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This issue of CRASH
is dedicated to the
meamory of Fred Astaire,
who died recently in
Hollywood. Videos are now
introducing his many films to
generations unbormn when he
was in his prime. Astaire was not
only one of the finest dancers,
but also a great entertainer and
man who always strived to per-
“:Im his skills —an example to us
all.

FREEWHEELING

HOW OFTEN have you heard it
said that programmers have
reached the limits of what the
Spectrum can da? | can
remember, from the dim distant
days of early CRASH, software
houses claiming on their inlays
that their game pushed the
machineto its outer limits—though
that hardly counts, they've always
said things like that. But it was felt
that Ultimate approached those
nebulous limits with each new
gamse, and with Tir N&
Nog Gargoyle looked as though
they had exceaded the limits,
which to some extent thay had.
Since then, the barriers erected
largely by advertising hype have
been broken again and again.
Howeaver, during much 019 the past
12 months I've detected a wider
appreciation that programmers
feel there's not much more they
can do to go beyond what has
already been done, and it's a
situation recognised by gamas-
players in so many letters. The
recognition is probably inspired
more by the plethora of
conversions and tie-ins, faw of
which do justice to their original
source, let alone attempt to push a
computer to its processing
capacity. A feeling of
complacency and of stagnation
has seeped in.

E

And yet, through improved '
techniques for compression of
code, isolated programmers
throughout Britain are still striving
to make the Spectrum perform
functions Sir Clive would never
have dreamed of — and
succeeding.

Such people at Incentive
Software have been working for
almost a year on Freescape,a3-D
presentation previewed on page
100. It's the first time the true
complexities of vanishing-point
perspective have been attempted
with filled-in shapes. There have
been plenty of 3-D games in the
past using solids rather than
wireframe, but none has ever gone
as far as Incentive's Freescape.
You could always get higher and
look down slightly, but you could
naver go over that wall blocking
guur way as you can do with

regscape.

This isn't a technigue for fast
shoot-"em-ups because the
processing capacity of even 128K
isn't sufficient for high speed. That
remains very much the province of
games such as Micronaut One.
But just think what avenues it
opens for exploring games and
strategy games such as Lords Of
Midnight!

Freescape is a technique and
not in itself a game. The first to be
produced using Freescape is
Drifler, and whether or not that
realises the full potential of the
technique, and whether it's a good
game or not, remains to be seen;
but for those readers bemoaning
the state of the industry, take heart
—things are still happening on the
Spectrum|

In fact, because of the
innovative programs generated
here, British software generally is
enjoying a great vogue in the USA,
Traditionally we've imported

ames from the States, and

merica (or Japan) has been
considered the cradle of games-
ptaying civilisation. The cradle’s
swinging. Many British software
houses have recently found their
games accepted by an
increasingly excited American
public. Mow it's time for us to offer
Americans our version of
Advanced Computer Enjoyment,
and it's innovations like Freescape
that will help ensure British
software a preeminent position on
America's computer-store
shelves in future months.




P A typical tunnel network from Micronaut One.

CLAP YOUR HANDS IF YOU
BELIEVE IN FAIRNESS

THERE WERE dark words at the | whenever a CRASH writer has
Towers aver Robin Candy's some personal connection with a
review of Micronaut One (page piece of software you'll be warned
92). Nothing to do with the about it. If you're aware of a
comment itself, you understand - | possible conflict of interest, the
it's just that Robin did designthe | problem is defused.
fourth {and last) tunnel for the The real, undetectable, often
Nexus game, and some of us felt unconscious conflicts of interest
he was a bit too close to the come over little things: gifts and
product to assess it objectively. free lunches from software
After all, the reasoning goes, we houses, which may prejudice the
wouldn't ask Pete Cooketoreview | reviewer. At CRASH we're
his own game, would we . .. ? cracking down on these, too.

| suppose we might, out of Back to reviewing: the point
curiosity, but we wouldn't present | extends beyond Robin.
it as an unbiased view. And you Programmers, designers, what
can be sure that, in the future, have you probably aren't the best
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peopletoreview software. Thera's
arisk they'll look at it from too
much of a technical view, an
insider’'s view, thinking *now what
would [ have done with this?’
rather than taking the player's -
potential buyer's — view.

Derek Brewster seemsto be a
happy exception to this rule, and

looking at his ADVENTURE TRAIL
(page 71) you'd hardly guess it's
the author of Kentilla writing — in
the right hands, behind-the-
scenes knowledge can broaden a
reviewer's view rather than

constrain it.
ROGER KEAN
BARNABY PAGE
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SOFTWARE CARES

MONTY MOLE is running for a good
cause this summer as the software
business loads up for charity.

Maost attention has gone to
Backpack, a ten-game £9.99
compilation scheduled for release
around 1 September, (The compila-
tion's official name is Kidsplay.) The
Backpack organisers, led by Activi-
sion’s Rod Cousens and Gremiin boss
lan Stewart, hope to raise some
£270,000 for the National Society For
The Prevention Of Cruelty To Children
(the Backbit in the title stands for Bat-
tie against cruelty to kids). That's
enough to set up a new Child Protection
Team - a 24-hour service which
responds to urgent problems like child
abuse,

They've got a strong line-up to
challenge the Soft Aid compilation,
which held Number One in the charts
for three months in 1985 and pulled in
£350,000 for Bob Geldof's Ethiopian
famine-relief, And the Backpack team,
calling themselves Kids Aid, can also
take encouragement from the success
of last year's antidrug compilation Off
The Hook, which has raised some
£70,000 so far.

Cousens hopes to sell more than
20,000 Backpacks on the Spectrum
alone — and every copy adds to the
charity's coffers, (Distributors and
retailers will be allowed to make a small
profit on the game. Otherwise, Cousens
fears, they couldn't afford to handie it.)

On the Spectrum,

Backpack comprises: Bounty Bob
Strikes Back (US Gald),

Deactivators (Ariolasoft), Lunar
Jetman (Ultimate), Maiistrom {Ocean),
Marsport (Gargoyle), Monty On The
Run (Gremlin), Might Gunmer (Digital
Integration), Starfon (Melbourne
House), Starstrike [Realtime) and
Xeno (A'n'F Software).

Other charities have discovered the
high profile — and high returns — of the
micro world, Forinstance, War On Want
i5 asking software houses for unwanted
stocks of games, which it'll sell at the
X Microfairs and other shows to
support its Third World antipoverty
work. War On Want discovered the
industry last year when it raised
some £10,000 with the WOW
Games compilation.

The London-based fanzine
Compute donates its profits to groups
like Children In Need and Ferry Aid (see
future FANZINE FILEs). In Cwmbran,
Wales, the computer shop Soft Centre
hopes to raise at least £500 in August
for medical research to help children.
And when the St John Ambulance
Brigade celebrated its centenary
recently, Ocean obliged with 10,000
pieces of software for underprivileged
kids.

The software houses will go a long
way to emptying people’s pockets — but
this summer they're giving a bit back.

RETURNING to the pages of CRASH
because he 'needs the money’, fave
Ludiow heart-throb Robin Candy has
gone and got himself into a local band
by the totally awesome name of Adlib
To Fade (known in typographical
circles as Adlib To F=ds).

After working under the yoke of
Roger 'Trevor Hom' Kean for several
manths, Rob bought himself a spanking
new Yarnaha DX21 and Is now spouting
the joys of Low Frequency Modulators,

Adlib To%. consists of six
members and has been together for
some six months. Fresh from their first
gig at litthe Leominster, at which the
crowd went wild with delight, the
Adiibbers have decided to take the
summer off and work on new material,
preparing to launch themsalves on an
unsuspecting world sometime around

LOOK SHARP AND B#

September,

As Robin pointed out over a camot
salad by the poolside of his adobe-style
West LA home, any record producers
reading this should sign up Adlib To
Fode immediately because ‘we're
Ludlew's premier band and leave the
likes of U2 and Curitosity gasping in
admiration’

Pictured here are the infamous
Adlib To Fade lads themselves posing
around Ludlow Castie. From left to right
are Jonathon Harris (bass), Jonathon
Howard (guitar and blisters), Jason
Howard (kevboard and earrings),
Andrew Thomas (drums and wrecked
cars), Lee Watkins [guitar, vocals and
perms) and last but by no means least
Robin Candy (keyboard, vbcals and
money).

» Reach for the charts: Monfy On The Run is part of the Backpack/Kidsplay charity

compilation
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THE BUG THAT ROARED

The dark side of FANZINE FILE — how one small
mag shook the software giants

THREE YEARS seems ke forever in
an industry where 1984 is “ancient
history". And for a fanzine three years
Is more than ambitious; it's well nigh
impassible. But this summer four North
Londan fanzine editors are trying to
hold off the end of a three-year era —
the end of the small, smudgy but
outspoken Bug cutting a swath through
the software jungle.

What could a team of teenagers
write that would alarm the industry so
much that Gargoyle Games struck
them off its mailing list for review
copies?

Gargoyle slammed The Bug's
‘extreme political views” In its letter to
the fanzine in February 1986, And The
Bug's controversial break with Creative
Sparks Distribution (CSD) in May
was certainly over its strong content,
whoever you believe,

The stories differ. The Bug's editors
charge that CSD, its distributors,
objected to the fanzine's review of their
gm-nmsupdnrﬁ ga:r;;ﬂ Cyber | (on the

uper Sparklers fiin The s April
tzsue. But CSD Managing Dirga":flmm
Henry Kitchen gave CTW(Computer
Trade Weekl) another reason: the
fanzine’s language went too far, he felt.

‘| couldn't justify supporting them,’
Kitchen said after listing some mild
muusgsr waords The Bughad allegedly

POLITICAL
BROADSIDES

The Bughas never kept its views to
itself. Though most amateur computer
mags put their effort into visual
presentation, The Bug's six-by-eight-
inch pages have limited it to a drab
standardised format without
sophisticated artwork,

So almost uniquely among fanzines
it's based anwords, on passionate and
often well-written text which rarely
indulges in the puerile fooling of many
fanzines. And as well as reviewing
games, The Bug tackles the issues: the
merits of marketing, the legal
abligations of software shops.

Sometimes The Bugls coloured by
controversial politics; too, Its reviews
of Falklands 82 and Battlefield
Germany harshly criticised the warlike
P55 mentality. And what upset
Gargoyle was a Bug ad attacki
Rupert Murdoch’s treatment of his
News Intermational print workers — an
ad placed by The Bug's editors
themselves,

Even riow, as The Bug plars a series
on famous people and computers, they
won't print the Prime Minister’s
contribution — because ‘it's a Party
Political Broadcast by the Tory Party,’
according to coeditor Jaron Lewis,

Andin a recent letter to CTW, Lewis
and his fellow Bug founder leffrey Davy
pontificated on sexism in games (' Mag

Max stars a MALE, Greyfell starsa
MALE cat ... 7).

S0 it was no wonder that when the
break with CSD came, Lewis and Dawy
leaped into the argument with a press
release, a diatribe against the software
industry in CTW - and some damning
allegations against CSD.

"We did have a contract with CSD,
which they broke,’ says Lewis, ‘They
didn't seem to think very much of the
contract’ The Bug had a hard time
getting CS0 to give them their usual
250 copies from the 1 500 print run of
that contentious April issue. And the
distributors added insult to injury,
Lewis alleges, when CSD executive
Leigh Richards hung up an the two
editors.

THE GOODNESS
OF THEIR
HEARTS

CSD, after their first

software retailers, too; the fanzine had
only a few for subscriptions. schools-and
friends.

'Sponsorship is sormething we do
becauseit's helpful to people,’ explains
Kitchen, "Whenever we've given
something we give it—and we don't feel
the need to shout about it.’ So his
colleagus Richards won't name C5D's
other fanzine sponsorships, which he
describes as done "out of the goodness
of our hearts',

Pressed on the Bugissue, Kitchen
admits "the magazine was not what wa
expected and that's why we pulled out’.

‘BY AND FOR
CONSUMERS’

And there it is. The Bughas gone back
to photocopying they've found two
software-industry sponsors for their
Issie 30, but nothing permanent; and
a5 ‘@ magazine by and for consumers’
they'll carry on arguing with the
industry’s faults,

| expect we'll survive,' says Jaron
Lewls. "We've survived coming up to

or racist or heterosexist.” Among the
adopted pages in the next Bugis one
bought by, . CSD.

But here comes the crunch does
The Bug matter to the industry? One
top marketing person observes: "When
the question comes down Lo it, ‘would
you advertise in that publication”, I'd
say 'no".’

And do The Bug's reviaws, positive
or negative, make any difference to
software sales? Or have their letters to
the trade press and their pretensions
to megamagazinedom {the Bug
Publications UK ‘newsroom’ claims a
Mews Editor and eight telephone lines
onJaron Lewis's one nuimber . . . ) giverr
the issue a false importance?

KICKING THE
TEETH THAT
BITE THEM?

Maost software houses feel that despite
arecent boom in fanzines - one large
company receves three or four aday -
sending them revlew copies does more
for goodwill  than

criticismsof  The

Bug's ‘growing
pains’, were  ang- of The Bug

» ‘Extreme political views': left to right, Danny Marcus, Jetfrey Davy and Jaron Lewis

ious  ha play the
issue down.  ‘The
whole  thing has
been initiated by
them,’ says Manag:
ing Director Henry

PHOTO: London Og

Kitchen, The
Bugare tryingto
make mileage out
of it.’

Certainly CSD
sought neither

fame  nor fortune
from their brief
Bug sponsorship,
which started  last
Christmas. The
company  based
in  Famborough,
Hampshire  had
only -an  unob-
trusive credit
at the end of
The Bug-yetthey
met printing costs

for good sales.

And Newmus's fan
Ellery voicesa- still:
COmmOon suspicion:
‘Alot  of fanzines
just set themselves
up so they can get
free  software. It's
worth their while—
but nat worth any-
body else’s while.'

The PR people
agree, though, that
The Bug's the best

and that review
copies aren't
wasted there, Jaff-
rey Dawy ,of
course, backs them
up—and believes a
single fanzine
could make a differ-
ence.

The  growing

number of fanzines
doesn't help  any-
body,” he says. We

look in the CRASH

of some £1,200an
issue.And most copies ofthe 40p Bug
were distributed by CSD  through its

B The acceptable face of software?:
CSD’s Henry Kilchean

Computer Trage Weakiy

PHOTO:

threa years,” Davy even sees a siver
lining in the CSO cloud: ' Looking
forward now, it's going to be easier to
survive, Decause we're more wary.,
We're looking more closely at things
after C5D.'

While they're unsure about the date
of their next issue — exams, as muchas
enemies, are holding the 15- and 16-
year-okds up— The Bug's editors plan to
fund the fanzine without sponsorship, i
nNecessa r'y

‘Because advertising is immaoral,”
expains Davy light-heartedly, ‘'we're
going for the Bug Adopt-A-Page
scheme. They put forward a nominal
sum (£20 a page) and put what they like
ocnthe page ., . solongasit's not sexist

FORUM, and every
issue there's a letter saying ‘'me and a
few friends are going to start a fanzine .
Hundreds of them . . . it's ridiculous. 1t's
much better to get in touch with a
working fanzine and work for them.

‘The main problem is people who get
software and haven't gat the
compulsion to carry on. Things like Your
Sinclalr's Fanzine Of The Month are
really bad, because it suggests you
siht:ruld start your own fanzine and send
it in.

'Peaple spend months making the
fanzine really pretty and win the prize,
and that's a Kick in the face for the
people who do it every month.’
BARNABY PAGE

p—

¥ BLIC SUBS, 28 Laasioe
To gt The Bug contact Bl - '|',J'.'r.:l
Avenue, Muswell Hilf, Londan TEEE =




Jehovah and his choir of angals, it
sounds like the end of the world.
The crack of dgni{n ha?m:m
openad up, and it's ppeni
right above my head. Could it br;g
m?thay're mending the roof at

Still, it's all relatively subdued

wrmmd with The Living
Daylights. The Living Daylights —
The Movie, that Is, and not the
becausea | doubt even
o LT
reproduce the ng excess
the new James Bond epic.

Truly the boys from
licensed to work wonders, so a
week before Chuck and Di got to
sample the joys of Timmy Dalton's
dimple, everyone who's everyone
in computer journalism trolled
down to Pinewood studios for a
E:.lpar-axdusive praview of the

m.

This was the full red carpet
treatment, and being an arrogant
swine | strode down the centre of
the crimson stripe and marched
into a buffet that made the Black
Hale of Calcutta seem like an
empty icebox. However
somewheare between the samies
and the champagne | did manage
to make out a be-suited guintet of
tamiliar faces, You cantellit's a big
avent when the whole Ludlow
Mafia don their best whisties and
make their way down to the

smoke.

You'll be reading enough about
The Living Da s — The Game
and The Movie elsewhers over the
next few months. Enough to say
that the former looks like it follows
the latter extremely closely and
that the latterisa d sight
better than any of old Eyebrow's
attempts, Timothy Dalton is a
return to the traditional Bond
values of a tough guy with ice-cool
charm and a streak of sheer
sadism.

Domark didn’t miss a trick.
Gourmet Dave Carlos even dished
out KinE'CﬂﬂBG befora the show
began. He looked so at home with
the little tray perched on his midriff
| wan if this wasn't his true
vocation. What with Q himself to
introduce the movie and gifts of
whistling keyrings, this was a
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After having The Livin
dining on a budget in London. ..

CHOC ICE AND

SNAILS FOR DINNER

g Daylights frightened out of him,

contender for lavish launch of the

year.

But there's more than one way
of winning a journo than choking
him with choc ices, An alternative
route to a hack’s heart is throu
his more finely tuned taste buds,
Whichis why Code Masters' invite
to L'Escargot (that's The Snall for
allyou cunning linguists out thera)
was more than welcome.,

‘There's obviously m in
£1.99 releases,' | whispered to the
aﬂnkr editress of another
publication (that's a T-zer for you)
as | studied the menu. Sure
enough, while we waited the ever-

ant (though no longer quite so
eligible, if my sources are correct)
Baxter confirmed my suspicions.

Michael, or Co-Coasthoseofus
inthe know call him, hit us withthe
facts straight away. The latest
Gallup chart shows that Code
Masters have the second largest
market sharein this country, which
means that they're flogging an
awful lot of cassettes.

Which is all very interesting if
you're one of Maggie's brave new
capitalists, but if you're more
inte ing bits than
shifting units, the good news is
that there are two new Spectrum
releases on the way, to whit (to-
woo) Grand Prix Simufator, an
overhead race game with two
player option, and (reviewed on
page 25) Super G-Man (Gee!), a
shoot-'em-up.

With the company also invading

and shooting up sales on
the continent it looks like they have
reason to be buying celebratory
lunches, There's just one
unanswered question.

Whaose boots are those
opposite? Did Baxtie wear them as
he goose-stepped into Cologne?
Or does his assistant, sexpot
Sarah Donovan, have a penchant
far riding kit? | think we should be
told.. and in the latter case
provided with photographic
evidence.

Talking of riding crops, which
we weren't, leads me to the man
with the flattest crop this side of
Vidal Sassoon's. Yes, I'm talking
about Andy Wright, who obviously
felt that I'd had too many of these

?ang bangs and so invited me out
or an intimate téte-a-téte in a
Hampstead wine bar.

Very little to whine about though
because the food was excellent
and as for the fruit of the vine . . .
well, wa were forced to imbibe a
bottleand a half because, as Andy
observed, ‘| just can’t get used to
seeing you sober.'

> 0 for a closer walk with
Code Mastars

o s
_ B — -
It was all perfectly innocent . . .
or 80 | thought. But there was a
reason for the hospitality. 'You're
in the pay of Microprose, aren't
u?' Wright asked. | tried to
but to no avall. ‘“Well, tell Wild Bill
that we've gota forhim.'
It seems that nuclear
simulations hold no terrors for Flat
Top's troupe of crack
commandos. Thar'va t
somathing special li up, should

the Major todrgvfa in, sitting on
trangelove style. Yes,

abomb, Dr
Agctivision has completed its star
wars defence while Ronnie still
dithers about who gets to play
Luke Skywalker.

High Frontier (which Is a funny
placeto havean ear, but no worry)
Is a serious SDI simulation from
master strategist Alan Stesl, co-
author of Theatre Europe, bt

Minson offers his guide to decent

that's unlikely to stop it getting
i bt Bt b

wargames will turn you
into mindiess sadists, As Andy
pointed out, nuclear destruction
does not lead to victory,

But gm's mﬁé}ﬂ that is?'t :
enough to get Wild Bill trembling in
his army boots, Activision has :
signed up Big Amie himself - or
rather Schwarzen-ham-and-
egger's new movie, Predator,
Andy had just seen it and reckons
it's ruesome . . . more

details soon.
has been to
callin the mig‘r%t;s B-:‘:t ﬂ;ﬂ
Slpema gning up
Knightmare, thanaw%g adventure
E:mushuwfmrnﬂnglla_ Thislooks

e it could be one of the bi
events in computer-related
shows. None of your Micra Live,
BBC nonsense . . . thisis
computing for fun.

Youwon't be able to thrill to the
show unlil Seprember, but you will
beableto read all about it. 7
Well, let's save the best bits till last.
A few weeks ago | was .
blindfolded and whisked away to
a Birmingham bistro where the
bearded Kirid swore me to secrecy
befare teliin, e about a new
MNewsfield magazine.

Swore me to sacrecy? Well, I've
never belleved in 'off-the-record’
information, so I'm going to blow
the ggﬁa The Games ne
will be looking at all those micros
out there which aren't covered by
CRASH and ZZAP!, and though
there will be information on your
:Ehtﬁbit favourites you'll also be

e to gen up on sixteen-bit
wondears, games consoles and
who knows what else . .

Mel | know what else because
I'llbe playing a part in this exciting
new project. So there'll also
be . .. Hang on, the banging up
above has stopped. What was that
thud? It's a squadron of the the
SAS. No it's Graeme! Honest,
boss, | wasn't going to tell them
gﬂbuut the... Im AHhF;GH!H

ell, | guess you'll just have to wait
till September, otherwise Big G
might break my other arm!

YoursinF&L . ..

HUNTER S MINSON




“The Battle
Continues!!!
Toln with the forces of

MASK , skilfully commanded

by the brilllant strategist Matt

Trakker and combat the evil of the

ASANANS

Gremlin Graphics Software Ltd, Alpha House, 10 Carver Street, Sheffield S1 4
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thor: Raffaele Cecco

14 CRASH August 1987 PR CEENSDES
£E gl




s e

ith your great r tion
a:awan eraser wﬂg tali_?dns.
you're empl orida
EI:TH of a mixed bag of beasties.
face a world infested with
rotund attackers released from
m pods, hm?g missiles,
erating space ,aprdkﬁ
mines, and bum-pummelling hy
raulic
For protection you carry a
blaster to the lesser, thin-
skinned aliens and laser-beam bar-
flors; grenades thet take out
stronger creatures, machinery,
obstructing rock formations and
mushrooms; and a pulse bomb
that disrupts enemy security sys-
tems. Blaster ammunition and gre-
nades are replenished with each
logs of life, and extra supplies may
be collected from arsenal boxes.
For additional safety, passing
through & dressing unit clothes
in an exoskeleton, and thus
i you have extra blast
power and protection inst
glrftzm mines and some & 4
if you're wearing this suit when
-] of 25 screens is completed,
your bravery bonus falls from
10,000 points to only 1,000.

“It's always nice to relax
with a good shoot-'em-up,
and is an excel-
lently-presented game of
this type. The graphics are
highly detailed and
colourful, and the
movement is very smoaoth.
Though it's very simple, it
can keep you amused for
hours - each screen
presents the player with a
host of new problems.
Instantly playable and
ighl addictive, Exolor
an excellent buy for
em-up fans. "

ROEIN

LEVES

LA

“Explon is a very good,
very playable, very addic-
tive game. The graphics are
terrific — the backgrounds
and gun emplacements are
very pretty. And the aliens
are a real pain in the back-
side as they wander around
the screen, killing you off at
every opportunity. Overall
is a highly compe-
tent space shoot-'em-up -
go out and buy it. *

MARK

“ Hey! Exolon is a really
good game! The graphics
are superb, with excellent
use of colour, and there's s
much to do that it's sure to
last for ages. The high-
score table is big, one of the
largest I've seen, and the
options screen is nice and
bright. The different guns,
the teleports and bits of
scenery that have to be
shifted are all portrayed
very prettily, and require dif-
ferent tactics; my personal
favourite is the gun that
fires on two levels at the
same time. Brilliant! "

MIKE

Control key
Joystick: Kam

Use of colour: excellent

Presentation
Graphics
Playability
Addictive qualities
Overall

SPACED OUT

Producer:Firebird (Silver)

Retail Price: £1.99

Authors: John Gibson,
Steven Cain

n deep space time hangs heavy
I for the robo boys ten-cﬂng their

herds of Cybernetically Oper-
ated Wagons (COWS). But their
dull existence is enlivened by
space creatures that attempt to
upset their progress through a
rectangular space zone.

You have control of a robo boy,
who can only move in straight,
unobstructed lines; the object is to
progress from the bottom left of
the playing area to the top right.
The amount you can move is
decided by the roll of two dice, giv-
ing vertical and horizontal compo-
nents. (Diagonal moves are
impossible.)

After the first moves have been
made, aliens emerge from the top
right-hand corner and take up ran-
dom positions. (You can choose
how many aliens there are, within
limits.) If you move onto a square
occupied by an alien you space
them out, but incur penalty points
— and after you've made your
move, the aliens reposition them-
selves. If they box you in, you are
spaced out and suffer more pen-
alty points.

And you have just one minute to
complete each turmn. The slower
you are the more penalty points
you eam, and if your penalty score
grows larger than your handicap
score the game is lost.

® “ Bleugh! Spaced Out isn't
much fun. The graphics are tiny
and far from attractive, and |
didn't find a scrap of entertain-
ing material. This game isn't
even worth £1.99 - incredibie,
considering its two authors are
ex-Denton Designs. "

MIKE

® " When | first saw this game, |
thought ‘what the "I£%&'’s going
on here?’. Spaced Out is a weird
Strategy-type board game, and it
fakes a few plays to understand
what's going on. The graphics on
the gaming board are very basic,
with fat, wobbling sprites chasing
each other around the grid, though
the backdrop and icon-choice
panel are very pretty. But though it

doesn't hold the interest for
long, Spaced Out is quite play-
abie, "

MARK

@ " This is easily the most original
game |'ve seen in the last few
Issues. The concept is very
strange, but fiendishly simple. It's
reasonably presented, with a
dati]c_;htful background - though
sadly there's only one. The main

graphics of the play area are unim-
pressive and very small, but the
animation is good. You can rely on
Firebird to come out with some-
thing original once in a while, "
PAUL

Control keys: definable

Joystick: Kempston, Interface ||

Use of colour: good back-

%munds. but poor in playing area
raphics: characters so small

they're worthless

Sound: bleeps and blips

Skill levels: player can choose

size of playing area and number of

aliens

Screens: one playing area of vari-

able size

General rating: an original con-

cept which doesn't work

FPresentation
Graphics

Playability
Addictive gqualities
Overall

» Herdingcowsona

in space is the name of the game, but Is the name

of the game derived from the old hippie phrase for being ‘stoned’ or a pun on the

older game Space Doubi 7




Producer: Ocean
Retail Price: £7.95
Author: Choice Software

rom the turmoil of interstellar
F war springs a splinter group
which plans to destroy the
umimate ‘weapon system -

Macrogenetic Mutoids, known as
Mutants.

B

“ Though | managed to score
70 billion points in Mutanis
without any effort at all,
literally (see future PLAYING
TIPS...), the game has no
addictivity

at all! The

graphics are nice, and the
smooth ship movement is
excellent, but ‘there's no
ﬁalnt having pretty graphics
the game is naff’, as the old
saying runs. Ocean
obviously hasn't got a copy

of Lioyd's Ludlovian Proverbs.

Mot recommended. "

The Mutants are contained in 15
test zones, which can be
destroyed if the self-destruct
components in each zone are
collected and assembled in the
16th, the control zone. (When
that's done you go on to the next
level.)

You teleport to a test pen in
Rainbow Warrior, a small one-man
patrol ship. Each pen s
surrounded by an energised
surround which can destroy ships,
and guarded by Mutants which

___/RroBIN|

stri

in gameplay. "

be a sophisticated game — especi
Designs concept. The loading screen is very g:od and overall
on is up to the Ocean standard; g

and colourful. But the use of biological terms to describe
each nt (a bit pointless, except to high-level biology
students) and a rough icon-selection system

the fact the Mutants is basically a shoot-'em-up with a few extras
chucked in. As shoot-'em-ups go it's
compelling, and though it’s anice-looking game it's sadly lacking

ally as it's from a Denton
raphics are

but not

can destroy ona of the ship's three
lives.

The Mutants can be taken out
using the ship's three weapons
systems — slow but big blasting
missiles, rapid-fire low-level

L BT
mHHEIHOHE |
E a2 Sl

SNAISHO

» One of the game screens In Mutants - you're into the galactic dump where you

deposit collected objects
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photon torpedoes, and barriers
that provide a temporary shield.
Only one system can be used ata
time.

Components of the self-
destruct device must be picked up
and carried by teleporter out of the
test zone and into the control zone.
There you must find a way through
its deadly walled corridors to the

was positive,

while | started to realise that
for all its pretty graphics and
icon-selections it's just a
basic shoot-'em-up with a

difficult control : TE
cs are g cleara
mﬂoﬁmd. especially on
the Iicon choice/launch
screen, but sound consists
of silence (savefor
the blasting

assembly point, where
components can be daposited,
the mechanism constructed and
the universe saved as usual.

FACT: thé Gregnpeace
environmentalists' ship sunk in New
Zealand by French agents in 1985 was
the ... Rainbow Warmor. Shome
coinshidenshe shurely?

__|coMMENTS |__

Control keys: redefinable and

preset (Q/A up/down, O/P left/

right, SPACE to fire)

.llnytﬂclt: Kempston, interface
I

Use of colour: well used
thmuw

Grap : very attractive
Sound: littie except for a few
sparse spot FX

Skill levels: ane

Screens: constantly scrolling
General rating: initially
interesting but offers little long-
term challenge




st CENTURY WARRIOR:

The Apache . .. Fierce and elusive, like its warrior namesake ... Capable  See your software dealer today and become a part of the GUNSHIP
of defeating enemy tanks. infantry, and hostile aircraft on the modern  adventure! Challenge the enemy, the sky, and YOURSELF with this
electronic battlefield. extraordinary simulation,

Gunship's revolutionary 3-D graphics enable you, the pilot, to fly into the  GUNSHIP for Commodore 64/128. Cassette £14.95, Disk £19.95.
world's hottest trouble spots . . . You'll use an unbelievable array of high

tech information and weapon systems, including lasers, video cameras,

night viewers, radar warnings, jammers, computers, missiles, rockets,

flares and a 30mm cannon! Successful missions will be rewarded with

medals and rank promotions.

Experience the danger and excitement of attack helicopter action . . .
your latest adventure in the ever-growing line of MicroProse Simulation
Software.

MICROPROSE SOFTWARE LIMITED. 2 MARKET PLACE. TETBURY. GLOUCESTERSHIRE GLE BDA. TEL: (0666 54326, TLX: 43422 MPS/UKG




Producer: Elite
Retail Price: £9.95
Authors: Various

ompilations have been bur-

eoning recently, but Elite’s

riois different. All three

games on this compilation are
new.

First off there's the follow-up to
Elite's successful TV licence Air-
wolf, not unsurprisingly titled Air-
wolf Jl. This sequel departs
dramatically from reality as
Stringfellow Hawke and his mag-
nificent all-singing, all-dancing
helicopter are sentto destroy a ter-
rorising alien craft.

The chopper can move in any
direction within the two-dimen-
sional onscreen space zone, Bulb-
ous pbeasties, fighter craft, and
space constructions with gun
emplacements must be
negotiated — and if you touch any
you lose a life,

The helicopter is armed with a
blaster, and Airwolf's fire power
can be augmented by collecting
rotating objects which spin across
the screen.

In the second game, 3DC,
you're stranded on a wet, effluent-
covered sea bed, and it's no fun
unless you like that kind of thing.
But escape from this traditionally
isometric 3-D watery world is pos-
sible — if you can assemble the
scattered sections of a submarine,
ltems found on the sea bed, such
&5 a book and a key, can help you.

There are dangers. You have
only three tanks of oxygen, and a
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P The scientists safely rescued, everyone's favourite chopper takes to the air again,
this time in pursuit of troublesome aliens

= Attractive but a bit ineffectual, Greal Gurianos is the least successtul of

Tria's three games

molesting octopus might steal
one, though his light-tentacied
kleptomania can be curbed if
you've got the right object. And
subaqgua activity increases the
amount of dangerous nitrogen in
your body . . .

But there's always Eric the eal,
who can be controlled and

_____/MIKE |

squirms his slmy flanks into
places too small for your bulk,

Third of the frioc is Great
Gurianos. Armed with a sword and
shield and clad in a made-to-
measura suit from Burton's
Armoury Dept, the great Gurianos
embarks upon his most danger-
ous mission,

* Alrwolf |l was a disappointment; | enjoyed the first Airwolf, but 1
was bored with the sequel in ten minutes. Even on a compilation,
h. Great Gurianos (daft name) appeared to
er a few minutes its appeal waned, too. All
rested on 3DC. And whaddya know, it's quite good! The end-of-
a:nna screen s absolutely brilliant: they've bilurred the

kground and pushed the little processor to the outer limits of
ost effective colour displays I've
seen. Though Trio isn't inspiring, three games at this price means

that's not long en
be a bit better, but

speed to produce one of the m

excellent value for money. "

ACTIVE!L




GALLETRON

from screen to screen, and the

Producer: Bulldog
opening tune is awful, "
ne ROBIN

Retail Price: £1.99

Author: Steve Elward
ntentupondestroyingthepeace | @ * Galletron is described as
l ‘challenging and addictive’, but it
bored me within half an hour. The
graphics are awful, small and
crudely-drawn, and there’s a nasty
glitch  when your craft s
destroyed. Control is fiddly and
frustrating. Galletron is alright for
a couple of games, but | doubt its

iastability. "

MARK

@ “ After ploughing through the
inspired inlay, | wasn't axpecting
such rubbish as this, with its
boring colours and unimaginative
graphics. And the gameplay is

of the beautiful planet Galletron,

the .warlke Aars have
developed an advanced com-
munications system. It could help
them win = but it's also their weak
link, It must be destroyed.

With your skimmer you can take
out communication links on the
surface of planets. But there are
sentries on each planet — thair
contact is lethal and destroys one
of the skimmer’s three lives.

To defend itself and destroy
sentries, the craft has two blasters;
one destroys all metallic struc-
tures, the other disrupts enemy
weaponry. But the blasters drain | much too easy to offer any real
the skimmer's limited fuel
supplies, which must be
replenished from fuel cells on the
planet’s surface.

challenge, "
PAUL
When all the communication COHHENTS
stations on a planet have been
destroyed, the skimmer is

automatically teleported to the | Control keys: definable

next world. After visiting the last Joysticks: Sinclair, Cursor
planet, you reach Galletron itself | Use of colour: monochromatic
and the central Power House, Graphics: small and plain
When this complex has been dealt | Sound: limited spot FX and a

with, your mission is complete. boring title tune
after dealing with four pieces of

Skill levels: three
! CRITICISM ’
lethal cutlery, Gurianos develops

General rating: a dull game
without much challenge

ared supersword which gives him —

invincibility in combat. Swipingan | @ “ Galletron is very easy (-l Presentation

airborne ball gives Gurianos extra | into - because there’s so little to Graphics

armour for his adventure, too. do. The graphics are small and

00D

B Stranded on a wet, effluent-covered 3-0 seabed Is no fun unless ¥ou can put
together the hidden submarine parts and escape

As he progresses through a
medieval-style flick-screen world,
Gurianos encounters hostile war-
riors out to spill his superior blood.
He can temporarily activate a pro-
lector shield that guards against
flying objects, but sadly this is a

to deflect the sharp points. And

once-in-a-lifetime experience,
A series of swords also directs
its scything attentions toward our

hero, who must use his own sword AJRW_Q_ILF H
Presentation
Graphics
__/COMMENTS I Playability
: Addictive qualities

mhm all games Overall
:?onslick: Kempston, Interface
Use of colour: Airwalf Il uses
one colour and black, 30¢C
largely monochromatic but Presentation
:{:}lav_er on i?ﬂ screen, Great Graphics m

uranos is pretty Playability !
G : small and rather ) 3 |
S on Arwol i wei i et !||‘||il
designed isometric bl (it
perspective on 30C, large and '
dﬂtﬂﬂﬂd:;ﬂ@fﬂfﬁtﬂﬂﬂﬂﬂ —
Sound: varies between
games, but some neat GREAT GURIANOS
and more useful than colourful Presentation
gﬁﬂ l . Graphics i
ﬂlilmﬂm;;?eachgama in E::?I:}i{al:ility liti (I il
itself is at ’ ith ictive qualities it ‘
3DC coming out top, but the Overall m H - ‘
whole package represanits | ] | I I J] _[h |
good value and hours of TR ) |||H H il i ‘[ I
playing time COMPILATION OVERALL S S

T0%

crude, and the animation is
simplistic. Details are poor, too:
the collision-detection varies

> ‘ruurlhimnur.Inﬂmhﬂhaﬂnfﬂum.ha;jmlhmnupummm
beam in its bid to reach the Central Power House

Playability
Addictive qualities
Overall
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SLAP FIGHT

Producer:imagine

Retail Price: £7.95 RICKY

Author: Probe Software 19098609
“For all its colour and et il
assing over Orac in the effects the coin-op Slap Fight
PSIaph‘ghter. a multidirec- didn't excite me, but 31«
tional starcraft, you are Spectrum version seems
attacked by aliens. Their weapons better — thm? still nothing
home in on the Slapfighter, so miraculous. Frustration can
constant movement above the kill off enjoyment, because
vertically scrolling surface of the the bullets are difficult to
planet is essential if you're not to detect (because of
become easy meat. (The || monochromatic graphics)
spacecraft has four lives.) and death may arrive at any
F;::rpmtectiunme fighter carries moment. But if you can
a forward-aiming blaster, and handle that, Slap Fi is
more weapons can be added by | | addictive and should ag;nped improves fire power but increases | » Look out - attack comes suddenly

flying over the stars revealed when | | to fans of the arcade game. the craft’s size and vulnerability - in Imagine's Siap Fight. That's your
certain aliens are destroyed. And it has beautifully defined can also be picked up. trusty Slapfighter at the bottom
Other advantages - extra graphics with smooth Destroying the aliens and their of the screen,
speed, side fire, bombs, homing | | scrolling, though the sound works eams points, as astute
missiles, a temporarily protective is weak — even on a 128K. " readers might have predicted.
shield, and a wing unit that
MIKE :
¥ Picking up a star gives you . . . no, not a place in the gossip papers, but extra speed
in Stap Fight I “ Siap Fight Is an extremely
dubious shoot-'em- up. It
“There's only one fault | looks like Probe Software
PO BN i T : used the same code for the
'q'% w‘# scroll and the score line as
NN they did for Xevious ~ but like
..\1: that US Gold game, this has
because the enemy missiles
bl v o
no
how it happened!
SPACE 3¢ the key
as
can't choose another J-ﬁ
, which means every time
you fire the computer selects
Slap Fight is a
but fans of

__/|COMMENTS |__

Control : definable
Joysticks: pston,
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Presentation
Graphics
Playability
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Addictive qualities
Overall
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The year is 2032 AD and the world is balanced on a knife edge
between survival and destruction. The last thirty years have seen an
enarmous expansion of the world's nuclear arsenal. There are now 16
nuclear superpower nations, each with the capacity to trigger the final
destruction of mankind - Armageddon!

In a world where trust is crippled by ‘Uncertainty of Response’ the 16

superpowers form a desperate alliance

Together they finance and build an enormous network of spy and
laser defence satellites capable of monitoring, influgncing and even
directly controlling the political, economic and military events of the world

Control of the network itself resides in an enormous and
sophisticated satellite, codenamed Olympus - and control of Olympus
resides in its Supreme Commander often called The Armageddon Man’
who literalty holds the fate of the world in his hands.

martech

the UNN (United Nuclear Mations ).

)

In this incredible new game scenario YOU have just been chosen to
become the next "Armageddon Man'. Whether you have the necessary
diplomatic, military and tactical skills to avoid global devastation is
something you, and the World, are just about to find out.

Each game comes complete with a comprehensive instruction
booklet, a colour vinyl map of the World 2032 Edition (25 = 16 )and
two sheets of vinyl re-usable flags to help plot the course of world events.

Spectrum 48/128 Cassette £12.95
Amstrad CPC Cassette £12.95 Disc £19.95
Commodore 64/128 Cassette £12.95 Disc £14.95

Available from all leading software retailers or order today by mail.
Prices include postage and packing plus VAT, '

Martech is the registered trade mark of Martech Games Limited,
Mmartech House, Bay Terrace, Pevensey Bay, East Sussex BN24 6EE
TRADE ENQUIRIES WELCOME. PHONE (0323) 768456 TELEX: B7B373 Martec G



Producer: M.A.D.
Retail Price: £2.99

he tyrannical Ming is intent

upon destroying Earth. To

save humanity he must be
killed, and Flash Gordon is the
man for the job.

Depositedina dan?‘emus jungle
warld pierced by pathways, Flash
has 24 hours to complete his mis-
sion. Along the winding tree-lined
routes he runs, jumps, and ducks
to avoid poisonous spiders, rock-
throwing gorillas and spear-sling-
ing skeletons. Should Flash fall
foul of the fings in the foliage, he
loses valuable time.

A map onscreen shows the
jungle with identifiable features
such as lakes, mountains, and a
river. Arrows along the paths point
toward the Caves Of Barin, where
Flash can find invaluable help.

For protection Flash carries a
gun, and can collect extra ammun-
tion from scattered pathside
chests. Some dangers need to be
blasted several times before
they're destroyed — but not all the
advancing beasties in this flick-
screen world need be shot. Some
can be avoided with a bit of dexter-
ous ducking and diving.

Once Flash has forced his way
through the jungle's thickness, he
meets Barin, owner of the cave, in
combat, and uses a combination
of his violent skills — fly kicks and
punchesto head and body. He has

Producer: Bug Byte
Retail Price: £2.99

ubicon’s leaders have left

their palatial underground

anvironment - and their
treasures. One day they will return,
but in the meantime you can
engage in a little plundering in the
halls and passages of Rubicon.

These are patrolled by harmful
floor-slitherers and  airbomne
minifighters, and deadly darts
which kil immediately. To
conserve your three lives, you
must jump and duck to avoid the
approaching mechanical
executioners. You can also
acguire helpful objects.

Making your way through the
comidors and antigrav entries of
Rubicon’s first level, you discover
a control room with an overhead
display of multicoloured symbaols.
Once you've mastered its
mysteries, you can reach higher
levels of Hurn'ﬂnn.

But don't forget there's a time
limit on your scavenging . . .
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FLASH GORDON

four minutes to win,

Should Barin succumb to
Flash's violent charms, Flash
becomes a biker with a powerful
machine. Dismissing wardens and
traffic cops, he vrooooooooms off
in search of Ming. But his progress
is hindered by flying guards, who
must be overcome using the bike's
aimable blaster before Flash can
reach maximum speead.

Exacerbation awaits: robot
guards dropping explosive
devices and, beyond them, a
minefield. Both deplete Flash's
energy levels, which can be
restored if Flash passes through
power gates (their direction is indi-
cated at the top of the bike's con-
trol panel).

Beyond these perils is the jet-
biking Ming. The missile system on
Flash’s bike can take out this per-
sonification of evil, once he's
within range. But any inaccuracy
or delay provides Ming with the
opportunity to attack in a particu-
larly efficient manner . ..

CRITICISM

@ “ 'Flash, | love you, but you
only have 24 hours to save the
earth,’ Flash Gordon’'s
sweetheart once said. | doubt
he'd bother trying if it meant
having to play this difficult and
ultimately boring game. The

! CRITICISM '

@ “ Rubicon is very colourful,
and the graphics are big and
smooth-moving though not
particularly interesting. But the
gameplay s boring and
repetitive - it's mostly running
around a maze. It takes a while
to get used to the controls, and
there's no real incentive to learn.
There's a distinct lack of things
to do in Rubicon — | can't think of
any redeeming features other
than the colourful graphics. "
ROBIN

@ ' My first reaction to Rubicon
was negative — and it hasn't
chan much. The graphics are
okay, and the backgrounds are
vary colourful, though your man in
the spacesuit moves like he's
walking through treacle. Control is
simple, but the game is often slow
to react to threats from the
missiles and other nasty surprises

B With the business above and the map below, fast-action man Fiash on the right
faces a death-dealing denizen of the jungles

graphics are small, and though
they're quite well-defined they
appear somehow cluttered,
especially on the opening jungle
scene. Flash himself looks
rather like a deep-sea diver -
and, come to think of it, moves
rather like one as well. You may
get some enjoyment out of Flash
Gordon if you like this type of
game, but | doubt it. *

MARK

@® "' I'm surprised it's taken this
long for & Flash Gordon game fo
appear — and | was expecting
something a bit better than this.
The graphics are , and Flash
doesn't really lve up to his
superhero image. Sound /s limited
to the occasional spot effect and a
repetitive title tune. And the
gamepiay itself is bland, with littie
action. Flash Gordon is quite easy
to get info but proves unaddictive

search-and-collect-"em-up. "

that Rubicon's rulers have left for
you. Rubicon is a barely average

P Knees bend, touch your toes - physical jerks can be healthy exercise in the cor-
ridors of Rubicon




and uninspiring = it's a shame that
such a popular hero is represented
by a substandard gamea. "

ROBIN

® ' The graphics in Flash Gordo-
nare pretty awful, and the game
isn't very interesting either. The
first sequence looks just like Mar-
tech’'s Tarzangame, and Flash
Gordon is just as boring as that —
though it's a fraction D?IF‘IE price.
Because of its low playability and
addictivity, | wouldn't recommend

VOIDRUNNER

Producer: M.A.D.
Retail Price: £2.99
Author: Jeff Minter

he Droid Wars are over, but
the vengeful losers are intent

|ROBIN |

" It’s hard to describe Void-
runner's graphics as anything
but poor - small, ill-defined
clusters of pixels that don't

___[mixkel___

;'n'tm first arﬂﬁt B\L{t:idrunner
ooks very drab. But playi
is just manh:mtE
i: ve on
hﬂpﬁdbu,hutgﬂmnugk h
to encourage you to keep
going. My only gripe with the
is index finger,
which took quite a batte
after the first level.Ilwasab

: upon aftacking the Home- seem to represent anythi disappointed by the second
gns&:{cept to G?J'.IF‘:“?,“‘:‘ of Flash | world with a retaliatory holocaust. And once | got :m ﬂr:g,t stage, mmh h“";“““"“,‘
ordon memorabilia. e They must be stopped. shicok T Soiing. Voliirner & reversa i'ﬂ.i‘:l; ]
You have control of a multidirec- | | very poor Centipede variant. "““:W;;MI o ;“'-""“:
tional green command craft sup- | | The this Is & sl rto:hm i
ported by three drone fighters. At ’ hoot-‘em- playi
f COMMENTS ' first these adopt a clustered mmhm s Sp ﬂ:::_ the “"‘:,"“ the w“a:':ldmlt'"
grouping around the command wm.mm?mhm, gamas f:: played, o m
ship, but on higher levels they go | | ships is quite easy and the waiting for more . ...
Control keys: Q/A up/down, O/P | into symmetrical formations and keys are very responsive, so
left/right, SYMBOL SHIFT for fire move in different pattems. the game is simple to get into
Joystick: Kempston, Cursor, Each craft has a blaster that can and for a while, but
imertace | B fire independently (and in later | | feig o ieele.but | | | COMMENTS [=5
se of colour: mainly monoc- space regions they can fire in dif- ipede i .
hromewith additional colouroutof | farent dirgctinns}. : : RIS G Di ¥ Control keys: Q/Aup/down O/

P left/right, SPACE for fire
Joystick: Kempston, Cursor,
Interface Il

the playing area
Graphics: lots of them, but gener-

—!m_ axpechdahﬂu;m?f::

ally poor
Sound: avarage tune, meagre Use of colour: lots of it
St FX S  Voidrunner is In the classic. | | | Rimer bemind it O o | | | Graphics: simple and piain
Skill levels: one blast-'em-up mould. Like Sound: ittle
Screens: three minigames, each most of Jeff Minter : Skill ll‘\rlli one ho
with many screens General rat- s I've seen, it's fast, Some aliens move predictably Screens: plenty to hold your
ing: amediocre Commodore con- colourful, and above all and others randomly; some drop interest
version which doesn't work to the weird. Controlling the ships bombs and others fire lasers. General rating: mixed -
full potential of the licence is easy, but out of Some have to be blasted several ions but generally considered
the of the aliens is hard. | | times before they're destroyed, | | @bove average - Minter freaks
. | wasn't very impressed with and then can spawn other aliens. may find it more appealing
Presentation the — after playing There are 30 waves of attackers,
Graphics D1 the 18K Commodore version and all allens within a wave must
Playability 45 | felt more could have been be destroyed before the next can I tati
Addictive qualities 3 h:lnm for ﬂil:'t e uu':lnﬂm be ;ackladd_ e G:i;?'l?cas lon
me eriodica ulsing * per’
gl wlmg.un addictive blast e line srf:ans the gc?een f?nmz%gp to Playability
could do worse than buy bottomn. if the command ship is on Addictive qualities
this. " the line when it pulses, you and Overall
your drone craft are destroyed.

@ This must be one of the year's » The look of yesteryear - fast pixels from JeH Minter make for a classic shoot-"em-up

most tedious products. Thera's
absolutely no fun in Rubicon , and
its appearance is very
unappealing. The graphics do
nothing to enhance the awkward
control, and the instructions give
no useful information. Rubicon -
the game to put you to sleep in
less than a minuta. "

PAUL

COMMENTS

Control keys: Z left, X right, L up,
SYMBOL SHIFT down
Joysticks: Kempston, Cursor,
Sinclair

Use of colour: vividly colourful
Graphics: big, but unrealistic
animation

Sound: spot FX

Skill levels: one

General rating: awkward control
and monotonous gamaplay

SCORE - dd¥8v¥db24 3

LEVE L - 99Dl
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n the YearOf Our Lord 1841, the
eastern seaways are teeming
with traders.And in this game
based on James Clavell's best-sel-
ling novel you are Dirk Struan, a
merchant intent upon amassing a
fortune as quickly as possible in
2 the streets and seas of the Orient.
W !':'t ~ 1;1 . . g .-"Jlus 'mknny trading gan}fa, a finan-
o L . - o, cial stake is required; in Tal-Pan it's
‘ﬁ-..'iﬁ._ «PT ."l' 5 Mg Tm e 1 to be found in the local town of
i T . : sl e g Canton — a loan of $300,000,
£ e - repayable in six months on pain of
death. The sum is sufficient for
some of your needs, but not all.
For instance, you need a ship, and
the three up for sale are a lorcha (a
lightly armed, fast smuggling ship)
at 150,000, a standard trading
clipper with more cannon and
crew for $250,000, and a heavily
armed frigate which at $400,000is
out of your range — at first.
The stews of the East offer
delights, dangers, deals and man-
power. Once purchased a vessel
must be crewed, either with
mercenary sea dogs or with
infinitely cheaper press-ganged
labour. The jobcentres for the lattes
are inns, whera only the most
exhausted and drunken seafront
dregs are incapable of resisting
thair unceramonious enlistment.

| crRiTiCISM |

“This is one of the best
trader games around, and
very good by any stan-
dards. The graphics are col-
ourful, and the sound on
the 128 wversion is very
impressive. With such a
variety of things to do (trad-
ing, killing pirates etc) and
a huge playing area it can
keep the player enthralled
for hours. Tai-Pan is one of
the most anjoyable games
to come out this year — buy
it and you won't regret it! "
ROBIN

With a full complement of crew
{some ships nead more sailors
than others), the vessel can be
loaded with such valuable objects
a5 maps, compass, telescope and
sextant, foodstulfs and trading
goods bought from warehouses
and suppliers,

During these consumer expedi-
tions, you may find gambling dens
where you can bet on a race
betwean mythical beasts, sub-
Producer: Ocean stantially plumping your wallat or
Retail Price: £7.95 giving it anorexia. Other urban
Memory: 128K version delights include a brothel and inn

: . that can delight — and leave you
Authors: Sentient Software tired, drunk and susceptible to

press-ganging.




With purchaszed items storec

your ship limited cargo space,

choose a shipping route :

nAitionNs,  Wint dire

“ The long wailt has been
worth it. It's obvious from
the first game of Tai-Pan
that months of work have
gone into making this one
of the best trading games
around. It's not just
because of the attractive
and cleverly-designed
graphics, but also because
its so tremendously
addictive and playable. The
only bad point is the
complexity of this Oriental
wonder! The screens at all
the ports are exactly the
same, though Ilaid out
differently — even so it takes
ages for boredom to set in.
it's all highly original and
the realism is unbelievable;
you'll have to play it to find
outq "

ind
sail Tor distant ports Waather
{ .

ction  and

“ Whereas most licensed
novels uire some
knowledge of the story line,
Tai-Pan is an excellent
ame in itself - and the
ental scene adds
dramatically to the
atmosphere. The objective
may seem difficult, but the
icons and simple question/
answer options are a great
help and | was soon
engrossed. er:dean isn’t
easy — it requires

m and note-
keeping. But there's a lotto
keep the player occupied:
a gambling game, a fast-
reaction shoot-"em-up
(boarding) and a
psaudoGauntiet game. Add
to those the astounding
street-scena graphics and
Oriental electro-bop tune,
and you've got one of the
most enthralling arcade

adventures of the year. "
RICKY

Control keys: Qup, Zdown,
| left, P right, N fire, SPACE
toggle icon

Joysticks: Cursor,
Kempston, Sinclair

Usea of colour: very good
Graphics: range from simple
to detailed and decorative
Sound: a good tune but
potentially annoying

Skill lavels: one

General rating: an
enthralling trade-"em-up
adventure with depth and
atmosphere

Presentation
Graphics 93%
Playability 90%
Addictive qualities 94%
Overall 93%

89%

PNEUMATIC

HAMMERS

Producer: Firebird Silver

Retail Price: £1.99

Author: Andromeda
Software

In the world of international
troubleshooting, improvisation
is the key. The American oil-rig
disaster expert Red Adair once
stopped a major blowout with his
secretary's hairpin! They don't
make them like that anymora,

But in Pneumatic
Hammers YOU are the
troubleshooter . . .

At the bottom of the Lee Valley a
gold-research base is threatened
by constant landslides caused by
its owveractive pile-drivers. The
handle that operates these
hammers has shesred off,
rendering the machine
uncontrollable.

Having evacuated the base the
operators get in touch with you,
ARed O'Blair, troubleshooter
suprame. Your job is to shut down
the plant by replacing the missing
lever, before the pile-drivers bury
the base and cause catastrophic
damage to the nearby towns.

The research base consists of
five rooms connected by a lift. The
building is in the middle of a river
running through a canyon; piles
are driven into the riverbed on
either side, and rubble from the
landslides slopes upward from the
river's edge.

The only way to get ancther
handle for the wild hammers is to
cast one from the most abundant
metal in the area, gold, unearthed
by the landslides.

To get to the mineral-rich rubble
you hop across the river, using the
piles as stepping stones.

When enough gold has been

collected you can leg it back to
base and test the gold for purity.
Then it's off to the furnace to melt
it down and cast a new handle.
The game ends if the rubble

level outside gets too high,
crushing the base —and you with it.

® ' Pneumatic Hammers is one
heavy-going game. What little
there is to do is repetitive and
boring, and the graphics do little to
enhance the game - none of them
are very convincing and all are
crudaly drawn. "

PAUL

® “ What a weird little game!
Pneumatic Hammers is the most
uninteresting, unplayable game
I've seen lately. The grnphicu
would have been passable three
years ago, but by today's
standards they're plthatic..“

" Pneumatic Hammers is well
original — but it's a fallure. The
gameplay is very limited, with only
one major task, and gets
monotonous and infuriating. The
graphics are bad, the screen
display looks amateurish, and
there are some nasty attribute
problems and badly-animated
characters. "

BEN

Control keys: Z left, X right, K up,
M down, L jump

Use of colour: lots

Graphics: primitive

Sound: appalling spot Fect

Skill levels: definable

Screens: eight

General rating: no interest at all

Presentation
Graphics
Playability
Addictive qualities
Dverall

= Going up! Ground floor; helicopters, lifts and pipes. Going down! The goldmine in
Firebird's Pneumatic Hammers. Mind the doors . . .




BASEBALL It's the most
realistic baseball game
outside of a ballpark!
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Zapper light gun to shoot
the gangsters.
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ultimate video game...

™

-

Nintendo is available from the stockists featured. If you have any questions or have
difficulty obtaining the product, write to HiTech Electronic Services Ltd.,
Unit 2B, 200 Rickmansworth Road, Watford WD1 7JS. Or 'phone: 09232 41811

Hamleys Empire Stores Mail Order  Arding & Hobbs
Jenners Gloucester Toy Shop John Farnon
Toys 'R’ US Allders Department Stores Willis Ludlow
Grattans Toy & Hobby Selfridges
Littlewoods Mail Order Argos Superstores Telebank
Freemans Mail Order Telegames
Kay's Mail Order Computer Magic

*Recommended retall price
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QUALITY APPROVED REPAIR CENTRE  Ti-FIRE D)

SPECIAL OFFER! SPECIAL OFFER!
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ROFILE
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WHILE You c1s0r0r SALE PRICE ONLY £ 28 prg

WAIT SERVICE

& PACKING - DVERSEAS Pp————
ORDERS PLEASE ADD
CAL £8.50 TO COVER POST & PN TEMPLATES
L FOR APPOINTMENT PACKING & INSURANCE! - £5.50

L " N
- eNSIO
i ' EXlBeON

J.A|TEN & REPAIR SERVICE )5 Mo

EG.
& ‘While you wait service including + Five top games worth £39.00 for you to 6.50

plusE1S0pEp

1

COMPULEr Spare parts over the counter enjoy and play with every Spectrum repair plus £ 50pdp '

« All computers fully overnauled and fully  « Werepair Commodore 54's Vic 20°s rinhan cabie 1o : s
tested betore return Commodore 16's and Plus 4's extend your ports for REPLACEMENT

* Fullyinsured for the return journey * The mostup todate test equipment YOUur peripherals POWER SUPPLY

» Fixed low price of £19.95 including post developed by us to Fully test and find all ; 3
packing and VAT (NGEa hetween Brice Faults within your computer el D,EIEPWB,,? 5 oy sg;ﬁ:‘:';',;:ﬁ;ﬁm:m
of really up to E30.00 which some of our + Keyboardrepairs, Spectrum rubber Key - sultable for all makes
COMPETITors are quoting) boards oniy £8,95 of computer £9,35

« Discounts for schools and colleges = Tmonthwritten guarantee on allrepairs PIUSE1SCp & D

BEST PRICES ! |— o, [ xeveoaro
ARE YOU ANOTHER CUSTOMER - fed up AL . .

waiting weeks for your estimate?

Need your computer repaired fast? Then send it now to the Number One Repair Caan 41t 1 Bagaa bire povatack ana | :' AT Spectrum keéyboard

company Inthe UK., or call in and see us at our fully equipped 2,500 square foot workshop Wt Al b i B M f membranes
with ail the latest test equipment avallable, You are more than welcome g s MenCin Ehor ES50plusE150p & p

We will repair your computer while you walt and help you with any of your technical problems w“_'I'I':':':f:f:ﬂ':‘;lg‘_;"‘:: e ei0.0s

Commaodore computers repaired for only £35.00. Please note we gove vou a 100% low fixed Dok STRTTACE v MIaDN 35 SEnarate e
price of E19.95 which includes return post and packing, VAT, not a between price like some E900 cun it sapn

other Repair Companies offer. We don 't ask you to send a chegque in for the maximum amaount and
shock you with repair bilts £30 upwards. Don't forget we are Amstrad aproved for guality and

Spectrum Plus spare
EeyvBoard membranes
E1290pius£150p & p
e I 81 membranes
il ESD0plusEt SOp&p

gﬁlﬁ.nﬂdngerr:éﬂ;ﬁ?l‘tg%n‘én'.gergg:aknmtnerungutncrlseﬂtrenalfcentre We dant justrepair the oﬁﬁﬁ c il
¥ uter . We give your computer a ] , 7
OVERHAUL WITH EVERY REPAIR WE DO:- PONEN (PR . ON-OFF SWITCHES

P
We correct Colour, sound, Keyboard, Check the loading and saving chip, Put new feet on S\
the base If required, Check for full memary, check all sockets including ear/mike and replace a-F“E:m’n':;-qure AND SPECTRUM \!}V !

where needed, All for an Inclusive price of £19.95 including VAT, all parts, Insurance and post replacemant power ORDER Na
and packing. No hidden extras whatsoever. We don't have to boast too much about our transhormer £ 00 -
service as we have thousands of custamers from all over the world highly delighted with our plus £150 0 & p 1067 SPECTRUM ;
service. A first class reputation for speed and accuracy. Don't Forget, we also now have a IDE7A SPECTRUM+ “__

Service Branch in Manchester City Centre for while you wait service USEANY EA95 + 150p+p

URGENT NOTICE pon't be misied by adverts showing ‘between prices. A recent | JOYSTICK WITH
complaint against a Manchester repair firm. Mancomp, was upheld by the Advertising | YOURSPECTRUM + 2

standards AUthority on two counts, “It had stated BBC repairs between £14 and £45 AIR JOYSTI
then charged the customer EBS." Their guarantee policy was misleading as it did not ?mﬂﬂmtnn Sgprml:;'i;“n:?l'gﬂ ix
make clear that all repalrs were not covered. COMPUTERS TO MOST J0YSTICKS

THE VIDEO VAULT COMPUTER COMPANION

The VideaVault has just released the most up to date and exciting catalogue ever nruducgd,_ our team of experts have scoured
the globe to find you all the latest software and add on's for your computer, all the latest in joystick technoiogy, ail the top and
tested software tithes al at great discounts to you. Anyone can apply now, just send 2 x 18p stamps to the Catalogue Dept, at the
0dress below for your free copy. We have all the top branded items avallable, delivery by return past lour usual standard)_ Al
Qoods carry aur guarantee of satisfaction, Never has such a catalogue ever been produced before, including spare parts, ULA,
membranes, power supplies = all at discount prices

POST + PACKING

Sl =’1 STOP PRESS!! BRAND NEW SPECTRUM PLUS COMPUTERS INCLUDING |CHARGES UK ONLY
::I POWER SUPPLY, LEADS AND MANUAL JUST £59.95 + £1.50 p + p. %Eﬁﬁicllﬁﬂ

) CHARGES PLEASE
WRITE FOR

140 High Street West, Clossop, Derbyshire 5K13 8HJ
Tel: 04574-66555/67761 Head office & access orders, queeries,
Manchester 061- 236 0376 while you wait repair centre only.
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Producer: Budgie
Retail Price; £1.99

his sports simulation takes

you into the compact world

of table football a game
whera a football pitch has been
sgueezed onto a table and then
peopled by midget Glen Hoddles
and dwarflike Brian Robsons.
The pitch has goals to the left
and right. Lined up against each
other on a grass-green pitch are
two teams of six players. Each
team stands in three rows, with
three players in midfield and twoin
attack, and the ultimate line of
defence, a goalkeeper.
Players can't be moved indi-
vidually — they go together as a
row. But any player can Kick the
ball forward or back, or pass to the
side. The ball is not blocked by a
player unless he attempts to kick it
— usually it passes straight through
his legs.

Once kicked, the football can
bounce off the side and end walls
of the table. A ball cannot go out of
play, except when a goal is scored.
When this happens a message is

displayed, and another of the

ame's nine footballs appears on
the centre spot. A score is kept for
both teams in this two-player
game.

®"“Why anyone would be
interested in this | don't know -
it's poorly with bad
graphics, and offers hardly any
compulsion and pleasure. Table
Football is very poor value for
moneay. "'

MIKE

@ ' Table football was never one
of the most inspiring activities.
Now the sticks have been

replaced with keys and the table
with a VDU - and whatever fun
there was has been left in the pubs
and arcades where the concept
comes from. Table Football is

iled by terrible collision-detec-
tion, and it's impossible to judge

angles properly; hitting the ball can'

> A dramatic save in Table Footbhall

send it absolutely anywhere. It's
one of the worst sport (7)
simulations I've seenin a long long

time. "
PAUL

@ " The graphics don't
flickering and the colour clash is
terrible! On the sound front, there's
just a blip now and again when the
massive ball hits the side of the
table. This ball must be magic
because it never stops! After
hitting a wall it moves in the
opposite direction  till it hits
another. And the collision-detec-
tion is bad — you can score b;r_just
hitting tha post. able
Footballisn't even worth this
cheap price. "

stop

Producer: Firebird Silver
Retail Price: £1.99
Authors: Adam Waring,
Tony Warriner

Itima Ratio hangs threaten-
ingly above the earth, an
ominously powerful nine-
stage battle platform controlled by
an allen race. But its inexorable

progress earthward can be stop-

ULTIMA RATIO

ped by your highly manoeuvrable
fighter.

This craft can find its way
through the intricacies of the plat-
form's superstructure, which con-
tains killer units and direction-
reversing devices, multiple pulse

guns and shielding.
Your multidirectional ship
carries blasters (and limited

ammunition) to counter an alien
defence squad of fighters, which

colourful spacescape in Litima Ratio

» Blam, blam, blam. Shoot-'em-up action as your space craft wizzes over the

flit unpredictably across the
squared surface of the platform.

. All enemy craft and many of the
platform's carbuncular
constructions must be destroyed
before you can reach the next
section of the battle platform.

And your fighter's shielding is
weakened and eventually
destroyed by alien fire and
dangerous ricochets from your
own blasting. In this unprotected
state the fighter's five lives can be
quickly lost. But shielding can be
renewed and fuel replenished in
rejuvenating zones.

Time screens show the seconds
left for each stage as you fight
through this vertical flick-screen
space world.

®" Ultima Ratio is
shoot-everything game with a

another

colourful backdrop. The
graphics are well-defined and
colour is used very effectively -
avery block in the background
has its own colour, and there's
no clash. And the small monitor
screens around the play area,
showing how much time you've
got left, give that extra boost of
panic! This is a real neat shoot-
‘em-up; | just wonder how on
Earth you kill the last alien on
zone 011 ™

NICK

@ How can anyone expect a
success from something as

Control keys: Player One: CAPS
SHIFT left, Z right, 1-up, Q down;
Player Two: M left, SYMBOL
SHIFT right, O up, 0 (zero) down
Use of colour: reasonable
Graphics: too simple

Sound: spot FX

Skill levels: ane

Screens: one

General rating: an original idea -
but a very poor and boring
simulation, requiring two players

Presentation
Graphics

Playability
Addictive qualities
Overall

unplayable and unrewarding as
this? The graphics are poor; the
colour is used far too liberally and
the characters are unatiractive,
dull, and unoriginal. Some may

buy it purely on impulse at £1,99 -
it's them | pity. Uttima Ratio is
awful, "

MIKE
@' The similarity to

Lightforce stbps at the colour-
masking technique — everything
else in Ultima Ratiois inferior,
There's a serious lack of decent
sound, which would bring the
game to life, and it gets boring very
quickly — mainly because of the
appalling contral method. After a
long line of very impressive budget
games, the Buzby boys have
come up with a below-average
product,

PAUL

Control keys: choice of three sets
Joysticks: Kempston, Sinclair
Use of colour: reasonable
Graphics: unattractive;

Sound: poor spot FX

Skill levels: one

General rating: an uninteresting
shoot-"em-up

Presentation
Graphics
Playability

34%
39%
26%
35%
34%
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Producer: Reaktdr
Retail Price: £4.99

ounted Michasl
on the same train as a
band of desperate gun-
toting train robbers, who Plan to
make off with the rallwa old
shipments. To thwart thalr !.rll ain-
ous plans, he must progress along
the top of the train.

Mlck can jump between car-

- and fall between them,
wh -:h is fatal. He must also avoid
the robbers’ gunfire, or lose one of
his three lives. And the train rob-
bers have grenades, too.

But a man's gotta do what a
man's gotta do, so Mick packs his
trusty pistol. He can bop off the
baddies by leaping upon them, or
giving them a taste of their own
grenades.

The train includes flat cars carry-
ing unstable loads, and leaking
?as tanks which can snuff out Mick

he's not quick enough to find a

is stuck

Retail Price: £9.99

ake rounders, popcom,

h?;p-e and a few rule-

changes, put them all in a
Magimix blender and you've got
the game of baseball,

This sports simulation follows in
the bootsteps of the all-American
game, with hitting and pitching
sides competing for top honours,

The action takes place on a split
screen showing an aerial view of
the baseball pitch and a close-up
of the pitcher throwing the ball to
tha waiting batsman.

Players take it in tumns to come
to the hitting position, or 'plate’, to
swing the bat at three successive
balls delivered by the opposition

itcher. If a batsman misses the

all it's a strike, and the next ball is

itched. Three strikes and the
tsman is out.

The batsman has to hit the ball
forward to fall within the area
described by two foul lines, to
avold a foul hit,

If ha's made a clean and foulless
hit, the batsman automatically
runs toward the first of four bases
that make up the baseball dia-
maond. If the ball is well struck, the
batsman continues running from
base to base, retuming to his start
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MOUNTIE MICK’S
DEATHRIDE

mask. Tunnels provide addi-
tional hazards for this intrepid
Canadian, but with his torch and
limited battery power he can battle
through their dangerous darkness.
There are nine trains for Mick to
traverse, esach carrying a team of
robbers. (These were lawless
days, after all.) When Mick reaches
the front of a train, he must board
the small handcart on the rails,
pump its handle and travel to the
next train.

=

@ "' Stop The Express without the
fun? Surely no-one would have the
guts to reproduce Sinclair's three-
-old classic (CRASH Issue

%, July 1984) as this load of rub-
bish? Mountie Mick's Deathride is
boring (and it's a pathetic name).
The graphics are badly drawn, and
there's no colour to speak of.

CHAMPIONSHIP

BASEBALL

Producer: Activision/Gamestar
Authors: Darrin Massena, Scott Orr, Mark Madland

point to score a home run.

Usually the strike isn't so perfect
and is lofted or quickly fislded. And
if it's caught by a fielder, the
batsman is out.

After the batsman has reached
first base you can control him — he
can either stop running or continue
to the next base.

If the batsman decides to stop
at a base, a replacement steps up
to the plate. After hitting the ball,
he too runs, The first batsman then
becomes the controllable lead
runner, with the other batsman
automatically following him round
the diamond.

When a batsman reaches fourth
base, ha's scored a run (which is
displayed on the scoreboard).

But if he runs on from a base
and can't reach the next base
before the ballis thrown there, he's
out. When three of the batting
team are out, they become the
pitching and fielding side.

Then you have control of the
pitcher, who can send down a
geries of balla: swing ball, knuckla
ball, fastball, curveball or screw-
ball, each with different move-
ments in the air. A pitcher’'s suc-
cess with the ball is dependent

B The fearless frontiersman still has seven trains to go in Mounfie Mick's Deathride

Playability is the pits. Steer your
train well clear. "
MIKE

@ * *Yeeha, ride "im cowboy’, or
something along those tracks.
There've been a lot of games
with old American locomotives
in them lately — perhaps a new
trend in software? And | couldn't
help noticing the similarities this

upon his ability and his stamina,
which diminishes with the number
of pitches he throws.

When each side has batted, one
of the nine innings is completed.

ey

® " After Gamestar's sporty
successes on the Commodore,
I m uxmctinglm:mundlng
graphics and am g gamep-
lay . .. but I'm still waiting. They
haven't produced the goods on
the Spectrum - here the com-
puter opponent is a right dull
bloke. MNearly every time he
Iinsists on hitting the ball behind

has to Stop The Express. Itseems
all you have to do here is shoot
the baddies before they shoot
you — but it's still an amazingly
addictive game with good
graphics, "

NICK
® “ The game is in total contrast

to the title — it's simple and easily
mastered, and has litthe lasting

the ‘foul’ line, no matter how
easy the throw you give him. And
though a large range of throws
is available, they all appear the
same onscreen. The animation
of the main characters is very
raalistic, but the rest of the
screen is very badly presented,
with crude graphics and badly-
placed colour, ™

PAUL

@ ' The graphics vary from not
bad (as you view the batsman
about to hit the ball, for instance)
to absolute rubbish (the bird's-eyes
view of the pifch, with deformed
hunchbacks hobbling round a col-
our-clashing, glitchy field). Even if
you're keen on baseball, | doubt

» Slugger Cameron takes the mark for the next pitch in this split-screen baseball
simulation




appeal, Still, the background
graphics are very realistic and give
a good feeling of depth. But this is
spoiled by tacky and uninspired

graphics. And

frain and character b ;
gameplay is impaired by atrocious
collision-detection, which
destroys the atmosphere. "

Control keys: definable
Joysticks: Kempston, Interface 2
Use of colour: %?_;t[m?

Graphics: ug’_l_; clear

Sound: spot
able title tune
Skill levels:one

Screens: nine trains in ona con-
tinuous scroll

General rating: Mike and Paul
could see nothing good here, but
Nick enjoyed the game within its
limits, which brought the averages
up quite a bit

and an unmemaor-

Presentation
Graphics
Playability

Addictive qualities
Overall

'd find this very playable. "
e MARK

@ " Some of the graphics are very
impressive, I'll say that for Cham-
pionship Baseball, it's a pity the
game is so naff. While pitching and
striking are all shown in full glori-
ous colour clash, the fielding
screen is risible: the players are
small and appallingly coloured,
and seem to obey no-one but
themselves! | think I'll stick to play-
ing tennis; it's better value for
money and a lot more fun. ™

Control keys: W or U/X or M for-
wards/backwards, Aor HDor K
left/right, S or J to fire

Joystick: Kempston, Interface 2,
Cursor

Use of colour: reasonable defini-
tion, btm.rélmilds of F:i'.ull::lll.rr cala;hsh
Graphics: lar a raphics
detailed, ﬁﬂldgﬂﬂrﬂphﬁ Ear,r poor
Sound: apart from a beep for ball
strikes, nothing

Skill levels: one, with two-player
and player-versus-computer

options

Screens: one

General rating: lack of polish and
realism ruin what could have been
a playable and addictive simula-
fion

Presentation
Graphics
Playability

Addictive qualities
Overall

PROHIBITION

Producer: Infogrames
Retail Price: £9.95
land crime,

wamped by gan
Stha New ‘t’nﬂg« Police Depart-
ment hires a mean to
rub out the city's contract killers.
But they won't be no pushover.
Killers appear on the streets, at
windows and on the apartment-
block roofs of a decaying down-
town zone. An arrow at the bottom
of the screen shows which way the
m you control must move
to find your next target, but
doesn't give the killer's vertical

on.
mﬁrma the hoodlum has been
found, you can get him in your
sights. A killer must be hit within
three seconds after an onscreen
countdown begins. And when kil-

lers lurk in difficult positions extra
time is given to bilast them.

But if the baddie isnt shot
before the deadline, you get it
instaad and lose one of your threa
lives. At higher levels the hood-
lums become faster in their reac-
tions.

And killers never come quietly —
they retumn fire if given half a
chance. Enemy bullets can be
dodged, giving you an extra three
seconds of grace — but such eva-
sive action can't be kept up

> You've got the concrete jungle in
your sights in Prohibition

forever. A bar

fully completed.
hostages, so g
innocent victim.

Now get out
strests. ..

remaining dodge time.
Still, you're paid good green-
backs for each contract success-
me despicable killers hold

essential if you're not to plug an

indicator shows

reat accuracy s

on those mean

of Mew York

» Ruthless gangsters lurk in the alleys

Presentation
Graphics
Playability
Addictive qualities

Overall
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Producer:Reaktor
Retail Price: £4.99
Author: Tony Crowther

(The Byte Engineers)

e all know what Killer
Rings are — large fried
doughnuts in space, gener

ally attacked by a menagerie of
toads, bunny heads, flop-eared
whatchamacallits, and orbs.
Some of these approach in a
series of attack waves from the top
of the screen, whilst others move
in an unpredictable fashion from
any screen direction. Others, if
they pass off the screen, scroll
once more into view from the other
side.

The killer ring has three lives,
lost on contact with another
occupant of the screen, or the
pulses that they fire. All the attac-
kers can be destroyed, though
they require sustained hits, and
their death throes award you
points, with bonuses added when
sufficient numbers have been
destroyed.

When the required number of
attack waves has been destroyed

KILLER RING

the killer ring is confronted by a
spaceman sitting in a hovering
craft. The defensive underbelly of
the ship can be blasted through
and the spaceman killed. With this
done, the killer ring returns to take
on the first attacking wave once
more,

For added difficulty, the verti-
cally scrolling antimatter beam
can be activated, which nullifies
the killer ring’s initial blast, and
must be plerced before the blaster
can reach its targets.

@ " Oh wow! A updated version
of the original Space Invaders
game. Shoot-"em-up games
have always been a favourite of
mine, but | can't this had
very much appeal. The alien's
are a bit nastier and the soundis
very much improved, but that's
about all. Amazingly, though, it
still has loads of addictiveness,
and gave me lots of hours of fun,
but | think the thrill of this type of
game has become a little cob-

B With the remnants of a recently blasted alien flying about him, Killer Ring struggles

on (and still only on level onel)

webbed. "
GARETH

®" Killer Ring is really just a
glorified Space Invaders game,
with a Phoenix style bit thrown in.
The graphics are quite well defined
but when a huddle of monsters
stay in one place it's hard to pick
them out. The colour is monoc-
hromatic but it has a multi-col-
oured fitle screen. The best ale-
ment s the sound b

WE M.LLS.I.C. —it's fantastic. This
game would be more suited to a
budget price, but it isn't that
bad.

@' Although there have been
some changes since we were last
there, the aliens have got meanar
and bullets have become a new-
fangled laser, it's immediataly
obvious where Killer Ring's roots
are firmly planted. | liked the
improvements over the old style
Invaders, especially the music,
and Killer Ring can be very addic-
tive if you've got a worthy com-

Producer:Nexus
Retail Price: £7.95
Author: Paranoid Software

heard that ten Earth colony
ips have been despatched to a
distant corner of the Universe,
decides to ambush the fleat,
enslave the colonists and sell off
the vessels for scrap.
But Colony ship number seven
suffers a computer malfunction,

____/mickyl ___

* The bas-relief graphics in
Hades Nebula are ﬁs only
;ﬂ:tmgu grace — apart from

's a very average
product. The screen scrolis
at ark;un;l three pimlnhn time
mal jerky enough to be
u'h‘putg The ship Is too
large and sluggish to be able
to dodge the countless
enemy missiles coming from
every angle. Although it's
possible to build up your
firepower, losing a life takes
it all away, making it all seem
rather pointless. it's also
annoying that the score line
nbacmlo:rrt of the screen,
it may good but doesn't
help in actually playing the
game., U]

ades, evil emperor of the
delng planet Sodini, having
5

32 CRASH August 1987

PAUL

* This game is just far too
hard for my liking. Even as an
above average Hades Nebula
player | found the game very
restricting and not much fun
at all. The first rule of writing
any game is to give players
rewards, so they will persist.
The only in this game
Is flicking back to the title
screen — no ‘game over'
message, no ‘level x'
message, and not even a
little jingle. Due to these

major flaws Hades Nebula not
only lacks in atm but
also falls down over

addictiveness. MNice name
shame about the

disappointing game. "

and arriving at its destination —the
Orion Nebula —two years ahead of
schedule, continues with its
mission regardless. To the
colonists’ surprise the nebula is

T

—

petitor to hi-score against. "
PAUL

COMMENTS

Control keys: cursor keys
Joysticks: Kempston, Sinclair,
Cursor
Use of colour: monochromatic (a
colour on black)
Graphics: large and well defined,
but simple shapes
Sound: no 48K music, but excel-
lent 128 tune, average spot FX
Skill levels: two
Screens: seven attack waves to
%n:r through ten times

eneral rating: an unashamedly
old shoot-"em-up which manages
to be moderately addictive, but
with a short playing life

Presentation
Graphics
Playability

Addictive qualities
Overall

“ This suffers
tell what the hell's g

things get a little more pl

the eye strain. "

from the Slap Fight s @, it's hard to
g on—unlike Slap Hgﬁ"hm

much of a game here. At the start
it's hard to get far enough to pit:lr.hl.?tum speed. When you do,
ayable, not much, as at speed
simply can't distinguish the alien bullets from

Strangely it's fairly addictive, but all in all Hades Nebula Imi'lrlnm

t, though, there isn't
your craft moves so slowly that

occupied by a Hades mining fleet,
named 'Hades Nebula' after the
Emperor.

Alerted to their presence, the
mining fleet attacks. Colony Seven
has but one choice — to send out
their only form of defence, a
single-pilot terran fighter, against
the entire hostile fleet.

The confrontation takes place
over the vertically scrolling
surfaces of a planet and a battle
cruiser. The colony's craft is under
constant attack from Hades
starfighters and ground-based
insectoid tanks.

The fighter's speed, weaponry
and shields can be improved by
blasting specific ground
installations and collecting the
equipment pods which they
cantain. This equipment then
automatically  attaches  and

activates itself, making the lone
ship a force to be reckoned with,
The ultimate goal is to destroy
as many ground installations,
fighters, mining craft and ground
ships as possible within the single
fighter’s five incamations,

__/comMmENTS |__

Control keys: definable
Joysticks: Kempston,
Sinclair, Cursor

Use of colour:
monochromatic blue or yeliow
and black

Graphics: nice bas-relief, but
slow, jerky scrolling distracts
Sound: ordinary spot FX

Skill lavels: one

Screens: two scrolling areas
General rating: gameplay
elements detract from an
otherwise average shoot-'em-
up
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games. ..

DearLioyd

A word on budget games. Their
quality has improved lately, but
essentially most are not worth the
maney. Many readers will burst
out at this point, 'What about
Feud, Zub and Amaurote?’ The?t
satisty in depth, but do 2}gmu really
want to trudge around 2500
Sereens as (m Amaurote?

Budget fmaﬂuﬁuall havetrills
toattract the buyer, but bore after
a few plays, then the buyer
considers £1.99 was not much
wasted and just dismisses the
purchase as a small mistake,

If all budget games were raised
1o £2,98, ahigherstandard bothin
packaging and game would be
demanded, and eventually
EmduciadJ think that many

udget games get high reviews.
because their price is taken into
account. If a game is good, it
should be compared on the level
of lull-price games, giving & morg
realistic idea of its gameplay.
Don‘tjudge games by theirprices.

Many would be interested to

The humid heat of late June has obviously got to averyone, tempers
flare, words are spoken. The tone of this FORUM is characterised by
the outrage caused by Oliver Frey's cover for the June CRASH - the
Barbarian picture. Another prime topic is the inclusion of video
reviews within CRASH - and there's a points of view debate on the
subject. Meanwhile, back to letters on other subjects. My choice for
this month's prizewinning letter looks at reviewing budget

JUDGING BY PRICE

knowthat | owna Sega System, as
1 5tudy in England and live in Hong
Kongwhere it is available. 've got
games such as Hang O,

Guartet and Choplifter, with
Enduro Racer, Wonder Boy and
Space Harrier to come soon. The:
cartridges and cards are
expensive, around £20, bBut | think
it is a better bet than the Nintendeo
for the memaory, graphics and
sophistication. '

Alex Ka Winchester
College, ester

You'll have noticed, Alex, that
CRASH has taken price iflo
account for rather jost it), £1.99
really doesn't leave much for the
deveigpment of reasonable and
ariginal games, and | will be
surprised if we continue to see
F1.89 names for mueh lohger,
umiess they're old aones or real
rubbish. Still, you have a choice of
£30 worth of software for Letter of
the Month, so fel me know what
m.i walld ike to receival

Dear Lioyd

Breaking the tradition set by my
friend and prime fool Tom Evansin
the Christmas issue, | have several
points to discuss.

Firstly, what exactly does
Shashy Dass mean by a Speccy
running at 50m/s? If, as | suspect,
he means frm/s then the actual
processor runs at a far higher
speed that this. It is merely the
screen update that is this slow.
Also, what is so difficult about
reading a single byte joystick
input, rather than several blocks
(of half a row each) of key input? It
seems to me that he knows a little
about a lot, but not enough about
anything, as the cliche goes.

Secondly, on to a letter by D
Charles in the June Issue (by the
way it's nice to see the covers
returning to Oli's usual standard),
the 64 also has a white noise
tacility, and it's often used
brilliantly [opening sequence of
Uridium). Also the Commodora
has 16 colours, including five
greys, four blues and three reds.
I'm sure it matches up to anything
the Segahas to offer. As for variety

ON SPEED AND COLOU

of games, | don't think you'll get
much variety with each game
costing 25 quid.

If you compare the Sega or
Nintendo to the Amiga or ST
(especially with the new prices) it's
obvious the latter win on all counts
{the Amiga’s 4096 colours, four-
channel sound and its fantastic
speed), and these are the way
forward for computers in general,
Robert Hayden, Lings,
Northampton

I don't think games consoles are
seen as a ‘way forward’, rather
mare as an additional means of
playing games. Whether computer
owners will also want a console is
going to be interesting to observe.,
Bul in the end, it's going to be the
attitudes of Atari, Sega, Matteland
Konix to third-parly software
producers that will make the
machines popular or consigned to
the fad bin. Presently none of them
sgems to be making the market
truly available for mass games
production to back the potential
hardware sales.

Dear Lioyd

This is being written on an Amstrad

CPC6128 using Protext, and is
probably the last letter | will ever
write on this machine. The
reason . .. selling up. I'm very
disillusioned with Amstrad as a
company and the whole scene, so
I'm deserting Sugarand Co for the
lofty heights of the Atari 520 ST,
which | happened to see three
pages of advertising for in the
current CRASH. However, | will
always be a Speccy fan through

thick and thin and hope the two will

keep each other company.

| believe quite firmly that the ST
will become the next Speccy. I's
an ideal games machine, and has
all the qualities that the Spectrum
prasented us with when it first
came out: the best colour,

raphics, sound, memory and

most importantly) the best price
of any machine around.

| don't believe that Alan Sugar's
"enhanced’ Spectrums will hold
any water with anyone, they'll just

become more dead ducks like tha

-CPC464.

| read a leading Atari magazine
the other day, listings filled
convenient gaps, there were only
three games reviews in the whole
thing and a couple of hardware
articles, reams and reams about
the General Election and not a
great deal else. Would it not be
possible to create a Newsfield
Atari 5T magazine, either
separately or lumped on the back
of CHASH? This may sound crazy,

SELLING UP

owners are upgrading to the ST.
The fact that Atari have chosen to
advertise in CRASH is evidence of

their own faith in the fact.
Although at present the

market looks as healthy as it was
in 1985, it's unlikely to be the same
wayin 1989 . . . sevenyearsmust

be the limit of any machine's
earthly endurance.

Anyway, to sum up, please keep
CHAEI:I going even if you do have
to drop every ather titie! It's really

developed a cult following.
Richard Harrison, Forest Hill,
London

There's little doubt in my mind that

Amstrad's high-strest sales
techniques have undaone

confidence in their machines and

created an unstable base.
Computers aren't hi-fi stacks or

high-tech fridges. The pricing of
the plus three is all wrong and the
disk it's based around (same for

the Amstrad CPC range) is the
wrong one — too expensive for
realistic software prices. So it
remains to be seen whether the
Spectrum's life has been
extended by the new machine.

As for the Atari ST, well it won't
be CRASH, but our new magazine,

out in September (see ad in this
issue), called THE GAMES

MACHINE, will be catering for Atari

as well as Armiga, and all the
popular 8-bit machines as well,
Perhaps it will answer your

prayers. In the meantime, CRASH

is ploughing happily ahead, and

but from what the grapevine tells

for many years yet.

LM

ma, vast numbers of Speccy

Dear Lioyd

Wow! What isthis? CRASHI? All in
colour! Great! | think the all-colour
June ish is really good! it was
about time = keep it up! Al in all |
think that CRASH is getting batter
and better.

One thing annoys me though -
every time Ultimate releases a
game reviewers jump down their
throats saying ' Ultirmate was great
once blah, but now their games are
crap, unplayable, blah L

Will you stop comparing
Ultimate games? I'm really sick of
hearing Ultimate wasand isn'tany
maore. Why don’t you just lay off
and judge their games on their own
merits?
| did read a normal unbiased

ANDULTIMATELY-
COLOUR

review in the June ish and | must
give credit to Ben who wrote it
without crying over Ultimate's past
SUCCESSE

Paul Favero, Eastbourne, East
Sussex

Ben is such a coolguy, he just
can't help being wonderful and
unbiased . .
victims of their past successes.
And that past isn't so long ago that
on a purely informational level
people are bound fo compare and
pass judgement. However, | think
you'reright that the games should
be assassed on their merits, and
not on how they compare 1o
previous Liitimate hits.

LM

Ultimate, suraly, are |




Dear Lioyd

Ithink CRASH has changed during
its 32 years. | wouldn't say it's
changing for the worse, more . . .
maturing, yes, into an established
magazine.

Iremember when CRASH had a
fresh and vital approach to the
new, fast-growing industry. That's
why it was so0 exciting, it was all
happening so fast, and everyone
Was S0 naive,

Mobody's fault though, the
same things happen to rock
bands. After some time of success
with a cult following, CRASH
seemed to do a U2, a Simple
Minds. Then the mag took on a
maore glossy feel, more
commercialised, it . . . 'sold out’.
MNow I'm sure newcomers to
CRASH, Simple Minds and U2 are
happy with things as they are, but
spare a thought for early fans, who
yearn for the 'raw' days of LIFEIN
A DAY, and the LIVING GUIDE.

it may not be the mag that's lost
its feel, maybe it is | have
aged, losing touch with computers
etc, but 1know | certainly don't get
the kicks | used to when playing
today’s hits. How can the days of
The Hobbit, Manic Miner,

Jetman and Match Point ever be
equalled?

Still, that's not to say that
CRASH isn't still by far the best
computer magazine available, it
just seems to have lost its original
appeal - and please keep video
reviews out of CRASH. It is after all
a computer mag.

C Stafford, Grimsby, South
Humberside

I think we would all have become
very bored if CRASH hadn't
changed over the years. Everyone
strives fo improve, and sometimes
the changes are for the better,
sometimes not so much fornot so
appreciated). Some of the newer
features in CRASH recently have
rasulted in letters on the subject,
mostly about video reviews . . .

| think that (reviewing videos) is a
great idea,

. . . writes Alan Wardle from
Belper, Darby, but adds . . .

although it would be batter if you
could just review computer tie-ins
such as Cobra, Highlander, Aliens,
Back to the Future and also Short
Circuit and Top Gun when

are released. This way it would still
concern computers and
everybody would be happy. You
could also award a Smash for the
most outstanding video reviewed.

That's a pasitive reaction from
Alan — uniike that from Mark
Neumann, Clesthorpes, who

gasps. ..

Arrghl! Video reviews ina computer
mag, what a bummer!
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Oh dear Mark, why s07

If people, especially CRASH
readers, want video reviews all
they have todois buifkﬂ maginthe
newsagents. Enough said, | hope
the video review on page 130 was
your first and last.

Sorry, Mark, it wasn't. Fair to say,
though, that the rest of CRASH
was great according to Mark.

Other negatives include
Andrew Rimmer who is sad to
see LM go, but thinks we
shouldn’t . . .

spoil CRASH (or ZZAP!) with Lm
mutations. CRASH is a Spectrum
software magazine as you have
striven to keep it for years — there
is no room for ANYTHING ELSE!

And then there's Ashley Barnett
from Otley, West Yorks, who
reckonsit’s. ..

a dumb idea and | hope it is
stopped. Whilst I'm in a mad mood
I'll tell you that TERMINAL MAN
and TAMARA KNIGHT are the
biggest set of naff, pathetic
reading | have ever seenin CRASH
and for the sake of life itself, please
get rid of them. Before you tell me
togoforslagging you off (which is
why a’fﬂu won't print this letter) I'm
not all bad, for | love the colour
splashes everywhere and the
logos,

Nige to know we can please!
Stephen Hibbert of Ringwood,
Hampshire, agrees when he
comes to the short point . . .

Yours, hoping you'll drop the
videos and Tamara boredom.

Well, pausing the video for a
moment, Tamara hasn't fared too
well to be honest (5ormy Mai)
although some have enjoyed it,
but feelings on THE TERMINAL
MAN tend to be viclently

Wow! Mega! Cooll Great! (What's
this guy blabbering on about? |
hear you cry). TERMINAL MAN,
That's what. | have never read
anything as enthralling as this. ()
am now reading it for the ninth
timel). it is just pure brilliance (Ol
Frey deserves a pay rise for his
affortsl).

. . . writes Richard Davy from
Silsden, West Yorks, adding,..

Some people obviously do not
know what a good story is. And if,
as they say, CRASH is about
computer gaming, then why is
JETMAN printed? The difference
between the two strips is humour
but NEITHER has anything to do
with computer gaming, they are
included to make the mag more
Interesting.

Right in one, Richard. | subscribe
to the view that a magazine ought
to stick primarily to the subject it

THE CHANGING CRASH

TERMINAL VIDEOS, MAN

purports to cover, but it can also
creals a ghetto mentality, if foften)
related subjects are thrown out
because they re not directly
concerned with the pnime subject.
Richard returns forcefully to the
video argument . . .

You've probably received a lot
of hate mail concemning your

experiment toreview latest videos.

Well, | am all FOR it. | am now
awaiting my local video shop to
get The Monster Club. Since it's
oncea inablue moon | hire a video,
| may not have known about
and so would miss

something speciall

Video reviews make a great
change from reading the usual
stuff. No-one wants to play games
all day, people need to relax you
know, and what better wa},' thanto
watch a video? Instead of just
going out and getting a video you
don't know whether you'll like or
not, it's easler to read areview of a
video and then getit. That way you
won't waste your money. Without
araview you may not wanttotake
achance, and be bored stiff for the
night watching the usual drivel.

As Mark Neumann said, you can
buy video mags which contain

reviews, but then you have to buy
all ofthe mag for just a page or two,
and without sounding
condescending (he said
patronisingly), most dedicated
video mags I've read are more
interested in hardware and soff
pormography ads, giving only a few
lines to reviews. Srﬂ;'vmg acouple
#meks points; Alan Wardle would

manth to see how the film

in the video world alongside its
computer game counterpart.
and Alex Kaung of Winchestar
says. ..

a video computer chart uve?
Is doing

If you want toinclude film reviews,
please can you print some stills of
thea reviewed film?

Absolutely, Alex. That first try-out
page was a bit lacking, we'll get
more pictures together in future.
Thank you who took part
intha 2. No doubt thers'll be
more letters yel, and a clearer
picture may emerge, but | would
Judge video reviews in CRASH are
more popular than less, by a

nudge at the momaent,
LM
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THE SAGO LO-PROFILE
PROFESSIONAL KEYBOARD
RECOMMENDED RETAIL

PRICE £39.95

SALE PRICE

£28.50

+ £1.50 p+

(OVERSEAS ORDERS PLEASE
ADD £8,50 to cover p+p + INSURANCE)
The Sago Lo-Profile Keyboard has

52 full travel keys, featuring a separate
numeric keypad and printed keys. Your
Spectrum fits securely inside the housing.
Dimensions: 22x44x5cm. Suitable for “umep
, Spectrum 16/48K and Spectrum Plus. 2ZER/
f\{‘ = Order by ACCESS for immediate delivery from STOCK.

140 High Street West, Glossop, Derbyshire SK13 8HJ
Tel: 04574-66555/67761 Head Office & access orders, queeries,
Manchester 061-236 0376 while you wait repair centre only,

~ : 5 7 COPYRIGHT VIDEOVAULTLTD No 786091  FAX NO. 04574 68946 '

& b VAR T

A

——

STRIKE FOR ART! [gam s

AR L s o ; e :8KILL...TACTICS...DECISIONS...STRATEGY...SKILL...TACTICS...

fir rticle on the 1 there W E & J Software offer 3 CLASSIC Football Manage-

S mant Strategy Games for all soccer enthusiasts.
: ] Each of these QUALITY GAMES uses the ful STAR
controling H OIners. ] available mem of your computer and s
what? PACKED with GENUINE FEATURES 1o make VALUE
Cte ﬂhEn Hihb&l‘t, Ri ﬁgw!}ﬂdr sach game the mosi REALISTIC of its kind

HEIf‘I'iDSh'IrE PREMIER I : A COMPREHENSIVE AND EXCITING LEAGUE GAME - Can you handie
all of this? = Play All Teams Home & Away, Full Squad Detaits All Teams, Transfer Market
) - that allows you to buy any player in league/sell your players 10 any other leam, Pre-Match
prasent. : Report, Full Team and Substitute Selection, Choose Your Own Team Siyle, All Ciher Teams
In the good VS Thizs simpohy have their own Style, Match Injunies, Malch Substitutions, Hall Tithe/Full Time Scores All
o - shoulit. Stap W Matches, Named & Recorded Goal Scorers, Full League Table, Fixture List, Team Morabe {all
; At Frati o teams), Transfer Demands, Opposition Select Their Strongest Team, Injury Time, Financal
| was denied : H Problems, Malch Aftendances, Bank Loans, 7 Skill Levels. Managers Salary. Change
are industry farone month ) ( | PlayerTeam Names, Continuing Seasons, Job Offers or Dismissal based on your perform-

rel Jull of . i ance, Printer Oipticn, Save Game and MORE!

EUROPEAN Il : A SUPERB EUROPEAN STYLE COMPETITION - Enjoy the atmos-
phere of European Cup Ties! — Home & Away Legs, Full Squad Listing, Full Penalty Shoot-
oul {with SUDDEN DEATH]), 2 Substitutes Allowed, Pre-Mateh Team News, Full Team And
Substiute Selaction, Away Goals Count Double, Extra Time, Half Time & Full Time Scores All
: : Ties, 7 Skill Lavels, Disciplinary Table (showing any MATCH BANS), Full Results List, Full
ata single soffw, Random Draw — Al Rounds, Printer Option, Ghun?_la Player Team Mames, Save Gama,

T s L X EUROPEAN |l includes a comprehensive Text Maich Semulation with these GREAT FEA-
it will ¢ TURES — Mateh Timar, Mamed & Recorded Goal Scorers, Comers, Free Kicks, Goal Times,
Injuries, Bookings, Disallowed Goals, Injury Time, Penalties, Sending O and MORE!

* SPECIAL FEATURE - transter your PREMIER Il winning Side into EUROPEAN I +
Both these GREAT games can be played separately of a5 cCOmpanion games

WORLD CHAMPIONS : A COMPLETE AND EXCITING WORLD CUP SIMULATION
- [l Takes you from the first warm up friendlies through the gualifying stages and on 1o THE
COmMpLIEers 1o : ; bl d FINALS! - Select Team From Sguad of 25 Players, Sebect Friendly Maiches, Full Home &

diviclual : arket place Away Fiduras in Qualitying Round, Pra-Match Team News, 2 Substitutes Allowed, Disciph-
; I P nary Table, Select Tour enis, Full League Table, Players gain experienceicaps as
compelition progresses, Extra Time, Penaht hoot-Out, Quarer Final Group, Full Random
Draw, Change yar Team names, 7 Skl Levels, Ponter Dplion, Save Game, Full Results
List, Post Match Injury Report, WORLD CHAMPIONS Includes a comprahensive lext match
gimulation — Goal Times, Bookings, Injurses, Named Recorded Goal Scorers, Injury Time,
Match Clock, Sending Off, Penalties, Corners, Free Kicks, and MORE!

All games available for ANY 48K SPECTRUM

Games supplied on 1 with full instructions @
£6.95 Each Inc. P&P (add £1.00 outside U.K.)

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

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

e e From: E & J SOFTWARE, Room 3 , 37 Westmoor Road, ENFIELD,
L Middlesex EN3 7LE
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Dear Sirs and Oliver Frey

I'm writing about the front cover
and the majority of the visual
contents of CRASH, June lssue.

Do you realise that nine- and
ten-year-olds and even younger
childran see this mag? Da you
realise what you are doing to their
subconscious, in fact their
conscience direct. You are dealing
with EVIL. There is nothing,
absolutely nothing good about any
of these pictures or even
They are kill, kill, kill, fear and mare
fear, hatred and immaorality of
every kind.

Computers wera meant for
computing. | know these games
are a very profitable side line, but
moral responsibility is far more
important than money. We know
that the Devil is the prince of this
world although his time is limited,
but unfortunately he is very clever

Hydrofool would have been
appreciated . . .

sted Gerard Callaghan
?r";?ﬂgaEﬂffaﬂ. Actually ﬁ.e?e have
been adventure covers, Hobbit
and H.U.R.G., Red Moon and
some Gargoyle Games-related
picturas, but meanwhile, the tirade
continues . . .
The picture vividly advertising
Barbarian is particularly
distasteful and violent. The fact

that it was Inﬂlmad on any of your
readers that ikeyourmagazine fo

and uses many people to his gaing iy

especially those in the media. &
Crime has risen appallingly im*
recent years, with a horrifig | e
13-to-15-year-olds involy
VIOLENT crimes. They fa8
kind imn; stuff.

| YOu as a very of
parent and christian,
mag, refuse to prig
and games, Suc
in heaven and Gai
them into j

with the prince @

that Oliver Frey's’

raise some gyebro
inevitable. P S Eilds
Manchester, who says

not easily distunbed or offe

was compelled to write . . . -'";_,:I

. .« what | saw absolutaly
disgusted me — g0 much so that |
have withdrawn my regular order
of your magazine. | consider (the
cover) tabaabsolutely horrific,
barbaric, op and totally

unaaces ':

p 0

blood, o

stabl

of me

had suchalba
on what is sup
computer mag .

wrote Ashley Ba

West Yorks, echaing
sentimants of an age-{
argument as to what col
the nature of computing

I'm sure that Oli Frey ca
better things to draw.
picture illustrating the
{you never seemto i
adventure Smashes

38 CRASHAug
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\""L_‘ \ — have a look at the

R snot bad enough|
"~ ( what type of game

sing to Egtrggmta |
Jt'u,, rep
%W uTC ENT on page 7,

f_“'; cked away on
Wiously not the main
ihy the picture?
gesting it was cynical
axpional ur an image. Not
reall " seemed like the maost
) g &0 mrfmagsfarmamsue
g CRASH often covers a feature
: ;sn 't top of the contents list.
D Bear got to the
waw itself, he found that . .
. sadly, what | had e_:-cpectad
That what was on the whole an
objective and reasonably written
| article had been ‘coloured’ by one
ruur three commentators in a
ﬁ-:.; Eﬂ sturbing way. Paul,a
el EIH:I ieve, openly
«'.__ d on thﬂ convincing and
fmovement’ of the figures in
e heads coming offl).
s really bring out the
eagerly reports,
to escape in
ay from, " is his

el .' RT OF
SHOULD BE
DNG 13-to-




E

adventura games (come to think of
it, nona} which invalve men
decapitating each other, or
women sacrificing men shackled
tostone tables, or any of the other
gruesomea scenes which can be
seen by flipping through some
back issues, In fact, | would bri
into question Oliver Frey's overa
suitability as an artist for a
computer magazine, He seems to
take some kind of morbid pleasure
in creating the most horrific or
sinister pictures he can imagine.

Again, a bit ex. ted. Like
many com f fand
uncommercial) artists, Oliver
enjoys the dynamics of action.
Some, fike Ashley Barnett,
howaver, see Oliver less as some
sinister force behind the airbrush
a child-minded art editor who
insists on doodling space age
pictures that belong in

2000 AD comic. | am referring to
the chart page of course. But the
June cover does nothing for the
image of CRASH. Your art editor
must have some kind of

mind to come up with a picture of
such bad tasta.

But Ashiey offered another
complaint . . .

As well as being a bloody sight to
look at, it is em ssing to buy.
It did not look like a computer mag
at all and to show it at t

counter

before paying for it is an
embarrassing experienca, for it
makes the buyer look like a
gruesome minded person.

Nonetheless, indications are that
the issue sold very wall, although/
have to be fair to everyone 's views
here printed, and add that
representatives of W H Smith have
requested that we don't use a
cover quite like it again. I think itis
iargely a matter of personal taste -
| certainly refect that the cover is
any indication of Satan working his
ways through us, I'd like to feel
we're much more free than that —
but | that #m work with
5 you're

sensitive
] sorme people. A last
frorm M K Cherrill . . .

going to upset
This world is not quite the nice
place it used to be. Children will be
subjected, soon enough, to what
Tt P 0 oot e
ve we to em, in
their most fragile and informative
moments, to this type of picture?
Don 't think I'm spiitting hairs, but |
would reckon this world is about
as nice as it has ever been. Was it
better whan ten-year-olds were
sent down the mines as slave
labour, rather than
school and playing computer
?ﬂesfnrhekmﬁma?fdoum

LM

NO JOY
I ecenty purchesed

r pur a
Spectravideo Joyball, but I'm
s o b o SRR
compal inte . 've
fried a Bud interface and a
Kempston one, both work, but
only with certain games. Are there
any interfaces which are
compatible?

d Dewar, Broxbourne, Herts

We've used a Kempston too,
which seemed to work with all the
mes tried out last month.
owaver, the interface which does
work all the time is the Frel
Comcon (avallable from Frel, 1
Hockeys Mill, Temaside, Ludiow,
Shropshire). You will note that the
fire function LEDs do not operate
on the Joyball used with
an interface into the Spectrum, but
this doesn't make any difference
fo the contraller's
directional and firing functions.

(428 APPRECIATE |
Dear Lioyd f
I's going on in you
?ﬂhm?:wmn?ql?{ou starta bﬂ:‘i‘”
128 gamefeatures, then aNer 00N
month— zap! it vanishes.
nable solution to
& dmp}y ga Dﬂdﬁ

oblem ;
of a
tothe16/48K solutionof PUIIG S

i into

| hope you take this T8 o e
consideration as there are

rare games which don'tioad ona

128,

128 version
gither there isn't 8 di

there’s 10 ke the 48K.

J A Morrison, Newcastie

| LM

to 128 it's becauss

Dear Lioyd group Sigue Sigue Sputnik! Since
Where's Thing's review (Issue41)? then. | have heard nothing. Am |
According to the Thing ever going to see their computer

competition on page 81, there's a
review of Thing Bounces Back on
pajg_,e 14. Yetonpage 14 is a review
of Hydrofooll In MERELY
MANGRAM, you state that
Howard the Duck arrived too late
for areview. Are you sureit wasn™t
Thing that was late. Howard is
reviewed on page 110 —strange.
Your review of Krakout a few
issues ago priced the gamie at
£4.99 yet the advertisaments
price it at £7.99! Who is right?
Boots are also overpricing on

game?

I guess not Richard — will we ever
hear another single from them?
Butback to bouncing Thing. These
Things happen occasionally, you
see when the comp was written we
were expecting the game for
review any second, but it tumed
out nat to be guite ready, so
Hydrofool got its slot — and
Howard arnived on the last day of
schedule, a few hours after my
MERELY MANGRAM piace had

Leaderboard (£9.95). winged its way printerwards.
Richard (Loony) Davy, Silsden, Some days youjustcan'twin. The
W Yorks Krakout review got the price

PS About a year ago, therewas a wrong, but | believe there was a
bitin your news aboutagamethat price change at the last moment.
was to emerge from that brilliant LM

What a lot of work that was! You don't believe me perhaps, but it take
ages compiling the bits and pieces from so many letters into a
(hopefully) coherent whole. On the other hand, a vibrant CRASH
FORUM is what | want. Next month there will be some

correspondence from those who thought the Barbarian cover was
great, fulfilling and wholesome - perhaps . . .

Meantime, keep writing to LLOYD MANGRAM, CRASH FORUM
PO BOX 10, LUDLOW, SHROPSHIRE SYE 1DB.

AT LAST!

SPECTRUM SPARES

AT REALISTIC PRICES
All prices include post/packing, handling and VAT

ULAGCO01  £11.99 | SPECTRUMK/BOARD MEMBRANE £4.99
128kROM ~ £11.99 | SPECTRUM K/BOARD MAT £5.49
ZBOA £299 | SPECTRUMK/BOARD TEMPLATE £4.9
TR5REG  £1.49 | SPECTRUM+MEMBRANE £9.99
4116RAM  £1.49 | MODULATOR £9.99
SPECPSU  £10.49 | SMANUAL £22.99

Remember all prices include P & P, handhing and VAT
Full spares list available / Trade enquiries welcome
Access/Visa. 24-hour T.A. service
SPECTRUM REPAIRS £9.99 + PARTS

ELECTRONIC SERVICES

176 VICTORIA ROAD WEST, CLEVELEYS, BLACKPOOL FY5 3NE
Tel. (0253) 822708

NEW — TRANSFER PACK 4

SPECTRUM TAPETO DRIVE

A software system to convert many old and new TAPE based

rograms to your DRIVE (no matter what type) + OTHER USEFUL
BTILITIES, Most jerky programs and others {&.?. with zero counter) are
EASILY converted to drive. Pack has at least ¥ programs! Opus/Beta
owners add £1 for OPTIONAL extra program. State TYPE of Spectrum
+ name of drive when ordering (e.g. 128K Spectrum and Microdrive).
£11.98 on TAPE (E12.99 on cartridge for 48k Spectrums only). (26 if
updating)

INFORMATION SHEETS - £1 each - approx B TRANSFERS of
POPULAR programs per sheast = nesds TP4. Up to No. 40 availabla.
SPECIAL OFFER - Nos 1-20 for £3, 21-30 for £3.50, 31-40 for £3.50.

M/DRIVE OWNERS NEED MICROTRANS

MICROTRANS 2b - for m/drive to m/drive back-up, sasy ERASE, tapa
to drive (inc headerless) — does NOT convert programs. Includes MICRO-
TAPE and RUN programs. ONLY £4 on TAPE. ESon Cart. ALL Spectrums
CODE COMPRESSOR — £3.50

Overseas add £1 Europa, £2 others aach producl. SAE for details.

MO RISK! - ALL PROGRAMS CARRY DUR MONEY BACK GUARANTEE (not updates)

LERM DEPT CR. 11 BEACDNSFIELD CLOSE, WHITLEY BAY, NE2S QUW. (Tel 091-2533625)

CRASHAugust 1987 39




It's back,

presents, by popular

test.

the Gauntlet clones.

HY were we suddenly
deluged by a flood of
Gauntiet-inspired

games? The Gauntlef varants
have established their own niche,
somewhere bDetwean arcade
adventures and shoot-'em-ups.

Maybe it's a flittle unfair to call
them all Gauntletgames = it
makes them sound lke np-offs.
{Maybe they are) But with the
alternative name being bird's—
aye—view-shoot-"em—-ups—in—
dungeons, we'll stick to Gauntlet,
with apologies to the 'unofficial’
varsions.

How do you go about Gauntist-
spotting?

Well, a Gauntlet game is seen
from overhead and pits the player
against a strong oOpposition.
There's usually some kind of
guest, often an obscure one; more
often than not, it's to escape from
somawhere. En route you pick up
objects such as health potions,
power pills, treasure and
ammunifion 10 INcrease your
character's efficiency.

And, if we're really going by the
book, the game should have a
two-player aption.

So grab your joystick and let's
enter those perilous dungeons —
again.

40 CRASHAugust 1987

after almost three years
in the cupboard. CRASH

demand, the return of the
legendary comparison

But do great minds really think alike or is it
just good old-fashioned plagiarism? RICKY
EDDY and ROBIN CANDY discuss the case of

GAUNTLET

US Gold

ROBIN B Gauntlet, the official
conversion, amived in CRASH
Towers just in time for the
February 1987 issue=whera it was

immediately Smashed and hailed |

as ‘a much better game than any
of its clones’. It follows the arcade
original guite faithfully, with a faw
alterations due to the limitations of
the Spectrum

The original is a one-to-four-
player game where each piayer
plays simultaneously. The abilihes
of the characters wvary — for
instance, some are better at
combat than others. The aim is 1o
rush about the spacious mazes
hacking at anything that moves
and eating anything that doesn't.
You have to find a key to get into
some parts of the maze.

There are six groups of nasties
out to stop you. At the top of the
tree comes Death himself, who
can only be xilled if you have a
magic potion; the other baddies
can be killed in hand-to-hand
combat, or shot

Firebird

RICKY B Druid was the first
successful go at a Gauntiet game,
earning itself a CRASH Smash in
the Christmas Special last year
The game centres on a druid with
the pretty homendous task of
killing off the Princess Of Darkness
and her avil minions

The programmers. Andy Bailey
and Dean Carler, included three
different forms of weapons that
the druid can access: water, fire
and electricity, Scattered around
the playing area are chesls
conlaining magic spells which
boost the druid’s powers.

Thare are eight levels of frantic
action, and aneat little twist in two-
player mode: one player takes
contral of the Golem, an apelike
beast who simply kilis off the
druid’s foes.

B US Gold's Gauntiet: run it again, and again . .,

(A Tk |
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B The first of the flood: Firebird®s Oruid

The graphical representation of
the many characters is good,
mainly in black; however, the
colourful backdrops add spice to
the scenery. The informative
status panel gives Druidan
advantage over the other
Gauntlet games,

Of all the Gauntlet clones, this
one certainly stands out as both a
good adaptation of a theme and
an enjoyable game inits own right.

ROBIN B This was one of the first
Gauntlet-type games available,
and it was highly rated in CRASH.
The main difference betwean
Druid and - Gauntletis the spell-
casting (later reproduced in
Ranarama), a novel feature,
Graphically it's excellent, but the
sound is a [little disappointing.
Highly playable and addictive, it's
certainly one of the better clones
around.

RICKY B Loosely labelled Way Of
The Tiger Il, Avenger romped in for
the Christmas Gauntlet craze. It
follows the standard routine for
Gauntlet games, but with an
Oriental flavour. You play & ninja
warrior out to avenge the death of
his father [(known locally as
Grasshopper, because of the way
he clicked his knees together).

Anyway ... scroll on. And
that's exactly what you're out to
find — the scrolis that will save
Kwon (who just happens to be a
rather important god) from being
lost in eternal hell. Why this ninja
should want to help him is beyond
us, but that's what you've got to
do.

The action is set in and around
the Quench Heart Castla, where
three Guardians which must be

annihitated to locate the scrolis.
The guardians have their own
minions, ranging from  he-
uge spiders to homed demons -
all quite intelligent and all out to kill
you.

You are equipped with ten star-
shaped blades tolob at these foes.
But when these are used up your
ninja faces hand-to-hand combat,
unless he can find more, (Other
traditional Gauntlet goodies can
be coliected, too.)

Energy and life force must be
watched closely; without these
you suddenly become an ex-ninja
(this ninja is no more . . . [cut the
parrot sketch jokes — ED)). But if
you're In difficulty you can call on
Kwon for a quick top-up.

Though the maze is mainly in
monochrome, the scenery has
plenty of colour to liven up the
display. This and the detailed and
smoothiv-animated characters
add up to a highly attractive game.,

And the gameplay doesn't sutfer
from this indulgence in graphics —
it succeeds as whal it's designed
to be: a fast, exciting but
challenging queast.

To top it off, the sound FX and
title tune are neat, making
Avenger a pleasant addilion to the
range.

ROBINW As a sequel to an
enjoyable game, this was a
disappointment. Most of the
action is presented in black-and-
white, though the animation more
than makes up for that. Gameplay
is enjoyable and can be addictive
for a while,

But it still boils down to another
Gauntlef game with few
innovations. And probably the
biggest disappointment is the lack
of a two-player option, which aftar
all is the highlight of any
Gauntiet game.

»  Kwon with the wind in Gremlin Graphics's Avanger
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You have only one lifa, which is
represented by a health score.
This goes down when you're
wounded by the enemy and goes
up when food and drink are
collected. Scattered about each
maze are objects which give
limited help, such as increased fire
power and Invisibility,

To progress to the next level you
have 1o find an exit — and if you're
particularly proficient, you can buy
The Degper Dungeons, a 512-
screen add-on to Gauntlet.

The biggest letdown |n the
Spectrum conversion of
Gauntiet is the graphics, which are
small and simple. And, unlike the
argade original, the Spectrum
Gauntfet allows only two players.
Still, the conversion retains all the
playability and addictive qualities
that made the onginal such a
smash hil. The multiload system
gets a bit annoying at times — but
it's'a small price to pay.

RICKY B Because Gauntletis the
official conversion, it includes all
the best features, and it's no
disappointment after the arcade
game. However, | could only enjoy
Gauntlet as a two-player game —
on my own | found it didn't
ganerate the same enthusiasm.

Mastertronic

ROBIN B Una Cum the wicked one
has made off with fearless Storm's
wife, the delectable Corrine. She's
bean locked up in Una’s laboratory
while he's off looking for a box
called The Fear.

As spon as Storm heard of this,
he sat off to retrieve his sweatheart
from the castle, stopping en route
to enlist the help of Agravian The
Undead (who only appears in two-
player mode). To free Corrine they

must collect three snake
brooches.
Stormwas one of the first

Gauntlet clones, and it has many
Gauntlstesque features, such as
keys to open locked doors and
food to replenish energy.

The one distinguishing feature
of Stoarmis the control method.
Storm rotates either clockwise or
anticlockwise, and another key is
used to propel him forward. This
method suits some of the 3-D
isometric games, but | found it
fiddly.

Graphically  Stormis

very

boring; the graphics are big, but
designed with little attention to
detail. | found it immensely boring
and not a patch on most of the
other Gauntlet games, Even at its
budget price, steer clear of this
one,

RICKY B Storm was originally an
Amstrad game — and it shows. The
graphics are absurdly blocky, so
movament is jerky. The control

E-d B X 8
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mathod is strange, because
Stormcould have been such a
fast-moving game; ‘Tum to the
desired direction and move’ just
adds to the frustration, making it
almost impossible to enjoy the
game, Avoid.

» ‘Turn to the desired direction and
move': the wisdom of Confucius
ONLY FROM Mastertronic in Storm
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RANARAMA

Hewson

ROBIN WRanarama is yet another
Smashed game along the same
lines as Gauntiet. In this game you
have complete control over
Mervyn, a sorcerer's apprentice,
who happens to be In frog form at
the start of the game (due to a few
miscast spelis).

Mervyn is trapped in a dungeon;
to escape and return himself to his
farmer glary, he must destroy 96
evil warlocks, 12 on each level. In
some rooms there are strange
symbols on the floor which, if
Mervyn moves over them, can be
used to weave spells, reveal maps
or destroy the enemies inthe same
oo,

The rooms vary; some are quite
large, others are little more than
tunnels. Each is shrouded in
darkness till Mervyn enters it for
the first time — then light floods in
toreveal the contents of the room,

To kill the warlocks, Mervyn
must find them and then move into
the same space. This takes the
player into a subgame, which
features the letters R-A-N-A-R-A-
M-A jumbled up. The player must
sort them into order by taking a
pair of letters at a time and
exchanging the positions of the
two latters = within a time limit.
Losing the battle means losing
spell power - or aven death,

It you win, then the warlock
leaves some magic runes, which

must be collected quickly lest thair
power wane and disappear. The
runes can be converted or
exchanged for parts of spells or
strength in battle.

There are four types of spell
available, and each has eight
lavels of potency. As Mervyn
progresses through the eight
levels of the game, he meets more
powerful adversaries and so
needs an increased spell strangth.
Using spells saps energy, as does
contact with evil Warlocks and
their guards. Fortunately for
Mervyn, he can increase his
strength with energy crystals and
by exchanging runes for power
spells,

Ranarama is a novel variait on
the Gauntlet theme, and arguably
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B Hey, this is no way to Aanaramal Whaddyathinklam, somekindofa frog?
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DANDY

Electric Dreams

RICKY B Electric Dreams lost to
LIS Gold in the battle for the official
Gauntlet licence. So they decided
to go one better and buy the rights

to Dandy- the game which
inspired ntlet.

Dandy goes down to the
simplest alements of a
Gauntlet game — the object for our
two heroes, Thor and Shaba, s to
penetrate deep within a series of
dungeons, collecting as much
treasure as humanly possible and
avoiding the hordes of evil spiders.

- The grandDandy of them all, from Electric Dreams

Ly
b

F{M

the best of the bunch. It seems to
me a better game than Gauntlet,

It's graphically good, and the
animation of the small characters
is acceptable. | particularly like the
way the rooms don't appear
onscreen till you enter them for the
fist time; the subgame is also an
interasting development, and gets
quite frantic at times.

Ranarama is worth buying, even
though it's a bit derivative of the
arcade machine — it has better
gameplay and more ingenuity than
the other Gauntiet clones.

RICKY B | couldn't agree with
Robin more — Ranarama prabably
tops the lot because it's such a
busygame. It's not a straight
copy, and qoes bayond
Gauntlet with rune-casting, spells
and a host of other features. Its
atmosphere conveys a true sense
of adventuring, because the
rooms aren't revealed till they're
entered. If you haven't played
Ranarama yet, check it out,
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Mastertronic

ROBIN B How To Be A
Hero comes inthree distinct parts:
Egyptian Tomb. Space Station
and After The Holocaust.

In the Egyptian Tomb your hero
has to escape after locking himself
in, tha silly fool — and the museum
he works for wants 24 artefacts
from this tomb, Of course you can
concentrate on escaping, but it
would look a bit cowardly if you
retumed empty-handed,

Once out of the tomb, baing the
frainee superhero that you are you
miraculously appear on a
spaceship where you are the sole
survivor of some disaster. This
ship has gone off course and is
hurtling through space. For the
more cowardly adventurers
there's an escape craft; the brave
can attempt to repair the doomed
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To combat these dreaded foes,
you can find spells which make
your character so potent that he/
she can rid the entire screan of
adversaries - the ‘smart bomb
syndrome

Graphically, Dandy is
remarkably colourful and moves
well, though the action can siow
down when a ot is happening
onscreen. And Dandy may have a
| great deal of simple appeal —but |
found it didn’t hold my attention
for as long as long as Ranarama,
say, probably because of the little
variation in gameaplay

CRASH's original ratings seem
a bit over the top when you
compare the game with today's
Gauntlets, but do try to get a look
at Dandy.

ROBIN B Colourwise Dandyis an
excellent game — the graphics are

INTO THE

EAGLE'SNEST
Pandora

RICKY B For a first release, from
Intercaptor's offspring Pandora,
this was pleasantly surprising. The
main attraction |5 the grapnics:
large and wvery stylish, with the
emphasis on the way light falls on
the characters and their
surroundings.

The Eagle s Nest itself is a huge
fortress — you've been ordered to
rescue captives held within its
walls and then blow it 1o
smithereens. But the enemy aren't
going to let you just walk in and do
the job — there are hordes of
soldiers, all armed and all to be
deleated

o

o gl

well-defined, and the screen The eponymous castle s

doesn't get cluttered up with nasty | divided into four levels and seen maze- of comdors and rooms, | score). ]

attribute  problems. There are | from overhead, in the familiar | littered with ammunition (you can Into. The Eagle's Nestis the

exciting one- and two-player | Gaunflet fashion. Each level is a | also find treasures to boost your | most graphically pleasing of all the

options. Overall it's a good game. e clones, but when you're a bit fed
= Opening Pandora's box; Info The Eagle's Nest up with looking at it the actual task

— e can become tiresome, aspecially

bt i A "'E:‘Et as you usually die rather guickly

spaceship. | TN A W N If you want a Gauntfef game that

R %

In the final stage, you're an army “n_:':;, w TR T can be mapped easily, then info
officer in a mutant city and must '!qu e The Eagle's Nest offers
find 24 pieces of a vital document | TER e o s something, but maybe it's priced a
To return without them would | =m om e R bit fugh for what 1t 1s
mean a court martial. As in all the | &= o M T LF i
other levels there are nasties out e N N = # ROBIN W Writing this feature was
to stop you — and your only LT T ;:;,3;;;- the first chance | got to see Info
defence is a super zap gun :'jm"i n o The Eagles Nest, and | was
specially designed for heroes TR ea L ] impressed. The graphics are very

The graphics on HTBAH arebig | [ om = ey p good, more spectacular than
and bold, but the aliens flicker o s, e Rn # those in other games of this ilk.
annoyingly. The gameplay is only [T A TN T - And gameplay can be fast and
average; though there are three ] it o ooy furious.
distinct levels, the game is | £ ug | A R @ f There's a strategy element

e T e S e % o = T b
essentially the same in each gt e W% rry T involved in determining when
I find HTEBAHbDoring and | e o ., - f e 3 you're going to collect supplies
repetitive as Gauntls! games go ey o . R r -’ which are not replenished, such as
| e R "y TN a medical kit
RICKY B Big, pretty and dull. The o ] - N ON T The only real drawback of Into
main problem is the oversized | ™ ™A . » - ;Tm':': The Eagle's Nestis that it grows
maze, which is too large for !ﬁm*r: $ - rm ey monotonous. If this were a budget
exciternent The decaying - & L L, game it would be worth buying -
pineapples are guite amusing, but o™ TR Lo ] but you can buy a better Gauntiet-
the novelty wears off quickly —like | == ] ™ N type game for this money.
the rest of the game. How To Be A
Herois above the standard of
Storm, but only marginally. PRICE THE OVERALL OVERALL
> Mastertronic's How To Be A Hero: REVIEW THEN NOW
beautiful but dumb?
ey = o B3 S -
Y] RO P US Gold 37 (February 1987)
e P = | page 16
Jt{ Druid Firebird 35 (December 1986)
|[ page 146

Ranarama Hewson 38 (March 1987)

page 108
Pandora

Into The Eagle's Nest 39 (April 1987)

page 109
How To Be A Hero

Mastertronic 40 (May 1987)

page 111
Storm

Mastertronic 34 (November 1986)

page 20
Gremlin

Avenger 36 (January 1987)

page 173

Dandy Electric Dreams 35 (December 1986)

page 145
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ATEST OF VALOUR T0 ClIEES
“THE MOST OUTSTAND

ding your exile and reclaiming your
your people. Armed with the most

honour lies in defeating the invading fo rme
sophisticated weapons systems, guarded ptective forcefield, you set out on a mission
to conquer the enemy starbase, a crusade against the most startling of death defying odds.
The ultimate in firepower is at your fingertips, the pinnacle of spacecraft control and command
is within your grasp. The stralﬂg:, and ﬂci‘tement nnI} ever associated with arcade settm

is W for your very own persunal mission. A coin- op classic of immense pr \‘wum ;
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LS. Gold Ltd., Units -I,f 5 llulmrﬂ Way, Holford. Birmingham BG 7AX Tel: 021 qﬁ 3333




Don’'t miss out!

1985

17 JUN Denton Designs e Sinclair Story 3 ® Maps: Knight Lore, Underwuride » Leonarda
Graphics » Datel sound sampler ® Artist: David Thome

18 JuL Gremlin Graphics profile ® Arist: Bob Wakelin ® Map: Gyron Atrium

19 ALG CRL Profile » Qliposier » Aound Up of BASIC compllers » Arist: Rich
Shenfield ® Maps: Dynamite Dan, Shadowfire

20 SEP Electronic Pencil Company Profile & Maps: Allen 8. Dun Darach

1 06T Holograflx profile » Holograms  Map: Nodes of Yesod Fiatinum Productions
profile

22 Nov Fanzine File ® Microdrive tips ® Artist: Susan Rowe Fantasy Gamebooks

23 DEC Melboume House ® Computer graphics e Artist: Dave Beeson

ﬂ.l 1985/8 Artist: Dilver Frey  Gargoyle Games profile » Lioyd's Lookback ® Hewson profile

1

25 FEB Dutdlpmﬂaimmmphm-FuﬁTHmmmmtozxmc

26 MAR mmxm-mmm-wWﬂmﬂoMumm

27 APR Playing Tips Suppiement ® Mel Crouchar » Imagine profilz ® PEM convention

28 May Fanzines ® Martech profile » Composite Video Interface » SpecDrum

28 JUN 15t PBM Mailbox ® Homegrown software ® Realtime profile » Maps: Cylu, Sir
Fred, Saboteur, Tantalus

30 JuL Birth of a game ® Laser Genius ® Maps: Tantalus, Movie

31 AlG Software Projects ® Wordprocessing » Maps: Pentagram, Heavy on the Magick

32 SEP Programmer: Dave Perry ® GAC » Maps: Core, Bhosts'n'Gobilins, Bobby
Bearing  Echo Synthesizer

J3ocT Mmm:mm.mﬁw-m:ﬂanmﬁ.Mmﬂ
Il ® SpecOrumming

34 MOV Programmer: Don Priestiey & Genesis Update » Maps: Dynamite Dan 1, Equinox,
Universal Hero ® Music Maciine

35 DEC Designer: Dan Malone » Computar Advertising ® Maps: Glider Rider, Thrust
Lightforce » Midi

m':“ BE/T  Lioyd's Lookback & Spectrum Music Maps: Scooby Doo, Hearttand, Druid

37 FEB Jmnﬁlmmn:JmnimﬂHﬂwbmmeamimm
Challenge » Maps: Fairlight B, Firelord, Avenger, Dandy

38 MAR Fm;ms ® Designer: Bermis Drummond & Maps: Cobra, Impossaball,
Lri & Midi

39 APR Arcades Update » The 788 » Programmer: Steva Taylor ® Maps: Nosferaty,
Double Take, Future Knight, Feud

40 MAY Terminal Man raturns  Playing Tips Supplement e Maps: Short Circult, Antiriad,
_;Im-ﬂuﬁ. Eagie's Nest, Sceptre of Bagdad, Dragon’s Lair I, Thrust I, Fat Worm,

arzan, Allens

&1 Jun Programmer; Mike Singlaton » industry foday  Adverture Trall
Supplement ® Maps: Saboteur Il, Head Over Hegls ® Multi-Trackers » 128 Bugs

42 JuL

16-page (k! pull-out = Living Daylights film FX @ programmer: Pete Cooke e
maps: Auf Wiedersehen Monty, Hydrofool, Rastarscan

Issues 1-10 and 12-16 now out of stock, SORAY!

SPECIAL BACK OFFERS PRICES :
@ Any three or four issues ordered at tha  ALL BACK ISSUES NOW £1.20 including P&P M
same tima - 40p off total except CHRISTMAS SPECIALS at E1.95
@ Flve or more issues ordered at the same  OVERSEAS ORDERS: £2.00 per magazine 1
time - 20p off sach item, |
[ |
leucmﬁsmlhebm:minng ther numibe(s) i
of the biack issue(s) you wish to order. 1
11)17}18]19]20)21]22]23]24]z5]26]27]28 :
29130|31|32|33]34]35|36]37|38[30]a0fa1]a2] '
st s S T NSO S :
PUNOPOE. orrvcrens ot et e ]
------------------------------------------------------------------------------------------------------ .
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the ORIAL side of the ma ne as this will result in DELAYS! Sand
your orders to the address

PLEASE DEBIT MY VISA/ACCESS ACCOUNT £
I'wish to pay by Visa/Access (delets as applicable)
Signature
Please Charge My Account No:

Expiry Date

MNumber of iszues ordered

Less discount if applicable

I m Total cost ©

I enclose a Cheque or Postal Order for the TOT AL

BACK NUMBERS,
CRASH MAGAZINE, PO BOX 20,
LUDLOW, SHROPSHIRE SY8 1DB
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A FREE ELITE GAME Wi

This month the enigmatic Denise has excelled herselfl She's
teamed up with the boys at Elite to bring you one of the most up-
to-date offers ever. On 20 July Elite released their new games
pack Trio - it receives 70% in this issue. Now you can get

Trio free when you subscribe —or if you're already a subscriber,
for just £4.95. And if you don't fancy Trio there are three other
games to choose from, all big Elite sellers.

We don't need to say any more about C RASH - just look at this
issue. And as the months go by CRASH is getting bigger and
brighter, with a whole load of special features to make sure you
get the most out of Spectrum gaming.
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DEAR GURU DENISE

) You do have a way with words — not to mention special offers.
How can | resist whatever it is | can't resist? Well, | can't, can 1?
That's enough unanswerable questions (or is it?) — I'm giving in
and enclose my cheque/postal order for £15 (£22 outside
mainland UK) made out to NEWSFIELD LTD, for 12 issues of
CRASH, and await the free game I've ticked.

(I know that if I'm already a subscriber | can’t get a free game
=but | just might buy one of the Elite hits from CRASH Mail Order
at a reduced pricel)

Please tick the appropriate box:

: D | enclose £15 for a new CRASH subscription in the UK

D | enclose £22 for a new CRASH subscription (abroad)

I'D LIKE SOME FREE ELITE SOFTWARE TOO (tick one):

(I
D Six Pak
(e

D Bombjack & Bombjack Il

SEND THIS FORM TO: GURU DENISE, CRASH SUBSCRIPTIONS DEPT,
PO BOX 20, LUDLOW, SHROPSHIRE SY8 1DB

&
D | enclose £15 because my subscription runs out soon, so

please extend it, starting with lssue

D | enclose £22 because my subscription (abroad) runs out
soon, so please extend it, starting with Issue My existing
Subscription Numberis

||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||||

llllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllllll
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PLEL&EDHITH‘I’“WAGGESB#GWJHTE |

| wish to pay by Visa/Access (delete as applicable)

Name (please print)
Cardholder's Address:

Signature Expiry Date
Please Charge My Account No:

T 0 15 T

This offer is subject to availabdlity and closes on 27 August 1987
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BIRMINGHAM

Journal and Wizz, both previewed in
the last FANZINE FILE (lssue 38
March), are products of the same Birm-
irégham minds: Perry Staphen Buck
|Editor of Jowrnal, contributor to Wizz)
and Simon Jones (Editor of Wizzand
contributor to Jourmal),

daurnal, which has recently obtained
sponsorship from Barclays Bank, Is
printed by litho offset with an impres:
sive photocopied cover by Lhea Bar-
rett, while all of Wizz is photocoplied.
Both are A4 (like CRASH).

The contents are similar, too: such
favourites as letters pages, lots of
reviews, previews and film reviews.

But both have original features, Jour-
nal has PBM and heavy-metal columns,
and atree poster promised for the cur-
rent issue {4), while Wizz has its own
comic-strip character, Megga Martin,

One of the biggest problems with
fanzines is picture reproduction — all
too often, screen shats of games fade
into & black mass. But Wizz has clear

B Publizhing software and mags:
Perry Buck of Journal (left) and
Simon Jones of Wizz, both from
Birmingham

Readers and software houses are wary of fan-
zines. They're afraid that the latest homegrown
CRASH asking for review copies doesn’t actually
exist, or that the fanzine they've just subscribed
to will fizzle out after a couple of issues.

(Buy 'em by all means — but don’t send off
pounds and pounds and pounds till the fanzine is
established, many months old.)

So perhaps we need fewer, better, more regu-
lar fanzines, as Jeffrey Davy of The Bug argues
in this month’s NEWS INPUT feature (news starts
on page 10). That article looks at how a back-
room rag can become the software trade's
biggest controversy since, oh, last week.

But don't forget: fanzines are about writing
and designing as much as reading. And while
we're highlighting the better-written, better-
looking jobs (incidentally, nearly all fanzines
look better than they read . . . ), it’s good that so
many thin, handwritten ventures still turn up at
the Towers. Great oaks from little Spectrums,
etc.

And competition is healthy. True, that is what
theyallsay...

48 CRASHAugust 1987

pictures, though it's photocopled. dour-
naf's llustration consists mostly of line

drawings, much sasier to reproducs

Produced on A4 paper with a coloured
cover, the monthly Spectacle (from
the port of Dover in Kent) is one of the
miast attractive fanzines we've seen -
and moving spirit Paul Bowman was
already working on the seventh issue
when we wrote this in late June,

Screen reproduction is reasonable,
with only a few photographs appearing
as biack blobs. The layout of the
reviews is very professional and
interesting.

But apart from the cover thera's little
illustration, which leaves some pages
looking a bit blank,

Reviews make up the bulk of the
magazine— both full-page reviews of
new releases and minireviews of 'old-
ies’ {certainly a good idea),

The main reviews are marked on a
scale from 1 to 10/ four of the usual
categories~ Graphics, Sound, Flayabil-
ity and Value — with an Overall mark at
the and,

But the comments aren't detailed
enough, and the ratings, given as bar
charts, are difficult to decipher.

Spectacle also includes lips, car-
tatns, competitions and previews —
and goes beyond the Spectrum to fea- |

cleanly,

The fayout of both is simple and neat,
with Wizz edging slightly ahead -
though, like many fanzines, it s a touch
derivative of CRASH [well, imitation is
the sincerest form of flattery).

These are two of the best fanzines
we've read, though it seems half of
themis devoted to plugging the editors’
software labels! Perry Buck's Spotlight
Games and Simon Jones's Median:
droid. CRASH, of course, would never
mention a software house gratuitously.
Thalamus. T

Wizz recently went down from 40
pages at 55p to 24 pages at 30p - at
the higher price it was "contending too
much with mags such as CRASH',
according to Editor Jones, it's available
from Simon Jones at 285 Melchett
Road, Birmingham Factory Centre,

Kings Norton, i 1830 JHN,

ubscriptions inthe UK are £7 for 12
lssues and £4 for six issues (write to
Wizz for overseas rates); cheques
should be payable to The Megga Entar-
prise Group,

Journai, which costs 50p an issue; is
available from Perry Buck, ]9 Haw-
kesley End, Kings Norton, Birmingham,
B38 950, Subscriptions are £4.50 for
six months, £9.50 for 12 months,
Including pp. Payment for single
copies should be sent with a 2dp
stamip; cheques and POs should be
made payable to The Spotlight Group.

ture video and records, though the
fssue we saw stuck to track listings
rather than criticism.

Single copies cost 50p plus a stamp,
and a year's subscription costs £5.
Write to Subscription Offer, Spectac-
ie Magazine, 20 Manins Road, Dover,
Kent CT17 9NX
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zine's title.

It seems to be typed on an ordinary
typewriter, so there are no special type-
faces, but it's clear enough.
mes are Wkﬂaﬂ';ﬁ“f 100 in
res — (r I:sam“"‘.
Content, Addictive Qual-
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cleverly devised pull-out page which
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The doodled cover of Restart doesn't
promise much, but inside the fayout is
M mww: i i i)
mmm;mﬂa! follow the
B o S G
Value, Smnd. mnraﬂiu Most
of the screen shots have
duced quite well,
Restartis basically a review
magazine, with a brief tips page andthe

| you can consuit while going through the
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awarded the Master
amrams:daﬂe.
IMPACT, which sells about 150
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's afl very e
tures are well-written as fanzines go,
and there's even an apology to
software companies for not reviewin
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issue represents excellent value for
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IMPACT has been off the scene
awhile ~ 'exams', as they say in Flest
Street — but Issue 3 should be out this
summer. It's available from

odd feature. &?ﬂnﬁlﬂt“ﬂ m
mag is a Beyond The
muteﬂgﬂm video and books
reviews, And Restart, on justits second

Issue, plans to expand with a letters

page.

n%sme Two costs 20p plus a stamp,
and it's available from 40 Downe
Avenue, Cudham, Kent TN14 70X
please let us know who he/she/they
are, sometime/scion?
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Sinclal And Commodare Monitoi was
e sl e
made the gr
to typewriting, Since then it's been
expanded and is now called J.8. It's
based in Saltburn, on England’s narth-
east coast,
Former Editor Huw Lippiatt did away
with the ali-computer format in favour
thail the hot seat to Jad

Smith,
ﬂmmm makes J.S. look
like a good, Ben

tionis poor, mpqﬁam mmamdhr
cartoans which pop up everywhere.
A5, Is available at 40p a copy from
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A perennial question of
miake a

i

:

that wargames cou

]

iz

than games which

:

Producer: Lothlorien
Price: £9.85

MEH{I letters in FRONTLINE
FORUM express an interest in
fantasy wargames. These can
bdt?aﬂmmditygap,ﬂ'ﬂfuding
of dissociation from the subject
matter which can alienate strategy
gamers from the historical setting
of a real war.

Empire — and so successfully that
the oppressed multitude couldn't
communicate with the outside to

90 CRASH August 1987

MURDER?
SHE ASKED

wargaming is whether it's
ask ﬂ#&mmbe ammobhgfﬂm wmm wrong
can be an -! are ’
by an external standard’ — or whether it's a matter of individual

Olmmly, ﬂ'aaaﬁumigmmnmnmuasﬁmaltogeﬂ'wﬂm
Id be absolutely wrong. All wargames, from
Rome to nuclear war, would be equally they
a game out of people killing each other. One could then choose to
if all wargames are equally bad, modern
depict ancient wars.
ly reluctant to admit the logic of this, in their hearts anyway.

Justifiable to
first have to

because

are no more
people are

DARK EMPIRE

n rule on the planet.

The action takes place across
the planet's continents and
manna.iAs lﬁ;lal In“:ﬂr»:m5;-|mnf,=n3»t
mrﬁnng.s aun mg;esan
arm or fleets; and ttles,
instead of being played out in
tactical detail, are fought on
contact with enemy units.

There are two maps. One gives
a Iww of laug
masses, ¢ deployment
units. The other zooms in closer.

The landscape is totally blank, so

terrain doesn't enter into Dark
Empire; the style and speed of the
gameplay would make such a
refinement cumbersome anyway.

The presentation is immaculate.
The front end of the game allows
the player to load a previously-
saved or create a new one.
If you the latter option, the
program leaves you w for
minutes while it y
?manmnmmmcmm
0 reassure the impatient that
there's still someone there, the
game counts to itself. Sometimes

The conspicuous th

about most historical wargames is that they

don’t take sides, or at nmmmmemnsu}d&mﬂyaﬂra
which don

chance to play either side of the fence, and

t usually

don’t because of memory restrictions.
mmdamﬂanannmmmmmmm
5

still aﬂm'us.

this is fair enough, particularly when the war in question

it wouldn't matter much if a game condoned the Romans in their war
with the Carthaginians, but when American software houses produce
propaganda about Vietnam it's time to feel uneasy. Politically slanted
wargames represent one side as morally justified; unbiased wargames
allow the player to make his own judgment.

the process is quite quick, and it
nntygelﬁupto?’cm, Sometimes it
wmng1,ﬂﬂD.lhavamidm

you might find rself playing a
shom version v

the game without
realising it.

And it's odd that you have to be
into the game itself before you can
start altering these parameters;
still, you can juggle things about
easily at any point.

The break-in menu also acts as
kind of unofficial pause mode,
Dark Empireis p in real
. (The ahwdrlx imagining

armies and fleets can be
around an entire world In

| time is symptomatic of the

1327

v

Strategy is hell in Dark Empire




game's a:‘tiﬁciadl'g.}

The object is simply to capture
cities. Each continent is peppered
with cities, some of them ports,
and all are named; but this
provides temporary atmosphere
only. Because of the random
regeneration of the world at the
start of each game there's no point
in mapping.

Discovering the map is part of
the gameplay, in fact; you start out
in possession of a single city, one
army and a transport fleet, and can
see only a tiny fragment of the
surrounding land and sea. Moving
units out into the unknown lights
up the darkness, revealing new
land masses, cities, and eventually
anamy units.

When a city s under the player's
control, it can join his war 4
Inland cities manufacture new
army units, and ports can turn out
naval units. There are no resource
points to worry about, but it takes
cities a while to round up an army
or turn out a fleet — and time s the
currency in this game. At the side
of the map a counter ticks away
the seconds, so nimbleness in
manipulating the cumbersome
movement system is important.

The units are controlled by
icons, You can set an amy
trundling off in a specific direction,
or tell it to make for a particular
paint. But the routine isn't
intelligent enough to allow for

comers and other obstructions, so
guiding the units around the
contours of the continents can
become a wearisome catch-it-if-
you-can. And of coursa you can
only deal with one unit at a time, so
when the game really gets under
way there can be over 50 units
doing nothing in the meantime.
Though most of the important
business takes place on land,
there's only one type of land unit,
In contrast there are five different
naval units, including submarines,
, and fransports for
army units. The transports
have a well-defined function, and
can carry up to three army units,

But though there are m

parameters
under the surface, it's difficult to
sea how attacking with one kind of
ship or another makes much
dif&nnm.

And because there are virtually
no statistics attached to the units
- just a lame indicator of
— there’s no scope for intelligent
decision-making. To capture
cities, have to throw one army
unit after another u them, in
m'ribtglﬂ file, till they fall. Szl

seems complicating
Iikakmﬂmiﬁ; have been axchdadfm ted
to keep the gamepiay
simple, but we're left with a piece
of software which looks more like
a conventional cardboard-coun-

ters boardgame than anything I've

sean recently — and yet plays
nothing like it.
Afiler taking over a faw
continents unopposed, you meet
the enemy. Then the game begins
to degenerate into unplayability —
there's simply too much going on
at once for the ed,
si ln-brm'w:-@rtu with.
ou can y capture 25 cities
or so before you meet the enemy,
and if you set those cities on
continuous production {from the
break-in menu) they'll happily
chum out more units than you
could ever get to the front line.
But because the ships are so
difficult to manoeuvre, the player
is likely to find himsalf engaged in
a war of attrition — the atirition of
his narves.
mN&dthafsitnﬂMamantalﬂuw
a game which looks very
attractive at first. Evmmut the
slowest speed (there are three to
choose from) it's impossible to
maintaln more than superficial
control. The graphic design is

exem — smooth scrolling,
nice-| units and easily-
accessed But the real-
time defeats the purpose,

and though it's addictive at first,
disillusionment and nervous
tension soon take over.

There ara some add bugs, too.
For Instance, the instructions
mention aircraft and aircraft
carriers, which don't appear in the

game. Dark Empire Is a slick piece
of programming, but maybe it
wasn't properly playtested.

This is too much of a hybrid
game ~ interesting and impressive
in some respects, but ultimately
too unwieldy to be-entertaining.

PRESENTATION 90%
A wide range of options
always available,
professional appearance,
and even some decent
scrolling!

GRAPHICS
More ames should
look like this — the unit
‘counters’ are beautiful

RULES 55%
Just the back of the inlay

PLAYABILITY 49%
At first it's addictive, but
after a while the game gets
out of control

OVERALL
Initially  exciting,
fundamentally flawed

85%

60%
but

e = e e ST VIS S
APOCALYPSE

Producer: Infogrames
Price: £9.95

Apocalypse seems to have a
worthy pedigree — according to
the instruction manual, it first
appeared in 1983 on the Red Shift
label. It's quite difficult for me to
Ev& a fair judgment of this ona,

use it's a two-player game

s
full title is =The
Game Of Nuclear Devastation, but
the con is more abstract ﬁ
the specific settings suggest.
main program s a framework for
four maps on different scales:
Europe, the Caribbean, Britain and
London. There are four scenarios
of this kind, and the mulebook
promises an expansion set with
‘star systems’ and 'Mether Earth’,
But there's little variety in the
gameplay. On the European map
you can move across entire
countries and capture capital
cities, the British scales
things down and lets you fight for

the privilege of owning Liverpool,
and the London map gives you the
chance to take over Wim n
and Games Workshop!

Essentially, the players form
from two to four empires, which
can be given their own names:;
each empire then attempts to
bring the whole map under its
control, whether that's all of
Europe or just London. The empire
centres — cities and important
districts — are distributed equally
among the empires at the start of
the game. The player can choose
his own, or let the computer

allocate them randomly.

Each location has a revenue

value, and the total revenue value
of each empire's territory
represents how much the

can spend on divisions, warships
and nukes each turn.

The turn system is quite
complex. The game gets under
way with a deployment phase,
where the players buy and
position them around their
empires. The phase which follows
gllows four subtly different
methods of movement; irritatingly,
forces can go only one square at a
time, and nuclear missiles, once
deployed, can't be moved at all.

Units are not represented in the
traditional  pictorial  fashion.
Instead, the empire which controls
each location square leaves its
own symbol in the square, and the
forces deployed there are
indicated in a businesslike way by
numbers. This does nothing for
atmosphere, but it stops the map
getting cluttered.

There are really two maps — an
gl Do Bl

: a c up in
a small window where you can
examine each location. This works
well, though it looks dated.
occurs when one
empire tries to occupy another's
territory in the movement phase.
This is only allowed if the attacker
maobilises enough divisions, so
wamikaze attacks aren't possible!
There are different types of attack,
and it seems the success of an
attack depends largely on how
el s

The i can
PRI e o
of thing and launch a nuke instead.

Predictably, this causes
widespread

target, permanantly reduces
the revenue valua of the affected
area.

The instructions warn against
nuking, but the advice isn't so
sharp brought to life in

mﬂ as in, for instance,
Europe. There's no Instant
overretaliation from the

1 computer,
merely the possibility of annoying
your human opponent.

real and fantasy. For a start,
you're required to choose your
millennium. You pluck a date out
of thin air— and of course it bears
no resemblance to real history and
makes no difference to the game.

If lat tha salect
am centres for you, the result

is an impossible intermingling of
power bases which, despite the
realistic maps, makes the

look abstract from the start.

But
meat. Though the scenarios are
really only different maps, ﬁg
addhimngimmsmpawh
many games . And the very
fact that

designed n:;n i

-] n 5
im , though the necessity
mﬁéﬁmm’ least two players limits

its appeal. It looks sl old-
fashioned, h[ﬂdl;n.g.'ts walﬁhﬂgr;n
programmed press 3
tlu:ghmll_.u no point giving ratings
mmmqmn't

toa
function like other computer
but I'd recommend

someons alse to play it with.

P Aggressive empire-bullding in Infogrames's Apocalypse

GUARTER 1

APOCALYPSE S88@ A.D.
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YDﬂathIHpna S
‘our perseverance in o
duﬂmstrahagy?unm vngsma
food for thought. Most d
wargamers ara interested in
strategy games as well — that is,
strategy games that are not

RATIONS FOR
RATIONALITY

wargames, or ?a'neuthut
danotmquimm would
contand, therefore, that the
mnmgfn d&nmmrmm
types es stra
Mﬂ soa hlmlmtm
that would cover them all is

THE CRASH ;

in order of choice . ..
1.

PSS

Address .....

1 September 1987.
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In the unlikely event that | win the £20's worth of software, |
would like the following games (not necessarily strategy!)

1-.5|-,|,-t5.195|:]mm|_ D

Completed coupons should be sent to PO Box 10, Ludiow,
Shropshire SY8 1DB, to be received no later than

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 I
also receive a T-Shirt, so post those coupons today.

The following are my five favourite strategy games I

‘strategy games’.
Strategy involves the
formulation of a plan in an effort to
achievea ¢ goal. One of the
maost mmmcts‘ Inf
wargaming is plan must
be continually updated in
response to the opponent’s
moves. Now if your opponent is
unintell
refuses
is his turn, you wouldn't find it
enjoyable to play him/her.
is why pl I|a|Lg;er‘in£st

computer oppos S5 50 poor —
the designers raalise you'll
mﬁ outthink the and
they compensate by giving the

vastly stronger

computer
% maﬁhﬂ involve
games a
series of trade-offs. You don't
have the resources to be stron
everywhere, 50 you must deci
where to be strong and where to
docision-making I games e
- .n there
are big decisions ('shall | invade
o s s
ma mportant
attack with aircraft, or without?"),
There are policy decisions —some
are major (‘| won't use my
helicopter units till later on, in an
effort to preserve them for the
break-out’), and some are minor
('I'll always leave a unit in my
capital, just in case!’). There are
also tactical decisions, and subtle

concept which ates
e whet for ol
s garme m o have
a rigid set of rules; they cannot be
,-and there must be a
The best games have a
number of victory conditions and
o oo ol
strengths
weaknasses,
There must also be an element
of conflict. Who wants to play a
space exploration and
colonisation game, for example,
where all the contacted races are

§ to exploit their

The ?catogoryiame
next one

where computer games into

insignificance - to some

boardgames and wargames. A
gdstratag should have a
| for its subject. Napoleon
should be really hesitant about
committing the Old Guard to
attack, because any minar
setback would have drastic
repercussions on the whaole army.
This feel cannot be injected by a
sledgehammer rule like "if the Old
Guard retreat all army morale falls
mﬁb% therefore the game ends’.
t would reduce the
interactions of unitsincombattoa
clinical level — the end result mn;ar
be approximately right, but
atmaosphere is lost in the process.

Usiggﬂm criteria above, it is
possible to reject some games
which are not strategy games. The
Great Space Race was mentioned
in your article as being strategic
because it required decision-mak-
ing. It could be argued that this
game, like many adventure
games, does not meet this
criterion.

Decision-making implies that
there must be a choice of options.
In games these must be real
options.ifa COMEs up on
the screen ‘You are in the blasted
forest, do you want to go east or
west?' this is not a cholce.
Thereis no reason why you should

one way rather than the other—

there must be reasons other
than whim. -

On the other hand, the choice
mmmuﬂbaabﬂmmmrdfénum

'you can put your in the
fire if you m-ﬁg . No-one who is
sane would regard thatas a
balanced choice. The Great
H&mggs down becausa of
meaningless nature of the 3

Pat annrﬂw.mn

GOCD stra game. It seems,
though, that most
on the market miss out at least one

awﬁﬂmhar!rgﬁmsm.aﬂnf
them! Anyway, Pat, you win this
month's éﬂ worth of
software . . . -

GAMELESS

IN GAZA

Dear Philippa
Looking at reviews, talking to
friends and generally being nosy |
S of Ve e il
actors o
One: power. love making
their forces run about massacring
has \ more Hﬁ'r:n
un u, as
in Tm i

Two: 'mudunwhnnass', | am m!‘
those people gawp out
window and watch the RAF fly-
past, and study the news for new
weapons and tactics. Many
‘modem’ wargames are on sale,
such as Theatre Europs,
Battlefield Gerrmany and one or
two variations on Vietnam.

What | am waffling toward is
Middle East wargames. Many
generals think Israel is a military

wonder, and I'm sure if games
producers took this into account

they'd be onto a big hit if they put
some ht into the program. |

wrote to P wlthmth?;ghgm
many moons ago, and sofarn
haagnppamd.stmly,daar
Frﬂlippa,‘}rwmpullafuwatﬂma

and ears
Gary Watson, York

Unfortunately, nobody pays any
attention Mmyaar-puﬂwg | quite
agree that the Second World War
is overexposed, but | suppose the
reason we haven't been regaled
with Middle East 25 i5 that
designers feel the software-




MAG, 43 issues yound,

TOP Jassified a0 page
qpaks readers for tT‘Eﬂ friends,
(genuine), Intrests lude e oLy

are Swaps,
wm:fmn gs, French firmware.

Sory, no trade ads accepted.

Yes — as part of the Government's new Minions Creation
Scheme, CRASH is offering you FREE classified ad space! (Cue
the Classifieds Minion.) You can use it to advertise anything
related to the Spectrum or other areas that CRASH covers (such
as PBM and videos). :

This being the ad business, it has to be complicated (see next
month for year-on-year lineage differentials . . . ), but we've tried
to keep the rules to a minimum:

1 The free classified ad service is NOT available to anyone who is trying
to make a profit through their advertising, though paid-for classifieds
may be introduced in the future t

2 Ads should not be more than 30 words long (numbers, postcodes etc
count as one word), and should relate to an area covered by CRASH

3 As there is no box-number service, ad copy must include an address
or telephone number. All ads must be accompanied by the form below
(or a copy of it) giving the advertiser's name, address and telephone
number.

4 CRASH reserves the right to edit or not publish ads

5 CRASH is not liable for any loss caused to advertisers through their
advertising

By the way, if you send an ad in PLEASE don't ring up the new

Minion asking when it's going to be published. She won't know

—all the ads will be typeset as they come in, and we’ll just put as

many in each issue as possible.

PROTECT YOUR
PRECIOUS SPECTRUM
WITH A COSY,
TAILORED COVER ALL
FOR LESS THAN THE

PRICE OF A COUPLE
OF BUDGET GAMES!

Accidents will happen, but the best way
to avoid them happening to your
Spectrum is to wrap it in its very own,
purpose-designed dust cover,

Up in CRASH Towers, the reviewing
team has to be very careful to ensure the
Spiky Haired Ones from ZZAP! don't get
the chance to dribble Cherry Coke and
splatter samie crumbs all over the keys
of their Spectrum Reviewstations. Part
of my Minion duties involves keeping the
office computers clean and tidy-and it's
no good trying to get biccie crumbs out
of the back of a ZAPPad Spactrum with &
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

r---------------------------—--1mtmvademrgmﬂa-plﬂmngwm.su

1 NAME
ADDRESS

PnsTconE EEEEEEEESE RS
TELEPHD“E “u HBEH [RTTTAREITIR DI RRTI IR DI E Ll

WRITE AD COPY HERE . . .

.« AND SEND IT TO:
1 THE CLASSIFIEDS, CRASH, PO BOX 10,
' LUDLOW, SHROPSHIRE SY8 1DB

1, T Addendum to Rule 1: Roger Bennett won't
accept any of that stuff about 'this is not a profit-
making organisation — we didn't meaan it, it just
happened that way"'.

DEAR AUNTIE AGGIE

why do you need a high-qualty,
gubbins-proof, double-seamed
Spectrum cover completa with a CRASH
logo to dress your Spectrum up in?
Simple. ZZAP! reviewers may not inhahit
your home, but there might beadog . ..
a little sister maybe? A cat? A lttle

rother? Perhaps you don't have full
control of your elbows 24 hours a day,
and have been known to tip over a can of
pop or a cup of tea?

A CRASH Spectrum cover is just what
you need to protect your faithiful friend -
and the covers we have on offer are super
high quality. Get the power of a CRASH
computar cover on your Spectrum's side
{well, top then). Order one now! You
know it makes sense . .

—— r-------------------------------}

| 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 . . .

cover right now, please.

] Rubber-
Keyed model

[] Spectrum +

£3.00
£3.25

POEIEOEE o it by sis

PLEASE DEBIT MY VISA/ACCESS ACCOUNTE

[ ] Spectrum 128

[] Spectrum+2

Send me my cosy

£3.75

£4.00

| wish to pay by Visa/Access (delete as applicable)

Signature

Expiry Date

Pleasa Charge My Account No:

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




ALL
TRADE
PRICES

V\O‘“\' £5 0 F F

YOUR MICRO
DESERVES THE BEST...

When your home or business micro costs several hundreds of
pounds, it deserves the finest repair facilities in Europe (well,
probably!). And the finest prices — £5 off trade rates for a limited
period only. * How? At Verran we use our own range of advanced
automatic test equipment (now sold worldwide), backed by
stringent 2-8 hours soak-rack testing. That means speed, ultra-low
prices and, most important, guaranteed reliability. For the first
three months we'll repair any fault free. For the next three, at half
these quoted prices. * It's the finest service available.

* Currently we handle over 3500 products on average every day.
Providing services for such leading companies as Amstrad plc,
Commodore Business Machines, Sinclair Research, Rank Xerox,
Dixons, Currys, Boots, W H Smiths, John Menzies and many more.
* Join them and take up our special offer now.

Recommended and Approved by

g
wsmn ATARI COMMODORE

ACORN SINCLAIR

EUROPE’S LEADING

COMPUTER REPAIR CENTRE

...AND UNBEATABLE DISCOUNTS ON ALL COMPONENTS!!
W With aver £500,000 worth of spares in stock, we Keyboard Membrane Power Supplies
can mest many of your specialised requirements. Spectrum 3.00 Ch4 1950
We've listed a few examples and for anything not Spectrum Plus B.00 Clé 15.00
Fliiﬂlytd just call us and we'll quote immediately Metal Templates 3.00 All the above prices include VAT but please enclose
inclusive of first class post a further £L.50 post and packing on all component
COMMODORE SPARES orders. [
HOW TO CONTACT US
SPECTRUM SPARES gg'?'g E;:““"’ :g% + For quotes on compurtars not listed or on
780 CPU 250 6581 Sid Chi 15,00 S DONAPARSN. W Nhons D276 56208,
» ' (Quoting CRS/087)
ULA &CO01 700 901225 Graphic ROM 10.00
Fower Supply 6.50 901226 Basic ROM 10.00 % To send us your micro for repair, mail it securely
ROM 700 901227 Kernal ROM 15.00 packed, accompanied by cheque, postal order
4116 RAMS 75 O06114 House Keeper 10.00 (made out to Verran Micro Maintenance Limited) or
ITX 690 a0 6569 - VIC 18.00 quote your Access or Barclaycard number. And to
ZTX 213 A0 4164 RAMS - Memory LO0 obtain your special discount quote CRS/087 .

Verran Micro-Maintenance Limited, Unit 2H & 2J, Albany Park, Frimley
Road, Camberley, Surrey GU15 2PL. Telephone 0276 66266.




RASTERSCAN

Twonames to pop up in the Tips
recently, Al and Ric, have bean
popping a lot. Here's another
hack from the dynamic duo
hailing from Pirton in
Hertfordshire. The following
POKEs provide extra time and
rid you of all those logic
problems.

MERGE" " in the Rasterscan
loader and enter the following
lines:

Once more into the breach, dear friends and other
Shakespearean references. Switching analogies, if | may, |
somelimes see mysalf as a tiny finger in the crumbling dyke of
gamesters, holding back the waters threatening to engulf the
abilities of players in defeating the cruel endeavours of
programmers to provide ever harder, ever meaner games. it'sanice
conceit— others may claim I'm merely Mangram, King of Cheats.

In that case, you can understand why | really like mega cheats,
such as the one that earns its senders this month's Tips Prize - £20
worth of software. They are M .J Colclough and J Ankers from
Matlock, Derbyshire, and the cheat is no less than 377 landscape
access codes for Firebird's great game The Sentinel.

geography sorted out, type in
this listing, run it, start the tape

am the beginning and t

THE SENTINEL 5 icnt So.now we've gotour

; of the
has been bending my ear of late fre
reminding me that he lives in P
W

cklington = you'll be b
Pocklington and not Haxby. I'm |

th infinite lives in The

10 REM SENTINEL
20 REM BY THE HAX
BY
30 CRASH AUGUST 198 ;-TA
50 LET 522300
TOT=0:
%ESSTORE LET HAXPOC = 1
R1=38192 TO 38
267
{i“? ECE}A‘:(D ALET TOT=TOT+ HAXPOC *
. E ILA:LET HAXPOGC =Hax
e e
OT<>
MDAT gl_i%ﬁgﬂ THEN PRINT * ERROR
120 BORDER - PAPER 0: cLs

130 PRINT AT 21.8: [NK 7. '
TApe» | 218 INK7,“START SENT

140 LOAD" "¢
o 150 CLS SR

160 RANDO

4 MIZE USR 31

o! 1000 DATA 33,57, 149,34,63 205 195,0

2 ATA 205,205,87,208, 122,954 45
06,34,66,205, 62 1

® 1070 DATA 62 15
e/ 1080 DATA53:133M4
e 1090 DATA 148,195,0 2
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HEAD OVER HEELS

What about this then Mr Head?'
% - .I.i‘rl

2N P VT

pound, Mr Heals.'
Typein the listing, runitand

1 REM HEAD OVER HEELS
2 REM BY THE WIZARD

2 REM CRASH AUGUST 1987
6 CLEAR 64500

7 LET T=0:LET W=1

8 FOR F=32000 TO 32170

10 READ A:POKE F,A

15 LET T=T+1

20 NEXTF
25 IFT<> 5486535 THEN

DATA":STOP
30 PRINT AT 10,1;*START HEAD OVER
HEELS TAPE"
| 50 RANDOMIZE USR 32000
®| 100 DATA 221,33,203,92,17,234
®! 110 DATA 6,62,255,55,205,86,5
®, 120 DATA 48,241,243,237,94,33
! 130 DATA 44,125,229,33,173,98
e! 140 DATA 229,51,51,17,163,252
e 150 DATA 1,22,3,33,253,94,62
o! 160 DATA 202,237,79,195,173,98
o 170 DATA 33,70,125,229,33,199
o! 180 DATA 252,299,51,51,17,209
o! 190 DATA221,1,232,2,33,209,252
o 200 DATA 62,196,237,79,195,199
| 210 DATA 252,33,209,252,17,209
®1 220 DATA 138,1,92,0,237,176,33
®, 230 DATA 228,138,34,233,138,34
®! 540 DATA 237,138,33,218,138,34
®, 250 DATA 245,138,33,255,138,34
e! 260 DATA 9,139,62,195,50,29,139,
e 270 DATA 33,116,125,34,30,139
| 280 DATA 195,209,138,175,50
e! 290 DATA 166,255,62,195,50,99
o1 300 DATA 255,33,250,250,34,100
o! 310 DATA 255,33,145,125,17,250
o' 320 DATA 250,1,50,0,237,176,195
o) 330 DATA 55,255,33,0,0,34,133
| 340 DATA 163,33,34,25,34,115
®! 350 DATA 163,62,33,50,120,163
®; 360 DATA 50,123,163,49,255,255
®! 370 DATA 195,48,112
LT

PRINT “ERRORIN

BUBBLER

Bubbler by Ultimate - Blubber
by CRASH - that's why we're all
going on a diet (or some of us,
ses the Killed Until Dead comp
on page 87). Barnaby Pageis the

UNIVERSAL HERO

' but a few more POKESs for

‘We don't nead another hero ... " b
Mastertroni ade adve
againto! i infinite lives ma
and total immunity

o
® 1 REMUNIVERSAL HERO
! 5 REM CLIFF HULCOOP

o' 3 REM CRASHAUGUST1

)
32812:
:!: TOT=TOT+CH" B:LET

I A
:: 20 IF TOT<>68762TH
I DATA™:ST

. l (1]
30 PRINT “P o
® " FROM THE START

®! ,0 POKE 32800,255:POK

®. 60 POKE3
®i gg PRINT “PLAY TA
e go PRINT USR 32768

-ll1m DATA
L 1] 55,52!255‘2
o,
@110 DATA

L a0R

Erm, apologies dear readers; in
the June issue | was so carried
away by the exciting fact of a
Future htscreen editor that
| completely forgot to tell you
how to access it. Colin Glaister
was quick to point out my little

omission.

When Future Knightis loaded,
on the menu screen press the
EDIT, S and K keys together. The

keys to edit the screens are:

exception, the man, wha by
some miracle of nature, can eat
his favourite food of Gnocchifor
hours and not put on an ounce
of flab. Meanwhile the CRASH
crew’ll stick to their big 'n’
baggy shirts. Incidently, infinite
lives from Cliff Hulcoop.

M

:} 2 Egm BUBBLER o

I

o' 7 REM CR.:g HULCOOP 10 8
i HAUGUST 1987  1®

.: 10 CL‘EAH UM'..24'D'541| g

o1 20 LETA=NOTP| e

e! 30 LOAD""CODE 'e

40 RANDOMI
o ZE USR VAL “32768" !
50 POKE VAL “61455", VAL '*zg?" ::

I
..: ?g LOAD" "CODE L
RANDOMIZE g "
:: 80 PGKEVAL“S?U;HEHAAL e i
! 90 POKE VAL “57516" A iq I8
®; 100 POKE VAL “57517"'a e

e 110 HANDDMFZEUSHUAL“EdUEtI" (®
i

T=0
o 10l READ B: POKE A,B: LET
1
EN F'HINT“EHH{}H N !'l
oP
LAY UNIVERSAL HERO TAPE

KE 32806,140

10.POKE 32809,147
28081 0P 0K L START . .

21.33,0,91,1?,12&,9.2{15.35,
b 48, 241 .33,29.123.17,95.91 1 i

47,176,195,0,91 62,0,5
,50,[].!],50.[],0.1 @5, 0,130

FUTURE KNIGHT EDITOR

y be enjoyed —nomonsters

987
A=32768TO ‘.

CH=CH+ 1:NEXT '|.:

E 32801,150

5:.
'

|
0,0,0,62,2011@
e

%’:?,P.L = cursor directional con-
U = selects a building block

F - shifts forward to the next
scraan

B - shifts back to the previous
sCreen

§ — places a block at the cursor's
position
BREAK - retums you to the Future
Knight game menu




. e\
ENDURO RACER |

—
QOur map of Enduro Racer is g
more of a pretty picture than an "‘h\
essential piece of cartography, .
but Ben Janes from Eastbourne;
discovered that the Multiface
One POKE | offered last month
for infinite time had what the
drugs people call an undesirable
‘side effect’, thal of bringing in
the brakes at 150kph. He rede-
signed the POKE, and it is; 43643
to 0449,
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LAMINE]

MONTY ON THE RUN

After many pleas to print a routine for the egregious mole's second
adventure, John Bramley from just up the road in Shrewsbury has
come to the rescue with infinite lives, and some POKEs, to make
sure the crushers, monsters and water no longer kill, |

GUNRUNNER

Despite battling with exams, Jon North has ma naged yvet another
hacking routine, this time for Hewson's gunrunning shoot-'em-
up.

®  5REM GUNRUNNER

®/ 6 REMBY JON
NORTH s
:; 7 REM CRASH AUGUST 1987 e
: 10 BORDER 0:POKE 23693,7 ™

® 20 CLEAR 25317:POKE 236e :
: 8,0

| 30 INPUT “INFINITE LIVES? (y/N)" 15 |

o 40IFI$="Y"THENET|=g ~ ' °'®

o/ 50IFIS=“N"THEN LET|— 54
-f gg:lr:ufUT"LEuEL?nqg}”-l.m e
= >19 THEN GO TO ¢ 3
o! B80LETT=p e *
L :-

. 90 FOR F=51200 T 512
| 100 READ A:POKE F A 52

® 110 LETT=T ' .
, =T+(F-51190) * ANEXTF |®
:: 120 IF T=240641 THEN}ST{}F' ; :'
> ESEEADMCDDE e
i NDOMIZE USR 51228 '
®, 150 POKE 64530,201 ::

®! 160 RANDOMIZE USR 64511 :
e/ 170 POKE 65087,0:POKE 65141 64 I
o ; gg :grce 65098200 ' :
. KE 51241,:POKE 51246, i
e 200 RANDOMIZE USR 65082
o! 210 DATA205,118,254,33 40
o 220 DATA200,17,198, 128 1 @

I 230 DATA 13,0,237 17

% 0,237,176.201 e
i 240 DATA 128,223, 181,509,177 0

®, 250D 151, i

2 ATA 144,141,139,151 208 @
260 DATA 198,199/200,33 :

EXPRESS

C d
Shift and P keys ‘G|S'1ble' lsana

ol turn, like, Inva

RAIDER drop
. Hey, pardner! Did you know Open the red cross and the contents onto the fioor,
! that more of them pesky trains Hﬂtl.mtrg rﬁml d\w drop
| can be taken and han'somely Day Three
{ raided when there's infinite Do the same as day two
| lives strapped to your low- Day Four
| slung hips? It's as simple as The in red cross Take them o the
| Ma Coltrane’s blueberry pie — MMWME%%M dﬂwnp'?‘l'dﬁhm Return to
| just pass the first plum loco normal duties.
Express and then press trig- Day Five
gers 1, 9,8 and 7 together and mhﬁMWMMMH kats oni the ;
| you should have "em! Your to normal duties. floor. Return
| lives run out as usual, but then Day Six '
you start from where you left The compass should be in the red cross Take it to the room
off. Thanks to David Beck who wherethe spade s situated and go down the t I. Pick up the torct
froacyed on cown o and take the compass 10 the Other end of the tunnel. Drop the com-
Castlefield — a one-horse TAcT and return for the wirecutters. Go back to wt you
hicksville from somewhere or CON mmmmmmm the m“d“uappmad
st SAM CRUISE seconds. Now run up to the wire and cut it. Drop the compass outside
. 'a dis cheat then return to the tunnel. Drop the wirecutters and pick up the torch.
| Listenyapunks, dere s Mark Now go and get the papers and take them to where you the
| da game as fingered by 2 wirecutters. drop the torch and pick up the cutters. Wait down
| i ?-cq Benson from Ashby-de the until next
il Iy E‘Fmé;:u;; h (the home ot Uitimate). tunnel morning.
i :“}-uu gottado, ifyou ﬂﬂigggﬁ Day Seven
into da jug issa pressa uaa and Wait until you hear the alarm for roll call. Now run up to the gﬁhﬂ‘:.d
1 X nm

dat helptul?




| - - |

BARBARIAN it i |

Wy
b rolls, kick him down until

1 22 ¥ |
Arrrgh! The very title brings me :ma d .
out in goose bumps after tackl- o lavelseven, when you'veki
ing the FORUM this month! S MBUE D el Ay |

However, if your game is like

mine . . . Thwack! Thwump!
Sssslice! Ughhhh! . . . itisn't Okay, so Flashis reviewed this issue, but it's had a few weeks

o uch of a solution; try thisone = BHGIN e : out on the streets. And anyway, you don't have to type in this
from Brian Entecott of Aylesbury, g e : routine from Jon North (our man on the streets of Sutton).
5 Marris from Southport ; ; L e

as you start the game,
yur opponant into the

M by Anpwre CooxerRIL-)
_ héiunl.m-.ﬁd-l.

LEVELAND,

e —

s U ow [ “j]‘r E‘HM, L
?’ \H\mqf HM—

' - 1 -
/] ) B e
SN - SNAKE
5 = SFIPEX
7o | (g
=k 4-A4
SN SV SN & B -
ML SK H & e G Sk - fﬁﬂﬂ £-8
D - HNCSHAS ﬁp’_‘;
‘ -\f H 2 L
I f 2
Py
( ; g——ﬂ },‘ M - 5;&‘ b= |— r /\—\
11 1
sk__H 5«\""-”'? £ p
_-'-'____.--‘-' -
5
k_p e i \
= G,

Fog

9
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THE SE“TI"EL LAND CODE  LAND COOE  LAND CIDE  LAND CODE
1287 15B46REA 4560 DE433957 B57E 41840858 A405 4452483
As | mentioned inthe intre, M J Colclough and his partnerincrime,J 1327 11887000 S e b b s SRR ot
& 56 BAHS 7383788
Ankers, sent me 377 landscape access codes for Firebird's modern ;34 §5273695 5031 :15“:33 661 77583795 BR511 74078464
chess game. The two completed all 10,000 levels, and were 1384 0B44163% 5056 84473664 BT1E 13746853 8538 CETA R B
wmm.um Mrd'ma.;m“w.'nﬂ‘lmm” 404 pAGTSITY HOTH B4B52RB4T 6752 B2870458 BRLET1 R4IB5084
3435 TTE1ER29 S50A0 AEGBTSO] EB7B4 48872608 BEOY 155908680
message; the game merely clocked backtothe firstlandscapeand £7538644 5105 05459407 6810 51440147 B85 14457564
gave an access code relevant to the number of energy units theyhad 342 32867736 5122 BTAI9E6] BEAS 10200255 BET] BONRIEES
laft. Isn't that life? 1508 g4g842s6 5137 Ga460983 RBTU GOBB5495 ET06 H:I;HJ:
There reproduce 1548 BATSOTAT 5157 24023559 6§07 S0BI2ETE BT41 T5B2634
ﬂmwmmmwwl afacsimile 1584 15477599 5170 1818687 BYLG 64512778 8775 ATIAETES
#iau 1814 17575938 5173 E10D1084 E945 4277528 BEOA 48127447
1643 15580204 5218 G8T56295 BORZ DEETTOON ARLIZ . 2192570A
1673 79008776 S5Id4 ATBEE390 7024 25526408 BEGE HZ35E771
LAND CODE  LAND CODE  LAND CODE  LAND CODE  3g08 09566207 5280 50502875 7053 6706890 R9OZ 45574851
3733 gapTa0Ys 5311 552566817 7080 6843558 BO1E 50177818
noas AIPDEIAES D431 BELHBAGE 1224 49894780 2278 GEABTTET 1TR2 Ts082014 5335 27768474 TI25 63585184 B85] Gil9zals
poos 37418838 nq22 BTIEEETI 1253 EaTT5I60 2313 10E6ETAS JITHE BEB4TTIL 5168 831305768 715D BBE15B35 BOT4 TIEAZE52
po0e 46988565 D4a4 BTAIBETE L12A6 67780884 2314 TEEZ1066 3816 TE2I0A04 5405 9172244 T1RI IA9DR4BL A00D DIAZ4407
naLn 42340548 0484 252346886 1289 07024228 1348 NE60056% IRAD 472944 5441 49238876 TR TH22IBYE 9031 15246874
goll IB7THR141 0502 THABEETA 1333 18E89904 2354 GETRAGTE JEVD T19804E5 5474 57158646 7253 Z1BRTT0E BO74 LELLE B ]
o013 TATTA656 0515 173BERSE 13T) E2103a64 23H0 55504387 31810 R4447891 5502 50375580 72180 23747218 #1102 253054540
Dols BEBS55BTI 0534 42B31R2) 140] TER0A157 2IEG ATBLTIEB4 2845 Thgpognq 5518 A567AD19 7324 A2570201 D124 57050485
onzo B7457E64 0552 AIRILTH 1424 B4TEIRE] 2408 93054811 3871 4B4B9660 5558 730253998 TILE BTATETIE BIT4 50504668
0823 45571296 0577 BTABIEAT 1468 4B8B97397 2426 5BDE4850 4005 BIEROIS1 5585 ZE5E9856 7378 14733141 9200 BE253TAT
po2G BRERTAZES DSBR BZEOGREE 1495 PES1E940 2447 B50G6110 4028 AEIOAREA 562% BTROGOEN T413 B258R145 9219 - DZITTOAS
ooan GATETOIS DE24 21590024 1531 74306878 24B2 27134867 4062 TOOE40Bq G648 BISHAEAT T443 BTEIBE6E 9151 560502748
004l 372345688 0641 71934248 1553 TEBES040 2515 6412600 4108 54463638 5675 GADAGGEER 7470 #T6TSA08 928] ATHISHEE
no48 TOTHEZEAS 0647 5088150 1579 AoAR42681 2518 47756798 4134 B5563786 GTO0B 44994034 7518 54950462 9305 BA465R50
nos2 226984148 DETA GABBAELST 1605 10644687 2567 94262453 41467 6674555 5744 27434740 TH5] EETTRETS D143 T38R0150
onTe 45877455 DEAT TT1IT6RE 1627 04755580 603 5B582416 4101 7784737 4H7B2 4574777 THES 67744066 BIB1 47684181
anve GOET7O504 0706 18756735 16852 BE521488 26812 BERBI25S 4224 TERLZROE 5812 BAROTLSS TE2] AO954285 2408 DET5355T
00E4 Bi03ABEE 0732 I5547THE LEEE B4R25980 2861 GIBO5500 4251 16584157 5852 GE435656 TH44 BZ374787 9411 IBTiz500
DODBE THE2B5016 0739 49255870 1695 R1528686 2701 HBRIL454 4288 B4852717 5BBA 94305187 THAI 53547318 B460 451955348
poal OBAZSABA DTERT 45049087 1728 A985B162 2726 D5ER1TIS 4336 GEBI14566 HRI1E GRZBBOLY TTLIE 19378654 9485 BEOO4TLN
[ARN] 5RETT540 0THS BR130647 1742 49658143 2752 57784761 430 GERTIZRT 5948 BAGISTET TT42 Lp0T2aT1 D5LID THE49954
0126 BS2A0BT OTOR B1775557 1763 27618795 27176 55477828 4403 05164668 5800 17035248 7772 BROGATES 8547 TIRG4E40
0118 BTIMIETA DELIZ BI045T96 1783 44072862 2801 TE499585 4448 277BEAS] GORLD 41128009 TT7HO 75755415 BATA BE2TOBTO
0157 84197428 DE2A BOEBTAA] LERO BIERIERT 2E19 AT2IH0D6R 4473 424316581 @057 19819377 THRID BTRAGS20 BEDD 55651676
0170 62430074 DE4T TEISE436 184l J4BETESR 2852 GEIBEEID 4518 BE198525 GOAS J4567045 TBTO B0910R2] 9642 R54062EA
0186 BTR46484 DAED 1754182 1861 BABSGR4E ZHED GIS0EE59 4552 BOE9GH04 G123 Jai6TTEZ TOOQ 45465484 9680 BRRLIGA4E
o1e4d THALTHE2 0802 449750084 1880 ATETHR2E 2925 BOSTAESE 4582 G4860%89 BIBS TLT58820 THIB 70448878 9722 SE1T4355
niaT 60426589 G923 0550487 1BOS FiS81822 2851 1465028 4507 52141667 6205 SGo0laa08 TO5] 58538296 BTHE 71418398
o210 TARB4TTAL 0838 ITATEASD [DIE 44478034 2089 47459550 4818 940431449 E220 60212004 TORY BAREAIER DTEI THEE4305
021 15646200 0966 GRI1THEE LO46 G97BB5EE 3013 TO042897 4642 On7eE414 B257 GEEBISEL BOLD B164R21Y BB2E I6RETETL
0237 B701B464 OUEE BTEISET] 1BA3 41094469 1040 HITHAEBE ABTA GEEE4015 G2A0 GLO41095 BOD4E 76457597 94@57 1HAT 7684
0252 40067487 LOOYT 183450983 2013 EO582723 J0GE 27RB1A04 4709 BI445845 8315 19908804 BOAD BE1BGEASE 9AGE TIGEART
0267 60518290 1026 44296659 2042 G475IRIT 1095 21681462 4740 SEA14158 8144 E9aARI48 A122 SEE4E401 D020 5244334
[ hg-1 87517958 1063 Bl26489S 206T TR4B5868 31186 19418078 47A8 EIGHTHED G362 56158538 8150 56997506 BOB] 82598921
0303 9321747 1087 B1238476 2091 4245455 X168 I54180685 4790 BET4RABE 6382 72521487 B1B4 25939631 B9R3 TL3RB4A51
0328 BI42ATS52 LODRS TOET1BTT 2118 ABA2THI6 1160 TESB05TE 4814 449509288 Ba2Y DBEBIIS4]1 BRIE ATRR2ITEN 9984 AThAG481
D363 54905168 1106 55374471 2140 SASSHA0E 1198 22676008 4851 0654976 B449 INOA1TIL B24T BliBpoEs 9999 BEOH12TE
p37e GISTHTTE 11125 531656TED 2172 A543BRE4T 1214 ATABA144 4884 GEETRAOY BAB2 BABIES3] BI9S GRIGIGEA
o400 BIT54B05 1159 48475617 2218 BTA5965% 1250 TEORTEEE 4910 B50608R3 B502 57659448 B3I2S J304T4A4T
0408 ETS10076 L1186 18118797 2258 57020880 31282 I5B7B547 4915 18253437 8544 55447498 BATI E3037814

THEY STOLEA MILLION

pelow, Mark Sutcliffe from New
lot easler and
ismade a it

team using the option in the prog-
Loadthe %ﬁ%ﬁm@mmwﬁﬁm
mﬁwm '»CODE. Now enter

the

directly:

POKE 28766,153 (£590,000)

POKE 28767,153 gcq SAVE “SWAG1” o

Save file ing: e

2887 z“? 64, then ?&ﬁ up lhetgn?nw again, followed by loading
O o owners need only put the POKEs in directly,

Mmﬂmmeﬂmwmnmmmwnmﬂmmhmd has to be

reprinted by the program.

b

DOWNTO
EARTH

MULTIFACE
POKES

Thﬂfﬂlluwfng useful ti s Babin £ :
d-b Now, before Robin Candy turns
come from Stu Mitchel| , . HE his cap back to front and starts
Mari poncing about like Ben from
512?3 ggs 50362,285 and Curiosity Killed The Cat, here's
ﬁm?hut 46565,0 r'ututr's. ﬁ‘.“r- fi.rablrd'ﬂ offering from
] agmerset.
g::ard“ﬂa Dan Il 29003,0 Pressing keys 1, 2,3, 4, 5 and
Cnbll:la er 36610,0 & simultaneously automatically
.Bﬂtl'n 36515,183 clears the current level and
an 37980 maoves the player on to the
Y Moves | 545970 following one. This can be done
¥ Moves |1 53772 0 on any of the 30 levels, but won't
Auf Wiedersehen Monty allow you to actually complete
411370 the game praperly.

Thank you all for all those letters suggesting the best POKE is one
in my eye — may your power packs ever waver close to a hi-score.
My own POKE is to turn off the lights and go home to an extracrdinar-
ily well-earned rest, a mere antidisestablishmentarianist at heart,
that's me. Please don't send stamped-addressed-envelopes
requesting tips by return, I'm afraid there's just never the time to
cope with them. Send your tips, POKEs, cheats, hints and those

ever-valuable maps to LLOYD MANGRAM'S PLAYING TIPS, CRASH,
PO BOX 10, LUDLOW, SHROPSHIRE SY8 1DB. I'll be back next
month, Insh'Allah.
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Are you man or woman enough to read
CRASH? Can you afford to? Is CRASH your
style? Do you watch the Beeb a lot? All
these and many more vital questions will be
answered In the next few lines - stay tuned
to this column

Yes, it's the annual CRASHTIONNAIRE
SHOW, and your host tonight is the ever-
effervescent, eternally ebullient,
eponymously and exacerbatingly
entertaining Lloyd (largest marrows in the
land} Mangram . ..

Good evening, and thank you. And tonight's
first contestant to take the chair will be
answering questions about sex. CRASH is
pretty unequivocal about its gender, with
98.4% of those who answered the
guestionnaire saying they are male, with a
mere slip of a gel being 1.6%.

And what of the age of tonight's
contestants? Well, the largest single age
group tums out to be 14 years, though a few
crustier readers bring the age of the average
CRASH reader up to 16.14 years (down
slightly from last year's figure).

Mot surprisingly, then, whan we tum to
occupations 75.55% say they are still at
school, no doubt playing computer games
when they should be revising for their
examinations. Get those certificates, guys,
otherwise you won't be joining the 6.31% at
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college or university who also read CRASH, or
the 11.42% who enjoy full-time work, Of the
rest 1.7% are in part-time work and 5.019% are
unemployed, which is well under the national
unemployment rate.

These figures tie up pretty well with those for
the next question, which was about the
amount you spend each week on computer
games. 79.01% fork out between £2 and £5,
18.51% manage golden tinklies to the tune of
£6 to £10 weekly, and then it drops sharply;
only 1.86% leave between £11 and £20 on the
counter, and an infinitesimal 0.62% can afford
over £20 a week. If we take the CRASH
readership figure (see below), and allow the
average £3.50 per week the 78.01% spend,
then it follows that £838,897 and 50p goes
into the software industry’s coffers every
seven days!

We wondered how many of you are
interested in the serious stuff of utilities and
asked whether you have purchased one
during the past six months, or intend to within
the next six. The two sets of figures correlate
well, and show that a touch over a quarter of
CRASH readers own serious software —a mite
mare encouraging for utility producers than |
had imagined. 26.11% purchased utilities in
the past six months, and 28% intend to soon,
making something ke a potential 85,000
utility sales in the next half year. That's a big
serious whoopea!

The figures for peripherals are similar, but
reflect the fact that once a purchase has been
made the potential for further sales drops
slightly (which isn't the case with utilities, of
course). 30.04% have purchased a peripheral
in the last six months, while 23.71% intend to
within the next six.

Mow we come to new computers, and here
there are some interesting answers. Do you
intend buying a new machine during the next
six months? 26.15% say ‘Yes' and 73.85%
say ‘No'. So what is it that the little over a
quarter of CRASH readers want to get? An
encouraging 72.8% want a Spectrum 128/+2
or +3; a fairly high 13.6% want a Commodore
64 or 128; 4% are opting for an Amstrad
{mostly the CPC664), while 9.6% want to go
16-bit — 8% for the Atarl ST and 1.6% for the
Amiga.

Enough of the hard stuff and back to games.
What’s the major influence on your decision to
buy a computer gama? Well, highest on the list
is a magazine review (and so it should bel) -
27.4% reckon so. Price is a key factor, but it's
plpped at the post by a friend's
recommendation at 17.6% — price comes in at
17.4%. Advertising hype and the game's
software house come next, neck and neck at
13.1%, while authors only poll 11.4% as an
influencing factor (probably reflecting the fact
that authors are becoming more anonymous
as time goes by).

And so to the magazines and CRASH in
particular. When did you first buy a copy of
CRASH? The elite who got the fabled first
issue total 9%, another 8% joined between
that and Issue Six with a further 9% up to Issue
12. Things leapt up with 20.2% joining
between 13 and 18, 18.4% between 19 and
24, 13.8% between 25 and 30, and another
16.4% up to Issue 36. You obviously like
CRASH well enough, too = 74.5% of readers
have bought every issue since their first.

Then there’s the vital question of how many
literary pirates read your copy (without buying
their own - low-down cheats). Across the

board it averages out that 3.16 persons read
your copy — and if you discover who the .16 of
a parson is, let me know.

On the question of what other computer
magazines you buy or read, Sinclair
User comes out top on points by a pipsqueak
with 24.55%, closely followed by Your
Sinclairat 23.12%. Computer & Video
Games notches up 20.79%, the now-defunct
Computer Gamer managed 11.63%, Popular
Computing Weekly earns 11.56% and the
more serious Personal Computer
World receives 8.35%.

Charting your favourite CRASH features has
become a popular annual event. This year's
questionnaire indicated little change in

preference over last year. At the top it's still

PLAYING TIPS (thank you, though most of the
credit for that goes o girlie tipster Hannah
Smith). Reviews come second, previews third,
competitions fourth, special reader offers fifth
and Subscription offers sixth. News is next at
seventh place followed by the FORUM, the
charts and, surprisingly (but encouragingly
enough for the software houses)
advertisements in tenth position.

Ever onward; Lunar Jetman makes it in at

11, Simon's TECH TIPS at 12 and
ADVENTURE TRAIL a very lucky 13. TECH
NICHE polis place 14, followed by the editorial,
a strategically positioned FRONTLINE and




PLAY BY MAIL at 17. Hunter S Minson slips in
at 18 with CRASH COURSE bringing up the tail
at 13!

There were simply too many comments to
mantion!

Our coverage of software in three
categories, namely reviews, Previews and
News comes out at 80.22%, 81.54% and
72.77% respectively.

Onto the reviews themselves. Are they
detailed h? 'Yes,' says 85%. Long
enough? 'Yes,' says 86%. But 55% think there
aren't enough screen shots — a situation
unchanged since time began. And 76% think
the comments box is sufficiently detailed.

Agreeing with our review ratings can be 4
touchy subject (see the FORUM almost any
monthl), but 7.7% always agree with a CRASH
review and 75.5% agree more often than not —
a pretty good figure I'd say. 14.9% agree
occasionally, 1.8% rarely and a negligible
niggling 0.1% never agrees.

Should we substantially change the rating
system? Here the answer was comfortably
conclusive, with 82.6% answering ‘No!’

We double-checked on one of the earlier
questions by asking whether you use CRASH
as a source of reference when buying games

(having established that a magazine review is
the major source of influence when buying a
game); over half, 58.5%, say they do and
40.6% admit to using CRASH sometimes,

What about the magazine's covers, often a
cause of shock and horror when Oli gets a bee
in his bonnet (though several covers within the
period covered by this questionnaire were
painted by lan Craig). §6.4% think they are
great, 31.7% reckon they're okay and 1.9%
hate them, saying they're rubbish (but at least
the ink doesn't come off on the fish'n'chips).

There's more polarisation of feeling when it
comes to features like TERMINAL MAN and
TAMARA KNIGHT. 24.8% think thoss two are
great, 47.2% rate them as 'okay’ and 2B%
dismiss them as rubbish, though individually
TERMINAL MAN came out much batter,
almost 50/50.

CRASH has always avoided a Reader's
Challenge, but we thought it only fair to ask
your opinion, and as you know, the answer
resulted in last month’s startup form. Here's
the reason why: B854% say ‘ves' to a
Challenge, and the preference is clearly for a
Reader-versus-Reviewer Challenge — 69.5%.

And talking of reviewers, since we started
naming the regular CRASH reviewers we've
been wondering how often you agree with the
individuals, though there've been some
additions of late. Between Ben Stone, Paul
Sumner, Mike Dunn and Richard Eddy the
result is — Ben Stone top with 39.2%, followed

by Mike ‘Skippy' Dunn at 30.2%, then Paul
Sumner at 21.3% and Richard Eddy with
9.3%. It has to be said that Richard's lower
mark reflects his relatively recent appearance
on CRASH review pages.

That concludes the main part of the
CRASHTIONNAIRE, but we also asked some
other questions about your eating, drinking,
viewing and listening habits. On soft drinks
73% of CRASH readers spend up £1 a week
and 25.4% drink between £2 and £5 worth,
The estimated average weekly spend is £1.84,
Pachket foods like crisps fare about the same —
75.6% crunch through £1 worth, with 22.9%
consuming £2 to £5 worth. Estimated averags
weekly spend is £1.71

Fast foods such as hamburgers clock up a
mite more; 65.7% spend upto £1, 29.5% up to
E5 and 4.3% upto £10, bringing the weekly
average to £2.10.

Fast listening produced some interesting
results, because despite the long-standing
beliaf that Auntie Beeb can be the bore, she
wins out with CRASH readers — 55.4% listen to
Radio One, 32.3% to Local Commercial
stations, 10.2% to Local BBC and 2.1% to
good ol' Radio Luxembourg. The average
amount of hours spent listening in to radio
works out at 8.66.

And BBC wins out on the telly stakes too.
52% prefer BBC1, 43% tune in more to ITV,
Channel 4 gets a vote of 4% and BBC2
bottoms out at 1%. CRASH readers average a
fairly hefty 24.4 hours of watching per week
{but not when there's a telethon on).

And that concludes the votes for CRASH
readers. May | thank the returning officer and
his staff for their speedy count, and the police
for their efforts at crowd control . . . — but it's
not quite the end of all tha business, for there
are some CRASHTIONNAIRE prizewinners to
mention.

Outright winner for being clever enough to
be drawn out of the vast box first is Peter
Wallage from Polegate in East Sussex, and
Peter wins himself £50 worth of software, plus
a CRASH Cap, T-shirt and Sweatshirt. The
four runners up, who each receive £10 worth of
software, plus a CRASH Cap and T-shirt, are;
Simon Proctor from Brough, North
Humberside; Edward Askew of Buckingham;
Peter Mill from North Berwick, East Lothian:
and Way Ken Wong from Caine in Wiltshire,
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'Hallo, hallo, 'ave we got a
special offer for you —know wot
| mean? Sweet as a nut, these
games, an' prob'ly not in the
shops, eh? All kosher too, none
of this ‘fell off the back of a
lorry . .. " Nah mates, it's from
that geezer Gaz up in Software
Projects oo's ‘made available’
some games from their,
whachamacallit - back
catalolgue. Check the prices,
check out the games. It's, like,
yer only chance—so better step
it up. My bee-eut-iful assist'nt
will give yer the lowdown.
Squeeze us a lemon, do us & favour,

knock it on the "sad, et

£

L L

o¥ o from
sus\";é:&"afe‘“uﬂcrs
Supe’ qﬁ

LY
0‘ {\(\‘3 v

JET SET WILLY

A CRASH Smash from
Matthew Smith, and
one of the world's most
famous games. Willy's
made to clear up his
messy mansion after a
party to celebrate his
new riches before
housekesper Maria will
let him oo to bed,
Wandering through

64 screens of

YY1\

GRS oFren

O Wondrous Aggie, Aunt of all Aunts,

Tripple gosh-wow, you've pulled another plum from the pie of life, Send
memy are Projects classics as fast as you can. I've filled in the form
and ticked the relevant boxes, AND |'ve

payable to NEWSFIELD LTD - now you do your bit.

goftware Proj class\¢®
®%d they're ail oo Lemnghbi P‘f:m\"
79‘@9"‘ oday s they were then (80 W°

& out a cheque/postal order

Mmmmhumﬂmrm,mdmmmappmmmmum.

[] PUSH OFF
] ORION
[] TRIBBLE TROUBLE

[ ASTRONUT
[ THRUSTA
[JJET SET WILLY

[] OPTION ONE: Any TWO for £5.50
(] OPTION TWO: Any THREE for £7.00

September 1987.

[] OPTION THREE: Any FOUR for £8.50

CRASH/SOFTWARE PROJECTS OFFER, PO BOX

20, LUDLOW, SHROPSHIRE SY8 1DB

Pleasa note: offer closes 24

THRUSTA

housesresource biocks — Not so much a shoot-
'am-up, more a kind of
around fo a transporter  crush-"em-tdown,

before proceeding onto  Seated at the controls
of Thrusta One, you've
got to destroy alien

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

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

o e e b

Your most favourite of professional Aunts (accept no pale substitutes)
will be putting your are Projects games in the post in a fiffy (that's
the bag, not the time). She'll be as quick as she can, but please allow up
to 28 days for delivery. Send your form and payment to:

PLEASE DEBIT MY VISA/ACCESS ACCOUNT ¢
Iwhhhplyhﬂﬁnﬂnﬂuh-hhnlppiuhh]

MName (please print)
Cardholder's Address:

Signature
Piease Charge My Account No:

Expiry Date




JON BUT NOT FORGOTTEN

Sorry~JON BATES’s column of sound advice is silent
this month (we were pushed for space, whichmakes a
change, y’know?). Jon will be back next month ...

with a bit more than usual, perhaps. ..

EC

L]

AROMANTIC ROBOT launched its
Multiprint interface at the ZX
Microfair in May. It's a Centronics
parallel interface for all versions of
the Spectrum except the + 3,

featuring a unique front
\\hbchﬂggwbamﬂedlup any time,
whatever program is running, to
SEVE Or Copy Screens, chagaa
gl'lnter ngs, and apply POKEs.

milar controls are available from
Aot oo aypc

& i comesina
box m containg ﬁ:.ryo BK

banks of ROM and RAM, as does
the Multitace,

The RAM stores configuration
information till you discannect the
mtu the computer. Romantic

says the RAM can also hold

IPS

IDE

This month

SIMON N GOODWIN
explores Beta BASIC 4.0
with its 128 hardware
commands, discovers an
interface which can
handie printing from
anywhere inside a
program, and corrects
some mistakes of times

utilities desi : far the :ll;ma .
y's Multiface, such as the
mpanm hacker/disassembler, the
Gamester POKE-generator, and
saveral forthcoming pa s
which will be reviewed in
columns. Early versions of
Genie won't work, though, as
Romantic Robot has reassigned
Eui'ﬁ control ports. [Im'r-dnaé {r:crré ]
SUpply an upg ortl.89.
Mump-?;n hooks fisalf up to
device p, channel 3 in ZX IC,
80 it can be used in programs with
normal LPRINT commands,
Speclal REM statements can set

margins and control the
translation of BASIC tokens—a

nice touch,

. OTECHONICH

> And in the biack box, Romantic Robot's Multiprint interface

BUTTON OPTIONS

B ﬁ:mu.lng the red button on top
J Muﬂmnégm can call up
the rest ufM M software t:l
any time. A temporary menu then
appears on the bottom two lines of
the screen, as with the Multiface.
You can edit memory, adjust
printer setiings, print the display,
and quit or restart the program.
. The toolkit to edit memory lets
u store data anywhere In RAM,
gl the values in hex or decimal.
16-lina transient window can be
openad 1o tabulate memaory
contents as text orin haxil_?mr
values can be examined

changed.

PRINT OPTIONS

The printer-setting menu lets you
impose margins and & line-width
fortext. You can print any group of
congsecutivelines from the display;
hz default the Multiprint cutputs all
24 linas, rather than the top 22
printed by COPY.

Some Centronics printers
require separate wind- and
move-to-margin signals, known
as line fead and cam‘aEe return,
Others, like my ageing Epson MX-
B0, can make do with camiage
return on its own, and wind the
paper on twice if both signals are
sent. One keypress tums off the
Multiprint's line feed.

You can tell the interface to
translate tokens —character codes
greater than 127 - into Spectrum

ords, or to transmit them .
straight to the printer. The secon
option is usaful when you want to
send control modes.

SCREEN PRINTS

The last option on the printer-set-
ting menu controls the effect of the
PRINT option on the main menu.
The first setting gives a text
COPY, which prints all the
characters onscreen very quickly
bult ignores gmpmcs, Tha code
only recognises the Spectrum's
32-column ROM character set, so

B The Multiprini ‘shaded’ screen dump gives some sense of colour . .,

LTINARTE);

FLAM THE RMWME

>
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B ... though the ‘normal’ setting is quicker

it's not much use with pro 5
that use alternative fonts, like the
rrﬁtyufadvanm_ ;

second option a fast
graphics printout. It takes about 40
seconds for my Epson MX-80 to

a horizontally-stretched
1age: 110mm by 68mm for a full
screen

‘I‘hat'himnpﬂm, . usesthe
same scale as the COPY built into
the Spectrum 128. The Mutiprint

games,
to print tha
screen at any time — when

for instance

graphics options only

s0 beware. | get letter

they bought a bargain n‘{ﬁm

It.H;t' Wmmm
you're buying a printer, ora

printer interface, you must make

miivdnwwm:ﬂtm
system before

an',r.nauh.leitmitﬁiﬁugnta

3

8

g

i

ADDED VALUE
Intheory, as routine loaded
into the i's internal RAM

would turn the unit into a tapa-
backup interface. This axtra
feature would make it better value,

especially as the Multiprint, with its
mﬁmﬁb.mnw
manufacturing costs than its

W&ﬁhmﬂ-
on pa as

The Gamester. The Multiprint
scores on its Centronics port and
COPY routines. But the Multiface
has the ady s of a through-
port at no extra cost, built-in
mﬂmyhgmﬂwwaandaiwaﬂek

The Multiprint costs £40, or £45
with the un

te as the Multiprint, but

Robot face stiff
competionrom FAM
's £35 RamPrint
interface, reviewed in CRASH
Issue 35, with its built-in text editor
and joystick port.

> .t.Mﬂh'“‘ﬂ:Wﬂﬂimm
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NICHE

AT LAST it's worth programming
the Spectrum 128 in BASIC -
Betasoft has produced a new
version of its peerless Beta BASIC
m for new models of the
m. The faulls that make
the 128 a pain to program have
been cured, and there are extra
commands to all  the
hardware under BASIC control.
The 128 appeared almost four
years after the launch of the
inal 48K S m, but has
two extra IC commands.
PLAY gives contral over the Midi
m‘hasimr ports and the three-
nel sound chip — as long as
we don't mind BASIC stopping
while sounds are generated.
SPECTRUM tells the system to
revert to 48K mode, disconnecti
the sound chip, serial port and 80

of memory.

Apart from these new
commands, the standard 128
offers a simple RENUMBER
option and facilities to store files
on a 74K RAM disk. A screen
editor lets you edit and enter
programs character by character,
without Jocking up obscure
SHIFTed combinations to satisfy
the 48K -entry schame,
:E;Iéﬂ some keys print whole

8.

The LE?'S editor iis gaodbgl
theory, but annoying in practice.
The cursor duaan% Warm  you
whether you're about to
graphics, capitals or small letters
=though in the 48K version it does,
which is helpful. And there's a
delay after the first key is pressed
in an editing session, and no key-
buffer, so the first part of your
command may be lost unless you
type v-e-r-y- s-1-o-w-l-y.

There's another delay whenever
you enter a line, as the systemn
converts it back into keywords so
the 1982-vintage interpreter can
make sense of it. That conversion
sometimes goes wrong,
reordering the values you entered,
as recently explained in this
column,

So Sinclair's 128 BASIC lets the
machine down, but Betasoft has
the answer,

Beta BASIC adds more than 100
new commands and functions to
ZX BASIC and speeds up or
improves many of the standard
features. And Beta BASIC 4.0 (not
Gamma BASICl)is the first to take

advantage of the Spectrum 128

TECHC

ha_rrl]:.l!wam. i Lz
& package comes in an inc
thick black plastic box. Inside you
find a 90-page A5 manual for Beta
BASIC 3.0 (reviewed in CRASH
way back in February 1986 —|ssue
25), a 30-page booklet coveri

the new features of Beta BASI
4.0, and a single cassette with
Beta BASIC 3.0 and 4.0. Tape-

loading time is about three
minutes

Beta BASIC is compatible with
virtually ali disk systems and

nter interfaces, and it fixes the

which stopped you sending
control codes to a serial printer
from the 128. It's sensible to write
for advice if you've got obscure
bits and pieces hanging off your
system, though.

On a 4BK machine, Beta BASIC
3.0 occupies 18K of program
memory, which is a bit restrictive.
Version 4.0 uses 25K on the 128,
but you can easily use the RAM
disk for program sections or arrays
of up to 84K (which you can’t with
Sinclair 128 BASIC), so the net
result is usually an increase In
RAM available for programs.

Beta BASIC 4.0 looks just like 48K
BASIC when you load it, but the
appearance is deceptive. You've
g?tthall the 128's hardware to play
w &

Anew BEEP command controls
three-channe! sound which plays
continuously and doesn’t stop
your program running at the same
time (hurrah!). Hundreds of sounds
can be queued, and there are
commands to empty the queues
and check their contents,

You can contral all the features
ofthe sound chip, and the manual
lists plenty of examples - trains,
planes, boings, zzaps and crashes
{of course). Music is trickier, as you
must use internal note values (as
listed in CRASH lssua 32) rather
than note names or semitone
numbers. The manual contains
heipful examples, and PLAY
works normally.

Beta BASIC 4.0 lets you store
arrays oh the RAM disk, rather
than in the normal BASIC area.
This gives you access to 73K of
extra v e space. 1K of the
standard 74K RAM disk is alw
used by Beta BASIC; a further 2K
may be used for sound gueues,
and 10K during graphic FILLing.
New commands let you read the

‘..
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RAM-disk catalogue and file
details from within a program.

Arrays on RAM disk can be
sorted or searched vaqrﬁuiukiy

with singie statements. Thera'san
imitating rule that references to
RAM-disk arrays must be at the
start of a calculation, though. The
arrays use the format of DATA
files, and you can copy them
directly to disk or microdrive.
Programs on AAM disk can be
listed directly —there's no need to
LOAD them first.

Routines can be merged or
deleted autornatically as a
pragram runs — there's even an
error-trapping function to tell you
the name of a routine that's
needed but isn't there, And it's
possible to run rams of over
90K if you organise carafully.

InBeta BASIC you can select 48K-

style keyword entry, with extra
Harwrdsmed from graphics
mode: 128K laﬁwabyulatter

; or an ingenious mixture of

both. In this last mode, keywords
at the start of a statement can be
typed with one key, or letter by
letterif you start a —an
easy habit to pick up if you're used
to entering text.

Common commands — LET,
PHINT;H?IETDT{Tdmun—BﬂS&B
'l"_.l'{'.l&d one an 23
others can be a"’"ﬁfu 80
thera's no to look up the

required keyword.

USH-dﬂfln&d keys are allowed.
You can program any group of
charactersto p ugrwhm gou

55 SYMECIL Hi PACE
m&d by aletter or digit of your

the the 48K Spectrum, Beta
BASIC edits lines one by one at the
bottom of the screen, but editing
is much easier than on the 48K,
You can fm‘n and split lines at will,
and edit lines by numbers with no
need to LIST them first,

The UP and DOWN keys move
quickly through a long line, and
you can jurmp directly to either end
of a line. Beta BASIC stores lines
faster than 128 BASIC, though
there's still a slight pause after you
type ENTER,

If you like, Beta BASIC will
automatically indent your listings
to show the 'scope’ of loops and
tests. You can put premature line
teads into a listing, to arrange

statermants tidil
The Beta BAglc toolkit lets you

list procedures, groups of lines,
variables and key definitions.
There's an automatic line-number
%511 enerator, convenient for entering
ngs. You can automatically
search out and replace
information in a program. And any
group of lines can be renumbered,
;g;ad. saved or deleted in one

BLOCK
STRUCTURE

if you're into structured
programming, Beta BASIC will suit
you down to the ground. It has
named procedures with local or
reference parameters, and you

TECHUNICHE

TECHC

can set defaults for missing
values. Recursion works fine, and
there's no problem pa:mingarrﬂys.
or lists of items to be processed
one by one.

Besides the normal IF and FOR
statemants there's a multiline IF
THEM ELSE and a general-
purpose DO..LOOP with
canditional EXITs allowad from
Emr pniﬁt. You can combine or

‘nest’ these structures as you like,
There are also single and
multistatement versions of ON GO
TO and ON GO SUB, but alas no
SELECT or CASE statamant&

Beta BASIC even speeds upa
few ZX BASIC commands. Some
aspects of ZX BASIC slow down
alarmingly as pr size
increases, but Beta BASIC avoids
this, so FOR g, GO TOs, GO
SUBs and RETURNS can be up to
20 times faster in long programs.

Most statements work at the
same slothful rate as normal, but
the array-handling tricks can give
an Impressive speed-up, Often
they let you repiace a loop with a
single machine-code command.
Sadly, there's little goapect ofa
Beta BASIC compiler.

Array-handling Is-
comprehensive, to say the least.
Mew keywords quickly sort and
search string and numeric arrays.
You can shuffle whole rowsin one
mighty move, and the cumrent 84K
of memory can be treated like an
enarmous string array, which you
can slice and set at will,

Beta BASIC 4.0 includes 30 new
BASIC functions which transiate
values from one form to anotherin
lots of useful ways. Machine-code
supportis lacking, apart from two-
byte PEEK and POKE and
number-base conversion
functions. New int operations
include MOD and e AND.

You can convert numbers into
three-byte, four-byte and five-byte
strings, which can be convenient
for ﬁnrttnﬂm packing data into

a trigonametric
functions trade accuracy for
speead.

Print-formatting allows neat
tables of figures. Variable values
can be edited on screen —as with
INPUT, but with a default value
enterad for you. An ingenious
command passes characters to
the command line as though they
were typed in, 50 a program can
edit itsalfl

There's an alarm clock, with
options for a continuous display
and a jump to a certain line when
the alarm goes off, but the clock
loses time during disk and
cassette operations. You can
divert execution to a subrouting
when each end-of-line is reached
inthe main program, whichcanbe
useful when debugging. Errors
and BREAK can be trapped.

QUICK ON THE
DRAW

Beta BASIC graphics commands
include a FILL function which

colours bounded areas of the
screen. Version 4.0 usas 10K of
Hmdlskmasawamm

makrng fil fast -
l?mpocan befilledinin
undar a second. A function Igts

you check the number of
painted, and you can fill ﬁ
withany pattemof 16by 16 -
great for wall
Iim o ds. DRAW is
comman
about two-and-a-half timas
quicker than normal; GIRCLE
works over the screen border, and
is more accurate and 12 times
taster than normal. All the drawing
commands, with the annoying
exception of FILL, will work onthe
whole screen — not on just the top
22 lines. But Beta BASIC lets you
confine display output to a window
or a fimited area of the screen.
Character are based on
thanmwmlﬂmmurm ora
4x8 alternative, but you can
chmaamychamdsrm‘fuu
can have ane character filllng the
screen, or 24 lines of 64
characters. Text can be positioned
bl i apmJ"Yﬁummm
an Bgr within a
window, and use absolute
nmrdh'lataa rather than offsets,

bl b Yk o
the
caluur—atmbu};e . Areas of the

NICHET

screan can be scrolled
inahtﬂrmihnm!urmﬁ
redisplay in various sizes. These
mﬁmandum‘afasta for

Et.hl:‘ltﬂ'lﬁ';l’ﬁba rather clumsy
fnrmirmlim. There are no
masked sprite commands for
games programmers.

Beta BASIC shows the Spactrum
off very well. it's elagant, reliable,

EﬂaBﬁS@G#ﬂmﬁﬁKﬁh
full access to tha ine's exira
RAM and sound chip: if you intend
spending a few hours

Botd BAGIC 4.0 thebest iy
you could buy. It's not cheap, but

wugutnlmdtulniutform

ME&EIG#LINBHHSBE

mman £8. 'm'

Birmingham B13 950.

UPDATES

B Readers report that orders for
The Gamester, an infinite-lives
utility reviewed here in June, have
been returned by the Post Office
marked ‘no such number’,

If you're reading this, D R, please
write in and let CRASH readers
know where to send their money.

B There was atechtypoinling 170
of the RAM Music Machine
sample-conversion program
printed last issua. The variable |
should be replaced by X, to match
the FOR loop counter. Everything
should work fine with this new line
170:

170 FOR X=26814 TO

26813+ PG"256: POKE

X,(PEEK X)-128

NEXT MONTH

IT MAY be summer, but there's
lots to write about: neodtt issue | plan
to review version 3 of the Swift
Disk systemn, which adds a fast
640K 3.5-inch disk drive to the
standard Spectrum and 128B. |'ve
been using an early version for a
few waeeks, and I'm impressed.

There's a £20 software prize up
for grabs as usual, so keep
sanding your own tips tothe usual
long-winded address:

Simon N Goodwin,
TECH TIPS, CRASH,
PO Box 10, Ludlow,
Shropshire SY8 1DB

graphics and soursd. Mary advanced features

models, Price; E15.

DETAILED Catalogue of ALL owr products

Kobrahsoft Spectrum 48K/ 1 Z2BK Utilities

SD2 ADVAMNCED TAPE TO M/B UTILITY: Transfer even the latest programs
BOMEIACK — also the latest Pulsed Leader programs e.g BATAMAN, WINTER GAMES. FULL
Manual, PLUS Desassembber, PLLIS FREE Header Reader, Price: £E56.95 [Inc. PAP). On
Microdrive Cartridge: £8.95 [Inc. PEP).

S0O3 TAPE TO OPFLUS DRIVE UTILITY : As for 503 — but trarsfers 1o Opus Drive — samilar
supert value: Price: £6.95 [inc. PAP).
SHARPFSHDOTER= a |100% Machine Code multiscreen Arcade Game wath swperb

muitiple skl levels, uses Keytoard, Kempston
or ZX Interface 2 Joysticks. incredibly addictive. Price: E7.95 [inc. PAP).

KOBRAHSOFT SPECTRUM I80 MACHINE CODE COURSE: A 12 manth course
from Beginmer to Advanced level. Suitable for anyone. Applies to all ¢

5,3 ADVANCED SPEEDLOADER: Comserts most programs to Fast Loaders with a

choite of SO lomding speeds MGt -E ohoLred and vafiows othed iu,-.l-':llrl._,: Barders — COfverts
even the latest programs. FUALL Manual, PLLIS FREE Header Reader, FREE Disassember
Price: £6.95 [Inc. PAP].

SUPER INTERFACE FL1: A superh nferface wikdch comeerts almast ANY program bo
refoad at any one of FIVE speeds as a Fast Loader - ALTOMATICALLY Programs refoad
independentiy ol FL1. Price: E29.95 [nc. PAP).

SUPER INTERFACE MD1: Thiz interface conwerts programs to mecrodrive fully
ALTOMATICALLY. COMPACT code — ghvwes TWWO LONG programs per cartridge] Programs
redaad independently of MO . Pricer £E29.98 [Inc. PEP).

SUPER INTERFACE OD1: As for MD), BUT converts programs to your Opus drive
ALTOMATICALLY! Similar specification to MDY . Price: £29.95 [Inc. PEP).

Send Cheque/PO to: Kobrahsoft. “Pleasant View', Hulme Lane, Hulme, Longton, Stoke-On-
Trent, 5Laffs, 5T3 58H, |Overseas: Europe add £ 1 PEF PER ITEM, others £2). Send for FREE

please mark ervelope ENOLERY

e.g. FIST,

urrent Spectrum
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A simple recipe for metamorphosis

L samemaxer.

OW S

THE GAME is your typical
Knightlore clone with 256 different
rooms and the usual objects,
obstacles and nasties. Fed up with
the standard characters, objects
and background, wou simply
create your own fantasy land or
thame park.

Theideais not really all that new.
Perhaps older readers may
remember that odd excursion into

ames designing by Quicksilva,
%a.mes designer, where several
different game structures could be
configured from a wide choice of
available graphic characters and
attack waves. This was fairly
limiting though, as it left littie
creation to the player, just a choice
of combinations. Remember the
Robin ©Candy Playing Tips
cassette last year, that contained
a program by Phil Churchyard
which would let the player
rearrange the rooms, objects and
exits of Sweevo's World from
Gargoyle. Again, it didn't allow you
to create your own graphics, 30
Game Maker does just that.

The package consists of three
programs, 3D Graphic Editor, 3D
Room Designer and 3D
Gamemaker.

cannot obviously be changed,
only the look of it,

Each graphic requires the
generation of a mask —to clear the
background - but this is. made
easier by the automatic mask
generator, which follows the new
object’s outlines and provides a
quick starting point for further
madification. An individual block
can be stored in a temporary
buffer, so that it can be copied into
the next graphic block — useful for

moving sprites or for similar |

looking objects. The block can be
flipped over from left to right and a
fill routine provides some further
help in the creation of your
graphical element. SAVE, VERIFY
and LOAD routines are provided
for permanent storage.

The 3D Room Designer is a
facility for positioning objects and
aliens at any point, and for the
addition or removal of the exits
which connect the rooms. The
colour of sach room can be
specified. Each object position
requires memory and a memory
status indicator displays the
amount of memory still left.

The game area is a 16 by 16
matrix of rooms, but only one

® On the Room Designer scroen the lower iefi-hand block shaws object's position
within room, and beside it, the bar indicates its vertical position. On the right is
the B x 8 grid of rooms, showing current room position, and beside it, the current

guarter being viewed.

As its name implies, the first
provides a graphics utility, which
accesses the available range of
graphic blocks/sprites and allows
you to maodify or create your very
own designs. Each graphic is
assigned to a function, ie fixed or
maoving/crumbling object,
background/room border block or
player/nasty sprite. This function
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quarter of this is displayed, with an
indicator to indicate which quarter
is active. The position of the
current room is indicated in the
lowar right-hand comer of the
screen along with the position of
the current object within the room.
A 15 by 15 matrix shows the
horizontal position, and a bar
graph the actual height of the

ub‘ﬁ‘ct within the room:
e curent object can be
selected by scanning the

complete graphic repertoire for

objects and aliens, and the
joystick/cursor keys are used to
move the object ut. An Epson

screen dump may ba executed for
keeping arecord of the game area.
Generated room data may be
saved, verified and loaded from
tape for later use.

and, if satisfactory, saved with the
appropriate npame =as an
independent game file,

The utility programs are very
well presented and designing the
graphics and the room layout is
simple and enjoyable, as most of
the commands are accessed in
true point and click style.

If the package wereto be judged
purely on the merits of the sample
game, it would not end up in the

P A screen from S0 Adventuve, the game included in the packags.

The 3D Gamemaker is the
mastar program which is required
to save the customised version as
an autonomous file on cassette.
This loads with an example game
called 3D Adventure, which can be
accessed from the main menu,
and which should provide a good
aéxample of what can be achieved.
The same menu, however,
provides the facility of loading the
customised graphics and room
data. The game can then be tested

top charts, in fact it would be rated
as a poor to mediocra version of
the particular game style. But with
the possibility of creating your very
own version, it should interest
some of the would-be m/c
programmers, who will never
make it on thelr own. As long as
nobody expects to create a new
games technique with it, 3D
Gamemaker should prove to be a
versatile  utility within  the
constraints of the program
framework, but it's important to
remember that apart from the
disposition of the rooms and the
objects, it's only the graphical look
of the game that is going to
change.

3D Gamemaker, CRL, £9.95
Eass, £14.95 disk, joystick or
ays

B From a ferocious snarl to an evil grin, the Graphics Editor is the meat of the program




At last, the mos! realistic and excifing sword- for the home
computer. One or two players — MqainﬂMﬂnm
“Remarkably impressive ... a real slice ‘n’ dice fight”" — Crash

"A real winner”’ — Commodore User
“Animation is most realistic we've yet seen” —(&VG

"Buy it"" Sinclair User

(64, Spectrum, Amsirad casselte £9.99, (64, Amstrad disc £12.99.
Inciudes large colour poster.

1A oA Dagoaopiaw

pARRARIMY |

S

COMMODORE SPECTRUM AMSTRAD

A unique and hilarious action back-packed adventure that combines
the fun and skill of arcade with the complexity of an adventure.

Joystick and brain

"'As always Palace have come up m another spiffing game, If has
ulylemlmnllunwlwl olhollﬁlpiudm‘—
[nmpuierﬁamEr

‘re a games pl for something different then fake a
Pl o e ke 4
"Emlrhmlmlheidu uiﬂlch:nn-drim adventure implemented

.‘.._H_& with such style and sense of humour ... enough fo caplure the

- N mqhﬂmhmidﬂﬁﬂﬂ' — Popular Computing Weekly
(64, Specirum cassettes £9.99,
(64 disc £12.99. Amsirad version
available soon.

All versions include large colour poster.

AVAILABLE FROM ALL GOOD COMPUTER GAME STOCKISTS, OR BY MAIL ORDER FROM:
PALACE SOFTWARE, 275 PENTONYILLE ROAD, LONDON K1 SHL
SEND (HEQUE OR POSTAL ORDER. ADD 80p TO THE ABOVE PRICES FOR POSTAGE AND PACKING
ACCESS AND BARCLAYCARD HOLDERS TELEPHONE 01-278 0751.

Double the Action.

PALACE
BOFTWARE
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THE BIG SLEAZE

PRODUCER: Piranha
PRICE: £9.95
AUTHOR: Fergus McNeill

—ow and again a piece of

Y8 software looks a winner

: from the moment I
‘open  the

ckaf
' 4 Fergus McNeill — ¢
n:umnc genius behind Bored OF

The Rings, Robin Of Sherlock and
The Boggit, all spoofs of existing
works, and more recently The
Colour Of Magic —has teamed up
with a company that knows how
to handle Tlf commercial

roposition. e result is a
ﬂiar\re’lluus send-up of the New
York private detective slouchin
his way around the Big Apple
the Thirties,

Everything about this project
gels to provide a thoroughly
entertaining trip through the
sleazy low feu Manhattan and
beyond. programming is
competent am:l the tation
pleasing, with a highly readable
typeface, but the main attraction
is the writing style, which is so
good it's hard to believe the text
wasn't taken from a real novel.

Here McNeill graduates from
adapting existing works, such as
Terry Pratchett's book The
Colour Of Magic, to using his own
stories. McNeill’s narrative style
is refreshing, in the past tense
rather than the present lense
which jars in so many lesser
games.

The Big Sleaze concerns the
world of Sam Spillade, a dimwit

> It's 2 hard life for Private Dick Sam Spillade 25 he goes for a

tramp on the lonely

streets of Manhattan. Did the tramp enjoy it? Find outin The Big Sieaze - Deltad4's

latest spoot adventure

private detective whose office,
way up on 3024th Street, reveals
to those passing just how thick
Spillade s — ﬁm thought his
window sign would look better if
it could be read from the inside of
his office. Puzzled at the lack of
business his clever sign elicits, he
competes with the motto ‘No
casetoosmall . . . ortoo cheap’.
The first two cases to breeze

I stood on the sidewalk and

into Spillade’s unkempt offices
are vastly different: a dame from
out of town, and a patchwork
dog. The dame has spent two
weeks hanging out in Joe’s diner
waiting fungi:cr long-lost father to
show; the dog has a note and a
piece of a photograph its owner
would rather not see put back
together. Luckily for the owner,
the parts of the photo are
scattered about the city — but it's
a taxing job for Spillade.

The screen consists of a simple
picture with a ﬁrmamml gun
and Pl badge in the top half, and
the tupiuus text pushmg the

icture off the screen from

Inw An who's played The

ggit mli be famlllar with
Mn:hlenll’ verbose  location
descriptions and EXAMINE
reports, Giving too many
examples of these might ruin the
game — but suffice to say that just
about everything can be
examined or poked about.

The ability to carry only five
objects at a time is a restriction,
not alleviated by the wallet which
might have carried some of the
smaller items. So it might be a
good idea to smoke your last
Lucky at the very start, with your
feet up on your desk, giving rise
to this short funny: ‘1 smoked m
last Lucky and threw the stu
away. | was going off these butts,
slowly but surely. 1 guessed
g::r!x I'd try putting ‘the filter

in my mouth next time.”

Try another short one, this time
concerning the silly sleuth’s coat:
‘A genuine, trendy detective-
style raincoat. It cost me an arm

gazed along the street,

at the

and a leg from the NY equivalent
the larg neon

of Burtons (not literally, of
course, otherwise it wouldn't
have fitted me so well).” And
somewhere in the adventure you

ight examine some dynamite

ore it ex on you: ‘The
dynamite had a fuse at one end
and ‘You die, P1!" written on it in
large friendly letters.’

Time must be taken into
account while playing The Big
Sleaze — otherwise you mi I
chance u a bar in the de
night when even Manhattan h’
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tall buildings,
signs, the people, all shuffling
alon aimlessly [that "s the
people not the buildings or
51gn5li.

To the north, an alcove
shel tered the front door
office.

of my

More




Reception was, a
SOome wWomen I#‘.t't"["
tidy, but not Ve
had so many cup
looked as though
the 0lumpics the
A hatstand was 1
the gl ass door

office and a woD
out onto the hal

Hore. . .

1ed

s always, a
their nests
I1ma. Her desk
stains, 1t

she was holding
re,
n one Ccorner,
south i1nto
d doovy opened
1 way.

Mg

& Reception . .. sounds just like the CRASH office

drinking dens close for a few
hours of shuteye. On the same
theme, lighting the fuse to the
dynamite will allow a few
moments to retire to a safe
distance (there’s a clue in that last
line, folks!).

WAIT is a useful command to
pass moments when Spillade has
no choice but to sit it out. And the
command EXAMINE can be
shortened to X. | discovered this
last one myself but the
instructions do tell you of the SAY
TO character command — and a
HELP routine which may give the
occasional clue, but too
cryplically to be useful.

T‘il'le effiects of locking the door
at the base of Spillade’s office
building puzzied me. This
prevents some  hoodlums
entering the building and causing
trouble, yet somehow the dame
and the dog get in with no bother
at all. Curious.

The Big Sleazeis a three-part

liy

N
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adventure and comes complete
with an electronic magazine,
Sceptical 3. The game's chief
asset, apart from dealing with a
familiar and highly commercial
theme, is its well-written prose.
Fergus McNeill has excelled
himse';f mt|:1 tlhis glt':nE while g:!l
viding the laughs (some rude)
mch hagve made his name,

EIFI‘-IEUI_TT: one or two tricky
its

GRAPHICS: simple
PRESENTATION: neat

INPUT FACILITY: little beyond
verb/noun

RESPOMSE: fast

GENERAL RATING: a superb
read

Atmosphere 95%
Vocabulary 89%
Logic 90%
Addictive qualities  95%
Overall 931%

\

FLUKEIT

PRODUCER: Top Ten
PRICE: £1.99
AUTHOR: Colin Jordan

fiessional cover
2% lbounds this cassette’s
~ | worth of frivolity, with
| some of the smallest

the

4 writing you could
inlay formin

on
instructions. But you'll need

guidance -
straightforward
appears.
Inspector Flukeit features
conversations between
characters — interrogations, as
once again you take the role of
investigator. The character
interactions boil down to little
more than chalking up some
everyday banter or directly
asking a character to hand over
something you want to examine,

this isnt the
affair it first

but don't write the g~ e off as a

con trick; considering it's a cheap
game, it's surprising how often it
comes up with clever retoris to
your input. And a REPEAT LAST
COMMAND button shows some
of the refinement in its
programming.

As the eponymous Inspector
Flukeit, you're called in to solve
the mysterious disappearance of
the brilliant Professor Mundle.
You are ably assisted by your
sidekick, Blunders, who is
accident-prone but a helpful sort
of chap. Together you must track
down clues, interrogate suspects,
and finally ham? over the
perpetrators of the ghastly crime.
Blunders is your chief ally,
reflected in the instructions with
this set displayed prominently:
SAY TO BLUNDERS, ASK
BLUNDERS, TELL BLUNDERS,
BLUNDERS! After a while you
wonder if the chap is misnamed,
as he becomes almost

ettt

ENDEH OFPEN THE DOOR

Seudy, L]
The hall s East

Ee ol el e,




dependably useful.
Other characters around the
or's Radley Mansion,
including the er, maid and
gardener, might prove useful,
though the diary found in the
library gave me the easiest
advance. And when the going is
rough, a well-timed examination
of the surroundings often
smooths the way. Failing that, the
adventure has a VERBS command
which brings up some of the
useful verbs allowed.
if it's the unresponsive
characters giving you a hard time
(they often \:Elyl:lream while
you're talking to them, missing
everything you say, or just gaze
at you with a funny look),
Ferlﬂps they'd like something
rom you to put their minds at
ease and allow you to probe more

i'\r: I.e‘fi the bad news about
this game {ill last, This flaw was

so bad that 1 almost gave up
playing Inspector Flukeit rel
gﬂt into it. The game,

, is written around
lht author's own system (termed
‘Worldscape’) but, as so often
with homemade systems, the
input routine is dodgy, Iea\rmg
you wallowing and bogged dow
in keys.

It's not the worst input system
I've played, it's just a Iltﬂemw
and there’s no beep on inputting
each letter, which makes it all the
more uncertain. The dropping of
the wsual input cursor is
disorienting, and the game itself
is very slow and ponderous, a
reminder of BASIC days.

There aren’t many piclures,
and those that do pop up - to
scroll quickly off again — are not
of a high guality. And the look
and feel of the screen is
somewhat Hobbit-like, right
down to the omnipresent WAIT
marching  roughshod over
everything.

Inspector Flukeit is a terribly
slow program and might test the
palnem:e of some, but for those

rsevere there’s a super
Ilttle ective story just waiting
to be discovered.

It's one of the first releases on
the T Ten label, which
Imnchﬁin June.

DIFFICULTY: use  VERBS

;:iomman-d and all should flow
ne

GRAPHICS: sparse and simple

PRESENTATION: average

INPUT FACILITY: beyond verby/

noun

RESPOMNSE: 5-L-O-W

GENERAL RATING: flawed
program, but a great little
adventure
Atmosphere 76%
Vocabulary 78%
i
ictive qualities 79%
Overall 70%

PRODUCER:
House
PRICE: £7.95
AUTHORS: Mike Lewis,
Carl Cropley

Melbourne

lease, please don't
make me through
this one again. I've read
+ the instructions three
| times and I'm still not
mnwru:ed there’s much point in
playing this game. It's not just
that The Mystery Of Arkham
Manor is annoyingly slow, or that
it's fundamentally boring, it's that
there doesn't seem to be a
concrete way of scoring.

Let me explain. You are a
freelance reporter on assignment
for The London Chronicle. The
idea is to imwlu;nk:mti in vn:r
notebook photographs
with those newfangled things
called ‘cameras’, this being back
in 1924, when people got their
news from things called
‘news rs'.

Only trouble is, how does the
computer know if you've
compiled a good report for your
newspaper, or just made the stuff
up?

And it’s not just scoring which
is hit or miss.

You're following up a story in
Arkham, a quiet country village.
One Culum'!:‘ Lemin, a former MP
and member of the Forei
Office, has sent a letter to tﬂ
Chronicle describing
ﬁeculllar happenings amunl:l the

amlet

THE MYS TERY OF
ARKHAM MANOR

You get this

ﬂnece of wital
information from

ke is miei' who |

as one of my
photographs. Don’t ask me what
you must photograph — | couldn’t
tell you. Scoring and finding a
direction to the game is not easy.

Direction, indeed ... that
reminds me of something I'll iﬂ
to after tellmg you about thi
camera lark

It bemgg 924, your camera is
one of early portable plate

every control in the game. (The
menu system s particularly
clumsy and awkward, and slows
things down.)

Right, that direction business |
was on about. As if the game
didn't have enough major
failings, the programmer throws
in an absolutely mad movement
system: your character walks
into a new location from the
oﬁpnme side to the one you've

This crazy mannerism isn't
apparent at every move, but it
doesﬁlinwilhtheschemeuf
things in that doesn’t
know wﬁem lt’s going or which
way it's facing. Knowing where
you're going and where you

jobs. It's not in the same league as
today's models, and you'll find it
impossible to move the

viewfinder above head height.
Luckily, the camera assumes you

After a so-so intro tune, you
begin the game armed with the
Colonel’s letter and a note in your
notebook to meet the old blighter
at the ril'“'a'}" H:;.m:mll'l;h doesn’t
meel ying a
little rther you find out why —

he’s dead.

P The Lounge Bar, well, where alse do you expect to find a journalist?

L GUNESE EBAFE

::Ir;l the head above the neck as
1

There are three photographic
plates which can be reused;
they're shown at the bottom left
of the screen. The cursor-con-
trolled movement of the
viewfinder is jerky, like just about

> Whooops! Looks as  our freelance hero has missed the train - shame

might almost
impossible.

The report area, where you
construct your own page for the
The London Chronicle, isn't
immune from bugs though it's
important. Selecting a headline
and then a photo | found that,
quite rightly, my write-up began
next to the photo, forming a neat
border. But the next line of text
ran right through the photo,
ruining it.

I got a little fed up with my
career  at The London
Chronicle and decided
Manor was best left to the
zombies that roam its graveyard.
May old Lemin rest in peace.

DIFFICULTY: instructions are
too clever and stupid at the same
time

GRAPHICS: good
PRESENTATION: good

INPUT FACILITY: menus leading
to submenus

RESPONSE: acceptable
GENERAL RATING: flawed, but
an original idea

up . is

Atmosphere 68%
Logic 69%
Addictive qualities 58%
Overall 63%
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PRODUCER: Mediandroid
PRICE: £1.99
AUTHOR: Simon Jones

AW ediandroid’s first
[ release Delta 7, a few
“ months back, was only
H@T#2 99p - so you might
smem==texpect The Fantasy to
offer a little more for £1.99. Well,
for reasons lost to time 1 didn't
review Delta 7, but perhaps they
were good reasons; The
Fa nrasf:vi‘s one of the worst pieces
of software I've received for
some time.,

Its principal failing is a distinct
lack of grammar and
proofreading. A traditional text
adventure stands or falls on the
words it chooses and how it puts
them ther, and if the words
are jum and misspelled the
adventure falls to earth with a
bump.

And The Fantasy just doesn’t

-

read right. Omissions of one or
two words in just about every
location description, frequent
l‘li'j;ieng errors and a puzzling
absence of apostrophes add up to
an indigestible suet pudding of a
;iamm Even if the author claims
illiteracy like so  many
programmers, surely he could
team up with a literate, or take on
a literate for the proofreading
stage.

Leaving a note for your mum
you start the adventure and leave
the house in search of your dad.
To the west is the milkman and a
bottle of milk. For some unknown
reason GET BOTTLE always ends
up with you dropping a mirror
and it smashing into a hundred
pieces. | say ‘always’ because you
can attempt picking up the bottle
and consequently drop the
mirror as many times as you
want.

if you GET MILK you do pick

up the milk bottle but even then

GET BOTTLE will bring up that
mysterious mirror!

Muving swiftly east, vou meet
an old lady who hurries off — but
not before dropping a rather
useful knife. And the next
location has you cast as the victim
of a kidnap, presumably the fate
of your father before you. A van
Eulls up to the kerb and a man

randishing a rifle throws you
into the back of the vehicle and
speeds off.

The following location is a
smelly, damp, spider-infested
hut. You are tied and gagged, and

the screen goes black in
sjrrgclz_athr with your
predicament.

There's  something  very

curious about this scene: you can
pick up and examine the piece of
wood even though your hands
are bound tightly. Stranger still is
the ease with which you can
repeatedly open the door, again
while supposedly restrained. Just
to round things off a look at the
inventory in this darkness reveals
an illegible list — the author hasn’t
compensated for the change in

PRODUCER: Wrightchoice
PRICE: £3.95
AUTHOR: A | Wright

;EE?‘\ in the june bumper

%
Fu) section; this is the
Fenslisecond part of the
Operation trilogy. The series has
a £500 cash prize at its end to
help you recover from all those
operations,

Now there’s almost a bit of
topicality here, give or take a few
months — we have an election
where the Tories and Labour are
neck and neck, eyeball to eyeball,
celebrity to newsreader, and
you're so uncertain of your future
under a new government you
think you'll get up to some good
old espionage to rig things in your
favour.

I sup an Iranian angle
would have been even more
topical, but Operation Berlin is
set in the divided city with its wall
(25 this year). .

Berlin is close to those red
Russkies, so you can expect some
less-than-pleasant introductions
to the KGB — and you might think
it stands for Kill Great Britain
once see whal they have in
store for you.

As with Operation Stallion, you
Elav John Blake, otherwise

nown as The Fixer, and your
bosses, the PM and Charles
Jenson (C]), are the only ones to
know that your job in
Government Records is just a
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rightchoice’s Operation
Stallion was  reviewed

| cover for your secret work.
Recently a leading nuclear
scientist, Professor Wolff, made
a breakthrough in his research
into a more efficient nuclear-
powered engine. His Isotope XIV
project unearthed a type of
uranium which could provide
more power to the drive units in

Llounge bar

screen colour.

The Fantasyisn't such a bad
adventure storywise, but it'd take
a person with a curious sense of
humour to find out. Only buy this
one if you find poor quality
adventures a novelty.

Mediandroid (Sales) is at 285
Melchett Road, Birmingham
Factory Centre, Kings Norton,
Birmingham B30 INN.
Incidentally, Mediandroid is run
by Simon Jones of the Wizz,
featured in this month’s
FANZINE FILE (page 48).

DIFFICULTY: reading the text
isn't easy

GRAPHICS: none
PRESENTATION: poor

INPUT FACILITY: verb/noun
RESPOMNSE: just

GENERAL RATING: not good

Atmosphere 48%
Vocabulary 50%
Logic 47%
Addictive quality 48%
Overall 49%

MNATO K9 class submarines.

Two days ago Wolff flew to
West Berlin for top-level talks
with NATO staff — but never
turned up. Double agents
discovered he was kidnapped by
the KGB at Tegal airport and
smuggled to East Berlin.

Unfortunately for Wolff, but
luckily for the Western powers,
the professor was injured in a car
crash in East Berlin in the KGB's
haste to deliver him to their

You’ ' re standi

at

e o lE Cmmpryrine

OPERATION BERLIN

bosses. But if Wolff recovers from
his injuries he might ‘be
persuaded to decode his
ciphered plans, and armed with
his research the Soviets could
deliver a crushing blow to the
West, The plans must be
recovered,

Operation Berlin has two parts,
one on each side of the cassette,
As with Operation Stallion, the
first part has you on the trail of
vour boss, the difference here

departur
atherow Airport




being that you start the
adventure at Heathrow. The first
frame has a curious, almost full-
screen drawing of a BUSY

departure lounge — but the bar

depicted in the picture is
deserted! Perha the new
licensing laws haven’t come
through yet . . .

As in Operation Stallion, the
pictures are slowly drawn.
Pressing a key scrolls most of
them off.  First item of the yarn
is a newspaper, and you'd have
to be illiterate to ignore its
usefulness, The public address
system lightens the mystery of
why John Blake is at Heathrow
Airport —he was, apparently, just
about to board flight B347 to
New York. Well, clearly our chap
aint going to make that flight, but
instead you struggle through
minor obstacles and take”a taxi to
the familiar building seen in
Operation Stallion.

This building houses CJ's office
and the 11 items to be taken on
your mission proper in Part Two
on the flip side of the cassette,
But before | get ahead of myself,
back to the check-in desk and a
novel little routine: you have a
natter with the check-in girl, with
you only pressing a key to reveal
each part of the conversation,
which moves down a blank
screen. It's a small touch but it’s
different. Another good effect is
the fade-out of text, the words
dissolving from the screen as you
press a key.

Getting to Part Two isn't
difficult — solving the problems in
Part One becomes obvious once
you've visited all the locations
inside the airport. But there's one
area in the bank which might
prove difficult. The problem here
is vocabulary, but the commands
VERBS and NOUNS point the
way with their lists of wseful
words (incidentally, these lists
are different from those in Part
Twa).

This second part is similar to
that of Operation Stallion -
though  Wrightchoice have
laudably done away with
incomprehensible lines using up
moves, each of which takes one
minute from the 24-hour limit on
the mission.

Operation Berlin is a fine game
with a neat outlook, and it's
available from Wrightchoice at
PO Box 100. Troon, Ayrshire
KA1D0 6BD.

DIFFICULTY: not difficult
GRAPHICS: reasonable
PRESENTATION: rather good
INPUT FACILITY: verb/noun
RESPONSE: fast text, slow
graphics

GEMERAL RATING: interesting

Atmosphere 77%
Vocabulary 76%
Logic 76%
Addictive qualities 74%
Overall 75%

\ i - \ :-.\ =
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From Middle Earth to
Hampstead, here’s another
epic of BREWSTERised
solutions . . .

JONATHAN LONGSTAFF
writes: ‘Recently | have been
adventuring my way through
lands of Muddle Earth in the
adventure Bored Of The
Rings with my little furry

the

companions. | have reached the
third part of this great epic but |
have run into a few ms. ..

1 What do | do with the
microwave oven situated in
the rmarket?

2 Howdo | get on the train?

3 What is the purpose of
Madame Blah Zsa and her
crystal orb?’

Thanks to GARY SPENCER’S
tips | can answer the first two
queries. Put the ring in the
PWFO. The ghost gives a
HVO, Find the tickel collector
and TIPPU him; get the ticket.

MAT JOBSON is down
near the start of The Boggit and
wanits t:&:nuw what to do after
getling great rin

Go through Buggﬁ"‘un and
south again (you should be in a
wood). 1JEF JO USFFT. Go north
till you get to the bridge. GoE, §;
when you get to the go
down, E. When you get captured
by the willow tree further north

PVU IFMQ. Follow Tim.
(DAVID AKROYD)

We'll say goodbye to The

Boggit but stay with Mat, who is
similarly stuck near the beginning
of The Very Big Cave Adventure,
Drop all the treasures in the welly
house. Unlock the grating with
the keys and then n. MJHIU
the lamp to explore the caves.
{(JOHN WILSON])

Rebel Planet is very much the
flavour of the moment, so let's
have a look at two SIGNSTUMPS

on this Adventuresoft
blockbuster.

b=
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TONY CAMERON wonders
where he can find the fork and
the crystal to open up the doors
to the university, while DEAN
KERR is cautiously eyeing the
coffee machine at the same
hsthlj;tuﬁun. P

In passages of the museum
you'll find the crystal and
unlocking the alcove in the
basement of the hotel will reveal
the fork. Itis inadvisable to drink
the cofiee (read the mirror).

Thanks to ALEX NG sending in

a Claymorgue Castle solution |

can answer some questions from

GERARD CAMPBELL. Gerard

lists his problems as follows:

‘1 How do | dry the towel?

2 How do | kill or get past the
dragon?

3 Howdo | get the can?

4 Can | get down from the loft

without using the yoko spell?’

Here’s how:

Squeeze the towel and dry it.

Examine the dragon. CMPX

the dust.

3 UISPX the bricks at the DBM.
GO W, then GO
DRAWBRIDGE. Get the can.

4 Climbthe chandelier and cast
the light-square spell. UISPX
the DSBUF and GO LOFT.

it"s that Dracula problem again.
Part Two has DANIEL NORRIS
wondering if he's fallen off the
end of the program — he's left
thundering into the mountains
for hours, not getting anywhere,

Look around and you will see a
woman. MPPL into her face.
MPPL into her FZFT. You will now
enter a trance. When you awaken
you will only have a few inputs so
DMPTF FZFT or UVSO IFBE. The
woman will give you a crucifix.
XFBS JU, XBJU, then board the
other coach. (DAVID
EDWARDS)

CRAIG BURTON would like a

complete solution to The Helm,

or failing that the answer to two

particularly tricky points:

1 where to find the spectacles;

2 how to use them to get the
needle.

The answers:

1 Drop the stones to cross the
river and go north to take the
spectacles;

2 You must Ii:aw.- aII:Et;nE
necessary items before goi
west at ge waterfall. Ingl.?l.::::g

s
SREWSTER: :ggw

hayfield, use the spectacles to
burn the haystack and reveal
the needle.

And DONALD MACKAY is
wondering what's so wrong with
a stone helm in the same game. A
stone helmis not very i ive,
s0 take the helm JOTFSU
EJBNPOE to form the Helm Of
Immortality. It's impossible to

return the helm the way you
came,
BILL NEWTON obviously moves

in glamorous circles — he's stuck
in Hampstead working on The
Fourth Protocol. Well, perhaps |
exaggerate a little as he hasn't
settled in Hampstead quite yet.
Let's see what the trouble is:

‘I have tried my hand at
Hampstead and enjoy it a lot but
cannot get anything the
man on the train.’

You meet Justin Perrier on the
train. Give him the MBUIF,
retaining CSBDLFU, and XFBS
the tie he gives you. (STEPHEN
ELLIS)

‘I am also stuck fttling
anywhere on Part Il {The Bomb)
of The Fourth Protocol, in
particular the code for the
second lift in this part. We
completed the first and the
answer given allows you to
proceed onto Part I1. It is the [ift
code and is ASPEN which then
lets you out of your building to
join the MI16 from the MI5.
However, to get into your office
in the MI6 building you need to
use another lift with another
code and try as we may for
several months we seem to have
mapped the whole of London but
can't get anywhere because we
can’t find this code.’

To get past the guard, use 1D,
go E and a man will give you a
small note which reads ‘In
Xanadu Did Kublai Khan A
Stately Pleasure’. If you number
each letter—jel = 1, N= 2,

X= 3, etc. Then take the code
ASPEN and find :rh'clh number
corre toe etter.
Themle codeis 4/24/31/28/
2. Go to the corridor and look.
You will be asked to input the
code. (COLIN DORRANCE)

Also trying to attain

Hampstead is ADRIAN TOON,

who can't

open the filing cabinet;

get any money from the job;

meet Pippa.

GPSDF DBCJOFU with

screwdriver. Examine

DBCJOFU. (PHILIPWALKER)

2 Find the estate agent and buy
the cottage with the ESBGU
you get from voting option 3.

3 Go to the eastern of
Oxford Street. Go
SE.S,5,5,E,SE. If you are
wearing your TVJU and UJF,

b L e =i
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and have the deeds, you can
get Pippa. (2 and 3 from NEIL
MCCABE)

An Aftershock quickie rounds off
this month, CHRIS HILL wants to
know what to do when he getsto
Silas King's house, If I've got the
right derelict house, you go
upstairs and support the stairs
with the beam.

I've run out of time and space this
month — remember, if your query
wasn’l featured, it may be
answered next month.

COMPELLING
SPELLING

Dear Derek

With reference to the letter from

Eamon Scanlon in the June issue

of CRASH — he has found 16 Price

Of Magik spells when there are in

fact 18. The two he is missing are:

1 ESP, which has the crystal ball
as its focus, and

2 DED, which has the wheel as
its focus.

In answer to Eamon's plea for

help:
1 Toget through the door in the
stone room
A CAST ESP EAST to see
beyond the door and see
the dead idol
B CAST BOM at the idol
C CAST ESP again and CAST
HYP to control the idol
D CAST ESP again and type
‘1DOL, OPEN DOOR'
it is then possible to travel
eastwards.
2 The answer to the riddle is
FEAR and does not need to be
used till asked for. This occurs
at a point the door in
the stone room.
3 1don't know of any reason to
go past the dark dead end.
4 There is no need to open the

sarcophagus.
R C MORTON, South

Hl.lml‘:en.ide

THAT’S MY GAME!

Dear Derek

| was delighted and not a little
surprised to see a colourful and
detailed map of my adventure

Underwarld — The Village in the
June edition of CRASH.
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If your favourite game isn’t
getting any mentions in
SIGNSTUMPS it could be that |
haven’t got the solution in my
;Hes. S0 even if SUPEE:IIEDM
ame is beyond you, a
sending in a solution? You can see
your name in print whenever
your tips are used. As for
guestions on games, well, that's
what SIGNSTUMPS is all about
s0 send in your worst to:

SIGNSTUMPS
PO BOX 10, Ludlow,
Shropshire SY8 1DB

However, there are a few points
which, being either incorrect or
not mt, I'Il.!Ed s 'ng_

1 Some directions in the Bank
are incorrect, and a key
location containing a treasure
i5 MISSINg.

2 The Crown does not appear
after visiting the Crypt as
stated, but after another act
has been

3 There are nodead ends in the
Catacombs, :

4 The directions inside the
World War Il bunker are
incorrect and therefore most
misleading. Following the
route john Barrhiie has
suggested would most
certainly get you blown up!

5 m\’hﬂil’ﬁ, ﬂl'll'j' locations
which are important have

drawn. However,
several have been missed out
which could mislead an
adventurer.

6 Though the is detailed,
John hasn’t made it clear what
to do with all the items, or
their various uses.

The above * H“l Barrie's

map is excellently conceived and

drawn (somewhat better, in fact,
than the one | worked from!). |
m‘mﬂ? ll:‘:'ﬁ to know just
took him to complete
my adventure, which was written
in 1984 and released by 5.
KEITH A PARROCK, Mi X

You don’t give much away, I'll
give you that!
DB

CLOSED BOOK

Dear Derek

Firstly | would like to thank you
for the Book Of The Dead review
in the June CRASH. I felt it was a
very fair and accurate assessment

of the game, and | am pleased
that you enjoyed playing it.
However, | must take issue
with you on the Book Of The
Dead * complete solution’ you
also printed. We sent you the
game solution to help you when
reviewing the product, not to
make it ic. people will
not feel it %hwh e tﬁnh:'r the
game since know to
solve it. Okay, we wouldn't have
minded if d printed a solution
someone had sent in, but doing it
o g g
to it is , 0 .
MARK DAVIES, The Essential
Myth

FH *hr*! I was as
al the

solution for your game (even if it
was just a quarter as you say)— in

same issue as the review!
The responsibility for this heinous
crime lies up in a lofty turret
within CRASH Towers. The

culprit, an arcade-nervous joys-

{ , is at this very moment
scurrying about in fear of having
its interface surgically

But have a heart - this
frigh creature  knows
nothing of the dubious joys of
adventuring, and genuinely
thought such a solution would
put poor adventurers out of their
misery.

And as it was | who sent the
solution down to mh:lp Towers
fﬂﬂﬂlﬂﬂ ¥ fo Mr
Photographer  through  the
intricacies of the game) | must
take the blame, and not only

ise for the full solutions in

that issue but also ise to be
mmﬁscm!umm
the future, be they from a
software house or a member of
the public.

DB

| haven't forgotten David Salter's
epic GAC letter — by next month
it’ll be a classic . . .- In the
meantime, David wins a well-
deserved £20 worth of software.
Keep your letters, postcards and
sealeczlpar{hment scrolls coming
to: Derek Brewster, SIGNPOST,
CRASH, PO Box 10, Ludlow,

Shropshire Y8 1D8.

There's been a super response 1o
the call for more ﬂl_l'l-'[T-lH[Hl..J_‘l._'\
this time. From every 1.-1..1“!. of life,
and for every game imaginable,
there have been fearless souls
who have boldly gone where no
other adventurer had the heart Lo
o — the very endofan adventure
pame. Let us begin with the big
Tolkien-inspired classic Shdaws
WA Fetiar.
‘| bought Shadovws CH 3

Vicrcdoron 5 June, one day arter
its release, and l-?. 7 lum_-ll had
completed it. 1 think Shadows €4
ioredor is one of the best
adventure games | have ever
played but it could have been
longer or harder. The nly thing |
found wrong with it is the facl
that it took a long time to load a
saved game when | died.
However, | enjoyed the game

complete solution. | find il is
hetter to only control Frodo as
this makes things simpler. The
Just wander round the first few

vou. Ask Sam to give you the

» .j\llld i]i..il'-w where we leave
PALIL GODWIN'S leiler

i I--.'. i SUPERHERD. He jus!
pipped NEIL HARRISON, who

very much and have in luded the

first thing to do is 1o find Smeagol,

loe ations and he should come 1o

successiully chiming the title ol

<\PERHEROES

three chaps who've gotlen the
hetter of the Count. Thal spec ial
superperson for this game and
the [roculi SUPERHERO is
DAVID FDWARDS, whio
compleled the game by 27
march, beating SIMON
MOPPETT (11 April) and |
MEEDE (19 April) into second
and third positions,

o am wriling to claam rr1~,-~-._~|l a

SUPERHERQ, | completed ThHe
Pt on my Spectrum 128K al
9. 10pm on 27 May 1987. The
game doesn’t ac tually 11l1|l-__|'|. as
vou will see. The last ‘new”
Lo ation is as follows: “You are in
astrange room lotally alien o the
rest of the adventure, The q.m_:l!l'-.
and floor are covered in listing
paper and a large fan blows
cigaretie ash onto the many
computers and peripherals that
inhabit this weird abode. As you
enter the room, 4 Ilumhlm
bleary-eved, extremely tired-
looking programmers literally fall
out of the door. One, looking
partic ularly harassed, 'Irmnfi-. you
a listing and says *fix this will youi?
-we're off to the publo ¢ i-'h.‘-h-T:I.H.*
somenne finishing this game'.

If you then type DEBUG, a
different cursor is displayed and
vou can wander around the game
without dying. It also displays all
af the examinable objects ina

received the Tollawing message
on 7 June at 9.30pm, two-ani-a-
half hours after Paul: ! 'l."\-'l-!l il ne !
you now have a chance ol saving
vour friend from the Dark Lor.
Together you may yel b able o
destroy the Ring and save Middle
tli;'l.'ri:..u ala has always had a fatal
allrac liom, bt hiere we have

room and in the laboratory it also
mentions a tea chest, a jar, and a
wooden hox which aren’l there
in the normal game!’

And the final SUPERHERCY for
this month has brought Ih.\_'n. I
incentive's Wiaor W I

STEVEN HOUSE of Cumbria
discovercd il was lime lor sprng
on 12 Junie




Excuse me, but are you doing anything from 25 - 27 September? You aren’t? Well, howd'ya fancy
joining GRASH and the rest of the software industry at . ...

THE 10th PERSONAL COMPUTER WORLD SHOW

GETIN FOR FREE!

The razzamatazz of THE show is

| 10th PCW Show is to be held as

stands.

It's hot, it's naiaj', it's chaotic,

it's got hamburgers, it's got the
best atmosphere of any show,
and we love every minute of it!
Andyou can be there too, ata
price of course— UNLESSyou're
one of 50 winners of this
competition, in which case you
can get into this emporium of
computer-generated happiness
without having to pay a penny!

N

Hhmrnumjpumm
iber 3040) and pick up your
; X by

_(nor worth £3}in addition to
-afree copy of Newsfield's new
-magazipe

THE GAMES
MACHINE (normally worth

< £1.25)-setto be launched at the

show./And you can natter to

—averyone from CRASH who

should be on the stand (unless

they're on ‘important business’,

ie propping up the bar).
There'll be hundreds of

\—\_\—.

Stairs 1o
Ground Fiog
P

bacon 'n’ eggs, Mars Bars a
saussie rolls for Aggie's breakfas
(she's a growing girl y'know). So
off he ran clutching a six bob note
(somebody really should tell this
auy . . . ) and the shopping list.

T After bundling all the snacks into
. his arms he prepared for the big
117 trek back to the Newsfield stand.
" But the show being packed to the

y Jé5,the wimpy one decided to

g a few ropes across the deep
ravine (the space between the top

front: PCW COMP, CRASH, PO
Box 10, Ludiow, Shropshire, 5Y8
1DB.

All entries must arrive before
25 August. Tickets will be

to the 50 winners

well in time, and they may be
used on any of the public days
which are 25 to 27 September.
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“MISS THIS AND YOU'RE MISSING
THE BEST PROGRAM OF THE VEAR!"

’ COMMODORE 64

AMSTRAD

Wizball is simply brilliant

Wizbail is the finest release this year
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I’m finally getting the
hang of

Megalomania (famous
last words?), while on the
motoring front I've had
my little Spitfire back for
several weeks and it's still
in one piece. Amazing. It
must be summertime . . .

ONE
SMALL MAN
GOES TO

MARKET

THE PAST few weeks have beena
busy time for several PBM
companies. Ken Mulholland, joint
owner of Time Patterns, telis me
that the waiting list for the next
gﬂma of Sta has t
00 and is chmhlrg_ratﬂﬂdtly He

now warns to send any
cash at ﬁrst and NOT to expecta
prompt rep 'Y

StarGlobe, a 3-D space-explo-
ration game, recently closed down
temporarily for its annual revamp
- but now it's running again. The
fifth game is scheduled fora
Se ber launch.

t first this will ba for new
players only (experienced players
should get the chance to join nest
year, once newbies have got to
arips with the game — N DY
gets an advantage in StarGlobe,

saﬁ Ken).

eanwhile, StarGlobe

Three and StarGlobe Four have
bagun to recover from the recent
epidemic u[ L'Irtn.‘-:.ir;rlaatti!:.:trl'l_tj Module- A
swapping. s hope this doesn’
happen in StarGlobe Five. (Ken
and Carol of Time Pattems
commented that nobady enjo
running a game in which half tﬁi
people are cheating rather than
playing. Too true.)

Are there enough PBM games?
Ken made another good point.
Demand for PBM games is rising
rapidly, he said. If lobe is
anything to go by, there may be

hraoplsa after every place ina

!?4 games fall into two major
catﬂgunes (if one discounts the

987%
/’f/mx\

well-established noncommercial
amateur games). There are
established, reliable companies,
alongside fresh producers — often
peoplewith littlie PBM experience.
Thera’s always been the ‘small
man in the market', but thisis a
nel? breed.

Bn's worryi int was: do
they know just w n%gtuma',r're
committing themsalves to when
laun games and charging
high fees to play? The well
companies may promise a game
inJanuary and launchitin August,
but at least one can have some
faith in the producer when sending
that postal order off on its one-way
journey.

Elsewhere in the field, Jade
Games have launched a new
gama to be run alongside

hattered World (CRASH
reviewersr next month!). The
new game, Knights OFf The
Avalon, is a fantasy game. The aim
isto build an empire through clever
use of ‘trade, colonisation,
paolitics, religion and conquest’, A
cheap e this, weighing in at
70p a round for UK players (E1 for
others) with a free sta . Jade's
addrass is PO Box 54, hsea,
Hampshire PO4 ONA.

I'll watch the progress of this
game with interast — it may prove
an alternative to it's A Crimel.
Thaﬂa again, it may do the belly

Thﬂsa of you who have been

beggan? for detalls of American
Il PBM games (arghh!) may

be pleased to see at least two such
games on the market. The best-
established |s Gameplan (write to
Sloth Enterprises at PO Box 82,
Southampion S09 7FG — and
remember that all-important SAE).

An alternative might be SEP's
football game, with no apparent
namel It's p pricy, and is run
from PO Box 12, Eccles,
Manchester M.‘J{}' 7BP. The
rulebook was nicely written . . .
but it might be wise to give SEF a
month or two to establish
themselves before getting into the

ONE
TROLL
AND HIS
VULTURE

This is an unusual game. We are
talking different here.

70 moon trolls live on an island
covered with 400 troll holes
(displayed cunningly as circles on
the map issued with the starter
package).

You control a troll and his only
friend, a vulture, with the aim of -
basically — dning wall. You can

develop your character's
attributes through 14 commands,
which often lead to amusing
replies (as in lt's A Crimeal).

A couple of CRASH raviewers
have plunged into the world of
Trolis Bottom, and we should hear
from them in a couple of months.

It's fairly cheap, with startups
costing £3 including the rules,
map, and two free tumns. Latertum
costs. vary between 90p and
£1.35, depending on what orders
you make. The rulebook is
impressive, well done, and mildly
amusing.

Write o Project Basilisk, PO
Box 24, Sheerness, Kent, and
don't forget to mention CRASH,

The whole concept is very silly,
and well worth a try if you're sick of
global warfare!

ITIS. ARE
You?

Here's an oddity that turned up in
ane of my mailbags: a Scottish
collaboration of three zines
(Moronica Ripsnore, Tome Of
Horrors and Utter Drivel — yes,
8 Haakiey e ey o
one high-q Zine all
mree names and subtitied

. SOMETHING
WDNDEHFUL'_ It is. Quite.

The 60-page zine is based on
role-playin E‘games, incorporating
bits on and slices of humour
as wall as serious articles on AEs,
the ins and outs of RPG rules
systems, and other bumph; there
are some wonderfully funny

chapters.
It's a good buy for 80p plus an
18p A5 SAE from Gordon W

McLennan, 36 Solway Place,
Muirhead, Troon KA10 7EJ.

CLUB HAS
MEETINGS

SHOCK

THIS IS something | never
believed |'d end up doing —
plugging a club for postal gamers.
I've always assumed such things

(1
g

to be a bit of a 'thank you for your
fiver subscription, here is this
quarter's nawsletter and your free
badge' rip-off.

But the National Gaming Club
seems to offer more for your
mongya. It's aimed at FRP, RPG
and PBM players on a more
amateur basis than most groups.
The club has meetings and a
nicely-written littie magazine
which could be a good place to
launchagame. Aimostas good as
CRASH, infact .

For further deta:ls sand an SAE
to the National Gaming Club at PO
Box 54, Southsea, Hampshire
PO4 ONA. (Yup, Jade Games
again')

STARGLOBES
SHUT

Time Pattarmns have closed down
Starglobes One and Two. Awards
and things are planned for the
survivors (| wish I'd stayed in the
game for a few months longer!),
and those who wish can enter
Starglobe Five as Active Aliens—
an entirely new concept for the
game,

The waiting list for Starglobe
5 has been started, and startup is
by approval only. This shouldbea

good game, but they probably
won't give me a place . . .

WHATEVER
HAPPENED
TO STARSHIP
COMMANDER?

GOOD QUESTION. | haven't the
fogglest. | believe the playtest is
over. Perhaps Mitregames would
let me know how the project is
going along . . .
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Dear Brendon

| had to write in to the PBM
MAILBOX to flatly contradict your
answer to Mr Harden's letterin the
Julyissue of CRASH. In fact, | want
to oppose both your opinions.

| have been running an amateur
PBM game for a couple of years
now — StarPower, which includes
both of the features which you
object to, and which Mr Harden
reckons are his innovations.

Firstly, players do not know
which game of StarPower they are
in. | have designed the game along
the lines of a spiral-armed galaxy,
and players are only told which
galactic arm they are in, and not
which game. Hence, at first they
can only send messages into other
galactic arms, and not direct them
at particular people. Similarly,
when they encounter other aliens
inthe galaxy, they will only learn of
the alien name, and not if they are
player-controlled or GM-
controlled.

This does work — I've had great
pleasure in running a game in
which three people who knew
each other very well were in the
same game, but didn't know it.
Even when the aliens met in the
game, they still weren't awara,
since | take great care over
information-transfer.

This leads on to my second
point — GM-controlled
information. Because players
cannot communicate directly
(they don't know who else isinthe

amel) they must send messages
through Galactic Control - the
GMI

This keeps the GM wall-
informed about alliances
and so on—the GM is even entitled
to participate by means of GM-
controlled races in the galaxy. It
DOES NOT entitle the GM to
radically alter messages (though
minor changes can be permitted —
subspace interference and so on).

Hence, players can still form
alliances and plan ambushes, but
they can never be totally sure
they're on the right track.

And | repeat the point made
aarlier - | have been running
games of StarPower for a couple
of years now (and the rules have
been gradually evolving into a
polished system) and my players
have all enjoyed the experience
and, more importantly, | have
enjoyed it even more.

David Brain, Liverpool

My reply to Malcolm Harden's
letter, printed in last month’s PBM
FORUM, has provoked a lot of
correspondence. Malcolm called
for the GM to take an active part in
the game, not as an actual player
but as an interfering third party. My
view was that this would be unfair

to pla whao like to use strategy
and diplomacy to strengthen their

PBM FORUM . ..
UP A GM TREE

paositions. Malcolm's idea was that
the GM should act as a kind of
informer, letting people know if
they were about to fall victim to a
surprise altack, for example -
which | believe would destroy the
ggnﬂ from the strategist's point of
view.

David’s use of GM interaction is
different — it's a fairer system of
mild GM action using existing
game entities, instead of a godliike

from outside the game
anvironment breaking up alliances
E{ GM-created word of mouth. (I'd

e to repeat my view that any
aﬂfﬂﬂCﬂ-%ﬂm ing should be
caused by an enemy thngh
claver diplomacy, not by a GM
through boredom.)

David's system of interplayer
communication is a novel one —
parhaps you could send me the
rulebook and some sample turns
to ponder over, Dawvid?

In the meantime, more views are
welcomed, and to give
David's StarPower a fling write to
DB StarPower, 8 Barnhill Road,
Liverpool L15 5BE. The game is
run on an amateur basis so
startups are first come, first
served, It costs only two SAEs per
two-week furnaround. Be sure to
send an SAE when you first write
to Dawvid!

BK

MITRE THAN
THE SWORD

Dear Brendon

Could you please tell me if Mitre
Games is still running, and if so
what sort of games it offers?
Jason Oates, 3rd ARMD DI'I'HTE¥

Mitre Games can be contacted at
189 Baftham High Road, London
SW12, and currently offers Global
Supremacy (an expensive
megagame of global

warfare), Midgard (strategy/dipio-
macy), Starmaster (a sci-fi battle
game), Tribas Of Crane (tribal
warfare/exploration) and Starship
Commander (sci-ff). LE

ELEMENTARY,
MY DEAR
WATSON

Dear Brendon
Like A Watson (CRASH Issue 40,
May 1987), | play in It's A
Crime! Game 4 and Game 6. | have
found no problems with input
errors — if he dislikes the game so
much, why play?

Could you print the addresses
for 5t Valenting's Day
Massacre and Andrew Rosey's
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Spectrum-based turf-mapper

program for t's A Crime anx!
Neil Woodward, Pattingham,
Wolverhampton

St Val's: Rampage Games, 37
Beechwood, Woodlesford, Leeds,
L526 8PQ (send an SAE)

Andrew Rasey: 68 Milward Road,
Hastings, East Sussex (sory |
forgot this one in Issue 401)

BK

THE DENT IS
A CLONELY
GAMER

:Jﬂar Eram'i_lnn

was very happily playin
Ncadfaﬁmmg Eevﬂ groppaﬁ
on my doormat. The game had
closed. 'Drat,” | thought. | was
really enjoying the diplomacy side
ofthe game, | had taken an enemy
city and my opponent was
preparing to return my attack. It
was dacision time for our allies -
who should they support? KJC
solved all our problems . . .

So | looked around for
somathing similar to play. |
decided to try Earthwood, seeing
as it was so close to
Arcadia (according to KJC). The
startup pack arrived and | set out
to study the rulebook. Yes, it does
have similarities to Arcadia, but it
ap to be more complex.

th games have a similar
theme, both have dragons, both
have spies — but does this mean
the designer of draughts can close
down the manufacturer of chess
simply because both are played on
a similar board, the objective in
bothis to capture your opponent’s
pieces, and both have kings? No,
it doesn't.

To invent a totally new game is
almost impossible. After all, ' Jat
Set Willy clone' has become a
computer-world catch phrase -
how can PBM games be entirely
different? Many game-designers

inch an idea from here, a routine
om there. It is the way the world
Works,

By the way, isn't the
Earthwood map a disappointment
after the wonderful Arcadia one?

John Dent, Swanscombe, Kent

There are fwo sides fo the
ument. it shouidn't ba TOO
icuft to make PBM games

differ. There are only so many

things one can do with a

computer's limited memory and

graphics ability, but think of the
opportunities a book of stamps

opensup . .. a

SCENE OF THE
CRIME

Dear Brendon
I'm sorry this is very late — but
could you please send me your
free startup package for it's A
Crimel if you have any left? If not,
then would you please be kind
enough to forward this letter to
KJC Games?

Richard Scrivens, Bramshott,

Liphook

All future Crime| enguiries should
be sent direct to KGC Games (PO
Box 11, Cleveleys, Blackpool,
Lancashira FY52UL). Please. New
readers may be interested to note
that the offer was made exactly
one year ago! Oh well, better late
than never —it's been forwarded,
Richard,

BK

DON’T FORGET -
RATE THOSE
GAMES

IF YOU send any mail to the PBM
MAILBOX, then tell me about the
games in which you play. The best
way to do this is to usa the new
MAILBOX Marking System. Mark
your games out of 100 in tha
following categories:

GM QUALITY - how good is the
ame's GM?
IPLOMACY - how important is
gnud dil,::nlr:H'nm::]v:rl in the gamea?
ULEBOOK — how
comprehensive and clear is the
rulebook?
COMPLEXITY - how complicated
is the game?

MNext month I'll collate all your
figures, so get them in soon!
Thanks to everyone who's written
in with comments recently — sorry
we don't have space to print
everything. Perhaps your next
letter . . . Send them off to the
usual address: PBM FORUM,
CRASH, PO Box 10, Ludiow,
Shropshire SY8 1DB.




DIPLOMATIC DIRECTORY
has been running for some time
nuw,audaeamstnhe:gupluar
part of PEM MAILBO
(especially when I manage to
update it . . . ). The idea is to
give players contacts in their
own games, and perhaps to help
you discover what a game you
fancy is like. What better way to
find out than to write to a
current player or two?

That said, some companies
Freégnm tgrb:amgnnunedherc
a few people have been using
ﬂwmﬁtgchm:ﬂr;thqthm
to grad earn gain
friends — tsktsk!},suifﬁ

all the you play in are
lsted DON-T PANTE. T she
work of the Crash Diplomatic
( i 5 Censorship Minion
me).

If you'd like your name,
address, and game details
printed here, send me a

ard: BRENDON
VANAGH'S PEM
DIRECTORY, CRASH, PO
BOX 10, LUDLOW,
SHROPSHIRE SYS 1DB.

*068 Alan Halliday

2 Langley Drive, Handforth, Wilmslow,
Cheshire SK% 3BQ

GAMES: Vorcon Wars 76; Super Vorcon
Wars §9

me Dol M
World (The Highlander bist of course -
BK ); Kickabous; It's A Crime! (The
Waomgs )

*070 Colin Walsham

Essex 55

GAMES: I''s A Crime! 1] { Arkenoids)

*071 John Kitts

2% Queens Avenue, Shirley, Solihull,
West Midlands B90 2NS -
GAMES: Casus Belli 18(Playerd); Crisis
15 (Columbia)

*072 R Smith

2 Muric| Street, Bulwell, Nottingham
N66 BFS

GAMES: I't's a Crime! 10 { Rabbits Of
::IM— Ciang 726); Casus Belli 20 (Player

Rrtmie
Tyne And Wear NE3§ 7TDR

GAMES: Rebound; I's A Goal; Kick Off;
Rags To Riches (Elite); Boothies Bugle;
Teamwork; [t's A Fix; Slap Shot :
Sarurnalia (one or two amateur zine
games there, methinx - BK)

*074 Mark Foster
186 Falkland Road, Greatfield Esrate,
GAMES: Super Vorcon Wars 96 F:

t Vorcon Wars 96 ( Frugor);
s A Criﬂu.ﬁﬂ{:ﬁur Wrechers)

*075 John Dent
68 Sun Road, Swanscombe, Kent DALD

0B]

Gilhllf{: Earthwood 6?;;?1‘:..-1 CFF I;
Capirol Midgard; Obrion’s Finger; Shatered
World IT; StarM aster Tivo

* 076 Richard Nicholls
118 Morth Street, Stoke-On-Trent,
Suffordshire 5T4 7TDG

GAMES: Gameplan (x)

*077 ﬂuhlﬁrﬂ
26 Dochart » Hall Glen, Falkirk
FKI120R

AES: It's A Crime! 2 (Fers 723, 984);
C s World (The W Avengers);
Vorcon Wars 87 (Shemeg); Trolls Botiom 4
{Van Gogh)

SUMMER MADNESS AT THE

SIZZLING SINCLAIR BARGAINS
YOU CANT AFFORD TO MISS

Come to the 24th ZX Microfair on August 22nd and you'll not only save a
fortune, but you will also get to see some of the latest innovations in Sinclair
computing, You'll see;

* Top manufacturers and the newest hardware developments, possibly
even a Plus 3 (we had two at the last show)

* Games at knockdown prices (some as little as 50 pence)

* User Clubs

* Top Magazines

* Full QL support and developments

* and all the help and advice you could want

MICROFAIR - it's the user-friendly show that has outlasted all the rest
because everyone enjoys themselves . . . and you can always find a bargain!

o s ——— Underground: Nearest
§ gp stations are Victoria, and
oo AL St James's Park.
British Rail:
) | Victoria Station.
o \{\ Bus Routes: 11, 24, 29,
- 70, 76 and Red Arrow 507.
- Road: Signposted
= (RAC AA) Horticultural
/ Halls.

POST TODAY

f* dend to Mike Johnston (Organiser), Dept CR, ZX Microfairs, 71 Park Lane, London N170HG

Please send me ....................... Advance Tickets
(Adhalt) (@L1.50
Pleasesend me ...............cco 0. Advance Tickets

(Child under 14) @{1.00
{Prices at the door are £2.530 and [1.50)

Name

Please include & stamgped setl-addressed envelope and make ¢ /PO payable to ZX Microfus
Exhibisors: RING POHN OR MOIRA ON 01-801 9172 FOR 5TAND AVALLABILITY



Producer: Virgin Games

Retail Price: £7.95

Author: Maxwell
Technology

ecently obsessed with inflat-

able objects, Richard Bran-

son attempts to cross the
Atlantic in a balloon. The screen is
divided horizontally with Bran-
son's Virgin Atlantic Flyer occupy-
ing the upper airspace and his rival
the lower.

Accompanying each craft is a
controllable eagle, with sonic-
beam eyes. Using these weapons
the tame eagle can destroy aircraft
and the pots of paint and puncture
bombs which they drop and which
can cause the balloon to lose
height. And contact with the large
fire-belching missile destroys the
balloon and its crew.

But each enemy destroyed by
your eagle’s beam eams you
points.

And each eagle can leave its
own balloon, travel to the other
ﬁlaying area and there wreak

avoc upon your rival's asronauti-
cal ambitions.

Producer: Activision
Retail Price: £9.99

onder Boy's minuscule

heart-throb Tina is kid-

napped by the evil King.
What can a boy do but rescue this
distressed damsel?

King (King, you understand, not
a king) holds the slight Tina in a far
distant world separated from our
hero by saven territories: each is
divided into four lands and each of
these is divided into four areas.

Wonder Boy passes through
scenically scrolling woodlands,
platforms suspended above seas
and totem-pole alleys, and jumps
over obstacles,

But should Wonder Boy lay a
chubby cherubic limb upon an
advancing mollusc, a killer frog or
stumbling midget mannequin,
then he shuffles one of his four
mortal coils.

Ta help him in his unwholesome
quest, Wonder Boy can gather
helpful items by making like an
omelette chef and cracking open
the large eggs that occasionally lie
upon his path. From these, usaful
objects such as skateboards, tem-
porarily protective fairies and
stone axes appear. The axes can
lay low troublesome beasts, and
earmn Wonder Boy points.
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TRANS-ATLANTIC
BALLOON CHALLENGE

However, these birds have
limited energy, reduced by avery
wing flap and by contact with a
rival's sonic beam.

The altitude of a balloon can be
controlled using a burner icon. But
activating this uses valuable fuel,
and If fuel falls to zero the balloon
falls and the intrepid airmen are
dunked like biscuits in the North
Atlantic.

The balloon can also gain height
in the summer sun's warmth, but
likewise drops seaward when the
darkness of night descends,

Children borne by a surfeit of
balloons are occasionally carried
upward. Shooting these levitating
brats incurs penalties, but the
eagle can rescue them for big
bonuses,

To add to Branson's pickle, rival
eagles can push the Virgin balloon
off its planned course.

There is a two-player option,

@® " Virgin seem to spend most
of their time writing games

WONDER BOY

without much playability, just to

promote Richard Branson's

attempts to get in the record

books. Most normal CRASH

::iadm will soon get bored of
B L1}

NICK

® “ You'd have thought that after
the mediocre boat-race game
{Virgin Atlantic Challenge Game,
CRASH Issue 32) the foiks at Virgin
would have come up with
something better — but they don't
seemed fo have learmed from their
mistakes. This balloon game is
even more tedious and irrelevant
than its predecessor. What
graphics do appear are good,
which goes to show that if they'd
spent more time on the game it
could have been a decent product.
As it s Trans-Atlantic Balloon
Challenge has very little content,

B Graceful birds alight on your balloon, the reassuring hum of a distant
aeroplane . . . a moment of tranguil repose in Trans-Atiantic Balloon Challenge

'be defeated before Wonder Boy

can go on to the next territory and
come a little closer to planting a
kiss upon his treasured girl.

There is a two-player option.

» And all because the lady loves Milk Tray ... Wonder Boy

But even Wonder Boy needs
food, and so our little diapered
dynamo collects nourishment by
touching the carrots, apples and
fruit bunches he finds upon the
way. His vitality' is replenished
when he gets through a land, any-

way.
~ When the last land of a territory
is reached, a deranged cgre must

@ “ Wonder Boy is guite play-
able, but technically uninspiring.
The scrolling is awful, and the
tune, good at first, goes from

bearable to boring to very
annoying; it doesn't keep to a
ragular rhythm, but slows down
noticeably when the screen
scrolls. And the dull screens
need colour. Disappointing, and

poor value, "
MIKE

® “The game itself, similar
to Super Mario Brothers, isn't bad
— but the implementation is unpro-
fessional and doesn't match
recent Activision products. The
action an the monochrome display
can become confusing - the
character outlines aren't bold
enough to distinguish them from
the background. Add to that the
jerky character-scrofling, and
you've gol a product that won't
excite anyona. ™




though games of this genre need
holding power. It's much more fun
to follow Branson's baflooning on
the telly than to play the game. "'
PAUL

® " Yawn! As if the event itself
hadn't been overhyped to the
point of internal collapse, then the
game itself has. Is this what all the
adverts are trying to seli? The
graphics are poor, and the colour
choices are appalling. Tedium sats
in after about two minutes (a new
world record, surelyl). "

Control keys: Q up, Adown, O
left, P right, SPACE fire *
Joysticks: Cursor, Kempston,
Sinclair

Use of colour: vivid

Graphics: poor

Sound: annoying spot FX

Skill levels: one

Screens: transatlantic scrolling
General rating: an improbable
and unplayable shoot-'em-up

Presentation
Graphics
Playability

Addictive qualities
Overall

@ " Let's face it: the arcade game
was pretty, but extremely tedious.
And the cuteness has been lost in
the transition to the merely
monochrome Spectrum screen.
The character-scrolling is jerky
and the collision-detection is inac-
curate; both mistakes could have
been avoided. But despite the bad
structure | found the concept of
Wonder Boy fairly addictive, and
the two-player option is competi-
tive. It could have been good, but
Wonder Boyis a sternutatory
game. "

PAUL

COMMENTS

Control keys: O left, P right, Q to
jump, any bottom-row key for
other activities

Joysticks: Sinclair, Kempston
Use of colour: mono

Graphics: poor; badly-defined
sprites

Sound: annoying tune on the 128
Skill levels: one

General rating: disappointing
canversion from a good arcade
original

Presentation
Graphics
Playability

Addictive qualities
Overall

Producer; 39 Steps

Retail Price: £8.99

Authors: Paul Smith and

Steve Howard

ough luck. Night has fallen
on Castle Frankenstein
and its grounds. Within this

foreboding stronghold lies an

inactive Frankie, the organless

monster of an evil creator, await-
ing revival,

_____[mMikE]____
“ The appeal of Bride Of Fran-
kenstein wears off soon, It
lacks

e L

:
:

:

-

To make this imperfect brain-
child whole, you must collect his
essential parts — lungs, kidneys,
wver, heart and brain.

The castle consists of 80 flick-
screen rooms, dungeons, cor-

B And on the left, the very lovely
Bride Of Frankenstein

“ It's the middie of the night,
ol ey
SO e
where you m to hunt
around a building searching

g
§
A

28
g

:
i

§5 3
i

T
238

i

gt

repairs may be required before
Frankie can be stimulated into

if you stay still for a couple of action.
makes tautefustrating. | | | COMMENTS |
Control keys: O left, Rright, O
ridors, laboratories and cour- SF

tyards. Wandering through its ter-
rifying interior reduces energy
levels, shown as elixir in a bottle
which you must refill.

And within these nightmarish
confines lurk floating ghosts,

houls and skeletal monstrosities.
ntact with these evil entities
increases your thumping cardiac
rate, shown by the pulsing heart at
the bottom right of the screen —
and you risk terminal heart failure.

Some doors are locked; there
are seven different keys hun
upon the castle walls, though.
spade and pickaxe can be found
and used for excavating graves,
and a lamp provides illumination
for exploring darker areas.

Further complications arise in
the castle’'s dungeons where dis-
traught prisoners beq for release,
and in the tower where electrical

Presentation

Graphics
Playability
Addictive qualities
Overall




Producer;: CRL
Retail Price: £7.95
Author: Colin Ajayi'Obe

fter many years abroad,
Ninja Hamster returns to
the village of his birth. But
his birthplace has been overrun by

Sinister Rat, Loony Lobster, Ninja
Monkey, the Lizard Of Death and

T

NINJA HAMSTER

Hamster can kick high and low,
duck, punch, and block and avoid
opponent's blows.

Every successful hit adds to
Super Hamster's points and
reduces the stamina of his oppo-
nents; some blows are more pow-
erful than others. When either the
hamster or his opponent runs out
of energy, a bite is taken from a
large apple at the top of the

HARSTER
a8 DO

* Heeha, heeha, whal Oops, sorry, must have been the Ninja
Hamster coming out in me. We've had Ninja Master, The Last Ninja
and even just Ninja, but this must be the ultimate name. The
graphics are really well drawn and the colour is effective, despite
some clash; the screen layout is very similar to the Fist games.
And there's a good tune on the title screen, The only is
that you have to load more code from the tape when v killed
two baddies. This is a highly addictive game, and I'll be buying

I.t"ll

their nefarious craw of maan mam-
mals, crazy crustaceans, bellige-
rent bees and alligatorial allitera-
tions.

Skilled in the ways of the ninja,
our hero goes into battle, teeth
unsheathed, claws like flick
knives, paws full of muscular
intansiz.

This Rambo rodent meets each
of the gang in tum, pitting his
fighting skills against theirs. Ninja

BEN

P Level 257! Foul play at work here,
as Cameron takes on the role of
Ninja Hamstar

screen. If his opponent's Granny
Smith is all gone, our hamster war-

. ’Immtl? prefer keys
easy, you

learning them (and

and :tmlnhtfnrwnr&

on later levels. "

* Barbarian showed that there may be a few more guodies to
scrape out of the fighting sims barrel — and Ninja Hamster is one
of them, though its qualities are a little dubious. Joystick control
Fist games and International Karate so it's fairly

"Il have to spend a lot of time
er hand!). The game itself is a plain
beat-'em-up. No tactics are required, other
than getting in as many hits as possible, so it gets quite boring

PAUL

* Ninja Hamster is yet another
bash-and-beat-"em .gaml
The graphics may be slightly
more detailed and squatter
than in other games of this
genre, but that's a hindrance
= you often can't see a thing
that's going on. The armoury
of moves is very small, and
those that do exist are

Ic L]

atmosphere = | didn't have
much fun bashing hell out of
other little animals. "

Producer: English
Software

Retail Price: £7.95

Author: Gareth Briggs

ipping through space in your
ighter craft, you pass over

threa differant panoramas -
Moonscape, Citlv_lacape and
Greekscape — which float through
the silent darkness on platforms of
land. task: to rid each
territory of the entities which infest
it. (There's a time limit, of course.)
You can control your fighter's
direction and altitude, negotiating
the lunar domes, towers, radar
devices, Greek statues and skys-
crapers that project from each
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Leviathan. I
mmuhu:
implementation -

could have been the
Zaxxon lookalike yet. "

landscape's surface. Contact with
any of these wipes out one of your
four lives.

The fighter Is equipped with
limitless missiles, and three smart
bombs which can take out any
alien in the vicinity. For each alien
destroyed, points are awarded,
with an extra life earned for every
5,000 points.

op. game on
m- is very dated. If you can overcome the playability

" nrlghhl:l are unquestionably the drawing point of

5 scrolling is very fast, and the are
detailed, with The trouble is, they from
the same as Slap 20 this issue) - you usually
can't see where or what the are, because of the amount

there’s an addictive game here.

Read-outs give the number of
aliens remaining in a sector, the
number left in the curment attacking
wave, and their type. All aliens are
lethal when touched — but prompt
avasive action can be taken by flip-
ping the craft onto its back and
reversing direction.

Different life forms have differ-

ant flight paths and flying configu-
rations, which makes their
destruction more difficult. Two
flashing directional arrows on the
instrument console show the loca-
tion of aliens.

Your craft has a limited supply
of fuel; it can fill up by shooting
approaching fuel cubes in the

» The

BEE

ship Leviathan slides slinkily through space towards an encounter with

e L LR E R &




rior s the victor and he can go on
to meat the next of the ruthless vil-
lains. But at higher levels weapons
such as maces cross the screen to
cause greater problems for our
haro . . .

When the last of the cbnoxious
bunch has been laid low, Minja
Hamster has saved the day and
can end his days comfortably as
someaoana’s pet.

__/coMMENTS | _

Control keys: | left, O right, Q
jump up, W jump forward, K
flying kick, 1&P block, A duck,
P punch, P low kick (while
ducking), S high kick, L middie
kick, YOY?

Joysticks: Kempston, Sinclair
Use of colour: adequate
Graphics: layout like every
beat-'em-up, pretty characters
which lose definition when

fighti

Euurﬁ title tune and spot FX
Skill levels: eight

Screens: ei

@: a cuddly little

Presentation
Graphics
Playability
Addictive qualities
Overall

space zones of each planetscape,
or by landing on fuel-pod arrows in
the Cityscape sector, Sound
effects wam you when the craft
needs a top-up.

According to the in
Leviathan was inspired by the
Top video Rough Boy, which is set
in a spaceship.

__|commENnTS |__

Control keys: A left, S E
Htﬁ#ddwn.aﬂre:wwmm

CATCH 23

Producer: Martech

Retail price: £7.95

Authors: lan McArdle and
Malcolm Smith

ntelligence reports have shown

that the enemy’'s CK23 orbital

interceptor is now operationall
The CK23 is a masterpiece of
machinery. It can take off and land
like any ordinary aircraft, but it can
escape the earth's gravitational
pull and obtain geostationary orbit
wherever it wishes.

RICKY

;hCﬂEBhlmﬁm
mmnmlng a
Pl

elements

Staying in orbit for weeks,
maybe months on end, it lies in
wait till an enemy ship dares enter
its territory. Then the CK23 blasts
back into the atmosphere to inter-

cept and destroy the intruder

____[paue|

P Bullet holes pierce the visor as once
more you pop your moon-boots

____IMIKE]____

;‘ Catch 23 hnm‘ qn:'ih
mpressive graph ut
their appeal wears off aftera
minm T::dhul?gh price
putting, me
isn't exactly def, " -

--------

LTI

pIX

using highly sophisticated lasers
and missiles.

Your mission is to find the site
where CK23 is being developed,
hidden in a top-secret military
complex in the mountainous area
of a small island. The heathland
around the complex has been
planted full of mines, deadly
dangerous high-voltage electric
fences and surveillance cameras.

{ Armed military vehicles and foot

patrols guard the base.

Once inside the complex, you
must steal the plans, set a time-
delay bomb in the nuclear reactor
and off the island as fast as
possible. It's difficult, but there are
a few items to help you in your 3-D
vector-graphics mission.

there are

ildings are well

i

H

“ Lately, Martech seems to have come up with a different kind of

in package It releases. This is a great, brave policy -
to be a few bad eggs. The idea of Catch 23 is
strong, but it's let down by some slow-

raphics
. All the

is involving ~

but Catch 23 lacks fast action. If you must get this to keep
busy till Mm,hmmmr?t“w':tnyﬂﬂm mwlrr::

> You've been shot! And it's probably no less than you deserve, i you couldn't shoot

him at that distance . .. nag, nag...

L e M e 1)

A special shuttle service was
once built so the island's
inhabitants could from place
to place faster. Only the main
shuttle routes have been included
in your map, but if you can find the
connecting routes you can get
around very quickly.

Dotted ower the island are
derelict houses and buildings.
Many have been sealed up by the
military forces, but some are still
open. If a door is present, then the
building is open to you. Inside the
buildings are supplies of ammao,
batteries for a mine detector and
explosives for making bombs.

Included in the screen display is
a dangerometer that goes up and
down according to peril you're in;
there are.a host of surprises
around every comer in Caich
23 s0 it's vital you stay alert. Don't
just sit there, grab that gun clip and
go get them plans!

__/coMMENTS | __

Control keys: Z left, X right, P
up, L down, ENTER to fire
Joysticks: Cursor, Kempston,
ainclair
Use of colour: black-and-
white playing area, some
colour on displays
Graphics: rather slow
wirgframe, but nicely-detailed
figures
Sound: 128 tune, otherwise
simple beeps

levels: one
Screens: avery large map area
General rating: atmospheric
explore-and-find game,
spoiled by its lack of speed

Presentation

Addictive qualities
Overall
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And the fourth, the “Gauntlet Country Club” has been specifically
designed for the "World Class Leaderboard” challenge — only those
who can master the testing conditions

of the best golf courses in the world will come near to mastering
“The Gauntlet”,

Whether at novice, amateur or

professional levels, *“World Class

Leaderboard” will challenge you with

the same demanding strategy, skill

and decision making options set

by its real life

ATe?

The Gauntlet — designed to create the greatest test of a
golfer’s true skills and abilities. Few courses combine sucha
sarching trial of accuracy and courage, harrowing and

peritous in the extrerne.

EUROPEAN COMPUTER | By |/
GOLF CHAMPION 1987 Ly

In honour of the outstanding excellence of this, the &
game, (LS, Gold have organised a
ompetition to find the Computer Golf
Chlwlonul' 1987. In every World Class Leaderboard
game there is a scoreboard. Practice your skills, test
your courage and then your best poasible round
on the Ultimate course — The Gauntlet — Record your
best score, have it verified by an independent witness
and send it to .5, Gold. Movice, Amateur and
Professional — there's a prize for each:— 1
Professional; a full set of Ping golf clubs — “the :
ultimate club in the world.”
Amateur: a full set of Gallagher golf clubs - a [
assel in im your game. [
Movice: 10 free goll lessons with the “teaching
fessional™ of your local golf club.
all entries have been received
— closing date 31st September 1987 — the top
I'-uurphrmltud‘llndwﬂ be called to &
central venue to pla N
I:h: title European uter L i

Uﬁm 1987 and

- .
9 CBM 64/128 £9.99 1are £14.99 515k screen shots from CEMG4'128 version
; | AMSTRAD £9.99 1are £14.99 pisk

ACCESS SPECTRUM 48/128K £8.99 rap:e
SPECTRUM+3 £12.99pisk

U.5. Gold Ltd., Units 2/3 Holford Way, Holford, Birmingham B6 7AX. Tel: 021 356 3388.




The Casé Of The

To celebrate the launch of US Gold’s CRASH Smash Killed Until
Dead (reviewed in Issue 42, July), they've organised aneat comp
to get you in the moad for a game full of murder, mystery and
mw. Dear old Ricky Tidsall has been wandering the streets
of Birmingham (in the pouring rain, he'll have you know) to get

e

The Minion relates his curious tale . . .

It was a stormy day when the fateful incident occurred. I was
doing my usual rounds, sorting the mail, licking the reviewers’
boots, watering the plants and washing down the gargoyles that
stared menacingly through the foggy atmosphere when, as
usual, at 11 o’clock I was lynched.

‘snack time, minion!’ bellowed Our Omnipotent Lord Kean. I
dread this daily — tramping down to the local purveyors of sickly
buns. This journey means travelling through the gloomy
swamplands, scaling the Ludlow falls, running across the
deserted Shropshire plains — maybe I should be collecting Milk
Tray rather than sticky buns . . .

Anyway, out with the shopping list to take everyone’s orders.
Well, 1 know Ricky Eddy’s off by heart: one dozen coffee buns,
six sausage rolls, two bacon-and-egg sarnies and one curry-
flavoured meringue to top it off.

‘Well, ack-sho-leeee I'm on a diet, just an apple
thankyouverymuch,” he announced, bringing howls of laughter
from IL: assembled crowd. ‘An apple itis,” I thought . . .

Mangram, with his wide tastes in food, had an apple strudel
this time.

Meanwhile, Roger and Barnaby were musing over the merits
of Invasion Of The Bloodsucking Spiders, a video they'd been
watching. In the midst of their revolting discussion of how Roger

P—-

good
if you can solve . ..

Missing Buttered Scone

-

ether some classic mystery novels and a brilliant Pink Panther

video. Those prizes are all on cﬁerﬂﬁucanmlvathaCHﬁSH
w;u:a:lunit puzzle: just who did pinch Minion's buttered scone?
R on...

just couldn’t bear the sight of spiders and how Barney couldn’t
stand the disgusting eating scenes—what with him being a vegan
and all that — they did manage to deliver their order.

Cameron had his usual beetroot sarnie. ‘And, Minion, " said the
dictatorial Pound, ‘don’t forget my coffee. You know I can't eat
anything without a mug of coffee and noooo sugar at all!’

So, after raiding the sticky-bun fund, I was off on my perilous
journey: squelch, squelch, pant, splash, gurgle, pant, phew . . .
On arriving at Ye Olde Sticky Bunne Shoppe, and after I'd made
the order there was just enough for me to have a humble buttered
scone. Well, not that humble — it was smeared with thick,
creamery bututer . . .

Great| Save that for later . . . back at the Towers, stomachs

were getting hungry, and they were quickly stuffed. While the
CRASH types munched, 1 hid the scone in the recently renovated
broom cupboard.

The day carried on as normal, if that word ean be applied to
Newsfield, and come midnight (home time for minions) Ibegan
to feel a bit peckish. Off to the broom cupboard to retrieve my
treat. ..

BUT (shock, horror, gasp!) it had gone. Nicked! Pinched!
Swiped! Beside the pile of crumbs lay a mug of coffee, drunk so
uickly that the sugar grains could still be seen in the bottom of

em

Who had performed this foul deed? I have my suspicions, If
E{ru can suss out who the evil one is, then these rewards could

€ yours . . .

Dear Hercule De Minion

I think 1 have solved the crime and hereby name the following
as the criminal:
(tick box)

-

T3 g o PR B | 1 N R R T
[ T e i JEEgE S, W A e e e e ST i e

Cameron Pound
Barnaby Page
Roger Kean

Lloyd Mangram
Richard Eddy

SEND TO:

HERCULE DE MINION COMP, CRASH, PO Box 10, Ludlow,
Shropshire SY8 1DB, 1o arrive no later than 25 August, when we'll
draw correct entries from the forensic test tube




POGO A GOGO

Thing came bouncing back from
Gremlin Graphics, and for the
winner of our spot the difference
comp there's a brand new pogo
stick. Well the news is that
Gremilin Graphics feit so
generous that when they delivered
the stick, they brought two with
them! | managed to contain the
pogo-ing enthusiasm of the
CRASH reviewing team to Mike
Dunn, who forsook skipping for
leaping so that Cameron could
photograph him bouncing all over
the place. Anyway, the two
readers who will gat a
ma!ﬂﬁkudimahnhﬁnw
Grimsby, and Daniel
Packham from Brixton, London.
Andthat leaves 43 runners-up who
each receive a copy of Thing
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To celebrate Mike Singleton'’s
Throne of Fire, Melbourne House
were offering a trip to the London
Dungecn for the winner (and a
friend). Gary A Vickers from
Langworth, Lincoln got the
answers right and was first out of
the bag, so hang onto your nerves
Gary . .. it's dark down there.
Answers were: Space Ace was
Mike's first game, Consult is the
programming team behind Throne

of Fire, there are 32,000 views in

SHADOWS OF
MORDOR

Okay, so some idiot up in "art’
went and changed my words — |
know how to spell M-O-R-D-0-R.
But for a lucky someona who can
spell the words in the wordsquare
\comp, there's a specially-made
engraved silver-plated gablet,
plus a copy of the game. Said

Lords of Midnight, Computer Race
was the name of Mike's illegal
%J]me. and King Atherik is the
rone of Fire monarch.
For 25 runners up there'sacopy
of the game, and they go to:

John McMunn, Go Sligo, Ireland; Matthew
SALL; Tim

Pierce, mw.a‘rmmn. Fargal Keenan

luclﬁ' goblet-owner is Kyle
Marlow from Hinkley,
Leicestershire, because he can
5pe|l {and some people up in ‘art’
can't...). Ten runners up geta
copy of the game plus special
mugs and posters, while another
tengeta copy of the game, and
they are .

Gama, mug and poster:

John Clifton, London, SE3 TLO; Adam
Fletcher, Middlasex, TW15 30U; R
Finlayson, Glasgow, 853 TU; lan King, W

GREAT THRONES OF FIRE

Co , Elre; Robert Straw,
3 Islands; Jonathan
Russell, N ireland, BTTS 0AT; Jason
Derbys, DES 1NN; Simon Ladds,
: Jonathen Davies, Bristol,

Lwnnn,ﬂ runm-liul DH“ TAT:

Brendan Cooney, Dublin 14, Eire; Samu

Miclonen, Tm-,mmmmn,
Barnard Gastis, Go Durham; Wayne Birch,
Lincs, LNT 8NP Eric Lakin, Hants, PO8

24G; Sandra Maria Persira, Cascals,
Portugal.

Midlands, DY4 BBH; Henry Tomiinson,

Lancs, FY7 7DY; mummmnm

m;mmumumm%ﬂ

BXG; lain MoCann, Sheffield, S7 20K, T
Randless, Bucks, HP14 4LX.

Gama only:

David Miltard, Hewcastle Upon Tyna, NES
1EL, , Darryl Sykes, Huddersfield, HD?
THW; ER2BB8535 AC

AC Willlams BDA, RAF
mmmmcumrwma
BEU; Richard Burton, Cornwall, TR12 BRB;

T Biake, London, N1 EDU' Michael Jamas

S TS o s
TFB ZDX;

Ch4 1Ed: '"EG

CRASH
ADVENTURE
COMP

This was the last of our three
ciﬁnwﬂnrnhmodﬂim

mmtumhwhal’uw
MCO05 colour menitor and a
'ﬁpmm+2.1‘haquasterh

Wormin Paradise. The ten runners
up are;
Mw’i-hu-.ﬂ:ﬂt Paul

o + p we'll upgrade it far you

The Spectrum + measures 12%%° = §

= NOW AVAILABLE —the official Spectrum Upgrade!

1TUrnyour Spectruminto
Ia pectru + for just £24.95

» Professional full-size keyboard
- includes 17 extra keys
& Responsive typewriter-style action

Here's some exciting news for Spectrum owners ...

the official Spectrum Upgrade Kit The Upgrade has everything you

peed to TUFM your Spectrum into the stylish new Spectrum +. You don't even

need an understanding of electromics, just the ability to soider a few wires together! The
|leafler in the kit gives clear, step by sTep eRStructions ¥ you're not sure about doing it
yourself dom't worry, Simply return your 48K Spectrum to us and for £51.90 + £1.50

The bigger, better Spectrum keyboard
It has a karge typewriter-style keyboarg

with narg. mowded keye. You'll find the new keyboard has a Smooth, positive
action - ideal far touch-typing, word processing, simulation programs, and
extended programming sessions. Tworetractable legs give a perfect typing position,
There are 5B keys in all, including 17 new keys. Programmers will be pleased

to see gedicated punctuation Keys. 3 Space bar, and separateshift keys for grapnics
and extended modes. And a reset button aliows you to clear a program from your
computer's memory without disconnecting the power Supply

+E150p+p %

ACCEREs all Current Spectrum R L e P S R T
software and peripherals ‘\‘ Bk
Dielete -]
Extended "Ar- ey |- Space bar
B .;:‘:.rr AN ] Hig——"f"'-m
2 A ET a2 ™
iap WELigl] + -‘-\""-\. -\\

HOW TO ORDER BY MAIL

1. you reguire us to do the upgrade for you please send £31.90 + £1.50p + p. Total£33.40.
2 Should you require the do-it-yourself kit just send £24.95 + £150p + p Total E26.48.
3. W you require your Spectrum to be repaired and upgraded to a Spectrum PIUS we nave a

special offer price of just £50.00 complete

ivwerted COMma

The officlal Spectrum Upgrade. Maturally your upgraded
computer will accept all the peripherals in your Sinclar system:
Interface 1. Microdrives and 5o on - a5 well 25 all Spectrum soffware
Jutt at important, new Spectrum software and peripnerals will be designed
with the Spectrum + in mind, 5o the Sinclair upgrade adds stylish looks, mew
capabilities . and new potential for the future

Orders can be piaced by using your Access Card on the numbers below

—
L contitls Larimid
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STARFOX

Producer: Reakt&r
Retail Price; £8.99
Author; Realtime

he eight-planet Hyturian
I system has long been sur-
rounded by the Rubicon, a
peacekeeping protective cube.
Now the Rubicon has been
breached by an aggressive ninth
world which is popping fighters
into space. Their progress must be
haited.

You pilot the powerful fighter
Starfox, looking into hostile space
through the upper half of a hori-
zontally-split screen. The lower
portion consists of three small
rear-facing scanners which aler
},'Du to approaching enemy space
ighters and convoys.

The enemy can be engaged
using Starfox's laser, and you can
get updated weapons by travelling
down a wormhole to a planet and
carefully docking with the mother
ship which orbits it. Three
weaapons can be held at a time.

_ Imikel___

" Starfox Is impressive, to
say the least. 'li'1|;a graril‘hins
are good - easily matching,
even bettering those of tln'fla
classic Starstrike Il, which is
an accolade! There's playa-
bility and addictivity in bun-
dies, and I'd recommend this

shoot-"em-up to anyone, "

The mother ship can also repair
damage sustained in alien attacks
—damage is shown on shield indi-
cators in the cockpit window.

Starfox has limited fuel
reserves, which fall dramatically
when turbo boost is engaged -
speed bars show the ship's veloc-
ity. Extra supplies can be
offloaded from a fuel ship when
you're notified it's in the area.

Two logs can be called up. A
general log indicates the coordi-
nates of dangerous electron and
ice-crystal storms, the make-up of
the weapon pack and details of

» Outstanding graphics add atmosphere to the view from Starfox's cockpit

LY

L1 [l"-. I __.-':__
ampety ey

e TEEE

= == = = =

laao

ot T

& As pilot of the Siarfox, you're alone in a high-tech combat zone

attacking enemy craft. And the
autopilot log points the ship in the
right direction for travel to logged
planets. Coordinates of planets,
convoys and storms can be com-

" Despite the brains and neat
ideas behind Starfox, it
becomes boring once you've
learned the basics. The com-
bat phase is very slow and
it g
cum e use -
tively. Some features add to
the gameplay, but they make
it confusing too. | wouldn't
recommend this = ii's
monotonous and unplay-
able. "

® Scanners and speed bars on the lower half of the screen keep you posted as you coast through hostile space

|

pared against present-position
coordinates, shown onthe centre
crossbar of the main wviewing
SCreen.

When planets and enemy con-
voys are located, they're put on
the holocube, a 3-D map of the
universe which you can zoom in
on or rotate to any angle.

At first your task is simply to
destroy enemy fighters. At higher
lavels, more difficult missions are
set. When all eight ‘levels have
been finished, the Hyturian system
is safe.

___[RoBiN]___

" Starfox isn't instantly as
playable as some Realtime
mes, such as Starstrike.
the graphics are better,
with smooth-moving shaded
3-D spaceships. Yet again
sound is limited to a few odd
effects, though. And at first
the many controls are a bit
fiddly - like other space
epics (Code Name Mat, Elite),
Starfox has alotin it but takes
a while to master. Then it'sa
joy to play. The fight
saguences are great,
reminiscent of Elite = the
odds are stacked against
you and it can be a real
of wits. And Starfox has some
innovative features, such as
the 3-D :-qulucl ; W I?r
very useful for n
you know how the 3-D coor-
dinates work. Starfox is very
m if you put some effort
I ; "

A

I 1w

i
| |

__/comments | __

Control keys: dafinable
Joysticks: Kempston, Sinclair
'?I“ of colour: manochroma-
tic

Graphics: axcellent

Sound: spot FX

Skill levels: one

Screens: the view from the
cockpit

General rating: a good solid
shoot-'em-up despite difficult
controls

Presentation
Graphics

Playability
Addictive qualities
Overall

i




Producer: Reaktér
Retail Price: £4.99

igh above Earth hangs the
H space equivalent of

Wembley — a doughnut-
shaped ring, home of the Death-
Race. On this ring competitors
meet in a game where to loseis to
die.

Each racer rides an armoured
skimmar which can move to any of
the three surfaces of the ring. Visi-
bility and therefore safety are best
on.the inner edge, but the largest
prizes await the victor on the out-
side edge.

Using your ability to switch
between surfaces, you can avoid
obstacles and approaching craft.
These are shown on a large central
viewing scanner, with a smaller
screen giving the receding rear-
ward view. Three bars below the
main screan show the skimmer's
position in relation to other craft
on each of the three surfaces.

Since victory is based on points
awarded for the destruction of fel-
low competitors, each skimmer is
equipped with a blaster and a pro-
tective shield. The blaster has a

limited ammunition supply and the
shield only finite strength.

Should the shield be breached
by too many contacts with other
racers, then one of the craft's three
lives is lost. And the other two may
%ﬂ as easily in the fast, harsh

eath-Race.

@ * Deadringer is one of the
worst games |'ve seen this
maonth. The idea isn't too bad -a
sort of 3-D Shockway Rider in
space - but the programmers
have made a real mess of it.
Graphics are jerky, badly
defined and poorly coloured,
and there's little playability. It
doesn't come closa to value for
money. "

MIKE

@ ' Deadringer is instantly play-
able — within a couple of games
you'll be happily blasting the

opposition away. But it's only an
aver?ige game, lacking challenge
and depth. The graphics are soon

|
I scomE

P Taketothe track in the space race
stadium for the ultimate Death Race.
Have you got what it takes to be the
Deadringer of the future?

forgotten, and the sound on the
fitle screen is annoying.
ROBIN

@ " The concept is great — if only
it had ©been successfully
implemented. The graphics range
from very mediocre backgrounds
and track graphics to some super-
bly-drawn cars, but they're all
badly animated. And shooting
round the tracks would be great
fun if only you had some feeling of
movement, There's very little to do
in Deadringer. "'

NOOOD

Control keys: definable
Joysticks: Kempston, Sinclair
Use of colour: full colour but dull
Graphics: poor and jerky
Sound: aggravating title squeaks
Skill levels: one

Screens: continous scrolling
General rating: just another
shoot-'em-up

SUPER G-MAN

Producer: Code Masters
Retail Price; £1.99
Author: Peter Williamson

rolicking with his jet pack, G-
F Man missed the last space

shuttle. Now he faces a
hazardous expedition across the
moon, which is infested with
aliens.

G-Man can thrust upward, and
accelerate or slow his forward
speed. And he can increase his jet
pack's fuel by touching fuel cells
on the lunar surface.

As he moves across the moon,
G-Man encounters piercing rock
escarpments, yawning chasms
and land mines which threaten his
three lives. These inanimate dan-
gers are supplemented by green
hollow  worms, the iant
Blowerfish, vertically-firing
missiles, fireballs and horizontally-
fiying hardware.

All can be blasted, but G-Man
needs plenty of ammo, which he
must acquire on his adventuras.

G-Man's progress on this
scrolling-screen moon world is
shown on a distance indicator,
Entering a teleport cubicle moves
him at the speed of light — though
it might lead G-Man into an
uncomfortable situation.

® " Super G-Man looks like a
failed O level Computer Studies
project! The graphics are awful,
and the scrolling is jerky, messy
and unattractive. And though
the sound is better then you'd
get from a 15-year-old
schoolparson, it's way below
the standard I'd expect from a
pro. This isn'"t worth a fraction of
the price. "

MIKE

® “ Super G-Man is one of the
best games Code Masters have
ever produced. | love David
Whittaker’'s music in small doses,
though having it nonstop Iis
beyond a joke. (You .can't turn it
off.) The graphics are reasonable,
and cofour is used well though the

scrofiing colour doesn't really
work. e music is the best
thing. "'

® " Super G-Manis a poor
Jetman variant. The scrolling jerks
aionﬁ; merrily, the graphics are
small and not very imprassive, and
the title tune is annoying. The idea

is simple, and Super G-Man is an
easy-to-play package — but it soon
becomes dull. *'

ROBIN

Control keys: definable
Joysticks: Kempston, Sinclair,
Cursor

Use of colour: average
Graphics: terrible scrolling and
jerky characters

Sound: irmtating tunattes

Skill levels: one

Screens: scrolling play area
General rating: a weak and
uninteresting Jefman variant

» Man In The Moon: Super G-Man

e :4 1

TIMC
kit

Presentation
Graphics
Playability
Addictive qualities
Overall
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M<I-C-R-O*N-A-U-T O-N-=

s a mamber of the Guild Of
Equalisers, you control a

ship passing through the

tunnal network of a biocomputer.
The passageways dre infested
with Scrim — mutated fly-like pre-
dators, thriving on the computer’s
warmth and energy. Their eggs
hatch into larvae and develop into
web-spinning adult Jallrrlias.
Your craft can be guided along
an intricate network of rectangular

AR

CRITICISM

b T

* Pete Cooke's works have
been definitive landmarks
of innovation, and
Micronaut One follows suit.
It's not exactly a complex
game, but it is involving.
The inlay sets the scene
beautifully and explains the
myriad of options. The
tunnels appear very solid
because of the mixture of
masked wvector graphics
and the occasional wall,
And perspective has been
used well: not only do the
Scrim move forward and
backward in perspective
but also, if the angle of view
is changed vertically, the
perspective changes
accordingly. The only
letdown is the sparse
sound. The Tau Cet duo
were, | felt, too open
visually, provoking a sense
of 'what do | do next?'. But
Micronaut is my sort of
enthralling,

and highly

AR

Producer: Nexus
Retail Price: £9.95
Author: Pete Cooke
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tunnelling, punctuated by junc-
tions projections, all shown on
a split screen.

map of the tunnels can be
called up, with your position
shown. And you can set up
markers as homing points for the
ship's  Navigational Locking
System.

The vehicle can move to avoid
obstacles, take alternative routes,
and stalk Scrim. Collisions cause
interference  on  the viewing
screen, and directional chan
are indicated on a central window
in terms of spin. You can only
reverse when you hit an obstacle,

“*Wow! Micronaut One is
really attractive - and
there's a full, polished, and
thoroughly enjoyable game
lurking under the smooth
and fast vectors. The race
subgame is a nice
distraction, and
supplements the full game
well. The front end is

polished to the point of
being shiny; the vast array
of options are all easily
accessible from the superb

select system; and it's
obvious Pete Cooke has
paid attention and time to
all the tiny little details
which make a good game
seem great.

MIKE

Your craft is equipped with a
targetable weapons system which
throws forward energy tendrils. Kil-
ling parasitic Scrim may require
pearsistent fiing — and exhaust
your energy. Passing through a
nebulous energy swarm restores
it, though,

And the craft's energy must be
kept within a narrow range. Ene
can be transferred to and from the
craft by docking at any of four Cyc-
lopean stations, protected by
periodically closing translucent
doors. At each of these, energy
can be pumped into or drained
from the vehicle's corresponding
Energy Transfer Units (ETUs). At a
safe level the energy bar is green,
otherwise it's red.

If the level goes way
beyond the limits = as it does if the
craft is blocked in by Scrim web-
bing — the whole biocomputer
complex could face explosive con-
sequences.

When all the Scrim on a level
have been destroyed, the craft is
automatically transported to the
next — and worse infestation. Infor-
mation on alien life forms and the

CRITICISM

“ Pete Cooke has always
produced first-class
games, so0o | loaded
Micronaut One in
anticipation. The loading
screen is a letdown = but
the rest is fantastic.
Graphically, Micronaut One
is a smoother-moving,
better-presented version of
the 3-D tunnelgame Zig Zag
(an ancient hit by DK
Tronics - CRASH Issue
Five, June 1984). Gameplay
is fast and furious, and the

huge playing area features

complex maps (one
designed by yours
truly ...} so hours of fun
can be had just exploring.
Micronaut One can be a bit
hard to get into, but
perseverance and the
inclusion of the simple race
game more than make up
for this. Pete Cooke has
another hit on his hands,
and no self-respecting
games player should be
without it, "

ROBIN

bwtlmﬂr can be accessed.
you can always cop out —
by leaving the creature-infested
passages and si competing
against time in a five-lap race
througga the tunnels. A pacer
provi additional motivation.
Micronaut  Onep
Pete Cooke (Tau Ceti,
reveals all — well, some - in the last
CRASH {issue 42, July 1987).

rogrammer

Control keys: definable
Joystick: Kempston, Sinclair,
Cursor
Use of colour:

matic — but you can

choose the in G
Graphics: excellent vectors
and a good score line

Sound: limite I FX

Skill levels arate
games: one Ne very
difficult

General rating: original,
visually stunning, very playable
and addictive

Presentation
Graphics
Playability
Addictive qualities
Overall

g ﬁ r{"lf.r
91%
89%
83%
92%

Producer: Bulldog
Retail Price: £1.99
Author: Charles Bystram

ark thoughts, deeds and
demons lurk deep in a sinis-
ter kingdom. Wolfan the
barbarian enters this demonic
paradise to clear up the clutter and
confront that contradictory and
nameless being the Nasty One.
Wolfan sets off on his murky
quest through a flick-screen world
of garden pathways, arboreal
arcades and stone halls. He
encounters monsters — some are
intelligent, some have one brain
cell searching for a friend, some
are nomadic following Wolfan
between screens, and some
remain confined to a single screen.
These critters attack Wolfan,
sometimes unprovoked, and he
also risks falling down mineshafts.
But the monsters can topple core-
ward into these Coal Board relics,
too, taking to oblivion any useful
items they hold.

Wolfan can kill these aggressive
creatures with well-aimed bombs
or by transforming them into fat
frogs. He then acquires anything
they're carrying — but when the
monsters carry objects to other
screens, Wolfan can't get them
back. Other items such as bones,
moneybags and skulls can be
gathered from the pathways and
halls, to earn points.

For further aid, Wolfan can com-
mand monsters to speak, or ride
on their beastly backs, though a
fall from their bony shoulders puts
our hero in intensive care. He can
pick up extra knowledge by nuzzl-
ing the snout of a pig-headed
Soothsayer, provided the Sooth-
sayer has the globe of vision.

After chomping on a magic frog,
Woaolfan can barehandedly slaugh-
ter wizards.

And some mercenary monsters
may accept bribes to join Wolfan's
army; others are eager volunteers,

( CRITICISM '

® ' We can do without a Greyfell
clone this bad. The graphics are
reasonable as forced 3-D goes,

despite the unattractive
characters, and the scrolling
message is a nice (if unoriginal)
touch. But there's not much
playability, and Wolfan s
essentially boring. "

MIKE

® " Look out, world - it's anather
J-D game with the same graphics
and  monochromatic  colour
scheme as afl the others. Wolfan's
only appeal lies in a cute touch:
you can talk to any object around
you, though the answer is usually
‘Hello  Wolfan . . . I'm a
tree!”. Wolfan will only appeal to
people who don't have many 3-D
games. "

NICK
@ ' Whatever will they think of
next? Another monochrome
arcade adventurs, no doubt.

» Things are nastier than they seem
in Woifan

There's nothing new or exciting
about Wolfan, it's simply lots of old
ideas bundled into a boring and
unplayable package. The graphics
are typical of the Bulldog range, as
is the awkward 3-D presentation.
Wolfan is very much one of the
monochrome pack, "

PAUL

COMMENTS

Control keys: definable
Joystick: Kempston, Cursor

Use of colour: monochromatic
Graphics: attractive but unoriginal
Sound: spot FX

Skill levels: one

General rating: uninspiring and
derivative forced 3-D
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THE LIVING DAYLIGHTS

P The escape through the Trans-Siberian Pipeline isn't quite like in the film . . .

Producer:Domark
Retail Price; £9.95
Author: Walking Circles

ou've seen the film,

gﬁfgd at last month's

H cover, read about

the special effects, now let your

tape racorder chew up the game
cassette . ..

Bond is back in Domark’s adap-
tation of the latest blockbuster —
The Living Daylights. Programmed
by Walking Circles, who are really
Design Design in new guise, it
takes 007 through eight levels of
Bond action in his attempt to
defeat evil international arms
dealer Brad Whitaker,

At the beginning of each level
(apart from the first, where a paint
gun is automatically chosen) Bond
is taken to Q's laboratory where
one weapon from a choice of four
may be selected. Only one of the
four is of real help in crossing the
level, and it's up to you to chose
the correct one within the five-sec-
ond time limit. If the object picked
can't be used as a on Bond
reverts (o his trusty Walther PPK.

All game levels have horizon-
tally-scrolling backdrops - spilit
into three layers to give a 3-D
effect through parallax, with Bond
remaining centrally placed.

Ua Litherr

Bond's actions are controlled
via four-directional movements
and a fire button. A sight is
provided onscreen for aiming
shots, controlled in similar
manner, but while it's visible Bond
is unable to move. When the sight
disappears, the doughty agent is
once again licensed to run, leap,
jJump and roll.

The hunt for Whitaker begins in
Gibraltar, where Bond is involved
in an SAS training session (hence
tha paint guns). But one of the SAS
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the end of the landscape, jumping
over the rocks, as tripping causes
the energy bar to fall.

Levels Two and Three take 007
behind the Iron Curtain, first to visit
the Lenin People's Music
Conservatory where ha's to help
Russian KGB Colonel Koskov
defect. However, there's a sniper
out to kil Koskov — shoot the
sniper and make a mercy dash for
it and onto the Trans-Siberian
Pipeline. This escape route
presents Bond with an assault
course of pipes at different
heights, all of which he has to
avold to progress to the fourth
level.

Back in Britain, where Koskov is
being debriefed, the safe house
has been infiltrated by Necros,
another of Whitaker's henchmen.
He's armed with exploding milk
bottles and doesn't hesitate to lob
tham Bond's way. Ehmtinﬁ deters
him from attacking for a'while, but
he’ll be back.

» Having collected defecting Koskov, 007 shoots at Whitaker's sniper outside the
Consarvatory

Lenin People's Music

is really an infitrated member of
Whitaker's team out to kill him. The
SAS appear in the background
occasionally popping up over the
bushes while Bond runs along to
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On Level Five, Bond meets
Necros again in a fairground. This
tima the assassin's armed with
explosive balloons which float
threateningly toward you. Shoot
the balloons one at time = but but
don't shoot Necros, or all the
balloons are released, leading to
certain death.

Lavel Six takes us to Whitaker's
HQ in Tangier. Bond makes his
way across the rooftops, avoiding
maore henchmen before reaching
the penultimate level — a Russian
airbase deep within occupied
Afghanistan.

ce again there's a load of
massacring to do before he can
reach the exit which leads to the
gighth and final level inside
Whitaker's Tangier house. In his
mansion, surrounded his
military equipment, Whitaker
makes his appearance and...
well that's up to you. But whera, in
all of this, are the Bond girls?

__|commENTS |__

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

white line drawings on varied
colours

Graphics: defined
an walaniniated, bt

Presentation
Graphics

Playability
Addictive qualities
Overall

Producer:Reaktér
Retail Price: £8.99
Author: Tony Cooper

he Gobots' friends, have

been captured and taken to

the planet of Mobeius by
minions of the wicked Dr Braxis.
Knowing that the robotic super-
group are sure to make a rescue
attempt, Braxis sits back upon his
evil bottom and waits. In due
course the Gobots arrive and set
about their task of mercy.

You control Leader-1, a
courageous mechanoid with all-
round manoeuvrability who travels
through a horizontally scrolling
corridor of floor and ceiling, rip-
Fied by hills. In these tunnel con-

ines helicopters, fighter craft, and
vicious robots materialise or
emerge from their buried silos, and
touching any of them, or hitting the
ground, ends one of his three lives.

To protect himself, Leader-1
carries laser weaponry, effective
against almost all his enemies, but
additionally he can excavate rocks
from floor or ceiling and hurl them
at opponents.

White globular bases are
lodged on both the floor and ceil-
ing of Mobeius. These can be
destroyed by picking up scooter
clones and dropping them onto
the bases. When all of the bases
on a level have baen shattered, the
next level can be reached, with a
bonus of scooters given.

Leader-1's  capabilities are
further tested by his human friends
who fall from airborne copters.
They can ba saved, but only if our
hero is fast and brave enough.

For your extra delectation, a
second cassette contains a Chal-
lenge of the Gobots music track
by Robert Schroeder.

@ " The gameplay is totally dire
but nurgllhow I'l':}:tddlcﬂu. I'm
sure, ough, nobody's
going to be hooked on a game

F‘rr:::;:mmhd ﬂllll

as s for very
Iu&ﬂu controls are unwieldy
- ing with the front end only
I'I'Iﬂkﬂ;l"li e more so0 = it's due
to 5 t things get very
infuriating. The graphics are
small but cluttered on screen,
and they lack detail. Sound is
Gobots only redeemirg feature,
alﬂﬂw“lnﬂiut falls apart on
though. All in all 1 stay well

o n we

away from this ona. " i o

@ * | never did like the Gobots car-
toon so | didn't expect much of this
game, and | got exactly that, not
much! Worst is the presentation —
there's no loading screen at the

i et

» Blasting away, our brave hero fights on while all around him rages the war of the

¥, pLE

start, just the irritating way Reaktdr
?'anms foad. The game is almosi
mpossible to play, move up or
down just the tiniast bit and you
crash intc some big white blob
going by. The mountainous land-
scape in the background moves
very well and the sound isn't alf
that bad, but | would expect much
more playability in a game. "'

@® °“ Nowadays all tie-ins are
approached with the greatest tre-
pidation and looking at Gobots it
seems quite rightly so — thera's
very little to actually do. The game
is unplayable for the most part,
and all you really seem to be pay-
ing your money for are extras like
the included soundtrack (a good
laugh) and a stupid little sto ke
{only suitable for the under-
sevens), Don't be fooled by all the
implied content, Gobots is not a
surprise, but more of a disappoint-
ment as another tie-in failsto come
nﬁ. i

Control
Joysticks: Kemspton, Sinclair,
Cursor

Use of colour: varied and attrac-
tive but resultant attribute clashes
Graphics: very small display area
and characters

keys: definable

Sound: good music and reasona-
ble spot FX

Skill levels: one

Screens: scrolling

General rating: thin content and
low playability makes the game
very disappointing




Producer:US Gold _
Retail Price: £8.99 Imﬂ Z
flong the roadways of the =
wilds of North America "L“mw by
scuttles Roadrunner, the R W.m Road
ong legged meeping, beeping the ner — the title screen, with
bird. In paw-blistering pursuit of mm border and
this elongated sprinter comes the m the 128
sharp nosed Mr Wile E Coyote, | | &8 ﬂ‘:’f' all very nice,
intent upon digging his canines I started on the i
into his prey’s scrawny neck. , was in for a = =
To escape his flesh-ripping fate The in- © SHIH I GH
Roadrunner can outsprint the | [ 98me graphics aren'texactly FEl RIS
coyote. But if nothing else, the - :mﬂ |h"| h""i = 2008
hnal el o il mﬂ' mm:
camivore, and he's quite willing to AN ) s et by > Coyote cuddling can be injurious to health
the n;:lim': e
over placing Road
NICK Runner in order to pickupa | | falling reserves. When a seed is
; pile of seed. Overall, quite | | missed an on screen message i | | ROBIN|
.m. 'm-‘m the reasonable ifyou'reabigfan | | displayed. Should he fail to pick
is I've never of the cartoon, but as a stand up five seeds in a row, our sprinting “Aoad Runner is the latest in
heard so many well mwm:ma-m songster faints with hunger and a long line of arcade
composed funes In one down. becomes easy poultry for the and this game
game. The graphics are hungry coyote. But the seeds are doesn't Hl‘ improve their
but the pictures of ! . not all they seem, some are rich in age. On whole the
Road and the Coyote pursue his avian advarsag,- on | iron filings, and once Ioﬁged in are reasonable with
around the .& of the paw, pogo stick, skateboard and | Road Runner's gizzard, Mr Wile smooth animation but the old
screen are brill, scrolling even jet-poweraed skateboard. can use his powerful magnet to problem of attribute clash
landscape behind Roady is The speeding bird has five lives | slow down the pesky bird. rears its ugly head once
done well and is very which are lost if he's hit by an Other features include invisible again. The music is actually
colourful as are all the other approaching truck, runs into one | paint spilled upon the road, should quite good but | found the
sprites running around the of the scattered boulders, or isn't | either creature run through it, then poor quality of the
screen. The only thing that spritely enough and ends up | both become invisible (making Spectrum’s sound
gets on my nerves hﬂ-m cuddling the coyote. Roadrunner | Roadrunner difficult to cateh, but department meant that it
you have to load each can also meet his four feather fall | cojote hard to avoid), and soon became a bit
as you come to it. And if you by dropping into gaping | lemonade, with points being Road Runner's a very
are on level two and you get crevasses, or stepping upon | scored by the gallant bird for the game; it doesn't take many
killed you have to load level exploding mines. However both | mouthfuls gulped. goes to into the of
one again. Quite but fates can be avoid by leaping over For extra points Roadrunner can play hutmmd lum:mhl
you'll need a lh:a them. lay chicken and let the ravening frustration with the controls
tape recorder to put up ~ But our hero's energy is .not Eﬂast get close, then with a burst to be off putting. If you're a
the loading and re-loading! " limitless, and he must gather | of speed leave him, poking out his fan of the arcade original
seeds while he may to recoup his | tongue as he goes! then take a look, but | would
say that it wbuld be wise to
> Despite the atiractive side panels, the colour in the playing area sometimes leads to character confusion play before buying. "

Presentation

Graphics

Playability

Addictive qualities

Overall T3%




CONVOY RAIDER

Producer:Gremlin

Graphics
Retail Price: £7.99

he seas are awash with

enemy ships and

submarines, asking to be
wiped out so that the world's
waters can be free once more -
and in command of a powerfully
armed ship, that’s your task,

A map screen displays your
ship's position — a flashing white
circle — and that of the enemy in
the area. A compass and speed
readout act as navigational aids
and help in directing the ship by
joystick. A highlighted section of a
smaller inset provides an overview
of sea and land.

%
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bottom. On the ¢

Three radar screens show the
position of enemy aircraft and
missiles, surface shipping and
submarines. An on scresn alert
indicates the dangerous proximity
of enemy forces. An enemy base
on the map is indicated by a flag of
the Rising Sun, and from here
waves of attacking aircraft can be
launched to threaten you.

Your ship is equipped with three
defensive or retaliatory weapons
systems, Seawolf and Exocet
missiles and submarine
destroying helicopters. Steerable
Seawolf missiles destroy

B The map screen from Convoy Raider

SCORE__

| Thumhnlw-mmuuhhutmlhﬂulmmm

give gyro or radar readouts, the
approaching aircraft and anti-ship
missiles, whilst Exocets can be
flown low over the sea to take out
surface ships. In this weapons
mode, four video screens appear,
the largest showing a view from
the missile's nose, whilst others

PAUL

missile’s remaining flight time and
height above the sea. If flown too
high, signals from the Exocet can
be jammed and its transmitted
picture lost,

Deployment and activation of
Exocets takes place in two
phases. First, the missile, using
the gyro compass, is flown to the
enemy's last known position.
Once there a target silhouette on
the horizon can be chosen.
Missiles must be fired and reach
their target before their flight time
expires,

o attack underwater, an anti-
submarine helicopter can be used
by stationing it above the sea's
surface, seen as a 3-D map
showing the seabed beneath. The
chopper drops depth charges,
which explode at a depth
determined by the position of a
moving arrow at the moment the
charge was dropped. Submarines
fire missiles upwards, and shouid
too many strike the helicopter it's
destroyed.

Any damage to your own vessel
is indicated by a red section of the
ship's silhouette on the map
screen. This damage can be
rectified by docking with a repair
ship. A flag symbol on the map
screen indicates its position which
is changed when repairs have
been undertaken.

60%
69%
56%
549%
56%

Presentation
Graphics

Playability
Addictive qualities
Overall
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L ;,T‘ THE EXCITING STORY OF A HAaN AND I'M A ZEAL BUARF SUOOTER, BUT WITHOUT My S VEN Ci
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no matter how haie

TAISPAN: SPECTRUM cASS £7.95, COMMODORE ¢ASS £8.95 DISE £12.95,
AMSTRAD cASS £8.95 DISK £74.95, ATARI ST DISK £19.95, MSX ¢ASS £8.95,
IMM/AMSTRAD PC + COMPATIALES £19.95.

HEAD OVER HEELS: SPECTRUM cASS £7.95, COMMODORE ¢ASS £8.95 DISK
£12.95, AMSTRAD cASS £8.95 DISK £14.95, MSX cASS £8.95, PC\) £14.95.

Ocean Software Limited - Ocean House - 6 Central Street - Manster -



WIIBALL IS

HANDOUBTEDLY THA
FINE ST RELEASE
ol SO FAR THIS o
L& ART TUE GEAPUICS,

IO OW THE ST AT S KNOWIS |
WS ARHED TO TUE TEETH WiT U MiSSILES,
MWD TORPEDDEDS AND MOCE ... 1 COULD :

il SE WHERE | WaNTED To Figdr] =

SOUND AND SENERAL PEESENTATION AR E SEOOND o \
MONE, AND COHMBINED WITH FUE THAUWSUTFULATTENTION 13

MIS S THIS AND GO RE MIS SING THSE

LITAN &S SEATIAL PURCHASE - MISSFT BE ST PROGRAM OF THE e AR BEAF 64,

H?‘l @‘G-“r RE MIS SiNG SOMETHING SPACIAL - BRAP,

\ )\ ’ B TO DELAILAND THE COMPEEMENSIWVESECIES OF BAME
oo, | LEYSET. . HEOW iy 1| LOSEY I'VE 3, . b : VARIATTONS, Yol END UF WITH SOMET NS enrdee
[..-'_ v M AT |.| f- & LIEE IT,..THEY CAME AT ME S ) :I' I l\ SPELTAL, SONT DELAY. 80 TE woOud SOPTIWAEE SiLor Al
b I BWlELINS Saoas. I FORMS SPINNING N ‘f’. S M2, RETAILEE, SWIFTLY LAND ME & £OPY OF LEZBALL
Ef SEAMAE AMND THEEE WERE HOEE TO COME.. ‘. - J 50 THAT 1 CAM.&O OME AND PLAY IT FORTHNIT U
ML _.".i'E-'.' |1'~'E VEAFORM O 'L |p,_||;|rF=h|-:|
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DISE £72.95, AMSTRAD cASS £8.95 DISE £14.95.
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SURVIVING is the name of the
game, literally in the case of the
gr‘aphically attractive newie from
S Gold. Survivor (£7.95) was
written by Topo Soft, a Spanish
company. | don't know whether
the purple prose of the inlay stems
from its hot Mediterranean blood
or from the colder hype climes of
Brum - ‘Floating somewhere in
space, circling a long dead planet
is a huge spaceship loaded with
life forms . . . creeping along the
walkways, a solitary creature
fights for its own survival. The
creature is the end product of a
million years of evolution of adying
world' = but eat your heart out
Arthur C Clarke!
w\;au 'ré the creature,

@avouring to perpetuate your
race. Among the 142 ormate :
locations lie ten pods which
should be placed within
incubators. Depositing pods
replenishas energy levels, but
nibbling on one of the little
engineersroaming the ship will do
just as well. A cross between Align
and one of Jeff Minter's
expectorating camels, the
creature's defence is acid saliva,
which it SEits at anything looking
remotely harmful. (Kano airport in
northern Nigeria used to boast a
gra';lunlaw came! _thall chewed cud

ay long, cunningly ejecting the
smelly stuff from thga};id}aa:c;f itgs
mouth at disembarking
passengers. | throw thizsinas a
mere, but interesting, aside, and to

MERELY MANGRAM

say that whatever Mr Minter may
think, spitting camels are not nice).
Ocean's big four for the

summer certainly offer a better

ospect than the weather (though
it's hot and clammy as | write).
Stickiest, and certainly the
sweatiest, will be Henegade. A lot
more work has been done on the

ame since | last saw it. The

strad version is complete (and

looks just like the coin-op ariginal),
but on the Spectrum it is, if
a.nrﬂhin?. slightly better. Why
sweaty? Well after all the fuss over
Palace's Barbarian . . .

Then there's Athena, which is
maost certainly not about buying
cards from a well-known and
hideously trendy lgl'rﬂ sh-qu but a
conversion from the SNK arcade
coin-op. Set against a
mythological backdrop of demons
and bizarre creatures, you play
gorgeous pouting Athena, a
rampaging goddass with a
penchant for smashing the
scenery to bits in search of new
armour. ‘Stunningly addictive,’
says Ocean, but we'll check it out
next month.

Also from SNK comes Tank -
Yol Hell on the highway! Armoured
arcade action! Hut! Get down, this
is def! Take the Field Commander
in his tank across jungles,
swamplands and deserts and . . .
what have | forgotten?-oh yes, kill
evarything in sight,

And then, before you've even
got started, it's Game Over (the

B The Survivor hasn't an engineer in sight for a midday snack
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B As he faces the fat green lumox, could
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it be Game Over for our hero?

one with the ad containing
naughty bits some magazines
have been covering up). It's the
second Dinamic game to be
published by Ocean. The action
takes place in a far off galaxy
where a once-loyal Lisutenant has
joined rebel forces to fight against
his cruel Queen. His mission is to
destroy the Queen’s domain and

about to be revealed on the
Spectrum. This Paul Woakes
creation has taken ages to arrive
after receiving acclaim in all its
other incarnations. A 21st century
soldier of fortune crash-lands on
the planet Targ, where he
becomes embroiled in the
continuing conflict between two
forces — the Palayars and the

> High above Targ, the terrain below suggests the mammoth size of the game

end her purple rain, It begins in the

anet's prison where the loyal
efty secures essential minerals
and destroys the place, then
maoves into the jungle before he
reaches and infiltrates the Queen's
palace to blow it to smithereens.

Of the four, I'd put my money
firmly on Renegade which is,
simply, a disgracefully fun game.
However, it's also in a more
advanced state than the others,
muchmaore sothan Denton’s Tibet
for , @ game so long in the
developing to date that it'll only
ever be for the 128. Still, to tide you
over until the full reviews, take a
look at the screen shot of Game
Over and see if you can decide
who that fat green lumox is on the
right-hand side. Suggestions ona
postcard to: Just Who Is This
Robin Candy Lookalika?
Comg ...

And talking of Mr Candy,
Mercenary from Novagen is just

arA EALL L1

B = E

Mechanoids. The objective is
simply to escape the planet alive.
You can fly in a variety of craft and
axplore Targ's mysterious
underground complexes,
collecting useful objects to aid
your quest.

Targ is huge, and exploration is
assential. The enthralling
movement of the vector graphics
onthe other machines has beenan
essential quality of the game —and
Novagen say the Spectrum
version is no different.

Carefres, mobile, and lethal, the
software industry’s answer to
Bonnie and Clyde, Michael Baxter
and Sarah Donnovan, recently
held a party to celebrate, amongst
other thinFs. the advent of Grand
Prix Simulator by Code Masters.
Inspired by the coin-op Supear
Sprint (to which, incidantly,
Activision have the rights), it's a




P A girlie gets mugged and

rapped over the head, but she needn't worry, Paul

Kersey's third Death Wish is coming to her rescue

one- or two-player race around a
track viewed from overhead.
Originally on the Amstrad, it shot
to number one in the charts.
. With 14 levels of difficulty
it's bound to keep you up into the
early hours of the moming, Full
review next month — hopefully.
For those with Douglas Adams
Hitchhiker's humour (like Mike
Dunn, who thinks headbands tied
round the wrist are pretty neat)
Mirrorsoft's autumn release
should be right up your street.
Called Moon Strike, it features
your archenemy Professor
Humphray Bogus, inventor of the
digital teabag (and, incidently, a
relative of another well-known
archanemy, Dr Blitzen, from two
previous Mirrarsoft games). He's

just come up with this doobrie
called a Tachyon Vortex, parked it
on the far-side of the moon and,
like any self-respecting mad
scientist, intends to destroy the
world with it. You might think this
would be good enough a reason to
enter the fray, but in fact your real
purpose is to beat up Bogus for the
termble things he said about your
grandmaother.

Mpoon Strike is a vertically
scrolling, shoot-"em-up from the
New Zealand team of Binary
Innovation, and stars pizzas and
coins as the opposition — there's
also a camea appearance b
motr'ia Lisa. Can't say fairer than

a +

Gremlin, after playing around
with cute characters such as

e EEe

> One of the tracks from Grand Prix Simulatar

Bounder, Thing and Monty Mole
have now gone hard and mean
threa times over in Death Wish I,
their big summer release.
Licensed from the ubiguitous film
starring Charles Bronson as Paul
Kersey, New York's vigilante de-
worms the Big Apple.

By the factthat he's armed with
a 475 Wildey Magnum, pump-
action shot gun, machine gun,
rocket lau and a mean mouth
you can tell he's no wimp and
means trouble. Gangster style

shootings mount as he wanders
the streets, but shooting at the
local cops isn't wise, they start
having wishes for death for him.
Kersey's greatest ally is his
unshakable belief that the fate of
decent, clean-living, Twinky-
buying Americans is in his hands -
but s0's the multitude of weapons
with which he executes his death
wish.

From mean streets to cuddly
wildlife parks, the setting for Yog/
Bear, Piranha's first cartoon

FEEL FREE

FREESCAPE (DRILLER)

Incentive Software
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licence. Cartoon characters
haven't always come across too
well on the computer — we've had
a disappointing Asterix, a pretty,
but uninspiring Rupert, and Fred
Flintstone only raised a few
chortles. Perhaps Piranha will
finally delight . . . Playing Yoagi,
true to the cartoon series, you
travel the wilds of Jellystone Park
raiding grub from picnic baskets
while avoiding that familiar plague,
Ranger Smith, who's out to stop
your gready antics,

There's not only the Ranger to
contend with, but also the devilish
map which includes helgany hidden
passages — some ful, some
not. The game's ultimate object is
to rescue your little buddy Boo-
Boo, who's been captured

(although |I'm not too sure who by
%*et}, If you want to be one of the
rst to save Yogi's lil’ pal then look
out for a smarter than the average
competition next month.

Finally, there's Quicksilva's first
maijor release of the year, The Tube
(E8.95), which has been done b
Gannon Designs up in Scotland.
No, it's not a licensed version of
the infamous TV music
pragramme with an animated .
Jools swearing his way throug
garbled introductions (though
there'sagameforyou . ..), it'sa
fast, scroliing shoot-"em-up set in
a tube. Argus say the rum
hardware has been pushed to its
limits with The Tube's many new
features which have been
incorporated in an innovative way.

b Bilasting an alien horde over Ludlow forest: Sidewize from Firebird

Palace, £9.99
RIGH‘I"G CHAPS! Listen up! A

rather decent game's

coming out to bat from the

Palace Software chappies back
home in Blighty. Called Stifflip &
Co. Written by Paul Norris and
Rupert Bowater of the new
programming team Binary Vision,
praviously The Electronic Pencil
Company. Spiffing stuff, what.

Stifflip & Co is an icon-driven
arcade adventure set inthe closing
days of the great British Empire -
days when only mad dogs and
englishmen went out in the midday
sun, and not hordes of Club 18-30
holiday makers. Split into two
independently loaded sections -
Out for the Count and The Final
Countdown - the story follows the
adventures of Sebastian Stifflip
and his trio of mad-cap followers:
Professor Braindeath, Colonel
RG Bargie and Miss Palmyra
Primbottom,

They've teamed up to defeat the
evili Count Chameleon and his
frightful Rubbertronic ray, a ray so
devastating it could neutralise the
starch in winged collars, loosen
upper lips, lower moral and sexual
standards and, worse, seriously
gffect the bounce of a cricket ball.
The bounder must be stopped.

The player controls all four
characters as they interact with
one another, solving problems to
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end-August

accomplish the mission. Actions
are displayed in traditional comic
book fashion, so that when a
character moves from one
location to another or completes
an action the ‘page’ rolls up and

> mm-‘hﬂfﬂ‘hﬂﬂm in that order), Ranger Smith for greedy

One factor it does have in common
with TV's The Tube is music,
written by the prolific David
Whittaker, who is said to have
developed a new system that
works on both 48K and 128
versions, using the machines to
full effect.

Fast, horizontally scrolling news
from Firebird says that a biggie
shoot-"em-up called Sidewize is

this way on their Gold
label. it's been written by the Odin
team, and Firebird's Calin Fuidge
says, 'lt's fantastic shoot-'em-up
with 60 trillion sprites, amazing
parallax scrolling, and it's the best
thing since French style yoghurt.'
But what would he know? I"'ve
seen several screens in action,
ey ol e

piece are. No

release date as yet.

over, or is ripped off, to reveal on
the ‘page’ beneath the
consequence of the action.

lcons on the right-hand side
dictate actions and include
chinwag — talk and trade with
other characters; fisticuffs — fight
off the Count's henchmen who
pop up regularly; beetle off —
movement; do one's stuff — act:
state of play — take stock; and

» From the stiffest upper lips in the business to the primest bottoms

RELEASE DATES

dates are the best
T 158 fimes we have, but are not

RVIVD August
R mid-
SUIVOR nid At
;THEH% 3ndvl"~'~19“5‘
15 Ju
GAME OVER 20 July
TIBET no mla\i'ﬁﬂ da‘lgh e
gmnn—mlx SIMULATOR end-
Ju
STRIKE 10 September

nu.#l W:SH Il mid-August
MASK no release date

YOGl gE,“Jt I:q release date

4 July

Egﬁbgr RAIDER mid-July
THE TUBE end-July

MAD DOGS AND ENGLISHMEN

STIFFLIP & CO

change batter — swap between
characters.

If one of the quartet is
ambushed the screen flicks to the
fight sequence. It's an unusual but
entertainingly original fighting
technique, but if you don't feel like
a dust up, there's an additional
screen which allows you to turn tail
and run — but what kind of cad
would you be to do that?

Stifflip & Co should be ready for
review next issue, until then - keep
stiff.




‘- Watch out, there's an explosive trio of new releases about to burst
: into the shops and they're by no means a set of damp squibs.
In the right hands they're worlds of tremendous excitement, action and skiil.
in the wrong hands they'll turn into mind blowing, nerve shattering
packages of player destruction. You'll have to judge for yourself if you've
got the confidence and ability to take on such a challenge.

ALIEN EVOLUTION
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BACK ON THE SCREEN!

MIKE ‘SKIPPY’ DUNN takes millions of
cassettestotask, scrutinises themininfinite
detail, and finally comes up with another ON
THE SCREEN feature for your delectation,
delight, etc etc

- CUNSHIP

THE HELICOFTER SIMULATION
4 GUNSHIP

Pow! The ominous looming helicopter from Microprose’s Commodore flight
simulation Gunship. The yellow background is a bit bright but the helicopter itsel!
looks very good, well proportioned and shaded. The gentleman responsible for
this? Mark Otway, of Shepperton, TW17 85W.

WIN TEN BILLION

COPIES OF ART STUDIO

(well, one)

4 THE SENTINEL

There are two pictures based on Firebird's Sentingl loading screen this month.
There was a little dispute over which was the best, so to compromise | decided
on both! The first (that's the one in purple and green) was done ages ago (dug
out from the dungeons beneath the Towers, millennia before the Spectrum
Sentinel was a glimmer in the eye of Geoff Crammond) by S P Thurlow of
Stowmarket, Suffolk. Despite the odd (but effective) colour scheme, the
overall finish is quite good. The other (red and green, slightly smaller) is the
work of Michael Timberlake of Worksop, Nottinghamshire (who included a
huge list of other people who helped/hindered him!). Again, a slightly
different colour selection from whatyou mightexpect, butsurprisingly good.

SENTIMNEL

5‘2 ) *

One day that nice Clare Edgeley from Rainbird rang up and
asked whether I'dlike five coples of Art Studio to give away.
Naturally, | jumped at the opportunity, and I'd accepted
before |'d had a chance to realise this would mean having to
write a competition. And now I'm sitting here manaciled to my
desk, trying to think of something for you to do. Oh,
inspiration, where are you in my hour of need?

| suppose it'll have to be something nice and easy to
save you lot moaning. | know! Sesing as wea've just
relaunched the ON THE SCREEN featurs, we could use a
new logo. The winner (that's the single best logo) gets
his/her logo used in CRASH and blown up and mounted
in full colour by Rainbird — and also gets a copy of
Art Studio, the hottest thing to happen to computer-screen
design since the invention of the cathode-ray tube.

runners-up get an Art Studio sach.

Tell me your name and address and whether you'd like the
‘advanced’ Art Studio (for the 128, + 2 and + 3) or the
standard version (for us poorer minlona/paople with a 48 or

+). Pop H allinto a [ifty ba alnmwi'm your cassatte (we'd like
the screens saved as SCREENS) - and, if possible, a printer
dump of your screen, to save us time and effort. Don't worry
if you can't send a dump, though; it won't affect your
chances.

And remembear: if you want your entry back, enclose a
stamped, self-addressad envelopa.

Send your entries (to arrive by 27 ust latest) in the
general direction of; Mike Dunn, ON THE SCREEN, PO
Beox 10, Ludiow, Shropshire 5¥Y8 1DB
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nas received one of the first production

+3s — the real thing, not a prototype — and while

the micro business stru

put our

INSIDE THE BOX

THE NEW disk systern, +3 DOS,
should be fast enough for most
purposes, though it's a lot slower than
third-party systems like Disciple and
the Swift Disk, A 32K code file takes 21
secondsto SAVE and 18to LOAD, less
than a third of the Swift's loading speed
Formatting is fast — it takes about 16
seconds to format one 173K side of a
three-inch disk. The RAM disk of the
original 128 is still present; the syntax
to operate it has changed for the better,
I:JEt the capacity has fallen from 74K to
BEK

Despite the extradisk drive and printer
port, the +3 is simpler internally than
the +2, There's very little left of the
original Spectrum design, apart from
the minor bugs in the ROM. It seems
they've all been carried over from the
+2 (except the NMI bug, which sports
a one-byte correction)

Baoth Sinclair logic arrays have been
replaced by a single
‘flat pack'

chip, as
used on
the Amstrad
PCW word
processor, The
128K of memory
has been squashed
into four 64 Kxd-bit
chips. The nonstandard
drive is identical to the
unit in CPC and PCW
Amstrads, and you can plug
ina DMP- 2000 printer or FD-1
second drive — both of which
were originally made for the CPC
range

The +3 is Alan Sugar's quick and
dirty answer to the home market, and it
kills the CPCs stone dead. +3 D05 g3
souped-up version of AMSDOS, but it
hasn't been linked into the Spectrum’s
streams. That means you can't use
sequential or random-access files from
ZX BASIC, even though there's 4K of
unused code space in the D0S ROM

The +3's 64K ROM also holds a set
of diagnostic hardware tests. You can
get at these by pressing RESET and
BREAK, to call up the 128's TV setup
display, and then pressing two groups
of keys simultaneously: QAZ and PLM.
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ggled with its doubts we
Technical Editor on the case

You need a printer and special test disk
tomake the most of these routines, but
they're fun to play with and should help
retailers sift out faulty machines,

| expect the +3 circuit board, less
disk controller, will be used in future +2
machines to take advantage of the
simplified logic circuitry. There's
already a connection-paint for an
internal cassette drive, which could
take the place of the +3's disk, A
wversion with built-in tape and external
disk drives would also be practical

+3 DOS works happily from
cassette, but the machine doesn't
come with a tape lead - you need two
mono jacks connected to a stereo one.
Maybe this is Amstrad's way of
encouraging the release of new
programs on disk, but there's a vicious
circle there.

The +3 doesn't let you transfer the
majority of games to disk from
protected cassettes, yet software

» The object of
all this attention

houses won't supply games on dishk till
lots of machines have been sold.

Several firms hope to break the
deadlock with "‘magic button’ copying
add-ons, despite the lack of some
Spectrum edge-connector signals
which previous copiers have relied
upon. Even then, there could be trouble
caopying programs which use new CP/M
64K RAM configurations, as there's no
ROM space for a copying device to put
its own code in

The +3 circuit board will doubtiess be
redesigned soon, as there are three
bodges on the back of the board, Twa
capacitors, three diodes and a resistor
have been tacked on to coax the
machine inta rellable operation.

Several signals have vanished from
the edge connector, The video and
colour-difference lines have gone,
though you can still hook up an RGE
maonitor through the Peritel socket, and
aComposite one by clipping wires onto
the circuit board, as explained in TECH
TIPS Issue 28.

The nine-volt and five-volt supplies
have gone, as have the ROMCS and
IORQGE lines used by some add-ons.
As the manual puts it, ‘there is no
guarantee that a device which ran
ccrrrgclly on a Spectrum 48K will run on
a+3.

The + 3 works; it's well-documented
and professionally-made. But other
Spectrum disk systemns offer better
performance at a similar upgrade price.

MONEY MAKES THE
DISK GO ROUND

THE friendly, hamely high street is a
tough place. In the micro
business, some 15 chains
are racing for your cash;
none can afford to
back a loser.
And despite its
Spectrum

THE FATE OF A NEW
MACHINE

pedigree, the +3 is given only an
outside chance.

Few high-street chains have followed
Boots and decided to stock the + 3,
Sean Willis, who choases computers for
all W H Smith shops, is dubious about
the +3's prospects — there won't be a
high demand, he says. 'It's fairly
specialised, possibly overpriced."

Mearly all the big chains’ computer
buyers agree £249 is too much for the
+3. It's too close to the price of
machines like the Atari ST and Amiga,
they believe, and shoppers with
hundreds to spend will go for those.

But the micro industry is sure it'l
come down to £199 in the autumn,
when Christmas present-buying is big
business. Dropping below the £200
mark would bring the +3 within many
mare people’s spending range, and the
increased sales could outbalance the
lower price.

'If the price came down to £199 |'d
be more enthusiastic; if it came down
to £150 | could move the +3 in
quantity,’ says an independent retailer,
Julian Musgrave of Games World in
London

Of course there's no Spectrum
without software, so shops and
software houses are playing a waiting
game — who'll commit themselves to
the + 3 first?

Already two major houses, Activision
and Ocean, are positive.

But Domark's Mark Strachan speaks
for the majority when he explains 'we'll
sit on afence for a while. If it sells well,
we'll probably convert some of our
original games onto disk, but we won't
write for the +3 specifically.’

Another problem: the three-inch
disks are expensive, which may rule out
single-game budget releases.

Still, if the new machine proves
popular the software houses will be
grinding out + 3 games to feed the
market, And Amstrad boss Alan Sugar
reputedly expects to sell half a million

+3s in the UK and Europe

high demand,’ says one high-streat
chain’s computer expert. “They're a
strong, aggressive company. And I'm
sure if Alan has stated half a million
they'll go a long way toward
achieving that,’

BARNABY PAGE
with BEN STONE




CLOSET

With Donald Grant

Label: VPD

Certificate: 15

Running time: 1 hour 26
minutes

Chestnut Hills, an ordinary day

is halted by a piercing scream
which cuts the country air. A blind
man is found dead in his own
bedroom closet.

Not only that, his trusty Alsatian
dog is found hung on the inside of
the closet door — and both bodies
are pierced with two puncture
marks. Clearly these are no
ordinary murders!

A few days later, miles away in
San Francisco, newspaper

____[mike

In the small Californian town of

MONSTER IN THE

[ RroGER [__

“ The great game to play
while watching Monster In
The Closet is ‘spot the film',
for it's a parody of just about
every horror and SF movie
ever made (King Kong, War Of
The Worlds, Creatura From
The Black Lagoon, Psycho,
Close Encounters). At its
worst the plot is thin and silly,
at its best the parodies are
fun and sometimes even
exciting. And this film has to
have the most ludicrous

‘scientific’ ending ever.
Neither great, nor a waste of
ﬁm h §i

68%

“ For the first quarter of an hour Monster In The Closet treads the
very thin line between a serious, poor
amusing parody. But there's a point where the film's intentions
become clear, and from then on keeping a strai
the question! Monster In The Closet deserves a
the hire shops; unlike most comedy videos it's every bit as
screamingly hilarious second time round. ™

horror movie and an

ht face is out of
@ success in

obituary writer Dick Clarke
Donald Grant) sets out after his
irst big story: The Chestnut Hill
Closat Murders. Three people
have been Killed by this unknown
being, a monster within the closet.

Clarke sets out on the trail of the
vicious killer, a hideous seven-foot
creature whose interests include
music, chocolate bars and, of
course, bigdeep closets. Alsoon
the trail are Dr Pennyworth (Henry
Gibson), a mad scientist whose
interest in the monster is purely
musical; the local sheriff (Claude
Atkins), whose most lethal weapon
i= the tobacco he chews; and
Donald Moffat, with the backing of
the entire US Marine Corps.

- [

" With Airpiane splattered all
over the inlay | was expecting
a tremendously funny film.
Sadly Monster In The Closet
doesn't go as far with any of
its comic situations as the
classic Airplane movies. Most
of the jokes are implied, and
therefore will only appeal to
people with an extremely
warped sensed of humour,
The monster is absolutely

ruesome though, and

onald Moffat is excellent as
a maniac Marine leader. "

With Daniel Jordano and
Matthew Penn
Label: Guild Home Video

Certificate: 15
Running time: 1 hr 42 mins

here’s nothing in New York

City for Danny, Spikes and

Silk now they've left high
school. Spikes (Matthew Penn,
brother of Sean, hence
Madonna's brother-in-law,
strike a light) dreams of basketball;
Silk (Leon W Grant) is, well, just
about willing to take a middle-
management job in the music
business; Danny (Daniel Jordano)
is full of bright ideas for a big-
business future; all three face
lifetimes as janitors or delivery
boys.

Rummaging in his mum’s things
one day, Danny discovers his
family has inherited an old hotel in
rural Pennsylvania, and he
persuades her to let him take it
over. His new dream: to convert
the run-down mansion into a hotel

upbeat nhu.
makes the film feel like a
desperate

convince

of teenagers, for teenagers, and by
teenagers, where the disco shall
have no end.

But the three herces and their
hangers-on — slum schoolmates,
a wise old hermit they find living in
the hotel (reallyl), and a beautiful
but innocent farm girl (really! Mary
B Ward) — are up against the grim
interests of industry. A developer
wants to build a ‘chemical

B The teen spirit: Playing For Keeps

reprocessing facility” (ie toxic-
waste dump) on the site of their
hotel, and will go to any lengths to
get them out.

So, while the 'city trash' dig and
clean and build and polish — and
argue among themselves - the
police and townspeople plan to
get rid of them. The scene is set for
a nasty battle, the innocent stand
to lose, and only the quick thinking
of the city streets can get them
through the maze of vioclence and




With Loretta Swit, Peter
Cook and Rik Mayall
Label: Virgin
Certificate: 15
Running time: 1 hour 28
minutes

or years Britain has ignored
the tiny Caribbean colony of

Santa Maya - then the
neighbouring dictatorship
Maguadora decides to march in
and take over. From such small

innings starts a process which

will lead to the end of the world!
Whoops Apocalypseis the
movie version of the popular TV
series. It savagely satinses the
craziness of a world where one slip
can lead to nuclear holocaust. It's
noisy, fast-moving and extremely

harassment . . .

Playing For Keepsis a
semimusical: Phil Collins, Pate
Townshend, Chris Thompson,
Arcadia, Julian Lennon, Loose
Ends and Sister Sledge are on the

soundtrack. The film, written and
directed by Bob and Harvey
Weinstein, opened in the cinemas
in January and visited the top of
the charts before this release on
video.

o, .

» Farce by the megaton: Whoops Apocalypse

royal (Princess Wendy) and two
scummy tabloid journalists who
are soon consigned to the nearest
desert island.

__|HUNTER S|
Middle Eastern p

on TV,

.“Huw_ﬂwm-whwﬂnﬂ?ﬂm-mtl:ﬁh

rude in parts as it tells the story of

mammoth  incompetence and
intrigue.
American President Barbara

Adams (Loretta Swit) tries to act
as mediator in British/Maguado-
ran peace talks, but these are
sabotaged by an ace international
terrorist, Lacrobat. Armed with a
disguises, an Alsatian trained to
bite British diplomats' behinds
and some paint, Lacrobat
guarantees that the American
arms suppliers who hired him will
make healthy profits.

S0 the British fleet sails,
complete with a fairy-tale favourite
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There they miss out on the
fighting, which retums Britain its
former territory, but discover a
Soviet missile base disguised as a
tourist hotal!

Peace is restored and thera's
nothing more to worry about . . .
or is thera? The Prime Minister
(Peter Cook) starts to blame
unemployment on pixies and
instigates a programme where
10,000 people with jobs jump off a
cliff every week to create
vacancies.

Meanwhile the Maguadorans
hire Lacrobat to kidnap Princess
Wendy during a show for the

retaliatory action.

Now the Maguadoran dictator
invokes Russian aid, and the
situation escalates to such a
degree that even the discovery of

> Rik Mayall leads the SAS to obilvion in Whoaps Apocalypse

troops, and threaten to kill her if
Santa Maya is not returned to
them. On the grounds that it's
immoral to spend all that money
on nuclear weapons and then not
use them, the PM promises

Wendy by a bungling squad of
un-happy SAS men, led by Rik
ayall, can't guarantee peace.

Things are running out of control

as the world prepares for the big

bang




With Robert Conrad and
Shane Conrad
Label: Guild Home Video

Certificate: 15
Running time: 1 hour 31
mins

ardened Florida cop Charles

Hannah (Robert Conrad)

accidentally kills an
innocent teenager during a
stakeout. Filled with remorse, he
transfers to the Juvenile Division,
and with his young sidekick
Simms (Christian Falk) and Buck,
aretired officer tumed private dick
(Red West), searches for the dead
boy's friend.

He finds 13-year-old Frankie
living by petty theft (Frankie is
played by Shane Conrad — there
are a lot of Conrads in this made-
for-TV picture, so watch the
credits!),

It tums out Frankie has become

CHARLEY
HANNAH’S WAR

embroiled in events beyond
in all American films, himself by nicking an airline bag
Captain Hannah Is a law unto stuffed with money. This drugs
himself. The setting and E&yaﬂwasanmutemthe local big
action is very Miami Vice-like, 085, and suddenly streetwise
with lots of palm trees, Frankie is being chased by the two

thug couriers and the mobster

who wants his cash.

Much of the film is about how
tough guy Charley Hannah sets
out to eamn the res . and finally
affection, of Frankie while keeping
him alive and bringing the bad
guys to justice,

46% p Sun, sand and shooting: Robert Conrad (left) plays a Florida cop and

Shane Conrad (right) a teenage criminal in Charley Hannah's War

LUCAS

Certificate: 15
Running time: 1 hour 47
mins

ucas (Corey Haim — Silver
Bullef) iz the kind of kid
everyone encounters at
school, the kind of 14-year-old
who makes you cringe at the

____[pom|

|/ BARNEY |

* Lucas has a hilarious American-football episode, and Corey
Haim is often quite funny as the eponymous 14-and-a-half-year-
old — but he's so RELENTLESSLY sweet. Comparisons are
dreadfully invidious, and here goes: | could care about the brat in
Charley Hannah's War, sentimental as it is, because I've met him.
But no kid is like Lucas; no hair is so pe ruffied, eyes so
wondering, wisecracking so cute. And the first scenes of Lucas,
wh:rt.c the young adolescent spies on girls, are giggly fourth-form
m L1}

31%

sound of his name. He's brainy,
Wears
classical music more than football
and is only half the size of most
people. He's a bit different from

the usual teenager.

While catching butterflies in the
summer holidays Lucas meets up
with ‘a ravishing 16-year-old,

| roGger |

lasses, s interested in

Maggie (Kerri Green — Summer
Rental), who's just moved into the
area. Attracted to Lucas's strange
philosophical and physical
gualities Maggie befriends him,
looking for guidance through her
first year at his school.

But to Lucas their relationship is
much more than ‘just good
friends’. When Maggie starts to
get immersed in the usual school
activities Lucas feels inadequate.
And when Maggie starts going out
with the s.chcxg football captain,
played by Charlie Sheen (Platoon,
Red Dawnri, Lucas will do anything
to get Maggie's love and attention.
He even joins the football
team ...

“ Corey Haim's Lucas is worthy of an actor of more mature

* Lucas is riddled with stereotypes: the clever wimp (Lucas), the
all-American boy (the football captain), the girl divided between
the two of them [m. and the bullies hate Lucas (most
of the rest of the . Young Lucas starts off as quite a likable
wimp, but by the middle of the film he's really irritating with his
smart remarks and his sorry little face. The most captivating part
of Lucas is the last third, especially the very funny football scenes.
It ends with a clever twist, and it's kept running by a strong
soundtrack. If you cried during E.T., give Lucas a look. "

5T%

- his quirky performance illuminates this film from beuiming to
end, outshining even Charlie Sheen’s understated high-school
jock. At first | thought | was in for another mid-American teen
beat movie, but it isn't, and despite the odd shortcoming in
believable situations Lucas adds up to far more than the sum of
its parts; deeply romantic, funny, final sad-happy tears. It could
have been awfully corny, but the actors and spot-on direction
turn it into a minor masterpiece underpinned by the angst of
puppy love, " T
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TOP GAMES
AUGUST

Wit 2§ - 2t -C o A e TR i

The three charts compiled from the votes of CRASH readersis the
most realistic chart for gauging the popularity of Spectrum games -
itis the games that are being played that get the votes, not the
games that are in the shops this week or month.

And the votes are important. It's up toyou to let us know whatyou | The HOTLINE is a Top 20 now, to make room for the invasion of
feel, so fill in the voting forms which live on the results pages and the Here GAUNTLET seems secure at the top, but
in FRONTLINE to make your voice heard. HEAD HEELS has wangled its way up four slots,

If you don't want to carve up your issue of CRASH, weunderstand, | | the briefly glorious PAPER BOY. (Doughnuts to him.) In )
Usea pholucu%yif you Ii‘:u. nn:;npy the details from the voting 1?111115 everyone is famous for 15 minutes.
onto a postcard, or the back of a sealed envelope, and send that to
us.'nﬂg:d, & £40 worth of software is cra its way to Tim Watkin of

Apartfrom the satisfaction of registering your vote, there's always Northwich, Cheshire. The runners-up are Robert
the chance of winning a prize. Each month we draw 15 winners from Collier of Leominster, Herefordshire (on a clear day he can see
all the: q,rgﬂ%furmg received — five for the HOTLINE, five for the CRASH Towers); Louis Rucz of wamm be
ADVENTURE and five for the STRATEGY chart. confused with Shropshire); ce Warman of

A top prize of £40 worth of software (your choice, not ours) and a Middle Earth, sorry in Cleveland; and hot
CRASH T-shirt is awarded to the first slip drawn from the HOTLINE buttered Adam Vaughan from Whittiebury, near Towcester
votes, and another £40 of goodies and a shirt goes to the in Northamptonshire.

ADVENTURE and £20 of goodies and a shirt goas to the STRATEGY

Four runners up from each ballot box collect a CRASH T-shirt and

a CRASH Hat.Sogel those votes in tothe CRASH HOTLINE CHART,
CRASH ADVENTURE CHART and CRASH STRATEGY CHART: egy op

PO Box 10, Ludlow, Shropshire SY8 1DB.

VULCAN CCS

REBEL STAR FIREBIRD
Praise CCS and pass the ammunition! There'll only be ten in this ARNHEM
chart, because there are comparatively few strategy games
around. But the usual prizes are available for a winner and five THEATRE EUROPE
runners-up. So keep the votes flowing (there's a form in
FFI?LIHE} - what if they gave a strategy chart and nobody

T RN CAME

The first of the few is T R Beadon of Letchworth, Hertford- TOBRUK
4 are Gary Watson of York; Dn;lgw Eltringham h:fﬂiacklun. BATTLE OF BRITAIN

Cleveland; Spencer James anley, Kent; Martin

Neufeld of Chideock, Dorset; and Sally Botting of Aber-

deen. = ¥ ’ » NAPOLEON AT WAR
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§ STARGLIDER RAINBIRD

S — 1 —wew § Adventure Top 20
10 (10) ENDURO RACER ACTIVISION
11 (-} THE SENTINEL FIREBIRD

BOMBJACK
3 ARKANOID

- |
1 (1) HEAVY ON THE MAGICK GARGOYLE GAMES |
2 (3) SPELLBOUND MAD |

3 (5) KNIGHT TYME MAD

4

5

OSTS 'N’ {4) THE HOBBIT MELBOURNE HOUSE
h 2::' GI.III“ QOBLINS (16) THE PRICE OF MAGIK > LEVEL 9

6 (2) THE BOGGIT CAL
16 (12) THE GREAT ESCAPE 7 (9) DOOMDARK’S REVENGE BEYOND
{1(-) BARBARIAN 2o 8 (12) RED MOON LEVEL 9
i8 (16) BATMAN | _8(12) REDMOON _______ "=

9 (8) LORDS OF MIDNIGHT BEYOND |
10 (26) ALIENS ELECTRIC DREAMS 0 (6] LORD OF THE RINGS __ MELBOURNE HOUSE

1
IIIFDQOHHAH |
RE7 Y PIRANHA [ <5 727) FOURTH PROTOCOL CENTURY HUTCHINSON

12 (11) GREMLINS ADVENTURE INTERNATIONAL

The ADVENTURE } : A 13 (20) MARSPORT _____ GARGOVLE GAVES .
mmumm:t“:;‘mwmm:m:m 13 (20) MARSPORT GARGOYLE GAMES

there war‘_ﬂ:l Eul; mw“ma has mh:ta ﬂ'lu ?h'T'iTI’E Mlnlné\;? 14 (7) FAIRLIGHT 2 THE EDGE

price —s0 SOAars. ’ BOG

getting bogged down? See next mon::l's un?:ﬁh; episode. _L__}——__;_—-——/—— 5 (25) NEVER ENDING STORY OCEAN
16 (26) DUN DARACH GARGOYLE GAMES

£40 worth of software is — no, NOT winging its way to, being

ﬁostad in iwﬂ:ﬂl hudnﬂﬂﬁk;,:wﬂopu to -Jnr:an Lagli_?rﬁf 17 (14 SHﬁDUWF E BEYOND i
of Kidderminster, also in #mmé?ﬂn?ﬁ?'&amﬂ 18 (- BORED OF THE RINGS CRL |
nfmmmwghndrnw Parkin of Sprotbrough, 19 (23) DRACULA CRL

Doncaster; and Claudio Rivers Redrado fiom e wel 20 (30) SPIDERMAN __ ADVENTURE INTERNATIONAL |

et L
- o CRASHAUgUSH1E87 31 13 e

—

— el o - .-:—‘-"';
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Please send me the following items: .

|

iy ; : % |

Title (BLOCK CAPITALS please) Software House Disk/cass Amount :
. e M . it H L

- 257 SNl ]

]

]

|

|

i

]

]

- e e —— —'7 e I
| ]

- — 1| - = .

sub-total £ . ]

REGULAR DISCOUNTS 1 i
L1 off any singls order worth more than £20 less discount £ 1
S0p off sny single order worth more than £10 e -1 1
PR SRS SISO B Siviel) Total enclosed £ 1
DELIVERY ADDRESS :
§

Name :
Address I
|

8

Post Code [
SUBSCRIBER NUMBER - IF CLAIMING SUBSCRIBER DISCOUNT. . :
| wish to pay by Visa/Access (Delete as applicable) 2
Please Debit my Visa/Access Account | - l i
Name (please print) Expiry Date :
Cardholder's Address: B
i

Please charge my Account Number: ] | i | I [ I I I l f ! l I I | ] :
Signature |
o

CRASH MAIL ORDER, PO BOX 20, LUDLOW, SHROPSHIRE SY8 1DB

ADDITIONAL
DISCOUNTS FOR
SUBSCRIBERS!

SOFTWARE
BY MAIL

When it comes to buying
games, you can spend a lot
of hard-eamed money
trudging to you local com-
puter store - only to find that
they haven't got the game
you want in stock. Our Mail
Order Queen, Aggie, will do
everything in her power to
get any game you might
want.

Apart from saving money
on bus fares, the Aggie way
of buying software means
your game arrives through
the letterbox, wrapped in a
tastefully stapled jiffybag.
We don't charge for post-
age, and we even allow you
to save money - check out
our Discount Schemes!

ANY of the software
reviewed in this issue of
CRASH - or in any back
issue — can be ordered via
Aggie's Mail Order service.
All you have to do to buy a
game is use the price given
in the review, or the known
retail price, fill in the form,
calculate the discount
Aggie’s going to allow you
and send a cheque/postal
order or credit card order off
to her.

i you have a query on the
price or availability of a
game, give Aggie a ring
before you place your order
- jt's worth checking by
phone first if you're ordering
unusual items. ..

Please do notenclose this form and your payment with a competition entry or any other letter to CRASH. If you do, interminable (ie very long
and painful) delay could be result. Your order might even be lost completely, which would be sad. So deal with Aggie direct, okay?
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1T 1S RIMED

1 SOMETHING WENT WRONG
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BY OLIVER FREY

Next Month: The Lightgivers
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