Whizzer And Chips and Buster.
Thay share an anarchic view of life
and treat the clichés of classic
comicdom wﬂ:h a marked

Publlﬂmd two weeks,
Oink! has stormed the market
from its Manchester offices, and
after just a year is selling aimost
100,000 copies of sachissue. The

iSummer special has already

appeared, an Oink! annual is

Christmas
DHLBMMW&WMH
game based on Oink!. It's a
success story that the comic's
craators haerdly dreamed of,
Clinkl Came into being almost by
aecidant, after a chance maating
ina . Mast of the work is
dmby ohy Husband, Mark
T ratnc; Gallaghdr,
a:plaim how it &ll began:
Mﬂi!ﬁr Hhizzamndcfw and

Ghips and
Buster and they found it was
all a bit bland . . /
Wadithﬂerinydﬂl itand
thnughtmatmmmhudgmintu;
big rut — for the readers,
Wuweuﬂbmarnmﬂh 5
flat one night when we started
ideas around for our own
comic, never thinking wa'd get
that far — we thought we might
managea fanzine-type thing, just
as a rélease of our energies.
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'We got this dummy together
when wa saw the ideas wera ;
and started drawing & faw things
up. | rang up a couple of artists to
ses if they would be interested in
having & go—no monay, justtosee
how it would go. We justwanted to
get some fresh blood into it. We
didn't even think it would come off,
really, because it was guite
different.’

Pigs are good fun -
they’'re rough and ready
and a bit dirty; like kids

Tony describes himself as ‘a
single-gag cartoonist’, and his
work for Private Eye and
Punch put him in contact with
other adult-orientad cartoonists
like Banx and Haldane —

associations which proved very
useful for Oink!,

e i o e
them up. | don'
that had ever worked Pau
before. | don't think they wuuld
have done it unless it had been
something as fresh as Qinkl. What
we said to themwas ' Justdo what

want, just enjoy it', because |

m wioried for comics and dh:!n’t
enjoy it, | knew how restrictin
was, sent us some exce iem
stuff, and that encouraged us to
push ahead,’

Aphone callto IPC
the team furthaer =the publishing
giant asked for a copy of tha
dummy.

But when the dummy armived at
IPC, opinion was divided. ‘Soma
people there thought it was too
riskytodoit,' Tony recalls, ‘but the

director, John
Saunders, and John Painter at IPC
ware really keen and pushed the
project h; they had the
couragaeto getitonto the shelves.”

The original plan had been to
produce a 24-page issue,
probably on a weekly basis, but
the go-ahead was finally given for
a 32-page, fo comic —
which suitet { Publishing, as
they calied themselves, because it
gave them a little more time to put

with one-
off spoofs of traditional comic
characters, photo-love pastiches
and daft * MW Pigs
Ia’qg inary
cha.ract ncle Pigg *edits’ Oink,
and storias T-rwoning pigs and their
endless war with the evil butchers
permeate the comic;
posters featured in early issues,
featuring characters such as
Hambuﬁi.]nin m‘n Oi'm Club agm
receive a cher's-

pigs wuuid b
NS, they're
H.I'Id a bit dirty

Rather than go for wlqunw
Oink! has bﬂﬂnmm bya
rather black sense Moan::! mmu{‘m T,
Take Doctor 's
completely loony”), or Pete And
His Pimple — Pate grows a huge zil
on the end of his nose, larger than
a beach ball, for the start of each
episode. The zit is iInavitably burst
in the last frame of thia 3

bystanders in pus a
giving Pete temporary relief.

And Burp The Alien continually
excretes dublous substances
from his gandhastrouble
coralling his internal .which
pop out for little adventures all of
thair own . . .

Tony outlines the inal
strategy: ‘'We decided to have a
number of regular characters so
that the readers could identity with
them, a lot of one-offs to keep the
comic fresh, and a lot of silly

gimmicks.

Avear later, m ofthe original
charar.tamm ere, including
r|:| The Hnllr.! Horace
{Ug y Face) Watkins and Hadrian

Wa still like the 'Imnaty of one-
off storles,’ says Tony, ‘and love
doing spuufs— wa like taking the
mickey out of the Beano. You
know, 50 years old and still the

same characters . . . that's great,
that!

'Wedida about one strip
pmduoad by D € Thompson (a
thin they liked whu:hhl
don’t Very muc
We rﬂd a Dan strip and

of kids who
arealw thmgﬂ'ﬂtsahaﬂ
ueryha edidupooi

onthat, and | don’t think they
too happy about it. It's nk‘:ala Eﬂr
them up.

And experience has shown that
IPC's early fears weran't totally
groundiess. W H Smith has
moved Qink! out of the children's
section, and tha comic caused a
bit of a stir shortly after its arrival.

"We got complaints from
Christian Ald, Youth Groups, irate
parents . . . " Tony admits. "Well
into doing the comic, we did a
story called Janet And John, which
went to the Press cwabnm e
Somebody complained
and the Press Council had to make
judgement. They came down on
our side with something like
‘tasteless, but there's no reason
whEt:!mM't be printed

: mother saidphﬂr ung lad
laved the comic and collected
thi Wm% Whﬂtﬁgaqu;;

n iy

% Pack and got all the

Wr'maha saw the Janet And

P AT

J ﬁ!_*i-i ;gj_if' g:t:cm, _.

John thing, she said she was so

disgusted that sha tore all his

comics up and bumed all his

freebies, saying the effect on him

of reading that Janat And

John thing wasn't right for

o thaight the effect ot moth

e & mother

rlpping up the thing he actually
loved and all his freebies

was a hell of a lot more frightening

for him than reading aspoof comic

atr‘iﬁl
e criticlsms were used ta
good effect . . . *We knew the
comic was a bit antiestablishment
and a bit anarchic, 50 we invented
Mary Lighthouse the critic to sort
of put the " point of view,
B o e T

r, ays
down, pour swill on her or
whatever

Wﬁiéhuuse.
the. erusader, is

said
they are mndlru MW}' for
possible libel:
No-one ever used. hMThu
Bash Street Kids, Lassie, The

Numbskullsand all m
Perhaps

contem

childrens® mmm

come of age with Oink/,
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YOU'VE heard of the game of the
film, book etc . . . now comes the
game of the pig! Due from the CRL
pigsty soon is Oink!, based on
IPC's top-selling cult children's
piggy comic.

ou play the part of the editor,
Uncle Pigg. All your staff have
gone on to pastures brown and
you have three days to finish off
the last nine pages of the comic
before the deadlineg — midnight on
6 July.

Three of the pages have to be
completed specifically by you, and
the other six pages will come in
slowly, depending on your own
progress.

Now, Oink'is a high-tech
magazine, so the articles are
compiled by the writers playing
computer games. And the further
you get in the game, tha more of
your article is written (nof a bad
idea — Ed).

Each of the three pages you
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have to fill features a different
game. The panels of Pele's
Pimple are filled as Uncle Pigg
plays through 12 different spiced-
up Breakout-type screens.
Rubbishman {a down-to-earth
Superman) requires the porky
proprietor to control Rubbishman
fiying round the Ilitter-ridden
streets of six different zones = the
more zones you complete, the
more of the article you've written.
And the Tom Thugpage sets
out another piggin' problem for the
swill-sucking boss. All is not as
easy as it may seem in the sty -

Mary Lighthouse, the well-known |

moral crusader and pork butcher’s
friend, is trying to put a stop to all
these piggy matters. Get the
magazine out on time or get the

sack.
It's all up to you in CRL's latest
ame, sel for release on the
rum in ‘a few months’ time”.
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JON BATES investigates
the FBO1 tone module and
an essential editing

program

A fair-sized chunk of your
correspondence (always
wdcgm. but | can't guiﬂ.l'nrllﬁ a
pers response . . . ) puts the
emphasis firmly on budget. In
other words, how little do you have
to spend to rival Messrs Jarre and
Gabriel? Well, anice way to extend
your Spectrum s to start with a
tone module,

A tone module/generator is in
effect a sound synthesizer or
sampler without any visible means
of playing: a keyboard of sorts. It
depends on a midi signal to stir it
intolife, sent from either a separate
k rd or a sequencer.

at are the advantages? Waell,
atone medule is usually cheaper
than an equivalent synthesizer
withak . There are fewer
bits to pay for, so you get a little
more for your m:meﬁs d
because tane modules are
remote-controlled, they're more
fiexible.

Unless you have somaething like
the Cheetah MKS Keyboard you'll
only be able to play and write fora
tone module from the Spectrum,
but if your keyboard skills are
limited that's not too bad.

And there are programs that
allow you to write music in either
graphic or traditional notation,
such as Ram/Flare Music
Machine (which will give you
sampling as well) and the Cheetah
Midi Sequencer.

You can connect the midi-out
partonthe 128 tothe module and
write your tunes in the rather
laborious code it requires. Bui
without an interface your control
of the module will mostly be
through midi channels, note
commands, patch changes and
velocity commands.

I'm sure that with enough
devotion you could write some
software — but it would be limited,
as some jerk at the design sta

ot to provide a midi-in option.
It'll be difficult to use a tone
module from the 128 without an
interface.

Tonemodules come in a variety
ot shapes, slzes and costs. Often

TECHC
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when a synthesizer is launched,

tha tone module foliows a few

months later - the samea synth, but
without the keyboard and with far
fewer buttons on the front. On
closer inspection you'll find the
buttons are multifunction, and
though a bit fiddly they'll allow you
access tomost of tha synthesizer.

Points to ponder if you're
thinking of splashing out on a tone
miodule:

1 Can you create your own
sounds from scratch on it?

2 Hnot, hassi;am lots of presets
that are u | to you, or are
there sets of voices you can
purchase and stuff into it?

d Ifyou already have an interface,
is there programming software
available for your interface and
that tone module?

4 Study the midi specifications.
Canyou produce morethan one
voice at a time? How many
channels will it work on
simultanecusly? Is the manual
torthcoming about data dumps
viamidi? In other words, is it an
open book or amajor headache
to control? Some
manufacturers are very helpful
and even provide a separate
midi guidebook for their
products.

5 When considering
programming software, baar in
mind that most digital
synthesizers and samplers are
far easier to program from a
graphic interactive screen
display then from the minuscule
onboard LCD.

Prices start from around E275fora

Yamaha FB01 or Casio CZ101 and

go through the £700 bracket for

basic samplers; the complete TX
rack system from Yamaha would
start at several grand and end with
you handing your cheguebook
back to the bank manager and
wearing out sets of kneepads
while craving forgiveness. Watch
this space for detalls of samplers
and synths as they appear,

The FBO1 looks a fair bet, you
might think, It usesthe FM system
of synthesis. (And if you haven't
heard of this, where have you been
for the last four years?) It comes
with 256 presets and lots of voice
configurations, which means you
can talk to it on any eight midi
channels, and provided you ask
for only eight notes in total you can ’
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split them up pretty well as much
as you want — assigning pitch
bend and number of notes per
voice, and then committing the
setup to a separate memory.
Hence the term "voice
canfiguration’; there are 20 in all,

The output is in stereo with
limited panning facility.

Lots to play with —but you can't
make up your own voices from the
FBO1's cantrols, and it has the
usual disadvantage of a tiny LCD
display which allows you to peak
at only a very small part of the
settings and voice banks etc at a
time. And you can't name any of
the voice configurations you have
created.

Thatis, it had these problems till
now. Behold the FBO1 Editor,
written by Martin White (originally
for himsalf) and used via our
adaptable friend the XRlinterface.
For £29.95 you get a very
comprehensivevoice editor, voice
configuration display and thres
banks of new sounds.

Usually when programs have
been developad for the personal
use of the programmer there are
great gaping holes in them. Not so
here — it's easy to use and well
thought through, and the manual

is helpful.

On lpading you get the menu:
Voice Bank Editor —Voice Editor—
Configuration Display — Save And
Load.

TheVoice Bank Editor dives into
the FBO1's voice banks, arranged
in seven groups of 48, and lists
them.-You can rearder these,
copy, delete or rename them and
then dump them back into the
FBO1. You can select one voice
and take it away for modification,
or start from scratch to create a
voice in the Voice Editor.

You hear the voice by playing on
the numeric keys — access to all
octaves is available through an
octave-shift key. But for some
reason it kept jumping back to
Qctave Three instead of the octave
I was working on when fine-tuning
the sound — which could be bit
aggravating when you're editing a
bass sound, say.

There is a facility to alter the
valocity sensitivity and hear the
result - very useful, this, as many
sequencers will transmit individual
note velocity. You can't play the
voices from another midi device/
keyboard at the same time as

ou're editing on the Spectrum,
ut that's a minor prablem,

NICHE

Sound editing is done
numerically. | find this a pain-1 like
to have bar graphs and waveforms
infront of me, as | respond to visual
images better than to rows of
numbers. But it was pretty easy to
use, though perhaps it should
display the algorithm shape,
eritical 1o the way sounds are
edited. (The manual has the
shapes, at least.)

Yol can name your new voice
and put it anywhere you like, The
FBO1 displays 'Dump Received!’
when any information is
transmittad to it. 's all very easy
to use even for somaone who
hates numbers.

Configuration Display shows
you graphically what's going on as
you assemble or swap voices and
assign notes and midi channels to
them. The configurations are
created using the front-panel
controls of the FBO1. Youcanaiso
put a name to the configuration,
which is far better than the
anonymous "user 1" that would
otherwise appear on the LCD.

There's also an option which will
convert voices either way between
a DX100, 21 or 27 and the FBO1 -
a thankless activity which takes
hours to do manually. The

TECHC

convarsion feature has been
lacking in other Yamaha voicing
programs.

& voices that came with my
review program were very wel|
thought out and covered a wide
range from ethnic instruments to
parcussive sounds — useful
additions to anyone's sound
library.

SaveAnd Load Is to tape, micro
drive, or Opus One disk.

It you've bean uncertain about
Yamaha's low-cost tone module,
I'd say this program makes the
prospect of adding an FBO1 much
more favourable, A for effort, Afor
results. If | were the author I'd try
flogging the FBO1 and -
programmer as a kage . . .

XRI Systems will supply you the

ies if r;:u contact them at 10

nnybank Road, Wylde Green,
Sutton Coldfield, West Midlands
B73 5RE tel: 021 382-8048.

PS The Casio CZ101
programmer, also from XAI, was
raviewed in these hallowed pages
back in Issue 38 (March 1987) —
make a comparison,

Meaxt month there'll more
suggestions on keeping the costs
down and the quality up, and I'll
answer a few letters (honest!),

SIMON N GOODWIN, our
man with a middle initial,
samples some sampled
sound

IN RECENT ISSUES |'ve
dispensed tips for Cheetah's
Sampler and SpacDrum, but |'ve
neglected anothear popular
ipharal — RAM Electronics’s

usic Machine, which Jon Bates
reviewed in November (CRASH
Issue 34), designed by a group of
ex-Sinclair enginears. Several of

u have written asking for Music

achine tips, 50 here goes!

To start with, a few POKEs far
the Music Machine software. Enter
these by loading the program and

pressing | at the main menu to get
backto IC. Typein the POKEs
and use RANDOMIZE USR 27000

to restart the program.

The Music Machine program
looks pratty, with its flashing
boxesand alaborate screen wipes
whenewver you select an option, but
it's not long bafore these become
an irritating waste of time. Al
Straker of the Music Machine
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User's Club has sent in two POKEs
that s things up.

POKE 33238,0 accelerates the
box flashes. You can use any value
between 0 and 255: the normal
value is 50, and the smaller the
number the faster the effect.

The screen wipe is even more
slothful; use POKE 33745.201 to
get rid of it

The Music Machine includes a
MIDI (Musical Instrument Digital
Interface) port, though RAM's
software makes only limited use of
it. In theory, every note or chord
sent through a MIDI system can
have an associated velocity, Good
electronic keyboards can measure
how hard you're bashing the keys
and send an approprigte velocity
signal to the synthesizer, which
alters the volume and tone of the
sound to suit,

The Machine doesn't let you put
velocity information inla your
recﬂrd!irrjtgs —it just plays :
am}n ing atan’average’ velocity
of 64. if you change m?s You can
alier the tone of many synths,

M-M-MEAN
MACHINE

POKE 42204,127 selects the
maximum key velocity, and POKE
42204,0 sets the minimum, You'll
nead an alternative MID| program
to set the velocity of notes
individually,

Al's club publishes a magazine
called RAMM! for Music Maching-
owners, The Music Machine
manual promises lots of new
software from RAM themselves,
but they've rather short-sightedly
scrapped that idea, and they're
encouraging other people to do
thework instead. Luckily there’sa
lot of interast, and AAMM! is the
place to find out what's going on.

RAMM! is published every two
months; a year's subscription
costs £6. For a subscription or
further details write to Al Straker
at 18 Sandringham Road,
Willesden, London NW2 5EP.

EASY CONVERSION

The Music Machine contains a
sampler, s0 you can record your
own sounds — but Cheetah publish

good, professionally recorded

drum sounds for the SpecDrum.

And after much experimentation

|'ve managed to convert

SpecDrum files into Music
achine format,

The Cheetah samples come on
cassatte, at the very reasonable
price of £5 for each kit of eight
sounds. One side of the tape holds
the sounds, collected into one big
file, and the other side contalns a
Kit Editor which lets you extract
individual samples. My conversion
routine works with onesample ata
time, so that you can mix and
match RAM and Cheetah sounds.

Typa in the program and check
It. When you type RUN the
program preparas 1o load a singla
sample file created with the Kit
Editor. After loading the name
appears on the screen, and there
Is a 20-10-30-second pause while
the dala is converted.,

A message appears when the
program is ready fo SAVE a Music
Machine file. Start the tape
recorder, then press any key.

To usa the sample, load the
Music Machine software and
delete some of the existing
samples to make room for neaw
ones. Samples from SpecDrum
positions 1, 5 and 6 use 108
millisaconds of space; the others
take 162 milliseconds.

Select the Load/Save menu,
and press 1toload a new sample.
Just press ENTER when you're
asked for a filename, and play the
tape generated by the conversion
routine.

ROUTINE ADVICE

As usual in TECH TIPS, theroutine
is the minimum required to do the
job properly. It works on any
version of the Spectrum, from 16K
to128K. It's up to you to add fancy
graphics and filing options if you

NICHL
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ke —my aim isto keap copy typing
to a minimum.

There are quite a lot of m
numbers in the program, you
should SAVE it and check it
carefully before you try it out —
youleta ingrtistakeaih:hglt -
mﬂ YOI Ep-actrum will

The first part of the routine
copies a small machine-code
function and a dummy file header
into reserved me A
functionis used four times, ta read
and write the cassette files. The
returned value is not checked by
this varsion, but tha result 147
indicales a good load and

ing else signals a tape fault.
ach fila has two parts: a
header, to say the name and type
of the file, :H.I'h‘."l a data block

containi

Cheet usaan W-character
ﬁhaadafh_ The first Edmicatastha

as aned in past

lmuaw:gfc H, and thep:ext
sevan characters maka up tha
name of the sample. The length of
the following data-block is either

2K or 3K, depending on the file-

type.

Music Machine files are more
elaborate. The header is identical
to that of a standard Spectrum

, and three
values.
The first value is the length of the
uent data-block,

second is the address from which
the data was saved, The Music
Machina ignores this value when
, 50 there's no need to set
it. The last vaiue is only used for
BAEID program files; it can ba
safaly left empty.

The sacond part of a Music
Machine file contains the sample
name, used on screeh manus, and
the sample itself. The sample
name doesn't have to match the
filaname; my routine one
namse, ' DrumFX', to all files it
creates. SpecDrum filename
becomes the Music Machine
samﬂs name.

usic Machine data-block
starts with a two-byte value one
|_ greater than the length of the

sample name. The characters of
S e e sep)
zero byte, thele = e,
and the sampie itself.
| This conversion is enough to
make samples load, but they
sound distorted. The problem is
that Cheetah and use
different schemes to store the
sampled data.

ﬁfﬂﬁ usealistof values

describing the graph of the wave.
These are the numbers that are
read from the analog-to-digital
converter when the sample is
recorded.

Cheatah samples consist of a
list of measurements that indicate
how far the sampled level deviates
fram the middie of the graph. This
sounds daft, but it's very
| convenient whan you want to
| replay several samples all at the

' same time. You can just add up the
I values, using signed arithmetic.
| RAM has to subtract an offset

L
L]
&
-
L]
-
L
-
L]
-
L]
L]

Converting SpecDrum samples to Music Machine formai

every time it combines samples, to
avoid going beyond the range of
values allowed by the digital-to-
analog converter.

The loopinline 160 converts the
sample from Cheetah to RAM
format. it takes advantage of the
way POKE automatically converts
naquﬂw numbers into BEN-
bit "two’s complement” signe
form. This is what takes the time
between loading and saving—it's
an ideal routine to convert into
machine code with an integer
BASIC compiler.

RAM-IFICATIONS

| find the SpecDrum software
much more flexible than the drum
editor on the Music Machine, so it
seams wnﬂhw?:iui:e to write &
program that will convert samples
the other way — from the Music
Machine to the SpecDrum.

I’ 'u'a airl"l-ust finished such a

anto printitin TECH

T1F'*$ sonn & main challenge is

bean carefully adjusted so that

:"%.' can't overioad the SpecOrum
causa distortion. But the

Music Machine lets ﬁ:u ;'.1I£|1»,r
samples in any com

unlike tha S m, 8o there's a
small risk of overload when you
pia'?' three drums at a time.

you resist the temptation to
play two bass drums
simultanaously with one other
saund, all will ba well. Bassdrums
are at position 1 in every Cheetah
kit, and are allowed a greater lavel
than any of the other samples.

HARDWARE SWAPS

Massimo Pilia is a kean Music
Machine user, with two computers
anda SpecDrumas well. He's sent
in a long list of POKEs to convert
the Music Machine software to
work through SpecDrum
hardware. (It won't record
lesoruse MIDI, of course, as
%m has only a single
ng in all his POKEs |
Drum interface
with the 5tmdard Music Machine
softwara, and found itworked fine
with no changés at all.
hardware pliam tend to keep
things e, and it's
::ommnﬂ or signals intended for
one device 10 trigger another.
Sadly, this trick doesn't work the
other way — the SpecDrum
program won't drive tha rather
more histicated hardware of

the Music Machine. Doubtless
Massimo will work out the POKEs!

CHEETAH CHATTER

CHEETAH are workingona £9.99
‘prafessional’ sample-aditing
package, which will let you tweak
sounds and transfer samples from
i sk ol i by

or u st 2]
and Sinclair g;mmh
promise a E1 tull-s&ze Syndrum
rack which can replay any three
drum sounds at a time. Humble
SpecDrummers can make do with
a £4.99 Rock Kit of eight new
sampled sounds, which should be
in the shops in July.

The SpecDrum now has its own

independent owners' club, with

the best-presented Spectrum
tape magazine |'ve ever sean.
Sinewave, run by Paul Bellamy,
includes reviews, editorial, and
drum patterns ready to load into
your machine. It costs only £1 a
:npy and is well worth a look if
'{ou got a SpecDrum or are
hinking of buying one. Write to
Paul . Sinewava, 304

54AR.

But despite all this activ
Cheetah face stiff “F
from RAM Electronics and thanr
Music Machine.

W ol P &
S _{”"I" I‘ —"-- ‘3{

I' |"‘ 'h_"_‘ )IIr:. ‘|

IT'S OFTEN usaful to know how
much memary is available for
BASIC while a program runs, or
whan ynu:{; de\rabc:pmg a nam:r
program, u might expect,
thera's a ROM routing to do this.

More su ingly, it's easy to call
from IC:

PRINT 65536-USR 7962

le print the amount of unusad
available to BASIC onany

vamlm of the Spectrum.

in 128 BASIC it's usaful to be
able to check the amount of free
5 on the RAM disk.

taBASIC 4 contains an
improved CAT! routine which tells

'J'. o'

o Fod "4

1l (B B W e
you the free space as well as the
names of filas, but you canget the
same sffect from normal boring
128 BASIC with a few PEEKs:
PRINT PEEK 234294256
PEEK 23430+ 65536°PEEK
23431
This prints the exact number
of bytas of space on the RAM disk.
Therais a 'fixed overhead'of 29
bytes for each file. This space is
used to store the filename,
location and similar details. For
example, a 6912-byte SCREENS
file would use 6941 byteson a
RAM disk. The length of the
filename makes no difference.

TECHU

UPDATE

W | must mfcg&s&fnranﬂstakum
the Datel pshot article headed
CAMDID SNAPSHOTS in the jast
{Jure) issus of CRASH, The value
at address 1427 is NOT 203, and
that's not the right address to
FoaﬁE to chanu_nirhtge cassatte-

o speed, correct
addmn.-?s is 1487.

Apart from that, the code works
fine as printed. It should be
possible to copy the §

+ dROMinto , using a similar
technique.

Thereare dozens of other useful
places to POKE, once the
Spectrum

ln!om'lal‘rurrtl ab-uu;éhgm Is lan
Logan's o ot fe
Soacirivn ROM Disasosmnty

published by m

W Keen readers may remamber an
engineer who has found a neat
way to overlay the entire Spactrum
ROM with 16K of RAM. I've used
his unit, and found it very
imprassive, but he's stuck at the
moment because his kit required
that the ROM be socketed, andit's
soldered directly onto the board
on late Spectrum modeils. But it
should be possible to get around
this: I'll keep you posted.

W Adrian Judd wants to know
where he can get a Df thﬂ
Smmm IlI'.II'.*tt:n-nlIIrull
menti most a

Issue 31, August 19&?‘- Egﬂ

ara seem to have vanished,

but Version 3.5 is available, with a
new A4 manual, for £12.95 from
J Butler, 222 Tha Avenue, London
E4 8SE.

W A couple of people have asked
where they carr get the Spectrum
128 version of Lassr Genius - an
excellent tool for machine-code
programmers, and one of the first
programs to make good use of the
extra memory in the 128,

| tried to phone the authors,
Oasis Software, but their number
has been disconnecied. And
Ocean, who distributed the
packaga as part of thﬂlr I range,

ar they've dropped
hope a mara ﬂnthusmstlc

publisher will pick up on the 128
version; if the owner of the
package or a potential publisher is
raadmg this, please write in and
we'll try to sort out a relaunch.

FUTURE
FILE

TECH TIPS has been squeezed

for space this issue, so I've had 1o

gﬂﬂdc?rw u?-r]fnrrgi;tﬁnm which
um display- n

several readers have aska% for.

That should materialise next

month, with reviews of new

gadgets and programs |launched

at the Microfair,
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17 JUN Denton Designs # Sinclair Story 3  Maps: Knight Lore, Underwuride ® Leonardo
Graphics ® Datel sound sampler e Artist: David Thorpe

18 JUL Gramilin Graphics profile » Artist: Bob Wakelin » Map: Gyron Atrfum

18 AUG CRL Profile ® Cliposter @ Found Up of BASIC compillers  Artist: Rich
Shenfieid » Maps: Dynamite Dan, Shadowfire

20 SEP Electronic Pencll Company Profile « Maps: Alien 8, Dun Darach

21 06T mmﬂtmuﬁlanmmlm:HMHMfm'Flaﬂmm

p
2 NOv Fanzing File ® Microdrive tips ® Artist: Susan Rowe ® Fantasy Gamebooks
23 DEC Melbourne House e Computer graphics » Artist: Dave Beeson
ﬁllﬂl Artist: Oliver Fray ® Gargoyle Games profile ® Lioyd's Lookback  Hewson profile

25 FEB Durell profile ® Microsphers ® FORTH and extensions to X BASIC
26 MAR 5t Bride's Profile ® Spectrum 128 w Micronet 800 » Multiface One
IT APR Playing Tips Supplement ® Me{ Croucher ® Imagine profile ® PEM convention
28 MAY m-umHuﬂhlmmitemmlmmm-Spacnm
29 JUN IEtPBHMajhuulemrmmsuW!MﬁmspmﬂlabMaps:Eydu.Si
Fred, Saboteur, Tantalus
:ll.li Birthof a E;Lﬁ?m-lme.Mum
Software Pro . processing @ Maps: Pentagram, Heavy on the M
32 sep Programmer: Dave Perry ® GAC ® Maps: Core, Ghosts'n'Goblins, Bobby s

Bearing ® Echo

330CT Programmers: Jon Ritman, Costa Panayl ® Maps: Dan Dare, Cauldron

34 NOV Wmm&m G

mer. Don Priestiey ® Genesis Update » Maps: Dynamite Dan Il, Equinos,

Universal Hero » Music Machine

35 DEC Designer: Dian Malone » Computer Advertising » Maps: Glider Ridar, Thrust,
Lightforce » Midi

XMAS B8/T  Lioyd's Lookback o Spectrum Music ® Maps: Scooby Doo, Heartland, Druid

37 FEB «Jonhn Richardson: Jetman » CRASH Reviewers revealed @ Match day
Challenge ® Maps: Fairlight Il, Firelard, Avenger, Dandy

38 MAR Fanzings omur; Bernie Drummond & Maps: Cobra, Impossabali,
Uridium =

39 APR Arcades Update @ The Z88 & Programmer: Steve Taylor ® Maps: Nosferatu,
Double Take, Future Knight, Feud o

40 MAY Terminal Man retums » Playing Tips Supplement = : Short Circult, Antiriad,
Con-Quest, Eagle’s Nest, Sceptre of Bagdad, Dragon's Lair I, Thrust I, Fat Worm,
Tarzan, Aliens

41 JUN Programmer; Mike Singlaton  Industry today » Adventure Trail
Supplement ® Maps: i, Head Over Heals @ Multi-Trackars » 128 Bugs

Issues 1-10 and 12-18 now out of stock. SORAY!

SPECIAL BACK OFFERS PRICES

@ Any three or four issues ondered at the ALL BACK ISSUES NOW £1.20 including P&P

sama tima = 40p off totai except CHRISTMAS SPECIALS at £1.85
@ Five or more issues ordered al the same  OVERSEAS ORDERS: £2.00 per magazine
time - 20p off each Hem.

Place a cross over the box containing the numbsar(s)
of the back ssue(s) you wish (o ordesr,
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Please make cheques/postal orders payable to CRASH. itis best to avoid
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RIAL side of the magazine as this will result in DELAYS! Sand

your orders to the address below . . .

GETA |
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OYBAL

TAKE OUT A YEAR’S
SUBSCRIPTION TO BRITAIN’S
BRIGHTEST SPECTRUM
SOFTWARE MAGAZINE

AND WE’LL GIVE

YOU THIS GREAT
SPECTRAVIDEO
‘JOYBALL’

Despite warnings in last month's CRASH, Guru Denise tells
us that some fiendishly intractable persons still haven't
taken out annual subscriptions (despite it's being virtually
compulsory). Last month she was merely upset, this month
the Subscription Queen is white with fury (and Hell hath no
fury like a woman'’s love scorned etc, etc).

But we prevailed in calming her down by getting her to play
some games with Spectravideo’s 'Joyball’ controller. So
here's the deal: You take out a year's subscription to CRASH
(12 issues post included) for a mere paltry £15 (£22 if you live

PLEASE DEBIT MY VISA/ACCESS ACCOUNT £

outside the UK), and forgiving Denise will send you, ABSO-

LUTELY FREE, a Spectravideo ‘Joyball' controller worth

| wish to pay by Visa/Access (delete as applicable)

almost £20. Can't say fairer than that — except that existing

Signature Expiry Date

subscribers get a chance of a cheapo deal on the controller

Please Charge My Account No:

aswell... readon...

Number of issues ordered

I m Less discount if applicable
Total cost £

| enclose a Cheque or Postal Order for the TOTAL

BACK NUMBERS,
CRASH MAGAZINE, PO BOX 20,
LUDLOW, SHROPSHIRE SY8 1DB

ropriate box
wolld ike the extendad plion to run from

>
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LEFT OR RIGHT-HANDED OPERATION

Switch allows the Joyball to
be rotated through 180°
and the controls to be
reorientated for  left-
handed or
players.

. J

right-handed

g/
%

QUICKSHOT IX ‘JOYBALL' CONTROLLER

Large Spherical X-Y Controller with pivoting action

Two Enlarged Fire Buttons for left or right-handed play (see separate
anel)

Eutﬂ-Fire Switch toggles between single or continuous fire (see below)

Left/Right Fire Selector Switch

5-Foot Sleeve Cable with standard Atari D-connector

Subject to normal Spectravideo warranties

Please Note: The Spectravideo ‘Joyball’ also has LEDs which indicate
fire action. However, depending on the interface used, LEDs and rapid
fire, requiring a +5v retum supply, may not operaté with the Spectrum —
please consult your interface manufacturer’s manual — but this does not
affect the directional controls or normal firing operation.

This is simply incredible! Once again you've over-extended yourself on
my pitifully crawling form. How can | ever repay you, O Guru Denise?
Well, okay, in that case I'll just enclose cheque/postal order for £15
(£22 outside Mainland UK) made outtoN ELDLTD, for 12 issues
of CRASH, and await my free Spectravideo 'Joyball' Controller, which |
understand is in stock and just ready to go.

Plaasa tick the appropriate box
a | enclosa £15 for & CAASH Subscription

[[] I encioss £22 for 8 CRASH Subscription (Abroad)

[T lencioss £15 because my Subscription runs out soon, 5o pleese sortend it, starting with
lssue Mumnber [ | | My existing Subscription Numberis[ T [ [ [ [ [ [ |

[7] lenclose £22 because my Subscription |Abroad) runs out soon, so please axtend it,
starting with lssue Number | | | My existing Subscription Numberis[ T [ [ [ [ [ ]|

(] lenciose £4.951or a* Joyball', and my xisting SubscriptionNumberis[ T T T [ T 11

Name
Address

X...

Postcode
This affer is subject 1o avallability and closes on 30 July 1987

GURU DENISE, CRASH SUBSCRIPTIONS,
PO BOX 20, LUDLOW, SHROPSHIRE SY8
1DB.

PLEASE NOTE THE
NEW ADDRESS! = B
PLEASE DEBIT MY VISA/ACCESS ACCOUNT £

| wish to pay by Visa/Access (delete as applicable)

Signature Expiry Date
Please Charge My Account No:




Inventanewc uterhero, anda
new Spectrum+3 could be yours
—and what a difficult choice foran
overworked Comps Minion too! |
received some excellent ideas and
some marvellous artwork, After
much soul-searching the winning
goas to Robert Prent from
ijkerkerveen in Holland because
(and | asked expert advice) his
ideas seem very realisable, and
the basic concept is really quite
ornginal (see pictures). Well done
A . Your concept, and those
of all the runners up, have been
sent on to Gremlin Graphics for
their appraisal, to see whether or
not games can actually be
developed from them,
For the ten runners up there's a
Gremlin Graphics T-Shirt each,
and one of their own chaoice

GREMLIN GRAPHICS SUPERHERO

Additionally, there's a cial
Mention (no prize though - sorry!)
for Chris Finch from Bristol BS5
BEH for his gloriously impractical
Lord Scrump, not so much for the
idea and artwork, but for the
wonderfully sick accompanying
soundtrack (Lord | SEX
symbol, all the girls just faint at his
feet, never has the world befors,
seen a hero quite as sweet ., . L
music and vocals by Chris Finc
and Lord Scrump, backing vocals
by the Scrumptown Old F'eupla's
Home - it puts Robin Candy’s Ad
Lib To Fade group in the shade!

from Robert Prent's winning Gremiin Graphics hero entry, showing the
'mmm.mmnmmmnnm
propel itself along

- | T
He e T P TS

W

THERE’S
SOMETHING FISHY
GOING ON

For the amazin
[ bl
( tually had
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Leskey Reevos, Salford, MG 60J; A G
Burtan, Sisee, Beds; Jokin Gmit, 8312 PT
HNistap, Hollond; Paul Bowden, Woaolwich,
SE18 SHE; Kevin Buddry, Twickenham,
Middiessx; William Van Rest, W Midiands,
B8] BDN; Harrl Vayrynen, 20620 TKU,
Finland; Jaron Collis, Co Down, BT20 340;
Scolt Davies, Worcs, DY 14 ONA; Darman
Copson, W Midlands, DY5S 2HD; Jonathan
Ridehalgn, Markfield, Leics; Sergio Gingja,
2430 Ma Grande, Portugal; James Gleeson,
Co Tipperary, lreland; Lol Komstadt, F-
NTT0 Colomers, France, Richard Wood,
Co Clare, Ireland; F Yandbrabant, 2090

Stabroak, Belgium; Payl Dungay, Cormwall.

TR0 B0, Card Phillips, Gwenl, NP1 450,
dJean-Luc Bermardd, Landon, WE1TAW: J C J
Marshall, Argyfl, PAZT BBY; Stophon
Collins, Hants, GU14 88G; Dan B Nielsen,
5210 Ddanss NV, Denmark: Simon J "
Harwood, Darking, Swrroy; Matthow
Psorce, Stafford, 5T18 0UB; Richard
Burtan, Cormwall, TR12 6RB

“We liked Wobert Wabbit from Kensan Low t00. A\

ONE WANTS ONE

Here was a litthe comp from
CRASH itsall = a chance for ong
person to win a complate sat of
CRASH up 1o date {and Including
the fabled lssue Ong) Kindly
donated by a mysterious readear.
Butthere's a surprise, spurred on
by such ganerosity, yel another
reader donated his collection 1o
the ¢ 2, 80 1'm able to award
twosets. And they goto Janet
Nassim from London SE12 BRA
and David Stutchbury from
Nartholl, Middieses, 11l ba
despatchingthem as soon aslcan
find enough wrapplng paper,

COMPETITION

And another one from |i*
and the amazingly el
Fp:rgugmn people. CRASH
Trivialist and now Ferguson Colour
Monitor and Spectrum+2 owner
1S Andrew Sylvester, who abides
in Dudley, W Midlands. He was
first out with the correct answers
which were: Joseph P Mandrell
and Jin Kimas wera companions
of Cross, Starglider (128) got the
highest rating, 1938 is the current
and latest of Lioyd's riters,
Graeme Kidd's first CRASH was
Issue 19 (Aug 85), and Derek
Brewster first appeared in lssue 4
(May 84). Angus Ryall dig Frontline
before Sean Masterson,
Sabrewulf was the review CRASH
never rated (previous manth's
S5 doesn't count, yah boo
ﬁﬁﬁ“ﬁ" agd CRASH's original full
as
i RASH MICRO GAMES
The runners up
(CRASH clothing) are:

Michael Turner, Essex, CMY BRG: Kevin
Earlay, m?#l:ﬁlf,m Jnun?ﬁnm
?Eﬂiiﬂﬂ'lﬂ Wil'm_ Eﬂmmliﬁ, DM1B
BAS; Robart Finlayson, Glagow, GE3 TUL;




MAP COMPETITION

Tha runners up (and by the way

Paul Dawson's Monty map can be f
At last, | can announce the winner | seenin Playing Tips, pages 54/55),
of the Ferguson TV Monitor and who each receive some CRASH ’
Spectrum+2 H t:i:l.:gin ﬂﬁn best | clothing, are: | e | B e T . e K |
looking map. art : ; & == TE [
department helped to select the “M%m,w d 121 . ' S £
lucky person, and he is John wnlﬂm 4EA; Neil Mills, W - e = . )
Barrie from Dundee, Yorks, 4aX; Bullock, Scotland, .

congratulations John. In fact :
John's map of Village Underworid | A tigun: Esee: S85 4.9 & Baier, Brivio

.+—--b.h ST

:daa used ir‘;_ iaﬁtsmnnm's BS6 TNH; Ben Caunce, Staffs, ST18 0LY

varture Trail Supplement —

Derek thanks you, don't you W James Masters gave us an intricate ‘
Derak. mapping of Robin of the Wood. |

B ADVENTURE CHART WRITE-IN COUPON [RAASALIECIE St I
| Please use block capitals and write clearly! |
' TITLE VOTEOUTOFTEN, |
| T AT S PG E e P e 3 | E
| J E
|  Address .
l 2 I
B T e |
3 |
| postcode TERATBREE .. vvivvn coinmainnsns |
| 4 |
! Send your coupon to: CRASH ADVENTURE TRAIL, PO BOX 10, 5 |
| LUDLOW, SHROPSHIRE SY8 1DB
L — ———mmomar oo s s _::________::_.—___J
ECRASH HOTLINE WRITE IN COUPON Myltop five favourite programs in descending order ;
I Please use block capitals and write clearly! are. |
i 7 s o PP S IR S oy oy e o o TITLE = PHDDUCEF"[
|i RBALREE 7 e o i Gt e b e Al s TR 1 |
e R T L e 2 1
] l 3 E
Eoistende .. e i ey R e =R |
[ TOMIRTSIE ..oo..ooovvien 4 I
| Send your coupon to: CRASH HOTLINE, PO BOX 10, 5 |
| LUDLOW, SHROPSHIRE SY8 1DB |
L o e o e . e g e . o . . —— ——— — ——— S f— i — — — — — ———— —— — —— ——— f—
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THE LIVING

ON GOLDEN _
GATE

EALLY it's all done by

pieces of string and

mirrérs,' confides

Oscar-winning 007

Special Effects
Supervisar John Richardson,
John's cheap and cheerful
philosaphy may sound simplistic
in this age of high-tech SEX - but,
as he points out, what's the point
of building a glgantic hydraulic rig
if the effect you want can bea
achieved with two pieces of rope
and some timber?

*If the simple rig goes wrong-all
you have todo s he a knot in the
pieca of rope; if the hydraulics go
wreng thanit's going to take you a
week to get them fixed.’

Thera's no arguurlg with his
approach when you've seen the
impressive results in films like The
Omen, Superman —The Movi:-#4

-

Briclge Too Far, Ladyhawke and,
mast recently, Aliens, far whichhe
won an Academy Award,
Johnisthesonol the pioneering
SFX man Cliff Richardson (who
worked on many classic films
made at Ealing Studias in the
Forties and Fiﬁiea, inaluding I
Which We Serve), so he grew up
1 with a unigue entrée to the world

L -
of film-making.
He spent his school halidays In

R
L] ""':‘ - .“ - 8
Bond is back, with the Astnn Martin.

On Monday 29 June, The Living Daylights -
the sixteenth film in the Saltzman/Broccoli
James Bond series - has its Royal Premiere
in London. CURTIS HUTCHINSON went
behind the scenes at Pinewood Studios and
talked - to special-effects wiz John
Richardson, while back at base the CRASH
team took a look at Domark's official
computer game of The Living Daylights bemg
programmed by Design Design.

Jastudio workshopand on Jocation,
“learning his father's trade; when
John was 13, one such jaunt took
hirm to |srael to assist his dad on
Exodus. And John's young son is
tollowing inthe family tradition by
working with his dad as an SFX
apprentice onthe creature feature
Willows, currently being shot at
Elstree Studios (and produced by
George Lucas).

It's ahard, practical job handling
SFEX, wurl-nng on the nitty-gritty of
what is and what isn’t possible.
And there’s nothing glamorous
about British film studios. John's
‘office’ on the Willows setis a
Portakabin bullding stuck in tha
carner of the SEX workshop.

You could easily mistake John
and his team far construction
workers — theirs is not the starry-
eyed, deep-pile-carpet, Havana-
cigars side ot tilm-making. There's
naroom for egos of pretensions in
theirworkshop. They leave all that
o the onscrean stars.

Jahin has beeninvolved with the
Bond series since 1979, when he
worked on the South American
boat-chase sequence in
Moonraket, Since then he's
worked as SEX Supervisor on
Octopusay, A View To A Kill and
now The Living Daylights,

‘Basically, " he explains, 'my job
entails organising all the effects
you seg in the film - tha
pyratechnios, explosions, bullets,
guns, We also make up the
gadgetry and gimmicks that oneis
accustomed to seeing ina Bond
film, plus we do all the scale
models, '

This means coardinating a 27-
sirong team of rigoers, model-
makers and techniclans while
plane-hopping around locations
with the second unit. (' You wake
up in the morning and you've got

.| 1o check in your diary where you

u":'EI before you get up.”)




DAYLIGHTS

There's a new 007 film made
every two years, so the Bond show
has become a well-olled machina
inconstant motion. Johnworks on
each film for about a year, starting
as soon as the first draft of the
script has beean written.

| organise everything -
explosions, bullets, guns,

pyrotechnics

'They started writing the script
lor The Living Daylights toward
the and of 1985, We started
praparing the effects in early 1986
and then got Into he.-a.mfvu1
preproduction around May 1986,
Shooting started at the end of last
August and we finished shoaoting
in February of this year in time for
its Foyal Premiere on 29 June.

'And hopefully, please God,
toward the end of this year thay’ll
start writing the next one. And then
next year we go through the same
routine again.'

John and his team are given a
rough outline of what the writers
and director have in mind far SFX
sequences — and then they're lafl
to work out how to dait. And there
are some big production numbers
in Tha Living Daylights . . .

‘The film opens with a very
exciting sequence, a chase on the
rock of Gibraltar— with parachutes
and all sorts of things like that.
Thera's then a fairly good fight
sequence which lakes place ina
country house, with explosions,
Mualotov cockialls.

‘Then there's a big rooftop
chase sequence In Tanglers which
invelved quite a ot of effacts rigs.
Andthen thera's the end sequence
which, as far as we were
concerned, seems to start about
halfway through — that involved &
big fight sequence, tapks,
explosions and crashing aircraft.
It's fairly well studded with
affects!’

007's Aston Martin, last
glimpsad being shot ug with
George Lazenby behind the wheel
in On Har Majesty's Secret
Service almost 20 years ago,
raturns in The Living Daylights —
with, of course, a few more
gadgets, And among the car's
adventures is a chase sedquence
on a frozen lake somewhere
bahind the lran Curtain . . .

But John actually used three
identical Astan Martins, each
performing a different trick. The
Living Daylights producers
bought three second-hand
models and commissioned Aston
1o bring them up to scratch befora
John and his team were let loosa
an them,

"We had to make the car do, or
appeaar todo, the things that you'll
seeit dointhe film. It deploys skis
from the side 1o give it slability on
snowand ice, it has tyres that have
studs that automatically come out
togive it traction, missiles that are
fired from behind the fog lights, a
head-up display on the
windscreen, bulletproof glass all
round and a rocket engine in the
back to give it alittle added
oommff,’

Allthis but, alas, no ejector seat.
But despita these gimmicks,
which are after all pretty standard
for a Bond movie, John sees The
Living Daylights as a return to tha
old style of Bond ims —areturnto
the days before gadgetry took

over,

‘Like many films in the mid- and
late Sevanties thae series want
through a perlod when SFX
seemed to be the be-all and end-
all, which | think was a mistake
becausa the public don't goto see
afilm just lo seea the SFX any mora
than thiey go just to see any other
department’s work, they goto see
the film.

‘With The Living Daylights we're
getting back to the good story and
the good acting and | think this
could possibly ba the closest

there's been 1o, say, From Russia
With Love, which i still my
personal favourite.,

‘Timathy Dalton's a fine actor
and excellent in the part. Befare he
started work on the film he read all
of the Bond books from scratch
and became something of a purist,
he wanted to get back to the idea
of Bond that lan Fleming, the
original author, had. And when it
came to directing him for the SFX
saquences he was just graat,
game for anything.’

Johnalso had to brief Desmond
Liewellyn's Q (Bond's sacret-ser-
vice equipment designer) on how
o use the new gadgetls, and
Liewellyn is becoming something
of a technobuff.

'He obviously has to know what
he's doing, ' says John, 'because
he's invaniably the one whao's
demonstrating it 1o Bond. He's
great, he picks things up very
quickly. We give him the gadgels
and gimmicks and say 'Stand
there Desmand, dao this, pull that,
turn that' - it all seems to work oul
fine.'

| wondered what John
considerad to be his most
ambitious Bond SFX. He gazed
skywards as he let out a slow sigh,
and I'm sure | glimpsed a bead of

THE BOND FILMS
AND THE BONDS

19?? The Spr Who Lwad Me Hager Maoore
1979 Moonraker Roger Moore :
1982 For Your Eyes Only Roger Moore
1583 Octopussy Roger Moore
1984 Never Say Never Again Secan Connery,
1985 A View To A Kill Ruger Moore
1987 The Living Daylights Timothy Dalton

caold sweat on his brow. Tha
memaory was clearly
nightmarish .,

*It has to be the airship
sequence with the Golden Gate
bridge in San Francisco in A View
To A Kill - that was a very tough
saquenceto film. it was extremaly
difficult to get on the Golden Gate
at all to shoot anything, and then
to get an airship appaaring to fly
toward it and around the top gave
us a hell of a lot of headaches.

"To make mattars worse, the
traffic on the bridge isn't stopped
for anything; not even a James
Band film.

‘I shot en the bridge for two
days, but they would anly let us up
there for a weekend and then we
had to be up there by five o'clock
in the morning and be as
unobtrusive as possible so the
public weren't aware of us, Atone
ﬁmnt | had to set up 2 camera a

undred feet down one of the main
cables from the lop of the bridge,
s0 you have to climb 746 feet and
then climb oul onto the main cable
and then climb down the main
cable and then sat up the camera
there.

‘It was tough! But it was worth
all the aggro because it'sa
satisfying sequence to watch.’




i ERENING

BDAIRIGH-

NGATE

release...

We've been caught napping —or
rather Design Design have.
Instead of woarking hard on a pre-
view screen shot of The Living
Dayiights game version specially
for CRASH, what did they do?
They went off enmassetothe CES
Show in Chicago (for a holiday no
daoubt). Anyway, thatexplaing why
thera's noscreen shot; foriunately’
we're-not lacking in detalls as to
what the game's actually about
(hopefullyit's the same outline Des
Des are working to)l

Ten levels of varying difficulty
are set to frighten The Living Day-
lights out of Spectrum games
players, each with a location set-
ting taken from thefilm, Level One,
for instance, is set in Gibraltar
where Bond ison thosesort of pre-
title exercises that leave you won-
dering, is it possible the great
James Bond has been killed? No,
of course not, but in this section
the SAS shoot at him from behind
trees and he has to react fast to
avoid the 75 percent chance of
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WHAT PRICE AN ASTON?

Most compoter game vehicles come
2quipped with all the latest mod cons
you might néed for rescuing prasoners,
distressed damaels and the oniverss,
but Bond's cal in Tha Living Dayhiphts
certainly takes the gafaclic bisculd
Prevwousty, 007's most famous car
was the Aston Martin BE‘S M*-
featured in Salfiag-and T g

in the new fil mﬁ'u'ﬂ-:»lanMart'l"ﬂ the
Volante (convartible and hardtop). but

most proud owners  wouldn't
recogoise il atter 0's ministrations
Special teatures inchude

Windscreen Head-up Display

MY NAME IS GAMES,
GAMES BOND

And he’s licensed to killin DOMARK's next

being hit.

The way it works is that each
level is interspersad by a Choose
Weapon screen. Set in Q's busy
lab, a wide range of weapons is
offered for your choice, but you
have only five seconds to make the
decision as to which to takefor the
next level,

Each level's playing area con-
sists of three horizontaily scrolling
sections. Bond moves along the
central space, avoiding rocks and
pothales, with the areas either side
scrolling at different speeds to
create a parallax effect. The foreg-
round comprisas details of hedges
and buildings, while in the back-
ground lurk Bond's protagonists,
Apart from the SAS characters,
there's a sniper in various guises
and menwho throw anything from
botties to knives.

While Bond concentrates on
staying alive in this barrage, he's
forced to leap over rocks or holes
which loom up in his way, and at
the same time dodge bombs

showing car spead and weapons
targeting

Scanning Digital Radio capableof
picking up all pofice and military
wavebands

Special Glass, Hi-impact bullet-
proof ali round Speciai Body,
fireproot body, engine and passenger
compartments

Weaponry compnsing ‘Smart’
guided missiles (hidden behing the fog
lights] and a jet engine booster rocked
{higden behind the rear number plate),
both fired from the Weapons Control
Panel

hurled from low-flying helicopters
above. Help for the player in this
ferocious firestorm 15 offered by
means of dual joystick control. Al
appropriate moments the doughty
007 swagger can be halted and

contral turned over to a gun sight.

Bond's arm follows its directions
and fires at the selected target as
accurately as you do. The gun,
need it be said, this being based
anafilm, hasunlimited fire power.

-
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Convertible lce Tyres, saif-
studding for use on ice and SNOW
Convertibie Skis whch are hidden
in the door sifls - the outrigged skis
give control and stabifity whatever the
snaw and ice conditions
Laser cutting device built into wheel
hubs, capabie of cuthng through stesd
like a knite through bufter
Final Option - a setf-destruct
mechansm built into the centre
console, with a 30 second clearance.
Domark hardly need write the
game's scenario after that! We havent
been told how much the Aston Martin
costs, but the Spectral, a 65 tool
catamaran boat used inthe film, is up
tor sale at a cool £1.4 million, Roger
Kean's thinking about it

The Living Dayfightsisintended
for release mid-July, about the
time the film goes on general
release—oratleastitis f Gwaham
Stafford and Design Design don't
suffer too much jet-lag on their
return from Chicago. Spectrum
cassette price is £9.95, we should
be getting a production copy on 22
June, soaslong as Domark’s word
is their Bond, it will be reviewed
next month,
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The HOTLINE AND ADVENTURE CHART compiled from the votes
ot CRASH readers is the most realistic chart for gauging the popular-
ity of Spectrum games - it is the games that are being played that get
the votes, not the games that are in the shops this week or month,

Andthe votes are important. It's up to you to let us know what you
fesal, sofillin the voting forms which live on the RESULTS PAGES and
make your voice heard.

Ifyoudon't want to carve up your issue of CRASH, we understand.
Use a photocopy if you like, or copy the details fromthe voting farms
orto a posteard, or the back of a sealed envelope, and send that to
us instead,

Apart from the satisfaction of registering your vote, there's always
tha chance of winning a prize. Each month we draw ten winners from
all the voting forms received - five for the HOTLINE and five for the
ADVENTURE chart,

A top prize of £40 worth of software (your choice, not ours) and a
CRASH T-shirt is awarded to the first slip drawn from the HOTLINE
votes, and another £40 of goodies and a Shirt goas to the Adventure
draw winner,

Four runners up from each ballot box collect a CRASH T-shirtand
a CRASH Hat. So get those votes in to the CRASH HOTLINE and
CRASH ADVENTURE TRAIL, PO BOX 10, LUDLOW, SHROP-
SHIRE SY8 1DB.

Well, BORED OF THE RINGS disappeared like Frodo with a bit of
metal round his finger: it fell from fourth to fifth to 19th to
somewhere in the Bottom 30. But the three frontrunners are
heolding last month's positions; and KNIGHT TYME has moved
back up after a brief nap, while DRACULA goes below to keep the
coffin warm. Melbourne House has more on the chart than
anyone else, but the Adventure Top 30 still seems to have a better
spread of software houses than the Hotline.

Anthony Woodcock from Wakefield in West Yorkshire
takes the Adventure Trail's £40 of software, and the runners-ug
are: Charles Wing from Newick in West Sussex; John
McMunin from Beltra, County Sligo, in the Irish

Republic; Matt Shaw from Runcorn, Cheshire: and Robin
Cavill from Dewsbury in West Yorkshire,

No new arrivals in the Top 16 this month; but the lower half of the
Hotline is dominated by (-}s. PAPER BOY's recoverad from last
month's setback - he was in the Top Three for six months before
sinking to ninth place. Ocean just Elite with seven games
to six.

£40 worth of software goes to R Geerling from The Hague in
Holland. Runners-up are David Port from Liversedge in West
Yorkshire, Karl Franzmann from London, Kirit Kotecha
from Hounghton Hng;ism Bedfordshire, and Joanne Russell

from Bognor Regis in West Sussex.




Hotline Top 30

GAUNTLET
PAPER BOY
COBRA OCEAN
(7) URIDIUM HEWSON
5(3) FEUD MASTERTRONIC
6 (5) HEAD OVER HEELS OCEAN
7 (4) ELITE FIREBIRD
8 (11) BOMBJACK
9 (8) STARGLIDER
10 (6) ENDURO RACER

1(1 US GOLD
2 (9 ELITE
3 (2
4 (7

3

| 11 (13) MATCHDAY

12 (14) THE GREAT ESCAPE
13 (27) SCOOBY DOO
| 14 (10) COMMANDO
J 15 (24) SPACE HARRIER
16 (18) BATMAN
|17 (-) WANTED MONTYMOLE GREMLIN GRAPHICS
g 18 (15) LIGHTFORCE FTL
19 (17) FIST MELBOURNE HOUSE
20 (<) GHOSTS'’N’ GOBLINS ELITE
21(-) LEADERBOARD US GOLD
22 (12) QUAZATRON HEWSON
23(-) TOPGUN OCEAN
24 (-) FIRELORD
25 (-) SHORT CIRCUIT
26 (-) ALIENS
27 (<) TRAPDOOR
28 () SABRE WULF
29 () ARKANOID
30 (24) RANARAMA

ELECTRIC DREAMS
PIRANHA
ULTIMATE
IMAGINE

HEWSON

Adventure Top 30

MAD

_5(6) KNIGHTTYME _______ MAD
(4) LORD OF THE RINGS  MELBOURNE HOUSE

7 (10) FAIRLIGHT 2 THE EDGE
8 (7) LORDS OF MIDNIGHT BEYOND

9 (13) DOOMDARK'S REVENGE BEYOND
10 {-) FAIRLIGHT THE EDGE
11 (6) GREMLINS ADVENTURE INTERNATIONAL
12 (12) RED MOON LEVEL 9
13 (28) JEWELS OF DARKNESS RAINBIRD
14 (-} SHADOWFIRE BEYOND
15 (9) SEA BASE DELTA FIREBIRD
16 (14) PRICE OF MAGICK LEVEL 9
17 (25) SHERLOCK MELBOURNE HOUSE
18 () IMAGINATION MASTERTRONIC
19 (-) WORM IN PARADISE LEVEL 9
20 (30) MARSPORT GARGOYLE GAMES
21 (23) FOURTH PROTOCOL CENTURY HUTCHINSON
22 (19) VERA CRUZ INFOGRAMES
23 (11) DRACULA CRL
24 (27) HAMPSTEAD MELBOURNE HOUSE
25 (-) NEVER ENDING STORY OCEAN
26 (16) DUN DARACH GARGOYLE GAMES
27 (-} COLOUR OF MAGICK PIRANHA
28 (26) SWORDS AND SORCERY PSS
29 (-} RED HAWK MELBOURNE HOUSE
30 (21) SPIDERMAN ADVENTURE INTERNATIONAL

3
4 MELBOURNE HOUSE
5
6




Edible cream buns aside, there are
few things in life as hard to find as
a new slant on competitions. You
lot (and the spiky-haired ZZAP!
horrors)reckon a Comps Minion's
lite is all cream buns and a few
words now and then, but it's not
s0. Thinking up competitions and
prizes is a tough job.

That's why | was so pleased with
that nice lan Andrew from
incentive Software when he
dreamed up this marvellously
different (and practical) comp for
the more ingenious of CRASH
readers (though | know you're ALL
claver. . .).

It revaolves round Drilfer and
Freescape ma - and what are
they, you may well ask . , , ?

Well. there's not a lot | can say.
You see, Driller, Incentive's latest
game project, features Freescape
—anew 3-D technique on
Incentive's top-secret list which
they've been working on since
September.

With Freescape, you can walk
through first-person perspective
and three-dimensional graphics,
and they're all completely solid!
‘You have the freedom, ' says lan,
‘to move to any point, to look in
any direction from that point and
see the actual view — it's just like

THRILLER!

REESCARE

£300 OF COMPUTER

EQUIPMEN

AND THE FAME
AND THE GAME

could beyoursin this great
Incentive competition

Being There!'

Now, what lan Andrew and
Incentive want from you is some
great special effects to
complement Driller. They want
whiz-bang machine-code sound
effects, and lightning-brilliant
graphic routines. Have a look at
the side panel to see some
axamples of what you might
attempt.

Meantime, what's in it for you?
Well, the winning entry will eamn its
sender the top prize of £300 worth
of computer equipment (your
choice), the effects routine will be
incorporated in Driffer — and the
winner will be fully credited.

On top of that, the winner will
receive a copy of Driller as soonas

O R esssmEssasssssassssssenasnnnn

SEND THIS COUPON WITH YOUR
TAPE OR MICRODRIVE

| want to be a Driller Thriller!
NAME

PENNNEDS ienssssessovinsisssiminislionia

R L L L L L LR LTI PR T T T T T Tl

R L T T T T T T ]

T T —
L L e p———

LA L]

RS STANENA RS RS RS EEES R EY R R

s POSTCODE ....ocvciiicerecnncnnans
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it's finished.

Runners-up will each recelve a
copy of Driller and a full credit, as
well as having their special effect
usaed in the game. The number of
runners-up will be decided by
Incentive when they see the
entries — but there'll be more than
one, and fewer than 50!

HOW TO ENTER

Mow for the serious bit. You can
submit as many entries as you like
with the ona coupon below. Your
machine-code entry should be on
tape or microdrive, together with
clear details of how to load and run
the effect. Each routine should be
less than 500 bytes long (the
shorter the better), and supplied

with a documented assembiler
listing.

Please note: do not send your
entries to the usual CRASH
address. Send them to CRASH
DRILLER COMPETITION,
INCENTIVE SOFTWARE, 2
Minerva House, Calleva Park,
Aldermaston, Berkshire RG7
4QWHto arrive no later than 30 July.

JUDGING

Injudging, two main criteria will be
considered: a) how good your
special effect is, and b) how short
it is. Only original routines will be
accepted. Some entries received
may be of very similar effects —
when this is the case, the shortest
routing will be chosen,

Ur‘:fcqnnun shot
plosive noise
Reward fUﬂEEr"B?chIs
Falling and rising noises
Bumping/crack
8)materialisin
ndgame nois

Border effects
Windowvciaarjng Hﬁﬂﬂts

une
LIGHT

ing (into solid op;
noisa vects)




Quartz Halogen ‘Pop-
Up' headlights just =
like a Porsche 924,

Audible warning device
pressing results in a
‘boing, boing, boing’

noise.

Extra large flappy
cheeks, watch out
for tweaking

grandads. /

Trendy designer cut
== oOff T-Shirt (causes
nasty draught round
your coils).

Stupid grin, take a quick
look in the mirror when
playing this game.

See what we mean?
Leather boinging gloves for
a sure fire grip on that
joystick.

All round independent
coil spring suspension
guaranteed for over
100,000 boings.

Gremlin's springiest star is set to bounce straight back
into a new adventure.

Size 14 racing tread
flippers for inflight
stability and a sure-
footed landing.

A quick hand and dogged determination are needed if
you re to get anywhere with Thing in his latest escapade.

Following his world saving exploits against the evil toy
goblin and his monstrous toys, Thing's enjoyed his much
needed recuperation, oiled his spring and is now raring
to go. What next?... he must finish the job properly and halit

Fast and furious action is the order of the day and a
good sense of direction would be helpful to guide Thing
round such a complex location.

the factory computer auto producing these hideous toys. Available on

Butas superfitas he is and fast as he can move there's CBMb64/128 AMSTRAD SPECTRUM 48/128K
danger hidden around every bend... goblins lurking to MSX

drain his oil, water rushing to bowl him over, iron chickens £99c £ 99c

fielding dastardly deadly egas. £1499d £1499d £ 79c

DRIVE YOURSELF ROUND THE BEND WITH THING,

g Nl B

SCUNCAN
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THING BOUNCES

BACK

Producer: Gremlin

Graphics

Retail Price: £7.99

F

Thing On A Spring (the alternative
page margin hero from ZZAPY)
sproings back (but for the first time
on the Spectrum!) for some new
adventures in toyland,

resh from his Sizzling
exploits against the evil toy
goblin and his nasty toys,

He finds himself in an industrial

complex composed of 11 sepa-
rate scrolling areas, connected by
a system of wide and tangled ven-
tilation shafts; through these our
heroic coil tumbles. In the piping

| ROBIN I

“ My biggest gripe is that the
Thing Bounces Back
instructions tell you nothing
about playing the game, so
it's a bit daunting at first. But
once the controls are
mastered Thing turns out to
be playable, with fast and
furious action. The scrolling
the Gvionse 0F 1o grepiios
t o cs
reasonably detalied. Though
reasonably "

essentially a platform game,
Thing packs enough punch to

keep the player enthralled. "

his somersaulting progress

blecked by minions, but Thing can
turn at junctions and reverse direc-

___/pauL]

tion.

He can also collect points by
touching Crowns stuck in the
pipes.

Some pipes end in exits which
hurl him into one of the toy fac-
tory's zones; there he finds more
varied surroundings, a chaotic
multilevel layout of slides, automa-
ig | tic bounce pads, unidirectional
conveyor belts, elevating blowers,
debilitating lasers, crumbling

" This has a fast and furious pace, and the play area hurtles
round the screen at breakneck speeds. | doubt
out there who won't be addicted to this attractive game.
Presentation Is superb - a pleasant ditty and a reveal
demo. | love the subscreen of ventilation shafts which

sproings about with the

graphics, g

reatest of vigour, and all the screens
are appealing to the eye - s of colour and varied and detalled
m-aThmbnmﬂankammlhﬂch. s

if there's anyone

little
ing

» Hurtling at enormous speeds through

what that green object top left is.

b

the toy tactory's ventilation shafts, a wildly spinning Thing seeks an exit - and that's just

P The factory is packed with ramps,
platforms, conveyors and mystery

blocks. To Thing’s right a geyser spouts,

to his right a pipe pouts.

platforms and descending doors

which block or trap him.
An unwary Thing

Narmmow gauge pipes

one,

gaging mouth.

ut what of the Great Mission?
To stem the flow of evil playthings,
the bonce with a bounce must
gather computer components: a
a disk, listing paper and
Once they're found he can
exit one playing area and progress

FOM.

to another,

Needless to say a horde of evil
toys, still on the departed goblin's
pension scheme, do their bast to
push Thing from platforms and

—__I/maRK|

" Never having played the
original Commodore Thing
On A Spring, | wasn't sure
what to expect. What | found
was a game of a high
standard both ically
and sonically. Thing and all
the tars are nicely animated,
and | like the boppy little tune
on the title screen. But Thing
B-a:n::ls Back lacks ?L" bit in
ga ay because it's so
difficult, and soon becomes

mo to keep fora
rainy e

s easily
trapped and with no escape he has
to quit the screen - which returns
him to the wentilation shafts.
snake
through the factory; falling into
ing is taken uncontroliably
to another part of that playing area.

Emerging from the pipe he must
quickly move to one side to avoid
slipping back into the funnel's

000004




Producer: Firebird
Retail Price: £1.99

s site foreman in contral of

an Astra-Dozer, you must

clear 30 different planatary
systems of hostile inhabitants.

Anyone who's played Dig
Dug or Boulderdash will recog-
nise the action and appearance of
Down to Earth. In this chaotic
geological jumble live three types
of alien: dangerous Circsaws and
Trigons who must be wiped out,
and Conenabs, benign to you but
mortal enemies of the Circsaws.
Don't ignore the Conenabs,
though — they multiply quickly and
can block off escape routes.

At first these aliens are trapped
in s=oil pockets, but they're
released by the Astra-Dozer's
activities, Circsaws or Trigons
cause instant death, though
touching dozers left by previous
work crews gives extra lives.

You can drop bombs, or leave
them behind to be activated by an
alien's touch. Contact with a bomb
girders and back into the narrow doesn't destroy you, though the
pipes. Encounters with them
reduce springboy's limited liquid

DOWN TO EARTH

biast does. Extra bombs are found
in armoury chests.

Bombs have also been left
buried in the scil by previous
space probes; if you chobble earth
from beneath them and the large
natural boulders, they'll fall upon
aliens.

As supergalactic four-star Is a
precious commodity, additional
supplies are held in oil tanks. But
fuel isn't the only problem —there’s
a time limit on your mission.

@" Graphically Down to Earth is
primitive; movement is jerky and
the characters uninspiring. It

lays just like Boulderdash, and
Fust like Boulderdash it's almost
nstantly addictive and playable
- but it's a touch too frustrating.
And Down To Earth could have
been improved tremendously
had the programmers taken
time over sound and graphics.

engineering; the oll level is
indicated onscreen by a
descending propeller.

When lubnication is dangerously
low, it's time to find an exit and
return to the wventilation shafts
where collectable oil cans exist. A
total oil-out loses Thing one of his
three lives.

Bonuses can be collected by
striking red mystery platforms on
their undersides. They evaporate,
and some reveal extra points, but
others give a headache as a heavy
weight clonks down on Thing's
craniurm.

boulders and mashing aliens.

COMMENTS

Control keys: Z/X left/right, O/
K up/down, zero to fire
Joystick: Kempston, Inerface
.

Useof colour: all colours used
very sensibly

Graphics: plenty of vanety in
the smallish sprites, fast and
smoath scrolling

Sound: average spot FX, but
nice title tune

Skill levels: one

Screens: 11 scrolling play
argas, each 12 screens large,
plus a pipe maze

General rating: excellent and
refreshing arcadea game with
some neat touches, highly
playable and addictive

Presentation

Graphics 849
Playability Yo
Addictive gualities B3%
Overall B5%

» Beaming and chobbling, the Astra-Dozer goes about its business of dashing

Something for Boulderdash-
genre fans, this doesn't improve
upon the original.

ROBIN

@" I'm not particularly impressed
with this obviousDig Du
Boulderdash clone. The tractor's

cute with his big beaming face, but
the meanies look like they've been
nicked from Ballblazer. The
scrolling’s awiful, giving instant
eyestrain as the screen flickers
from area to area. It's all spoiled by
unfairly tough v, and | still
prefer t - subtieties
of Boulderdash and the simple
addictivity of Dig Dug. "

MARK

@ | thought we'd got rid of this
type of game ages ago. Colour is
well used, but the graphics lack
the realism and smooth animation
needed for an addictive game, and
the sound is terrible —no tunes and
only three effects. | quickly
became bored, and | can't see
myself bothering with Down To
Earth again. "

PAUL

Control keys: Q/A up/down, O/P
left/right, SPACE to drop bomb

J k: Kempston, Interface 2
Use of colour: lively object-
differentiation

Graphics: small characters, littie
animation and extremely jerky
scrolling

Sound: very poor

Skill levels: one

Screens: 30 systems

General rating: latter-day clone of
an old arcade game with avera
playability, but too frustrating to
very addictive. May have some
appeal for newer gamesters
practising for the delights of

classic Boulderdash.
Prasentation 52%
Graphics 39%
Playability 50%
Addictive qualities 45%
Overall 47%
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Producer: US Gold
Retail Price: £8.99
Author: Artech Inc
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M t the Gargoyle Hotel, the
world's greatest mystery

writers — Mike Stammer,
Agatha Maypole, Lord Peter Flim-
sey, Claudia Von Bilow, Sydney
Meanstreet — are having a reunion,
dancing to Suspicious Minds.

But one of them is a murdarer
and one is the victim.

Hercule Holmes is hot on the
case —he mustidentify both before
a talented 'tec is done to death.
HH must also discover what the
murder weapon s, find the scena
of the potential crime, and unravel
a motive. He has 12 hours for this
herculean task, and all the time the
clock sprints toward midnight . . .

Holmes has a choice of mys-
teries to test his skills. In @ach he's
based at a desk where he can
choose to examine files on each
suspect, organise break-ins, tape
conversations, monitor meetings
and interrogate suspects.

Each profile contains informa-
tion on hotel's famous guests,
which might indicate connections

3

elementary. The detective
idea isn't new, but Killed
Until Dead is wvaried and
often highly amusing. |
espaecially oy the
expressions on
suspects. Graphically the
game is excellent — the

:prh.ae are large and well-
efined — and sound is put

and antagonisms between them -
and motives for murder.

Holmes can break into the

s' rooms when they're away
andfind valuable clues —if you can
answer ftrivia questions about
famous fictional detectives and
thrillers. Wrong responses bring a
security guard to the door.

A monitor screen allows you 1o
view different parts of the hotel -
bedrooms, library, foyer. You can
set up a tape recorder 10 eaves-
drop on meetings; three preset
systems allow it to record in differ-
ent places at specified times.

And Holmes can interrogate
suspects, but first he has to find
clues - otherwise the suspect
refuses to cooperate. He can ask
questions about intended victims,
weaponry and murder scenes, and

CRITICISM

the suspects give weak or strong
replies. Their expression onscreen
changes as they grow more nerv-
ous, . .

Motes on phone conversations,
break-ins, monitored meetings
and anonymous phone calls can
be reviewed.

Once satisfied with the investi-
ation, you can accuse a suspect.
ut even if you're correct, your

deerstalkered detective must still
know what weapon is to be used,
where-the crime is to take place,
and what the motive is: If youdon't,
Holmes's last case will be a
wooden box . . .

CRITICISM

“ There's a touch of The
Fourth Protocol to Killed Until

the clever use of sound,
they make Killed Until Dead
highly enjoyable. The puzzles
and the different mﬂaﬁng
options add tp its ictive
gualities, too. Don't missit. "'
RICKY

COMMENTS

Control keys: definable, four
directions and ENTER
required; functions accessed
by cursor and highlighted

Icons

k: Kempston,
Interface 2, Cursor
Use of colour: excellent
Graphics: superb animation
is an integral pari of the

invﬂ?atiﬂm

: excellently used to

highlight the characters

Skill levels: four

mm: involved and

highly & ning sleuth
ame with sufficient depthto

you playing for ages

Playability 95%
Aﬂ:ﬂwqmﬂﬂn 94 %
Overall 93%
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s | write, June is busting out
A all over, as the old song

goes, the killer tomatoes
are satting, the runner beans
sprouting, and the weeds take
more bullying than Robin Candy,
Paul Sumner and Mike Dunn put
together. Still, there's time to take
a snatch look at some games that
are coming up almost as fast as
the weeds.

And talking of vegetation, how
about a quick jaunt around Covent
Garden, ex-home of tha famous
vegetable market, and now home
of ex-CRASH person Lee Paddon
who, having swapped fence sides,
works for Softek and The Edge.
They'll be keeping him busy during
the time leading up to autumn's
software reincamation, starting off
with Warlock.

It gets tiresome dashing around
being a knight in shining armour,
so players blessed by a streak of
evil will be delighted to hear that
actually distressing damsels, nay,
even bashing them up, is all a part
of Warlock. In this 3-D arcade
adventure with Gauntlet overtones
you play the vilest, most evil, and
rudest warlock that history has

MERELY MANGRAM

known since Angus Ryall took up
strategy gaming.

The problem facing our
antineroic mage is a bunch of
moral majority do-gooders who,
having infiltrated his castle, are
busily engaged in convincing his
minions of the benefits of being
good and having a pension.

To defeat them warlock needs
the Orb of Power, but being a bit

P The Greal Gurianos tackles a foe. Part of Trip

W 0O OO

L & L O &

*A mediaeval loo

T T T T e e T T e ey

W% SCORE:007

»

thickinthehead, nasty-chops has
forgotten where he last put it -
ratherlike a CRASH reviewer (wall
you try finding a cassette in this
place after they've been at them).
So begins the long search around
the long-forgotten corridors and
castle rooms which are, by now,
simply infested with parent-
teacher association types heaven-
bent on laying traps (of kindness?)

k- The powerful cover of Martech's
The Armageddon Man

it just might be- a bit delayed dua to
programming problems. Hopefully
these should be sorted out in time
for display at the PCW Show. Also
due for release on the Spectrum
soon is Palitron, a conversion from
the original Amstrad game. It's a
kind of 3-D arcader with plenty of
r mind-boggling puzzles for to
N bt solve. Screen shot next month.

: Dine in Kayent where one simply
has to speak Queen's English,
comes International Events
courtesy of Anco. Thay proudily
claim that the six sports have
never been sean on a computer
before and include hang-gliding
(don't mention Sabotewur il — it
doesn’t count), wind-surfing,
motor bike scrambling, cross
country, water skiing and a
vellodrome cyclerace—wheratwo
players play simultaneously. |
haven't sean anything yet of the
action, but in the meantime here's
some of the action to gawp at.

It came with a colour vinyl map
{2032 edition) . . . It came with
vinyl re-usable flags . . . It came
from Sussex. Sussex?! What is
this fiendish beast? Why, it's none
other than Martech's The
Armageddon Man - a name to be
reckoned with methinks. Set 45
yearsinto the future—a time when
the world's nuclear arsenal has
greatly expanded — the United
MNuclear Mations, a group of 16
allied superpowers, have financed
and built an enormous network of
spy and laser defence satellites
which are capable of monitoring,
influencing and even directly
controlling the political, economic
and military events of the world.
The system is all under the hands
and eager gaze of its Supreme
Commander — the Armageddon ’
Man. Literally, he holds (and

CRASH July 1987 99

for the dreadful warlock.
From castle garderobe * to
Garfield, also from The Edg

e i

o

0



P One of tha action screens from Anco's Internetional Events - ...

through him, you) the world's
future in his 5.

Can the Armageddon Man
reduce the chances of global
immolation by maintaining an
equal balance of through
his icon control? Tune in soconand
hear the exciting conclusion —to
be released during July at £12.95.

Over the page there's a preview
of Hewson's next releass, the
Raffaele Cecco shoot-"em-up
Exolon. t's great too,and as a
production copy arrived just this

prom
lovely Julia at Hewson to hold
back on a review until nextissue
(it's out at the end of s 50
in the meantime you'll just have
to ogle the screen shots, sorry.
MNews on Ocean's Tai-Pan is
confused —should have been here
for review, but something's
holding it up . . . perhaps next
month. | was expecting to see at

THE SON

NEVER SHRINES

THE LAST NINJA

System 3/Activision

e've had exploding

Minjas up to the armpits,

but this "Son of Ninja’,
promises System 3, is positively
The Last F;;nja. and ha's. Iun the
rampa cause an evil Shogun
has dag:cratad the Ninja shrine
and stolen the sacred scrolls ofthe
White Ninja

Bound by honour, our hero must
follow this undesirable power
seeker through 125 screens of
wastelands, magnificent gardens
and dank dark dungeons. As the
quest progresses, he encounters
sword swinging samurai,
disgruntled guards and karate
killers out chopping — all minions
of the grasping tyrant.

Bloody, bruising contact with
these martial minions rapidly
wound even a Ninja. A dispi
shows what level of wounds he
has received, and if they're too
great his very life is threatened.

P Atasier of the extraordinarily detailed

graphics we can expect to see in

Activision's The Last Ninja — but the

question is, will i really be the last
Nimja?
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Summer £7.99

PO .

leastthe 128 version thisweek. No
doubt it will arrive tomorrow —
that's how it usually goes.

Elite has a novelty out for 20
July, a compilation, but not of old
games. Trip, selling at £9.95 offers,
as its title suggests, three arcade

ames on one cassette. Greal

urianosis amediaeval beat-"em-
up quest u;j&lgrga and detailed
graphics. is an isometric
perspective arcade adventure,
and the third of the set, Airwalf If,
is a loosely-based follow up to

none other than . . . Ainwolf. It'sa
more straightforward shoot-"em-
up than its predecessor of some
two years ago.

And that's about it at the
moment. Richard Tisdall from US
Gold is visiting shortly with a
bunch of goodies for us to look at,
hopefully including Road Runner
and Sensible Software’s very
unusual Wizball.

Til next month, may your
joystick remain on autofire
mode . . .

b The Armageddon Man - maintaining the checks and balances . . .

For protaction the Minja carries
throwing stars, swords, spears,
magic and some good luck
charms, with an illuminated icon
display showing which useful item
he's presant holding. Flagging
enargy reserves can be
replenished by gathering food
found on his travels.

Should he survive all of these

perils and reach the dungeons, the
Minjamust confront and defeat the
Shogun, before the scrolls can be
returned to their rightful resting
place. Beat-'em-ups have been
tenapenny, but as the screen shot
shows, The Last Ninja looks like
being the last word in elegant
backgrounds.

FCOLLECT
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CATCH 23

Martech
release, Catch 23,

M offers a massive

challenge in a 3-D wire frame

artech’s naxt major

EXOLON

Hewson

SPACE SHIP hovers

overhead, the skies are

bright from exploding
missiles, rampaging rockeats
streak through the air, the deathly
smell of danger is all around . . .

Thus starts Exolon, the latest

'planet-bound battie game'
written by Raffaele Cecco and

fa T2

THERE’S A
CATCH

June end £7.95

gamescape.

Youmust infiltrate the CK23 test

development site, the most secret
military complex on the planet.

end of August £9.75

coming soon courtesy of Hewson.

In Exolonyou star as Vitorc, anice
anough guy, who for no other
reason than he wants to has
decided to rid the planet of
marauding aliens. Armed with a
deadly rocket launcher and laser
system (cunningly disguised as a
backpack) you must duck, dodge,

» Large and superbly detailed graphics are all a part of Exofon’s fast-paced action,

The CK23 orbital interceptor has
passedits maiden flight and you're
after its plans. From your drop at
2200 hours you must trek deap
into a deserted island, thraugh
mountains, over deadly
minefigids, high voltage electric
fences and under surveillance
cameras. In the deepness of the
night your only companions are a
Sightless Image Enhancer,
through which you can see the
wire-frame translation of objects
in front, and of course . . . your

un.

. You must expect anything and
look everywhere. Inside bulldings
are vital pieces of information, or
sometimes booby traps —the
choiceto searchinside is yours. A
shrewd mind is needed to solve
information left on the island by an
evacuated network of civilian
spies. Once the design of the
CK23 has been found you must set
a time delay bomb in the nuclear
reactor, and getting off the Island
would also be a good movel

»  Vitorc launches a homing missile at one of the many gun emplacements in
Hewson's shoot "em up Exolon, due at the end of August.

slither and generally blast. Both
weapons will be used at some
point in the game, the laser to kill

fast-moving aliens and the rocket

launcher to destroy gun turrets
and other such unpleasantries.
Set on five levels, each
consisting of 25 screens, Exolon
features teleporters (get you to
other parts of the screen),
grenades, double-barreled gun
emplacements, land mines,
homing missiles and pod allens;

once shot they split open to
release an entire warband of mini
aliens, not too dissimilar to the
pods featured in age-old Defender
games.

As the pictures show, Exolon's
graphics are colourful = what you
can't see is that they're also
wonderfully animated. Certainly
everyone in the office enjoyed
playing the preview copy, and now
we can't wait for a production
Version.
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box, weighs less than a

Spectrum power pack and
looks about as powerful, And yet
the Nintendo features 52 colours,
296 by 240 pixel resolution and 64
sprites, boasts many arcade
perfect conversions and is
rumoured to have sold about ten
| million units in Japan alone,

By the'time you read this, Mattel
will have launched the Nintendo
games console intwo guises—the
basic and deluxe packages. For
£130 you can buy a Nintendao
console complete with a near
arcade-perfect version of the
immeansealy popular Super Mario
Brothers — which has sold almost
six million copies to date, The two
controllers which are also supplied
| arebasically enhanced versions of
the Joycard, Incorporating a
durable, responsive rocker switch
mechamnism, with two fire and two
salect buttons — one of which is a
pause. It doasn’t take long to get
used to this system, althotigh the

i IT’S NO LARGER than a lunch
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rocker switches do prove a little
awkward at first.

All games come in the form of
ROM cartridges—flat, grey pieces
of plastic which slot into the
maching in the same way astapes
wereinsarted in early front-loading
video recorders. Loading is
instantaneous, and problems are
few and far between, There are
presently 27 available titles, with
dozens to follow over the coming
year. These include sparts games,
arcade conversions and mora
‘specialised’ software, such asthe
educational range — at prices
ranging between £20 and £35,

The deluxe package costs £199
and consists of the basic console,
a light gun {Zapper) and robot
(ROB - Raobotic Operated Buddy),
plus two games to start your
collection — Gyromite and Duck
Huint.

The former is played in
canjunction with ROB, One of the

two controllers is slotted into a
suitable receptacle, and using the
second controller, ROB is made to
pick up and drop special
gyroscopes. ROB isn't connected
to the console however — data is
sent via the television. The screen
llashes to indicate that data has
been sent, and ROB responds
acoordingly with either aleft, right,
up or down movement, The
ayroscopes have to be placed on
one of two pivats, which in turn
press the buttons on the controller
and move animated pillars up and
down on screen. You then take
control of a professor and attempt
to collect sticks of dynamite
scattered around a scrolling play
area, avoiding strange creatures in
the process. Gyromite doesn't
affer much long term challenge to
the ardentarcade player, butit will
undoubtedly appeal to younger
games-players — especially
because of ROB's invalvement.

Although undoubtedly a strong
gameas machine, what lies ahead
for the Nintendo games consola?
Well, according to Mattel the
current software only uses
approximately 20% of the
machine’s capabilities, and that ils
strength lies in the fact that the
cansole is expandable - the robot
and light gun are just the
beginning

The main question to ask is why
should a Spectrum owner buy a
Nintendo? | would say that it's
definitely a worthy investment if
virtually flawless arcade
conversions are what turn you
on, as most Nintendo games are
actually in the arcades in one
form or another. Nintendo's Play
Choice Ten arcade machine

AN ARCADE MACHINE I

1.




N YOUR OWN HOME. . ..

|

featuresten Nintendo games, all
of which are available - in
almost identical form - for the
home console. The difference
being that the arcade machine
costs around £2000, whereas
the console and appropriate
software costs a comparatively
cheap ES00.

However, at present it doesn't
offer much more than the
Spectrum on the games front,
because where the Nintendo
boasts near-perfect
conversions, the Spectrum has
many of its own original and
immensely playable games -
like Tha Sentinel, Head Over
Heels, Star Glider and so on. At
the end of the dayit's all down to
excellent software support -
and not just from Nintendo, this
time round, games consoles
need the back up from existing

Spectrum and 64 software
houses.
| ROGER KEAN
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My first contact with ‘computer
games’ came through an old
Atari console which |
encountered in about 1980, and
this seems at first sighttobe a
progression of the samea
concept. The trouble is that |
don't think that the idea has
advanced enough over the
intervening years. The machine
itself is ugly and childish, and
the standard of currently
available software is pretty
dismal (where are all the fast
action shoot 'em ups for
instance - most of the games
appear to be nothing more than
variations of the Donkey Kong
theme). However there's no
doubting that the machine has
some real possibilities — the full
screen graphics and expansive
sound system present software
manufacturers with
unprecedented scope for
developing new and exciting
games. The only aspect of
package which really impressed
me was the light gun. Actually
holding a pistol inyour hand and
aiming at an on-screen enemy
beats the hell out of pressing a
red button on a joystick, and the

: -‘{‘u""& )

L Sl

days when your computerised
opponents fire back are surely
not too faroff. .

CIARAN BRENHAN

I'mvery, very impressed! At first
the Nintendo games don't look
anything special, | suppose
because one expects to see
some sort of photographic
mega-graphics. Instead,
Nintendo have opted for
colourful high quality cartoon
style sprites which are
beautifully animated and full of

Generally the games are
simple, 'cute’ arcade games
that are easy to pick up and play,
but they should keep you
entertained for months. The
fiendishly addictive and
incredibly playable Super Maric
Brothers is a fine example -
arcade perfect (flawless
actually), and | can truthfully say
that it's the finest computer
games |'ve ever played. The
other thing is that they're all the
type of game you always come
back to —the initial novelty might

character.

v
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or months later you’ll load them
again, just to have another quick
bash ...

| liked the robot. it might be
limited at the moment, but what
should one expect? Thare's
nathing like it at this price and
it'sfully expandable. Stack Upis
nothing brilliant - but what sort
of extrafeatures are goingtobe
available in the future? The
games potential for this
machine is also immense - Ten
Yard Fight, Sitar Force,
Commando are all goodies to
look out for . . . | can't wait.

JULIAN RIGNALL

AV s

104 CRASH July 1987

.1
| —

I'm very impressed with this
machine. The graphics are
colourful and the sound is
almost arcade quality. My
personal favourite cartridge
award has to go to Wild
Gunman; as others in the office
will testify, | play it at every

available moment, and | enjoy it |

as much now as when | first
started.

So it costs quite a bit when
compared to a standard home
computer-but aven so, lreckan
the Nintendo is one of the better
things to have happened to the
games world recently, and | pray

SUPER MARIO BROS ~ start your own coin collection and rescue a
'mmmmmm

arcade game

that manufacturers will pick up
on this cpportunity, becausethe
machine's success or failure
depends entirely upon them.
And, in my opinion, any success
it has will be well earned.

MICHAEL DUNN

There's no doubt that the
Nintendo machine will cause a
great deal of interest within the
games market, but the high
price may discourage all but the
most dedicated of games
players. At the moment the
games are limited in style to old
arcade concepts = | can't wait
until they put a totally original
game on it. The graphics are of
a very high resolution
considering the amount of
colour used, with Duck Hunt
showing just how good the
animation and realism can be.
The only real disappointment is

| the sound; the tunes are
| sharp and jolly but they seem

maore like little ditties than

| proper music. As with all new

products I'm sure the quality of
the software will improve - and
with such a high starting
standard the Nintendo will be
well supported. The Nintendo
machine is a box of the hottest
potential in years. Nintendo
have designed the hardware, it's

AN ARCADE MACHINE IN
YOUR OWN HOME . ..

up to the software houses now!
PAUL SUMNER

On first sight, the Nintendo
games console looks really
neat, boasting brilliant graphics,
intricate sound, and plenty of
titles to sample. However, ona
closer inspection it's not quite
up to expectations, The tunes
are similar to those you might
have expected on the
Commaodore in pre-Hubbard
days, which is a shame as the
machine seems capabhle of
producing some nice effects.
The graphics are the machine’s
best aspect, being colourful,
well animated, and smoathly
serolling. It would be nice to see
some original software, and

| hope the software houses

will be producing it quite soon.
The hardware is of inconsistent
quality, ranging from the
dreadful keypad controliers to
robust and easy-to-use
cartridges. The gun is a mean
weapon, a must for all shooting
fanatics. if you're an arcade
fanatic then this is the
entertainment system for you -
at an affordable price it should
be a good seller at Christmas.
Now where's the Sega?

DAVID THOMPSON
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CARTOON'S MOST ELUSIVE CHARACTER
HAS FINALLY BEEN TRAPPED.




. Young or old, whatever your age
" everyone enjoys the antics of the
" cunningRoad Runner as he baffles
- and bernuses poor Wile E Coyote.
" Or doeés he?.. ;
‘This is your ¢hance to reaily find
‘out as you take on the role of Read
‘Runner in this comic, all action
‘extravaganza that recreates these
" nail biting chases and the fast
meoving excitement to perfection.
Speed through canyons and along
the highways following the trail of
birdseed left for you to feed on (is
‘this the first trick?2?) Dodge your
way round the onrushing trucks
keeping an eye outfor the perilous
' mines and feather ruffling, leg
. busting oil slicks. What dastardly
plans has the sleazy Wile E Coyote
' |got in store for ypu as he lurks in
hiding, cowardly awaiting his
moment to enjoya succulent roast
of "Road Runner and French Fries”,
We're sure youlll overcome all the
dirty tricks he ean throw atyou with
ease, agility and grace and a
haughty “Beep Beep". Overcome
. themthat isif you:'ve gotherves of
steel, the reflexes of a wildcat and
| the speed of the fastest bird
on two legs, jotherwise its sorry,
goodnight and “Butp Burp™!!

caMes/iz8 | £999 7.4
£14.99 5.
Spéctrum 48K / & 8.99 14

A.mstrad £ 9: 99 Tape
_ £14;99 Disk




rating.

Today two pages, tomorrow four! Last month's experiment
with video reviews seemed to work — we've had as much
support as censure, anyway. The system’s been fine-tuned:
the introductions are longer, though they still shouldn’t give
away too much plot, and each reviewer gives their own
percentage instead of contributing to an averaged CRASH

That's because we found taste in films varies even more

from person to person than taste in games - perhaps
because we're not professional video-watchers and we tend
to go more by gut reaction than the sober, considered
analysis of the software reviews.

The whole CRASH team will be writing video reviews - and
this month we welcome back DOMINIC HANDY, our
erstwhile word-processing reviewer, who grows more and
more erstwhile every day.

With Emilio Estevez
Label: Embassy
Certificate: 15
Running time:

1 hour 37 mins

ack then in the old days it

was all so straightforward.

They did everything
together. Like brothers they
shared chicks and joy-rides in cars
and went hunting trouble together,
both always knowing the other
would be behind them to back
them up. But now one of them has
grown up and the other is still a
rebellious teenager fighting to
survive,

In this film based on his own
screenplay, Emilio Estevez (Repo
Man, St Elmo's Fire; brother of
Charlie Sheen, son of Martin) plays
a runaway tﬁﬁna?ar having to
survive in a world of drugs, murder
and violence. Craig Sheffer is
Brian, the old friend with whom he
lives in a large Midwestern city.

But Brian meets a girl (Kim
Delanay); they fall in love and Brian
finds himself split between his
friend and his new lova. And then

MAT

w
:

T

THAT WAS THEN, THIS IS NOwW

Charlie, the manager of the bar
where the two boys hang out and
drink cola, is shot dead trying to
protect them after their hard
night’s pool-hustling.

For both of them, it's the
beginning of the real world.

The next James Dean?: Emilio Estevez is the sullen and magnetic star of /hat
Was Then, This Is Now

___| ROGER |

* Despite the face-lift on his name, Emilio Estevez has aii the

dynasty's charm - the camera just loves him. So
That Was Then, This Is Now is watchable, even when it's
- because this is a very

"EmﬁnEsMuhmkhglmﬂmumnrnutnihmoﬁtt
embittered, slightly we have
effect the violent,

and gritty, blood-and-hate drama; the all-American love interest,
the stopping of the action for music are there, but the
story makes no concession to fun. Sometimes the dark mood is

window course across his face like tears — but this disturbing film
m guhntlr an ambience of puhrﬂmnm and sudden

sa%




SWAMP THING

With Louis Jourdan and
Adrienne Barbeau

Label: Warner Home
Video

Certificate: 15

Running time: 1 hr 28 mins

idden in a treacherous,

unmapped swamp of the

southeastern States is a
small research station where
scientist Alec Holland is close to
solving the world's greatest
problem,

By fusing the DMA of plants and
animals, he's developing 'a plant
with an animal's aggressive power
for survival — a plant for the 21st
century’ which will grow in deserts
and feed continents.

A young administrator with no
obvious function (Adrienne
Barbeau, the heroine) arrives at the
base and soon falls for Holland.

But a cadre of guerrillas is closing
in on the scientists, determined to
steal the formula to give their
leader world power.

They attack the research
station, but in the struggle Holland
drops a flask full of the powerful

| roGger |__

" Well, it was a better-spent
80 minutes than I'd feared,
but only by a gloopy margin.
Attempts to convey a comic-
strip feeling are there - the
stra scene-wipes - but
it's all very throwaway, and
I'm sure Alan Moore is rightly
indifferent to it. Some good
moments (there are a fawl
are swamped by the genera
risibility and the oddly

unaxciting pace. "
36%

SWiND T

| |
A » Roal il i AN A

chemical. After a sudden massive
explosion, he s seen running
screaming, blazing with flames,
into the swamp . . .

As in the D C/Alan Moore comic
swamp Thing, Holland emerges
as a scaly green creature with a
smirk and a perky little nose.

He soon rescues the heroine

| BARNEY |

——

i

from the pursuing baddies but she
doesn't recognise him, so she
says 'Shool’, and he smiles a little
smile and waves alittle wave.

But together they manage to
give the attackers a good run for
their money ("Willie! Tyrone! Shoot
the damn thing!") amid the misty
SWamps . . .

, J'Mll]

" There are some films you KNOW are going to be tacky as soon
as the titles start rolling — Swamp Thing is one such. At least the
actors manage to orm convincingly nst unimpressive
scenery and in tnrrm‘: costumes. Swamp Thing starts out with
some promise, but as soon as the monster gets all sentimental

same. "

the horror and suspense is gone. Swamp
lagoon film that came out in the old
is colour. The monsters, sound and

ing is the sort of
- all that's been added
uality are still the

15%

** ‘This was so bad it was funny': | know it's an aprés-video cliché,
but moments of Swamp Thing really leave you groaning in the
aisles. It's the sort of movie where people say 'incredible!’ to
explosions. It's the sort of movie where the hero says 'hello’ to
someone and they rip off a plastic face and turn out to have a
stage-German accent, a demented glimmer in ze eye and a plan
for vorld domination! But it also has the BAD habits of comic
strips — people seem to speak in single lines, balloons, rather
than conversations — and the score wheels out every creaking
-old device of ‘suspenseful music'. Beneath the surface of this
ridiculous swamp lies a dull, derivative (Frankenstein, Craature

From The Black Lagoon) monster movie. "
3%

With Elliott Gould and
Margot Kidder

Label: CBS/Fox

Certificate: 15

Running time:

1 hour 32 mins

arry and Christine have been
married a weelk, though they
hardly know each other.
Hamry's from San Francisco,
Christine is from Philadelphia =
opposite sides of the continent;
it's an odd marriage. They metin a

| BARNEY |

stuck lift in Las Vegas and got
hitched before you could say

'‘Going  up” now
honeymooning in  a Rocky
Mountain ski resort. They're
getting on fine. Then Christine
disappears.

Harry (Mike Farrell — MASH)
visits the police station. There's
no-one there but a wife playing
Bach on the flute; this is a small
town, there’'s no crime, no
problems. Eventually he tracks
down the police chief, Rudameyer
(Elliott Gould), a displaced New
Yorker who lives for his stomach.

they're

in amazement

ogue is
photography is and
sequence of events' in seri

Ln:lwnm'l’ul

*“ | could not fast-forward it: the video
ml‘tw.vanmhingﬁcth an outstandi
k style, with a brilliant twist which'll
ilm:lynu can't predict it - this
mmﬂmm-mmmmmﬂuummm:
the dial stilted (it's based on a stage play), the

are hilarious as
lizardlike priest respectively. "

of 'l could not
thriller in the

rinni
is nwndml:tg.

ke. There's also a touch of

spoof — no-one could write 'Sure, it all fits' or ‘Look at the

and Elliott Gould and Fred
long-suffering Bronx cop

("You wouldn't believe what they
think is a pickle out here.")
Missing person? Rudameyer
shrugs over his sandwich
{specially flown in from West B7th
Street). He'll run a few checks, he
says, but there's not much he can

| ROGER |___

“ Vanishing Act generates a
level of frustration so
extreme that you want to
stand up and scream to

do. release the tension.

Harry returns to the holiday NOTHING goes right for this
condo to wait for Christine. Then guyl And things are
the local priest rings up — she's exacerbated by  Elliott

been with him at the church, and

at th Gould's smugly dumb cop -
wants a reconciliation with Harry.

it's enough to make your

Harry goes to the church. The teeth gnash. Suffering some
priest gives him a little talk on flatness in feel from its
repairing relationships, forgiving made-for-TV

and forgetting, and ushers in a Vanishing Act ne

small dark woman.

Harry watches Christine walk
the length of the church toward
him. She greets her husband.

But this isn't Christine, says

provides first-rate thriller
mmﬂﬂﬂ in Hitchcock

Harry. But nobody will believe
him:. ..

____/pom]

* If you love thrillers, this will feed your appetite for the next six
months. M utltiddurpurfonmmmrblr.nhuummﬁlr
at the blink of an eye. The scene, up in the snowy away from
mm.lsmm—thouthwuuldn‘thmmhd-dqm
breathtaking scenery shots. Throughout the film | found myself
bdlcﬂngummnnundﬂm&nnhmgiwﬂmmhphtw
siding with someone else. Vanishing is constant suspense
right up to the final credits — | can't give any more away without
spoiling it. You must see it!

BE%
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I'LL FREE
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THIS MACHINE

—AND FLESH WAS PROVING
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ONLY THE
TORRENTIRL.
RAIN AND

THE THUNPER
REMBINEFP
AS CRpSS REAR
THE CIRCUITRY"
I THE MACHINE..,

A GUARPIAN
MECHANDIP,,,
L]

=PROTECTING

INSTALLATION
OF VITAL

IMmchE s

THE TECHNOLOGY
A R S Fesn | gt
COORDINATED MOUE OF WHICH
OUTWARPS FROM ITS CREATEY THE LONGDEAP | | 1115 MECHENOID =
CENTRE ON A CYCLE STARSHIPS | FOUNP KNOWS NOTHING THE GIRL-
OF EIGHTY YERRS .. PEFORE My SHUTPOWN | | | BUT GUARD PUTIES.. IR AND PERMANENTLY

INRCTIVATE

THE MACHINE -
RFTER PANGER CAME WEARINESS ..

iy THREE AN T ONE - :
LKNOW | AM\ - ANP ONE, o - OU SAVER :
| HAP R TASIK ONCE - IT WAS PONE e OUR YDLNG - BUT
ANFP THE COMPUTER IN ME TELLS ME PRESENT WHS BAGK! THEY ARE NEEDPEP Now) -
THAT 1S ALL THERE 1S TO IT, YET, e - THE SEARING |5 LIPON 4

THE HUMAN SEEKS NEW GOALS Us - ';linp THENTHE

ANP THE VIRLIS WILL NoT ¢ Bl 5'VING
DIE # | AM TORN.

-THESE
BEINGS NEEPED
ME FoR R
MOMENT - THRT
WAS RERSON ENOLIGH
TO BE ,BUT WHAT
OF THE RITURE?
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[RDSS GAZEP AT
LISTLESS AN PRSSIVE, THE COMPLITLE.
LLOWEL>
HIMSELF TO BE LEP . ?é"?aﬂif‘@%’ﬁé‘“
OFF WITH THE GROUP- ) .
ANP AS THE RAIN THE
STOPPED? THEY REACHER

_ : u%mum%?‘ln-
THE SETTLING ., - NCIENT AND
PESTRO

YED-
| STABILISER 3,
PLANET

SYSTEM - ARTIFICIAL
ASSEMBLY OF PLANETS
IN A SPHERE
ENCIRCLING
THE SUN/»

~ALL HELJ* I
FOSITIONBY A

VAST NETWOR'K, OF
STHBILIZERS LIKE THIS
—LINKEP Te WHRTZ

STRANGER~ THE
ELPERS WILL SPERAK
T Y0 AMD THE.
WoUNB ONES ¥
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THE GROUP MADE ITS

WAY THROLIGH THE WISE ONES -

VESERTED [ED VLLAGE HOLY ONE — WE
BRING THE TWO
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Htﬁ THE FJ ANGER

L

i i 8 .

A PRIMITIVE CEREMONY -
WHAT THEY CALL THE
SEARING— THE BIVING 7

THE SERRING IS PREFARE
WFON US/LET THE Fopiond . YOURSELF -THE

GIVELINGS BE LEP ¢ 3 . ' LIGHTE-IUEEE WILL-
TOJOINTHE __ : BL
| OTHERS,

-QUIET, B/
THE SEARING WILL
COME ~MY' FATHER.
WITNESSED IT HS A
BOY, ANP HIS NOTHER'S
FF!TH+':?E BEFORE

THE
CLOUPS SWIRL
ANV PRNCE -THE
LIGHTHING [ RACKLES-
SLRAVES- yANQUISHED
FOES ~woll wiL |
B\ IO YOUR BLODP WITH
THE WRTERS OF £

B LHAT HES TALK-
NG A

i{ BYOLIVER FREY Next Month: Fire from Heaven
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