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ZX SPECTRUM

TO SAM

At last — a cheap
Spectrum clone
See 16-page Tech
Niche inside

SMASHED!

Platoon — blood, sweat
and graphics from Ocean

Garfield - The Edge’s cat
licence

Northstar — space odyssey
from Gremlin

FIRST
MAPS!

Platoon
Garfield

Andy Capp
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RELEASE DATE:
8th MARCH, 1988

SABOTEUR

Enter warehouse. Avoid dogs, gusrds, and ceiling-mounted anti-
personnel weapons which are guided by video cameras, Cross o
other side of the warehouse. You ulahuwmmn computer
terminals ta unlock doors (net at skill level 1 thaagh|. Go down
sewers. On your you should try to find & hidden time-bomb
and carry it to und computer centre. Use twe mini-
trains which connec! sewers to computer centro. Take jor swap
tima-bomb with| the disk, then sacapa by helicopter which is in the
roof of the warshousa, [you'll have to climb the stanchions and jump
aﬁrm the I:nriuu-n top floor - don't be trightened of jumping-
off & screen,

SABOTEUR i

You tske the role of the Ninja's besutiful sister, who must avengs
har lllrmtlulmﬂlr. In “SABOTEUR I" b broke into the
canira ilding and siole a computer disk that contained
names of the rebal lnﬁn. This disk also hald information abomt
the dictator's huge missile silo. Your nighi-time mission is to hand-
glide into this high secarity complex of buidings and underground
passages (over 100 screens), search for the pieces of punched
competer tape that control the missile’s Hight path, redirect it
before blast-off, then escape by moterhike down the one and only
exit tunneel. The site is guarded at might by messive android guards
with lame-throwers, vamphie bats, and deadly black pumas.

SIGMA 7

Tale-off from your bass and Hy to the next lactory fighting your way
through the space-mine defences as you po. The distance berween
the space stations and the number of space-mines increases with
each new stoge. Bonus points are awarded for destroying complets
wiives of mines. Once into the lactory aroa, the player musi move
around clearing the pathways. Defence robo-mines rapldly home-in
to kill simply by making contact, though they may be shot first, As
the paths are cleared & m of fixed markers s revealed. This
pottern MUST BE M s subsgquently entered on the
control unitl. Score is awarded lor destroying robo-mines, and the
points are shown aver the explosions. Bonus points are awarded in
proportion to the area of pathway cleared. If the time limit is
excesded ie: the counter i the top leh of the screan reads reno|
then all remaining “lives” are lost and the game ends,

CRITICAL MASS

Keep flying towards the right of your screen. Aveid all rocks and
mines. Walch 1:;1 for Jm.u:ﬁnl aliens and shoot to kill, m“‘llh
wmuur;: BT G mllwnr‘d,mn WSA OUr jel-pac
and follow w!mrltmwmn‘f umﬂllml‘: o nEw
Ihﬂ in & replacement pod |just land on the amall raund pad next to
il you come to the wall move up the screen, wait for and then
shoot the robot guard, then keep moving (to aveid the guided plasma
bolts) and shoot the turret in the middle of the two forco gates, then
move thiough gukckly. Whan you get te the anti-matter convarter ly
in reverse {this gives you retro-thrust) then spin around and shoet
the prizm-shaped enargy concentrator just o it s king-in energy,
before you get sucked-in and vapourisad.

AIRWOLF

As Stringlellow Hawke, o former Vietmam chopper pilol, and the
“2"“ in the frea world trainad to fhy the bill Har helicopter
the FIRM. Fve important .3, sejentists ars being haid heeiag doeh
L U5, scientists are baing he deap
in a subterransan base bonoath the uu'drln:zdznldtm.h
Hawke, you must guide AIRWOLF using full steslth capabilities, on
a series ol perilous nighi-time missions and bring about the release
of ench scientist in tum. Only destruction of the defence cantrol
boxes ically positiened within the cavern will allow
lmﬁt wnd to the heart of the base whore the scisntists
e

£ 1984 Universal City Studio, Inc. All rights rezsrved AIRWOLFrwm
s A Trademark of and licenced by Universal City Studio Inc.

HIT-PAK are proud to present “Ten Hit Games” in one present-
ation pack. Five cassettes for only £9.99 is unbeatable value for
money. (Also available on Disc formats). A superb collection of
Action Games producing hours of captivating entertainment.
Released in the UK on 8th March 1988 - Don’t miss this
opportunity, get your copy now!

¢ collect the tregsure in over 40 fi
Collect

COMPUTER GAMES FROM

DEEP STRIKE

You are in control of s Werld War | fighter. Your job is to protect and
mhlﬂl‘r‘lllhlrliﬂlﬁ'huﬂlmmmhlmld
I.rlcil. ou may than land and refusl before heading out once
again. Keep yourc pointer vertical o7 you will run knte heavy
flak and alsa run out of fwel. Shoot down all planes EXCEPT for your
own bomber which will fty dead ahesd of you. Avoid barrage
balloons. W ane of your bombers gets hit & replacement will fiy in
muhwmnw like. H you can stay on
course and survive bong you Id eventually pass over the
enemy fuel dumps which you mest wips out

COMBAT LYNX

You will have four bases which you must support with troaps
nir eoves, Bese 1 has 5n endless supply of loel and hrﬂm
thee ability o i rewitalise injured troops

the other bases. All hases star with 30 fully pped sold
Allied land vehicles move around the battiefield ind

your control. You provide the only aliied air su m
vehicles will slowly comverge on your bases unless siopped by the
allied hnivﬂkh.mm“hnmmmnd,whmm
weapons of your CO T LYNX helicopter.

i

L &

TURBO ESPRIT

An armoured car is carmying drugs to the centre of the city.
One after the other, four delivery cars will drive in to mest it, &
then drive off te their hide-aways, After the lourth pick-up the
armoured supply car will leave the city. Your mizsion is to stap the
dalivery cars after they have made their pick-ups and before they
disappear in their b and to stop e anmoured supply car
after it has passed its drugs to the last car and before it loaves the
:iﬂ.‘llml!iﬂﬂmwilﬂlﬂtltﬁ“hmw
alive, rather than shooting them. Your vehicle will be s Lotus Turba
Esprit capable of driving at 158 mph

THANATOS

H!Iiﬂmlﬂhlnnﬂl.mwndw&whnmm.h
Hame close o burn down the gate. If you rus out of flame
back and find a witch tied between twa stakes and sal har,
wtch out for the knight on horssback who will try to lance you
unlezs you first knock him off his horse with your claws, Eating the
witch will refill your energy. In the first casile land naar the girl and
allow her to climb onto your back. Fly onto the mex castle.
rmﬂndhm-ﬂmmlm.ﬂnhmnnﬂm.mn
the last castla whar you will find the caul in which the girl
can cast her spell. Land nearby.

BOMBJACK Il

‘Watch Qui! Jack's back! Our Bombjsck is here again in
comic caper of the tactica! kind! This time, armed and -

| quhrmuuuummunﬁmmqwu

raptile infested lava pit and on into owter-space. Heve you got what
it takesT Have you got the mantal lizuumhnm wmd
complicated sertings?
thiem in tha right arder snd gst & bonus Jack.

£ Tecma, Led. of Japan.

EASTERN AVENUE, LICHFIELD, STAFFS WS13 6RX

Consumer Hot Line: (0543) 414885




NORTH STAR™

Alone it stands, majestic and
proud... the final hope to Earth's
savagery and overpopulation...
North 5tar, a glorious space station
orbiting serene tranguility, too much
tranquility... preparations should be
underway for the final evacuation.
Communications are dead, scientists
cannot be raised... a dreadful gloom
overtakes the population... has their
last hope gone!

Only one can find out, only one has
the necessary powers. That one is
you... a unique leing on a mission to
rescue a unique project.

" Spectrum 48K £7.99 cassette
Amstrad £9.99 Casserte £14.99 Disk
Atari 5T £19.99 Disk

" CBM 64/128

£9.99 Casserre £14.99 Disk

“FROM QUTOF -
THIS WOKLD...

-

AV T Y. — _:-
WLEZLANTLG !{/;z LN
/ P"L"- '._vr ‘ :

.. TO
- THE FIGHT

VENOM™
STRIKES BACK

Incoming message on MASK
computer - “*We have kidnapped
SCOTT TRAK and are holding
him on the moon. Unless you
surrenderithe entire MASK forces to
VENOM you will never see him
again.”" Signed Miles Mayhem.

Mazt is faced with a terrible dilema.
To agree to VENOM 's demands
would give them total contral over
the Peaceful Nations Alliance. but to
ignore their demands would surely
mean Scotts life.

Can you as Matt Trakker rescue Scort
and return him safely to Earth?

Spectrum 48K E?F.'H Cassetie
CBM 64/128
| £9.99 Casserre £14.99 Disk
Amstrad £9.99 Cassere_ £14.99 Disk
MSX £7.99 Cassere

MASK™ AND THE ASSOCIATED TRADE MARK
ARE THE PROPERTY OF KENMER PARKER TOYS,
INC. (KFT) 1987

WORLDS APART FROM QTHER SOFTWARE!

Gremlin Gaﬂu Software Limited. Alpha House. 10 Carver Street, Sheffield S| 4FS. Telephone (0742) 753423

FOR THIS WORLD"

TTIT & =
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46 THE CRASH CHALLENGE

Commando's the game, the result’s the usual

51 TECH NICHE SUPPLEMENT
A 16-page focus on hardware and ulilities — including the inside story on
Sinclair's computers and the supercione SAM

72 CRASH COURSE

Swotty Scottish school software from Scetlander

78 WRITE YOUR OWN ADVENTURES ..

but how? Programmes Anthony Bailey compares the GAC uT'uj PAW
utilities.
B84 FANZINE FILE
What's black, white, cccasionally grean, and red in one of wo places?
8 NEWS

Telacomsoft in a fight or two

31 LLOYD MANGRAM'S FORUM

CRASH is deceitful and corrupt, says a reader. Oh no It"s not, savs Lioyd

37 NICK ROBERTS'S PLAYING TIPS

Mpre maps than an orenteenng club!
48 LUNAR JETMARN
68 CRASH COMMS
68 KING GRUB
75 BRENDON KAVANAGH'S PEM MAILBOX

Readers break up over Shattered World
77 ON THE SCREEN

78 ADVENTURE TRAIL
Sinbad And The Golden Ship gets tipped, budgets get reviewed

82 PHILIPPA IRVING'S FRONTLINE
Philosophy and boxing

85 ROBIN CANDY'S SCORES
102 CRASH READERS’ CHARTS
110 PREVIEWS

112 ET AL

Video talk and a caption comp

DO IT YOURSELF
26 DRIVE YOURSELF CRAZY ...

.. with a radio-controlled car from Titus

49 GET ABOMINABLY SNOWY ...

... 'with et artwork from Destirny

92 SEE HOW THEY MADE PLATOON . . .
.. win all the storyboards from Ocaan

108 FALLINLOVE ...

.. with Romantic Robot's add-ons

113GOFORGOLD ...
¥ - - . with £50 of software from Et Al

114 LISTEN! . ..
. .. 1o Digital Imegration's prizes: parsonal stereos
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NUMBER

When it happened, ol course, thore was
none of the shouting, none of the panic,
none of the breaking of windows or looting
or even the soM despair of mortality as the
world rolled to its dead end. Some things
stopped: there was no more binga in the
suddenly tasteful Sun, there wers fow
arrests, there wersa no toursts in
W ashireg ton.

But Washinglon was a parfect
microcosm of the world it had created, now
50 close to destruction by the maturation
of its own technology. And on this bright
Sunday, Capitol Hill shone scrubbed in its
untarmished power as the President
brought together his roles = family man,
leader of men; commander-in-chief,
accepter of defeat - in the final broadcast.

‘Final'? No-one there would have thought
of it as final, perhaps there was more
slovenliness than usual in the CBS crew,
perhaps the old President's own face was
showing fewer than normal of the smile
lines he had so often paraded on the
hustings beside his parfect life.

Yel the Potomac rolled undisturbed and
thore was still the odd protester bothenng
io pace outside the White House; all crises
were equal in PR terms.

The President began, conacious for the
first tima of his own cominess. "My fellow
Armaricans ' - he wondered how many wers
out there, al the end ol cables and asrials,
how many were really honest lowa tarm
stock with a kitchen radio and how many
were Wall Street slickers with five screens
running at once - ‘you know as much as |
do aboul the coming days which face ouir
country’ - who had writien this?

Ingham = it was Ingham who wrote if,
grey Ingham, once the keen Washinglon
journalist fantasising his own Watergate,
now a sour and doubtful aide - Ingham,
tapping on the President's shoulder now.

The CBS men woke up. Outside thers
was an seroplane and a bird: symbols of
this watershed the cameraman would
never touch,

ingham  was  still on the
President's shoulder when he started
reading the telex, and he had Lo jerk irritably
@y, cursing the cameras as he did so,

Then the old actor's sense took ower.
“Yas, in hours we will meet the greates! trial
wa have faced since our nation's birth. But
now there is good news.' A pause -
melodramatise? Or apsak strongly, go
straight ahoad?

Go atraight ahead. "The naxt issue of
CRASH will be on sale March 31.°

CRASHMarch 1988 5
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THE STATE OF
THE INDUSTRY

... and what a state it's inl

Thera's this cynical tradition at
CRASH that when the editor can't
think what to write in his editorial
on the last day before printing he'll
put down some meaningless
‘state of the industry’ musings.
These usually turn on the
observation that tie-ins and coin-
op licences are growing ever more
important.

Well, tie-ins and coin-op
licences have been growing ever
maore important since the world
was without form and void,
because now the software houses
can afford to buy licences —and
the film producers, TV stations,
Garfield grandees and so on are
more aware of the marketing
possibilities of computer games.
Gradual movement into the
mainstream of home
entertainment . . . industry
coming of age . . . 16-bit
revolution . . . yawn.

T g odotel) _
& ol P o ol G)
G A AT G AR TN

You've heard it all before, But
then there are only 4,000,000 of
you — Spectrum-owners, that is.
And it's a different kind of licence
we should be thinking about: the
TV licence. There are only some
20,000,000 of those inthe land, yet
lock at the attention TV gets —in
the national press every day, in the
public eye every evening. Why
shouldn't the home computer get
that kind of coverage? Why
shouldn't cycling simulators get as
much coverage as cycling, a
minority spectator sport?

Mo national newspaper runs
regular homea-computer features:
when they do discuss home
computers, it's usually in stories of
the absurd “automated house of
the future’ strain that resurfaced in
the Daily Mailtoday (February 10).
{And it's usually headlined CHIPS
WITH EVERYTHING.)

Or it's about Jack The Ripper
{because it's 18-rated) or Tetris
(because it's Russian - hey, guys,
it's that crazy crazy glasnosti).

Like it or not, computer games —
and the dear old ever-so-British
and unfashionably cheap
Spectrum — still have a train-
spotting image. Only the macho
coin-ops pass street-cred's
muster.

Organisations such as the
British Micro Federation and the
Guild Of Softwara Houses haven't
done much, We can preen and
chatter and call our interest —
whether it's a commercial or
hobby interest —‘leisure software’
instead of ‘computer games’ all
we like, but only wider awareness
of the games themselves will do
the trick. And perhaps a shorter,
catchier moniker than ‘home
computer’ would help!

Perhaps SAM, the cheap new
Spectrum-type computer
discovered by CRASH and
previewad on paga 58, will halp
too; perhaps there'll be as many
monitors as TV sets one day. But
till then, why not write to your
favourite newspaper and ask it to
cover computer games?

NUMBER

March’s high-fliers
SMASHED!

12 FIREFLY

Newcomer Special FX proves thera's life in the shoot-"em-up
18 GARFIELD

That mischievous cartoon cat from The Edge

24 NORTHSTAR
Superb graphics, sound and Exolon-style space shooting from
Gremlin Graphics

90 PLATOON
The challenging, complex film tie-in lives up to its hype

breadth)

answers

IN THE NEXT
CRASH

B ATEI SHOW REPORT - the 44th top arcade exhibition
B RUN IT AGAIN - isometric games in depth (and height and

B PBM CONVENTION REPORT - new games and news

B WIN A DAY OUT AT LAND ROVER - thanks to Elite

B ON THE SCREEN - pixelated pictures

B THE CRASHTIONNAIRE - we ask the questions

B CRASH READERS' AWARDS RESULTS - you've got the

MAND PAGES AND PAGES OF TIPS AND REVIEWS

HOT SHOTS
75?‘ ﬂl‘ld over ...

17 ATF
Digital Integration zooms in with an advanced fighter
88 THE HUNT FOR RED OCTOBER
You are the hunted in this sub sim
100 JETBIKE SIMULATOR
Code Masters Plus prove that more of the same DOES work
23 PHM PEGASUS
Electronic Arts finally releases a game — a hydrofoil sim!
88 SCUMBALL

ﬂ:tagpe the sewers with this well-palished Bulldog arcade adv-

10 TETRIS

The Russians are coming, the Russia - -
s g ussians are coming —but puzzi

FULL INDEX

17  ATFDigital Integration 84  Madballs Ocean
101 BMX Firebird Silver 98  Meriin Firebird Silver
25 Captain America GO! 96 Microball Altermative Software
100 Warrior M_AD, X 11 Nigel Mansell’s Grand Prix
:g al FX Martach
Edge 24  Northstar Gremlin Graphics
88 The Hunt For Red October 23 PHM Pegasus Electronic Arts
Grand Slam Entertainments a7 m Ten Hits
100 Jethike Simulator ad
Code Masters Plus 95 Rollaround Mastertronic
101 Kikstart Il Mastertronic as Thunder US Gold
20 The Factor TV Games 95 Bulldog
99 Los + SWAT Entertain- 10 Tetris Mirrorsoft
ment USA

CRASH March 1988
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FAVOURITES BACK
AS BUDGETS

MASTERTRONIC has obtained
budget rerelease rights to all
Activision's products, and has started
issuingthem at £1.99 and £2.99. Titles
already out include Ghostbusters (60%
Overallin CRASH Issue 13), The Eidolon
(76%/36), and Ballblazer (71%/28), all
on the Ricochet label.  Other
Ricochet rereleases include Electric
Dreams's Aliens (84%/37), Ocean's
Transformers (B0%/27) and Virgin
Games's Smashed Dan Dare [92%/32),
and an the Mastertronic label comes

gi?mlm Graphics's Trailblazer (B8%/

In a separate deal, Hewson's £2.99
budget label Rack It is releasing old
Gargngvle Games titles such as Tir Na
Nog(92%/11), Sweevo’s World (95%/
25) and Heavy On The Magick{9 out of
10 in lssue 29).

Hewson also plans & Smashing +3
disk compilation of Tir Na Nog, the
highly-regarded Dun Darach (97%/18)
and (95%/22) Marsport,

NEW
NAME,
HALL FOR
PCW
SHOW

THE FCW Show has abandoned
London’s Olympia exhibition hall - and
opted for a name-change too.

Mow known as The Personal
Computer Show, Britain's top
exhibition for software and hardware
will be based at Earls Court, London's
biggest exhibition centre. Earls Court is
bigger than Olympia — 23000 square
metres rather than 18000 square
mefres.

And the extra room’s essential,
Organisers of the 1 1th annual showthis
September hope to see more than
90,000 visitars, some 10,000 up on
1987,

The new-look show will have a
completely separate hall for games and
home computing, whereas at Olympia
The PCW Show had some business-
type stands (such as Amstrad) in the
lzisure area,

Despite the name-change, Personal
Computer World magazine continues
to ‘present’ the show.

This year's Personal Computer Show
will be hald a*t Earls Court from
September 14-18

The Home Entertainment Dealer
Show starts this year at Birmingham's
National Exhibition Centre and will be
held August 16-18, not the May days
originaily announced.

DS, mainly for the video industry, will
prabably include a viewing theatre for
the public

8 CRASHMarch 1988

TWO
DOWN

TWO software houses are withdrawing
from the British market,

MNexus went into liquidation in
January with debts believed to be as
high as £200,000, just months after
signing an 'affiliated label’ distribution
deal with Electronic Arts.

And West Germarn-owned
Ariolasoft will close its UK operation
at the end of March, probably selling its
software titles to a British house before
then, The move followed Anolasoft's
disappointing sales |ast autumn,

> Oceans of experience: Special FX has signed a deal with Ocean to handle the

business side of its releases, and this month's Smash Fireflyis the first under
that arrangement. It follows a fling with Software Projects, which published

Special FX's Hysteria.
And the

based development house's boss Paul Finnegan (top

right) and Firefly programmer Jonathan Smith (bottom right) are both ex-

men

Smith's previous Ocean/Imagine credits include Green Beret and Smashes
Cobra and Hypersports, and ex-Ocean programmer Tony Pomfrit (fambo, Daley
Thompson's Decathlon) Is also working with the new team - whose future
projects for Ocean include the Robocop film licence.

PRy Smasl e i

DOUBLE TROUBLE FOR
TELECOMSOFT

FIREBIRD fiew through a legal battle
when a court gave it the go-ahead to
publish Morpheus and Magnetron— but
anew argument is developing between
sister label Rainbird and adventure
programmers Level 9.

In'the court case, Hewson had
claimed # should release the two titles
programmed by the Graftgold team -
and took Firebird to court after the
Telecamsaoft label signed a contract
with Graftgold. Hews=on believed its
earlier arrangement with Graftgold
gave it rights to the two disputed
EAMEs.

But the case ended with Firebird

getting Morpheus and Magnetron -
which will be the first products of
Graftgold's long-term exclusive
contract with Firebird,

The Levei @ dispute follows a sudden
severing of Rainbird's relationship with
the programmers of Knight Orc
{interviewed in the last CRASH),

They'd signed a four-game contract
with Rainbird in April 1986, but
Telecomsoft says Level 9 was always
late with finished games — and after the
break-up the programmers movedica
new label, Mandarin, which will
release their next game Time & Magik.

CODE MASTERS plans to help the
world famine-aid charity Spart Aid — by
writing a special game based on the
sports extravaganza and donating all
proceads to it.

The game will probably be based on
Sport Aid's sponsored "race against
time' run. Before the mass race an
athlete runs through several cities
carrying a torch, and the game will likely
follow that star runner,

An April release is expected,

CODEMASTERS SAVES THE WORLD

. -ﬁ&"""
L v

F

MELBOURNE’S
COIN-OP COUP

THE 'most-played arcade game of
1987 will be Melbourne House's first
release under a massive new coin-op
licensing deal, according to the
Mastertronic full-price label,

Melbourne House will release
Double Dragon to celebrate its
exclusive worldwide home-computer
rights to all Technos arcade games.
Future Techros products are covered

by the arrangemant, as well as current
arcade successes — Melbourne House
says it 's the first time a major Japanese
coin-op company has assigned
computer rights to future coin-ops.

The agreement follows a £2 million
rights deal by GO, LS Gold's sister
lakbel, which will release about ten
conversions of Capcom cain-ops in the
next year. The first will be a follow-up to
1942 (the computer game was from
Elite) — called 1543,




COIN-OP

Eons have passed... yet despite apparent annifilation in

=== }he griginal ARKANDID game: Dimension-controlling Force
- —— “OOH" has come back to life, and occupying the huge space-craft ZARG, EHMMDDUR?E;
7y 8 f? E’ has entered our Universe. 2
| i ;)' ARKANDID type space-Fighter MIXTEL runs Ehrough long 1
o r forgotten computer data wnkil € Ffinds the answer Eo Ehis
SPECTRUM threat.. “VAUS 2" is launched and speeds towards the threatening alien AMSTRAD

presgnce, before it can extractits revenge ... 'The Revenge of Doh™

Adding to the Fun and sxcitement of Arkanoid... Al new Features include exiE
choices tovastly increase the screen options. many extra "VAUS" effects, multiple shots and a secret additional alien Eo contend with. This
adds up to the mosk thrilling reaction game since ARKANDID but with so many improvernents you just won't be able to stop playing. .,

& CENTRAL STREET + MANCHESTER - M2 S5NS TELE PHONE 04 834 3938 & . 'ELEX 6097 F



Producer: Mirrorsoft

ake the the simple idea that

you can completely fill a

rectangle with other right-
angled shapes, mix in two Russian
programmers, and not only do you
have the first Russian-designed
computer game to be
commercially available in the
West, but also something that
ought to be child's play ... yet
isn't.

_ [evml

“ You may not expect much
action from a strategic game
like this but Tetris has its
moments of ic. And you
may & every game
will be like the last — so

re to be amazed again.

random selection of
shapes ensures that no two
games will be the same. This
looks destined to be one of

= and a never
of fun and frustration for

thinking players. "
85%

ﬂmbmwﬂdmmyﬂ

launched at the
Which? Computer Show in
January, blocks of different
shapes drop from the top of the
screen into a box. Each block is
made up of four small squares
arranged to make a larger square,
an L shape or a column.

As the blocks fall they can be
rotated or moved horizontally so
that every space in the box is filled.
Ten small squares make up one
horizontal line in the box. When a
line is completely without empty
spaceas, it scrolls down so that the
process can be repeated. But if a
line remains incomplete, another
line must be finished above it
before the screen scrolls down.

The more lines that stand
incomplete, the higher the blocks

in Tetris,

DAVE

# Tatris is the simplest game
to understand around. but
the gameplay is very tricky. It
seems an easy idea: build a
straight line across the
bottom of the screen. But as
always there's a snagl
And there's a snag with the
me too. The attraction of
tris is its simplicity, but that
becomes boring after a bit -
there's not as much skill
involved as you'd WG‘LT;“

10 CRASH March 1988

Retail price: £7.99 cassette, £12.99 disk
Authors: Vagin Gerasimov and Alexi Paszitnov

above them stack, reducing the
space in which falling shapes can
be manipulated. Eventually the
blocks reach the top of the screen
and the game, which theoretically
can continue forever, is over.

A statistic box at the left of the
screen shows the number of
shapes of different colours that
have been positioned, and another
box at the bottom right of the
screen shows what shape of block
will appear onscreen next. Thus
strategic decisions can be taken
on how to place the blocks leaving

no _I%aps,
ere are ten skill levels; the
higher the level, the faster the
blocks fall and hence the less time
for planning (individual pieces can
be speeded up anytime, so if
you've decided where to place a
block you don't have to wait for it!).
And the more successful you
are in completing lines, the faster
the blocks fall. You can never "win'
Tetris; players can hone their skills
for months and still have new

b ‘Fiendishly addictive but poorly
implemented”: Telris

challenges to meet, brought to
them by a Moscow software team
which shows star programmers
are the same everywhere.

Tetris  programmer  Vagin
Gerasimov is am 1B-year-old
student at Moscow University, a
sort of Red Square Code Master -
so perhaps he'll produce more of
the Russian games which
Mirrorsoft hopes to bring to
Britain.

» Hmmm ... some glasnost in those lines, but a little perestroika should do

the trick

P AT ]

R 777 —

“ Tatris is an odd game. The
Commodore 64 version was

widely renowned for Iits
but on the

addictiveness,
Spectrum that's strangely

And | was stunned by how
much a simple rd
problem mars the game. O
rather than SPACE is used to
turn the falling shapes, but
my arcade instincts tell me to

ress the fire button -

ading to some annoyed
screams when the piece
that's been awaited for many
a long hour slides into the
wrong place!

The coloured-background
option is pretty useless, and
the tune is more a good plece
of programming than a good
piece of listening. So
generally Tetris s a
disappointment; yes, it's a
jolly fun game, but it could
have been astoundingly
good on the Spectrum and

I."'It|I L)
T3%

_ /comMENTS |__

Joysticks: Kempston
Graphics: simple foreground
with great use of colour; eye-
straining optional patterned
backgrounds

Sound: the continuous tuna is
cleverly used but not very
good; at least it can be
swapped for informative spot
affects

Options: sound and patternad
backgrounds on/off

General rating: a fiendishly
addictive game, poorly
implemented for the Spectrum
but still appealing

Presentation 79%
Graphics 67%
Playability 79%
Addictive qualities 79%
OVERALL T7%




NIGEL MANSELL'S GRAND PRIX

Pmd.uca.r' !ﬂa“ech level, and the engine can be Fuel levels, oil temperature and ,‘ MIKE ?
Retail price: £9.99 damaged and much valuable fuel | pressure, and water and turbo
Author: Dave Looker consumed. temperature are also monitored “This is undoubtedly the
To keep the engine revs within | and must remain within safe best race simulator (as
oumaygetthegirlsandpots | the power band you must change | parameters. opposed to Enduro Racer-
of money, but danger and | gear atjust the rightmoment—and Another onboard display keeps style race g on the
death stand grinning by your | the Williams can go through six | track of your racing performance, market today, so it's highly
shoulder in the fast world of | finely-graded gears. giving your current speed, your lap recommended to those who
Formula One racing. And to keep Below the main screen is a | fime, your average speed for the want a simulation.
them at arm's length practicemust | console giving you vital facts | lap and your best lap time, the fuel But thoughit's satisfactory
follow practice till the Williams car | about your car and its state of | level, -the current rate of fuel ists
you drive is under perfect control. | health. A turbo-boost indicator | consumption and the mileage left might find the demands of
A careful, dangerous balance | shows the additional boost | at that rate. accuracy and concentration
must be struck between racingthe | applied to the engine - by If the worst happens and your wear thin and that there's
car as fast as possible and yet not | engaging boost tremendous extra | car breaks down, or crashes, a little term
overstraining it - mechanical | power can be called up for daring | message window displays the addictiveness in  Nigel
problems can lose you a race or | overtaking manoeuvres and to | reason for the fallure — or simply Mansell's Grand Prix. "
your life. gain vital time on your opponents. | informs you that your car is too 73%
badly damaged to continue,

Each Grand Prix race s
preceded by a ;;ract'ruendsassiun:
one warm-up lap al three f ;J
quatiglng Ilaps. Thah I‘agter :-,ru#r PAUL
qualifying-lap time, the better the ** | was heartily disappointed
position you have on the starting by Nigel Mansell's Grand Prix.
grid. But if you fail to complete the Supposedly it was ten
qualifying laps in time, more months in development - but
practice is necessary before you | can't say it shows!
can join Nelson Piguet and Ayrton Graphics aside — the best
Sanna on the grid. place for them — the game

After qualifying you go through shows some promise, but
a stomach-churning wait while the basically it's a very OII.?
last few seconds ftick away, clone of
surrounded by noise and the smell Commodore 64 hit Revs.
of burmming rubber — and then the Comering, the most
_ green light shines and you're away important part of any race
 GRTR FRON FIT with tons of hurtling machinery. feals very realistic but
WEET: { 1 Use the instruments well and E:".’
| N make pit stops for fresh tyres; the ﬂﬂ?lmmmmlmh
il ee new rubber can stop you slipping atmosphere.

I BN Bl | or even going off the track. Tyres And though the race starts

are changed automatically when off very with
you enter the pit stop, and you can cars swarming once
make as many stops as you like — they've dhnm into the

P More Prix than kicks but think carefully, balancing the distance often
I Bmf penefits against the lost time of the addictiveness
each. . goes out the exhaust
For instance, steering the | | ™ Nigel Mansell's Grand Prix Each Grand Prix season has 16 %Ipc. well, back to Full
correct racing line through corners | | has the decency to use the races on different tracks (a half- e, | suppose ... "
helps reduce your lap time — but if whole width of the screen for finished season can be saved to 63%
8 mistake is made and you leave the of tape or disk). And you can drive

:
:
H

the black tarmac, vital time is lost simulated hills is no loss, each race for five, ten or 20 laps or

and your car could even spin, wing mirrors are a useful a full-length Grand Prix distance - ( COMMENTS f‘
Combine late braking into | | innovation, and the scrolling the choice is made at the |,

bends and speedy acceleration is kinda smooth. But it's the beginning of the game and then Joysticks: none

away from them with the accurate sound that really draws your fixed. Graphics: all the cars and the

steering that you need to overtake, | | attention to this ~ and _ Points are awarded for finishing | | scenery are the same colour,
ht-l1m:k a;:d curr}er. arr_:d you haveall | | to Hlu" JM in one Dfl the first six r?csitlans. ar:d soit's sgl-un ;1.-.1 mtﬁz ag:
the makings of a champion driver especially. accumulate over the season to ayestrain-— grass
(real-life Formula One champion %% determine the champion of this doasn't help e
Nigel : Manseil ﬂm the hard, fasl sport. w‘lzax ré:_-lﬂ turg:j. emai!lam
manutacturers of his Williams car n runn
worked on Martech’s game). P Close on the tail of a Grand Prix contestant noises, simp?ia 48K

But of course you're not the only practice or race for
one on the track. Other cars can real; 16 differant tracks;
be awkward obstacles if they too choose number oflaps oneach
are taking the correct line, and you General rating: Nigel
must protect your position by not Mansell's Grand Prix isn't fast

letting them pass you. To help you, and furious enough tobe a
wing mirrors at both sides of
the screen show the traffic to the
rear.

One of the most important
instruments on a racing car is the
rev counter, which helps you keep
the engine at optimum power —
ideally you should stay between
9000 and 12000 revs. Try less than
that, and insufficient speed is
generated; go beyond the upper

pe
mildly addictive simulation

Presentation 76%
Graphics 72%
Playability 70%

Addictive qualities  76%
OVERALL 2%
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irefly is an abstract shoot-

‘em-up — there's no saving-

the-world scenario, just a
colourful, nail-biting challenge.

It starts on a grid five squares by
nine. Down the left-hand side is a
row of white squares, and that's
where you start in your firefly craft.
The aim Is to reach a green swilch
on the opposite side of the grid by
moving one square at a time,

Planets and blue triangular sym-
bols are scattered across the
board, as well as blank squares.
You ecan land quite safely on a
blank square, but landing on a blue
square — sometimes essential -
presents you with two jcons: a
thumbs-up and a thumbs-down,

Landing on the thumbs-up
allows you a clear path across that
particular square, but if you land
on the thumbs-down the grid is
raarrangzd and the firefly craft

(LA So with luck you can move the
] craft onto the nearest blank :ﬁace
I What then? Well, the craft is shown
| inside a maze dotted with
17 generators, and the aim of this
I subgame is to destroy them..
I You can enter each generator
= after collecting four bubble-like
| structures — and once your inside
[ | the generator, another set of

thumbs-up/thumbs-down  icons
destroy the genarator,
hit the thumbs-up — if you hit the

.-'-lii-n

I 1 i_ i -
of [T e

‘-_ME'--.—-"']'

- —

centre, displays the maze you're jn - and this one plugs
om )

» Thescanner, bott

v E OF the programmers
= == -
: 'E
- :OE G
" = 4 &
J N -
Sl
] = r‘.'] .

TR | n " ) s n
a4, Nuuuudud

[

Producer: Special FX

Retail price: £7.95 cassette,
£14.95 disk

Author: Jonathan Smith

L L L LA
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ROADWARS

Producer: Melbourne House
Retail price: £8.99
Author: D S Whelan, from an Arcadia coin-op

he planet of Armageddon,
the last world to be
destroyed under the rule of

and do some damage even if your
shields are up. Spikes in the
surface of the Roadways also

“ Maybe Firefly's gameplay
isn't entirely original = but
with this sort of quality who

* Mix together a shoot-
'em-up, a collect-"em-up
and a maze game, add sun-

cares? The scrolling is fault- the Galactic Federation, is | threaten your vehicle, chevrons
gg’ ru:ncm t;gs :u taste less, the game is encircled by moons, | can do major damage, and to add
5 Firefly tasty immensely playable and interconnected by  vertically- | tothis misery satellites hover at the
nur&lmln hmh graphinama nd the phics are Wﬂ- 'UB'? scrolling Space Roadways. roadside shooting lasers.

But the safety mechanisms that
regulate the status and safety of
the Roadways have gone awry —
and electric arcs have formed
across them, destroying all they
touch.

go reminiscent of
old Ultimate style.

And Firefly's addictive-
ness is deceptive: once you
start Hﬂa?rlng. it drags. youin

t's it, you're hooked!

If the battlesphere takes too
much damage, the protecting
shields are lost and your only hope
of survival is quick movement. But
to add a little zest to the life of the

Most of the graphics are
monochrome, but the
player's ship is very nicely
drawn and coloured, right
down to the satisfying burst

of flame which the thrus-
ters emit.

The varied action is very
stimulating, even though
success in the rather silly
reaction games is so vital
to progress. The difficulty
level of these subgames
turns out to be fiendishly
pitched; they start off quite
easy but soon become

visual patterns can
atnrt to get hypnotic if
you're not careful . . .
if | were really pushed to
find fault, I'd say the tele-
porter s ce is just a
shade too fast -but that's a
minor quibble. Firefly virtu-
ally overflows with quality,
style and sheer excel-
lence. ™

battlespheres, one can push the

ROBIN %

‘close your eyes and hope’
situations, which might put
off the impatient.

But Firefly's addictive
challenge would soon
entice them back. "

A handy map at the bottom of
the screen shows where all the
generators are; some are isolated
and can only be reached by tele-
porter. There's another challenge:
on entering the teleporter, you're
confronted by your own ship sur-

P Beautiful but boring: Roadwars

thumbs-down by mistake, The Roadways must be cleared,

— I/mke] ___

lose the bubble structur : UelNple e Mo E R ERIEIEGEID one at a time. Two  very
agair =u'~:.1 ain a hefty amc unt of  red and blue S TELCA EETHINET A manoeuvrable robot droid craft, | was enticed to play by the
the tE|t’pf'H'IF'F (V=L R GIEEAINE  known as Battlespheres, are to do large, colourful graphics,
And Ihe mazes ara inhabited by = in a row - but wnh Els il the job = and you control them, and though Melbourne
miyriad dhent—‘. ruthlessly [-"”h ient Both Battlespheres are House has done an

protected by strong shields which admirable job on the
can be drawn back to reveal heavy presentation and packaging
cannon, and with this weaponry this m conversion
the dark panels which are causing fails miserably. "

the problem sparks can be 46%
destroyed. But if you take out too
many of the panels you’'ll go off the
Roadway yourseif.

Whign 1rI lht. "]l:'FII:'h:ilLJl... have
been destroyed in that particular
sector, the l']l'il:l|a1_.' reverts to the
opening grid screen, and the
square you've [ust cleared is now
coloured white. And you carry on
zipping through these tests of skill
and concentration till the green And destructive globes also
“ Firefly is one of the best switch is reached occupy the heavenly highways; on
gumaal've playu&faralun? collision they can destroy a

me, though it doesn't battlesphere with lowerad shields,

_aI]“E"Er.IrI-!:_i thE.-El':'n replenishes

energy and repairs  the
scratches and dents on the firefly
craft

other from the roadway to avoid
collisions.

~ You can run over arrows to
increase your fire power, but be
warned — from a distance they're
difficult to distinguish from the

sound like much till you've
tried it = the graphics are
the wusual high-guality
shoot-'em-up stuff and the
?amnpluy, though original,
oses something in verbal
description.

But there's addictiveness
in oil-tankerfuls; | played
Firefly solidly for four hours
without wanting a break!

Colour is used nicely, and
the sprites are very well-
designed; the only com-
plaint | have is that the
abort key (BREAK) is too
close to the P key on the +2
and +3, which many people
use to move right.

But fo the nit-pick-
ing; all oot-'em-uppers
should have Firefly, ™
MIKE

Kempston, r
ics: and variad
Graphics: large

detailed and smnothly -ani-
mated backgrounds and
characters

Sound: great title tune on
b&‘th d'rtiﬂ and 128K versions,
plus vitally important sound
effects

Genearal
could an arca

: what more
freak want?

92%
89%
94%

Presentation
ics

Graph
Playability
Addictive qualities 95%

OVERALL 92%

“ It's a shame the scrolling of
the track isn't smoother, and
there are a few problems

with the harttlnnphma
movemeants -

responsive, but ha'ul fuur
actions (sphere left and right,

gun turret left and right)
controlled by three keys
takes some getting used to.
And though the graphics
are fine and the idea good,
these Intnralnnatary
roadways are so long that
Roadwars soon gets
monotonous -  there's
nothing to do but shoot up
the same nasties on the
same track again and

again. "
66%

_____[BYym] ___

spikes. No wonder motorways
never get repairad.

__/coMMENTS |__

Joysticks: Kempston, Sinclair

Graphics: good perspective,

with little colour

Sound: title tune and poor in-
me effects

ﬁtinn& one or two players

General rating: beautifully

presented (hard box etc) and

attractive at first, but soon

boring

Presentation
Graphics
Playability
Addictive qualities
OVERALL

66%
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Famous CoursesOf The World
VOLUME 1

; ALL THE FEAT{IRES OF WORLI}CI.ASS LEADERBD&RD IN THIS GREAT HEW E CDURSE COMPII.ATIOH =

PEBBLE BEACH
Length: 6799 yards
Par: 72

Record:

a“ Tom Kite 62

GLEMMOOR
Length:

7131 yards
Par: 72

COLONMIAL

Length: ; .

7100 y il W i Ly L N e oy Ty = - £ |

S Tl%iwzls fhen/n i : = T MUIRFIELD
Record: Joey L5 f A o Length: EBB—'H:rgs{
Sudo 0% . Record: Peter Butler 55

Following the amazing success of the now
legendary Leaderboard series of products.
Famous Courses of the World presents four
superb new challengers for the joystick golf
fanatic,
From the infamous Pebble Beach Course on
the California coastline to the historical
course of Muirfield, Edinburgh, the oldest golf
club in the world. From the beautiful Colonial
Country Club built by Texas oil baron '
Martin Leonard to the “designed for
computer” challenge of Access's’
Glenmoor course, Great Courses of
the World is a must for anyone
hooked on computer golf.

FEFErEFECEEE I

LEADERBOARD PRODUCT INDEX
9.99¢ 9.99¢ 9.99¢
LEADERBOARD 4,99¢ 4.99¢ 4.99¢ 9.994 ,
TOURNAMENT 9.99d 6.99d 6.99d 2
4.99c 4.99¢
T e T

* SPECTRUM + 3

(.S. Gold Ltd, Units 2/3 Holford Way, Holford, Birmingham B6 7AX. Tel: 021 356 3388



ATF

Producer: Digital
Integration
Retail price: £9.95
Authors: lan Benyon, Neil
Coxhead and
Kevin Bezant

ockheed's Advanced
Tactical Fighter isn't even in
production yet, and it's
giready being acclaimed as the
‘fighter of the next decade. So
Digital Integration hits the runway
yet again in its search for the
simulated ‘real thing® with a 3-D
arcade/simulation game, ATF,
Your ATF is at the forefront of
futuristic technocombat when two
factions go to war in a nameless
‘world' of islands (a new world is
generated for each game). Your
attacks can destroy opposition
land and sea forces and devastate
their morale, disrupt their
communications, destroy arms-
producing industry, and obliterate
the air bases where they rearm and

I NATHAN |

SAam [ n

P Three weapon systems and endless electronics keep the ATF ahead

refuel. But of course what you can
dotothemthey candotoyou . . .

Your own refueling and
rearming s vital, and weaponry
must be balanced against fusl
supplies so that the ATF can fly
within safe weight limits. (The
composition of arms and fusl is
shown on bar graphs.)

The ATF can be loaded with

give it a futuristic feel.

of a supercharged aircraft. "

“ ATFis wnme-ma%n_pm“ are superb, and the landscapes

enemy ships look most impressive
and realistic when they're tailing your ATF, darting around at
speed and copying your every move.

And unlike other flight sims it's fast, responsive and easy to
control; it's easy to glance at onscreen information without being
shot to pieces or crashing into a mound of earth.

ATF is a state-of-the-art simulation, capturing the movement

T

“ Digital Integration doesn’t
come out with many
oneisa
gader in its field - Fglhtﬂr
Pilot is a fantastic

simulator, Bﬂbslmgh
admirably transfers a very
hard-to-computerise sport
to the m, and now
ATF is a superb shoot-'em-

up.

What's most impressive
throughout ATF is the
construction and animation
of the graphics: Digital
Integration has found a new
way to overcome the
graphical limitations of the
Spectrum.

Gone are the hollow
wireframe graphics of Tank
Duel and its kind. Here the
landscape seems very solid
- especially when you hit it! -
and colour bands are widely
used to add variation.

My only gripe is that the
gameplay is very 8-
even more so than Starglider.
But, like Rainbird’s Smash of

a gnr uﬂo, ATF mustn't be
: 85%

three types of weapon: fast-firing
cannon which can destroy
incoming interceptors, visually-
guided ASRAAM missiles, and
more powerful Maverick missiles
which can take out land targets.
These Maverick missiles can be
guided to targets outside visual
range, selected from a database.

Once you're armed and fuelled
the main mission can begin. After
a takeoff using maximum thrust,
the ATF's speed must be kept up
if the craft is not to stall, lose height
and crash. (f you do stall
immediate thrust is essential.)

Flying low over a vertically-
scrolling landscape, the AITF
comes under constant attack from
enamy forces. It can bank to the
left and right, increase and
decrease thrust, dive and climb to
avoid attack and home in on
potential targets.

Enemy radar can be avoided
with taerrain-following equipment,
but this reduces your speed —and
the craft's slow reactions could
send you hurtling into a hillside,

A head-up display
superimposed on the main screen
shows engine thrust, the ATF's
speed, ground height and altitude.
(Iit's bad news when ground height
and aircraft altitude coincide .. . )
The missile system available, the
current direction of flight and a
target's range and bearing are also
shown.

Beneath the main screen,
further indicators show fuel level
and undercarriage status, and
warn of incoming missiles. An in-

ight message window gives vital

nformation on your mission, and a

P ‘Powerful 3-D on a smooth-scrolling landscape’

Jsmi

“ Like all flight sims, ATF has
quite a few buttons to keep
your eyes on. But it's not as
slow and laborious as other
flight sims — such as Gunship
= and not that complicated
either.

Seeing your ship on the
screen does a lot for the
game, too. You can see
enemies coming
behind, and tell at a glance
how your undercarriage is
and how fast the ground is

coming up, all without having
to look at banks of
instruments.

Still, as a flight sim ATF
demands real involvement -
and a lot of reading in the
flight manual. Becoming an
expert will take some work,
but you could play ATF for a
long time and still enjoy h

short-range scanner to the side of
the main screen shows the type
terrain below and nearby enemy
objects.

Approaching ground-to-air
SAM missiles register on a
warning system, and with skill they
can be jammed in time using the
ATF's onboard jammer.

Then there's the ATF's flight
computer, showing enemy
positions on a world map and the
status of weapons systems and
the ATF itself. The computer also
holds a database for locking on to
targets.

An automatic landing light is
activated when the ATF enters the
catchment area surrounding allied
bases. When a base has been
chosen, an automatic landing
sequence can bae engaged.

And a war situation report —
giving a rundown of all recent
gains and losses of allied and
enemy bases, ground and sea
forces, and communications and
industrial complexes —is called up
whenever the ATF retums to an
alied base. This strategically
valuable information can make all
the difference between success or
failure in war.

_ [commENTS [

Joysticks: Cursor, Kempston,
Sinclair

Graphics: the smoothly-
scrolling landscape gives a
powerful 3-D impression, and
enemy fi are
tremendously detailed
Sound: very simple white-
noise affects

nptmr'm. al ht difficulty levels,
sound on/

Geaneral rathg' excellent:
impressive arcade elements in
a user-friendly simulation

Presentation 87%
Graphics 92%
Playability B5%
Addictive qualities B5%
OVERALL B9%
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Producer: The Edge
Retail price: £8.99
Author: Steve Cargill
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hat fat, overblown,

waddling, lazy scoundrel of

a catl Garfield s oul to do
his good deed for the day — his
feline friend Arlene has been taken
to the local pound, and it's all down
to Garfield to pluck his true love
from herimprisonment. But first he
must get out of the house, and that
won't be easy.

Garfield, the comic-strip cat
brought to the Spectrum screen
for his tenth birthday (see Big, Fat,
Hairy Licence on this page), has
two appetites — one for food and
the other for rest. So this hergic



ball of fluff must keep on
consuming food, or he'll become
very tired, drop off to sleep and
leave Arlene languishing in the
pound

But at least there's more to eat
than dry meal. There's his ‘master’
Jon's coffes, tor a start; and later
on Garfield can scoff a string of
sausages and numerous other
scraps. And this cat has a helpful
digestive system — watch out for
the Snack Attack warnings which
appear periodically below the
main screen. When there's a Snack
Attack on, the flabby beast can
nosh practically anything.

Garfield can be helped or
hindered by his ever-present
pooch Odie. Our hero doesn't
really deserve this faithful dog as a
friend —a well-aimed swipe at Odie

earns points for the callous cat.
Still, Odie doesn't seem to mind
this mistreatment, for he always
bounds back for more.

Garfield can also get help from
his nephew, Nermal, the cutest
little kitten ever = if he can find him.

Now Garfield is not the most

“ Big, Fat, Hairy Deal is
brilliant! it's totally
addictive, with perfectiy-
animated cartoon
characters, jokes and
surprises around every
corner and the joy of
kicking Odie up the rump
avery now and then.

The excellent graphics
have some really effective
shading, and all that lets
the game down is the lack
of colour and sound - a
tune would have cheered it
up a bit.

Our lasagne-loving
friend leaps and bounds
around the screen in a
&?jr;uinnly cat-like way with

ie following close
behind = but if Odie touches
Garfield the cat gets very
tired, so the best idea is to
give him the boot.

There's a serious aspect
to the game, though, and
the puzzies get more
involving as you progress.
This is a great game, full of
fun and frolics, so get down
to your local software shop
and have a Big, Fat, Hairy
Deal! ™
NICK 92%

AT, H-A*I'R-Y D-E-A-L

“Big, Fat, Hairy Deal
captures exactly the
combination of
sardonicism and wit found
in the cartoon strip. All the
characters are superbly
animated, making full use
of the Spectrum's high-
resolution graphics; Odieis
my favourite, bouncing
happily around the screen
with his tongue hanging
out. And Garfield's
axpressions are simply
brilliant - he veers from
wide-ayed surprise to a
fantastic toothy grimace to
a cynical grin.

The monochromatic
graphics suit the cartoon
style perfactly (the
colourful information panel
detracts from it, if
anything). And though
some backgrounds lack
detail, others — such as the
park and the sewers - are
very good.

The messages really add
to the atmosphere ‘of
humour and laziness, and
it's very satisfying to be
able to kick Odie away if
he's bothering you!

Theraarea (:uupla of very
minor faults: a bit of colour
clash, and an inexplicable
change of direction when
you're in the street. Forget
them; though this is in a
simple arcade adventure
format, it's been made into
something really special. "
GORDON 89%

BIG, FAT, HAIRY LICENCE

COPYCAT CRIME took on a wacky new
meaning in California this January, when
45 cars were broken into on a single
weekend — and Garfield car stickers
stolen from every one!

But the crying of distant car alarms is
music to the ears of Garfields marketing

= Making the most of a
megalicence: The Edge's
Tim Langdell

men in Indiana, whare the fat cat’s tenth

birthday on June 18 is hyping
Garfieldmania to new heights,

Garfield, born as the star of a still-
running comic strip by Jim Davis, also
appears on all kinds of merchandise
including calendars, T-shirts, and cuddly
toys.
'Garfield is one of those rare
characters that has a following from five
to 95, ' explains The Edge's Tim Langdell.
'The average person knows Garfield.’

And plenty of them snugghe up to him
every night—"when we were making the
game a lot of paople came out of the
closet and admitted they had the cuddly
toys', Langdell laughs.

But The Edge was duty bound to keep
skeletons out of the comic-strip cat’s
closet = there was ‘very firm guidance

from above as to the image of Garfield',
recalls Tim Langdell's colleague and wife
Cheri Langdell,

'He can't utter any profanities, he can't
really smash somebody or kill them —he's
got a sort of moral tone.’ The cute
creature can't die in the game, either - he
just falls asleep (remember Piranha’s ¥ogi
Bear, reviewed in Issue 47 where
technically it isn't the precious licensed
character but you, the player, who digs?).

In the event, only one of The Edge's
proposed scenes was cut from Big, Fat,
Hairy Deal - where Garfield was ‘using

an instrument to do something that might
be considered aggressive’, says Tim
Langdell.

And he hopes that despite the tight
control, Big, Fat, Hairy Deal will have
wider appeal than other recent character
licences. ‘There's been a large number of
character licences,' he observes, ‘almost
all of which have been poorty received.
There's a lot more that can be done with
a licence than's been done so far.’

The perfect licence might need a 16-bit
machine, says Tim Langdell, but he's got
high hopes for the Spectrum Garfield
game. 'It'sa very complex adventure, ' he
enthuses, "and only bright teenagers and
adult players will actually solve it. It's
prefty hard to do, but it won't put off
youngsters.'

After all, he says, “the strip cartoon
isn't aimed at kids',

And the Langdells are so confident
they're backing a winner that more
Garfield games are in the works already
~with the cat’s creator, Jim Davis, helping
out.

The first sequel could be out by April,
And ‘we expect Big, Fat, Hairy Dealto be
big till Easter,' says Cheri Langdell,
“Garfield will have a perennial poputarity.
So don't feave him in the car.

house-proud or best behaved of
cats — given half a chance, he likes
nathing better than to tear the best
chair's upholstery apart and add a
stack of points to his collection.
Still, the purple Dralon never did
look too good on the three-piece
suite, did it?

Messages al the fool of the
screen kKeep up a running
commentary, and useful objects lie
around for Garfield 1o gather, There
are newspapers, dog bowls,
bones, towels and tin cans — but it

“This is a really good
laugh! The graphics are
very good; some of the
characters and animations
belong in On The Screen,
though the monochrome
display is a bit
disappointing. Big, Fat,
Hairy Deal is a must for
Garfield fans, simply
because it recreates the
comic's characters so waell,

Odie is very annoying —
that's true to the original, |
suppose, but he does tend
to get on the nerves more
than he should.

Still, there's lots todo and
I'm still trying to work out
what loads of things can be
used for. And the lack of
sound is no problem when
a game's as addictive as
this. "

MIKE 89%

takes some experimentation to
find out what they're used for.

And if he does make it out of the
house into the bright light of day,
Garfield will be distracted all the
way 1o the pound by useful places
such as butchers’ shops — in fact,
they may prove so diverting that
the fat cat never gets to free his
long-suffering Arlene at all.

| COMMENTS |

Joysticks: Cursor,
Kempston, Sinclair
Graphics: very close to Jim
Davis’s comic-strip originals;
monochromatic playing area
Sound: nathing but walking
effects

Options: definable keys

General rating: funny and
addictive — with real arcade-
adventure challenge as well
as comic-strip slapstick

Presentation 20%
Graphics 89%
Playability 91%
Addictive qualities 90%

OVERALL 20%
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FACTOR

Producer: TV Games
Retail price: £7.95
Author; G Benson

ntelligence, quick thinking and

athietic ability are just some of

the skills needed to prove
ourself in The Krypton Factor.
Eased on the long-running
Granada TV series, which has
been putting suckers through their
gruelling paces for a decade, this
licence from Domark label
TV Games throws up to four
contestants into the ring.

The Krypton Factor consists of
six rounds testing mental agility,
observation, response, physical
ability, intelligence and general
knowledge; players can choose
their ‘characters ' from among four
men and four women before the
first round (participants in the TV
show are ordinary members of the
public).

In the mental-agility round, a
series of numbers appears briefly
onscreen. The digits must be
remembered and rearran into

THE KRYPTON

round. Here a picture appears with
a scrolling story line beneath;
picture and words then disappear
to be replaced with a subtly
different alternative version. The

contestant must identify the
changes within a time limit.

In the two-part response round,
contestants’ reactions and
responses are tested on the
Ergobuggy and Vidiwall. The first
is a strange combination of
rotatable pedals, some moved by
the legs (as on a bike) and others
by hand. The two sets of pedals
must be rotated at different
speads to propel the buggy
forward - it's a tricky test of
coordination.

And the Vidiwall is a large square
formed of many video screens,
which randomly change colour.
The player must decide In a split
second which colour is shown on
most screens, and then hit the key
which represents that colour. The
first contestant to do this correctly
ten times wins the round.

Sheer physical ability is now
tested on an assault course, where

> It's a gas: The Kryplon Factor

different combinations of strength
and stamina; in some you must
rely on arms, in others on legs.

Next it's the turn of brainpower,
as each contestant is challenged
to piece together the parts of the
Krypton Factor logo. Some of
these pieces can be turned and fit
within a grid; others can be
removed from the grid and
repositioned.

The last round tests the general
knowledge of the contestants.
Questions scroll  across  the
screen, and in time-honoured
quiz-show fashion the first player
to press his key gets to answer.
The correct answer is then
ravealed onscreen, and the game
relies on players’ honesty in
admitting when they answered
incorrectly.

® " The mental test is the same
every game, which destroys the
point, and the response test is also
soon mastered. The point of the
TV show was that it put untrained
pecple in demanding situations;

@ " Not only does the Spectrum
music sound nothing like The Art
Of Noise on the TV show, but the
game ranges from the appallingly
bad Ergobuggy section to the
astoundingly simpie, though
adequate, mental-agility round. it
savs something that the best
section of the game involves
putting half a dozen numbers into
ascending sequence - | would
only recommend The Krypton

Factor fo those who ses

themselves in the half-dozen

preset personalities. ™

MIKE 2%
COMMENTS

Joysticks: none

Graphies: lacking detail, but not

colour

Sound: simple title tune,
unimaginative effects

Options: choice of eight
charismatic contestants; up to
four players

General rating: a simply
constructed (but mentally .
demanding) repetitive quiz game

Presentation

u = B

story of their success and why they disa

ascending order. At first there are | players can adjust their | asanunchanging computer game | FelFTsl Il
just six numbers to struggle with, | contestants’ stamina and strength | The Krypton Factor is quite silly, | NPT
but this can increase to a | in both legs and arms. Different | because results can be improved | BTN qualities
maximum of nine. obstacles, which include the net | with practice. "' OVERALL
Mext there's an observation | climb and a high wall, require | BYM ™%
= —
DON’T MISS ISSUE 4 OF PAGES OF THE LATEST GAMES

REVIEWS FOR AMIGA, ATARI ST,
COMMODORE 64/128, SPECTRUM 48/128,
AMSTRAD CPC/PCW, SEGA CONSOLE and PC

COMPATIBLES
ON SALE NOW -

THE PERFECT COMPLEMENT TO
YOUR MONTHLY CRASH!

T nﬁ E
PLAY THE GRAME

STORY

A mammoth event featuring interviews with the people who were Ultimate. They tell the

THE BIGGEST EXCLUSIVE OF OUR TIME - AT LAST THE

4 _iTi“

, With some startling facts never before
heard. This issue’s a must!




Co4 SCREENS

AVAILABLE ON: SPECTRUM; AMSTRAD; MSX Cassette £8.95.
COMMODORE Cassette £9.95; Disk £14.95. ATARI ST; AMIGA £19.95.

Victory House  Leicester Place London W2 TNB
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Producer: Electronic Arts

Authors: Lucasfilm

op American software

house  Electronic  Arts,

which established itsalf in
Britain last autumn, has finally
released a Spectrum product -
PHM Pegasus, one of the flashy,
complicated simulations for which
the company is famous. But this is
no ordinary flight or driving
simulation: PHM stands for "patrol
hydrofail missile craft’

The eponymous PHM Pegasus
is a hydrofoil, a fast, light craft that
hardly touches the water's
surface. The hull of a hydrofail is
supported high above the waves
by fin-like vanes which minimise
fnction and improve the craft’'s

efficiency — deadly -efficiency
whera PHM  Pegasus is
concerned.

With basic training complete,
you're flung into sea combat
against other vessels, at first in
training missions, and later in a
series  of increasingly difficult
farays. Fleeing terrorists must be
intercepted, two missile corvettes
sought and destroyed, vital
COnvoys escorted through
dangerous waters and a secret
photographic mission undertaken.

Though the game title suggests
a single craft, you can choose to
command any one of three NATO
hydrofoils from the US, Israel and
italy,

Your hydrofoil operates in two
states. In manoeuvre mode a
large-scale sea-and-land map of
the operational area appears
anscreen, marking the positions of
yvour craft, enemy forces, and
friendly bases and controliable
back-up helicopters. Information
about the hydrofoil's speed, the
time remaining for your mission,
and the speed at which the game
15 set ta run is displayed beneath.

In weapons mode, the
operational map is replaced by a
view from the hydrofoil's bridge,
showing the sea ahead — and any
enemy craft,

Beneath this is the instrument
console of PHM Pegasus. At the
centre is the vessel's radar screan
indicating enemy shipping within
a 40-mile range, and there's a
gyrocompass and depth indicator
for navigational purposes. Engine
revs, the hydrofoil’s speed and its
fuael level are displayed on bar
indicators.

Your hydrofaoil carries a cannon,
chaff rockets to deflect oncoming
enamy missiles, and Gabriel,
Exocet or Harpoon missiies.
Weapon system displays indicate
the weapon currently engaged
and how rnuch ammunition
remains,

When weaponry is activated, a
binocular view of the prospective
target appears at the top of the
screen, and a gun sight can be
focused on the enemy vessel

PHM PEGASUS

Retail price: £8.95 cassette, £14.95 disk

within it. Aim-correctors at the
sides of the binocular view help
greater accuracy, though a missile
automatically locks onto its target
when fired.

On certain missions, one or two
reconnaissance helicopters can
be called up to supplement your
resources and provide invaluable
help. They're directed by
positioning onscreen cross hairs
over their destination and setting
their speed.

A ‘lock’ light provides ominous
warning that an enemy missile has,
or is about to, lock on to the
vulnerable Pegasus — and in the
damage sector of PHM Pegasus's
cansole two profiles of your
hydrofoil and its watertight
compartments monitor the effect
of enemy attacks. When one of the
compartments is damaged, it is
coloured yellow or red, depending

upon the seriousness of the
damage.
Weaponry, fuel and systems

can become inefficient or useless
when damaged, and different
NATO wvessels can withstand
different amounts of damage
before sinking.

____[maRK]____

" Like most battle
simulations, PHM Pegasus
demands a thorough read of
wm mﬂt:lll S0 it
s appeal strategy
strai hmum >

2] zappers.
The graphics are good, with
the various dials and meters
clear and well set out, and
the binocular view of enemy
ships is effective. " -

# A simulation with a difference - this time it's a high-tech hydrofoil

Points are awarded based on
your success in achieving the
mission abjective, the number of
enemy kills, the number of enemy
craft damaged and the mission
time remaining — and there's a

| NATHAN |

bonus for bringing PHM Pegasus
through its difficult mission with as
little damage as possible,

At the end of each mission the
player is given a rank, ranging from
Deck-Mopper to Admirall

to understand and o
and finished as

* Naval combat isn't used much in games, which makes this one
original and fresh. There are some nice slick touches,
view through binoculars, and lots to do. But each
thmnthdnut

PHM Pugmushﬂnﬁlﬂanfﬂn seas and a state-of-the-art
simulation. "'

wﬂhmm
n I:w

%

PAUL

shoot-
‘real-life’ missions add

addictiveness. PHM Pegasus is

‘em-up - at sea. Someiﬂnuhagmdnm.andnm

spice.

The controls are well nd laid out si But
control-panel mme.n ik m
the enemy ships, which are virtually
binoculars.

And the view from the bridge seems to have the wrong

perspective, which knocks the all-important realism.
Mdmmmnmpeﬂﬂw-uﬁm-hluuslﬂpandmmh

the next one till e
of you - mmﬁ’.:.?nm

blending arcade and simulation. ™

et round to blasting the bilge out
ntlunlltﬂula&hhnlnp and
not the team’s best job of
T0%

the
nwnthmu:h

- 'The Elite of the seas’ or 'lacking
polish and addictiveness'?

__/COMMENTS |__

d;fpl:iy. but Indiaﬂnm enamy
ships
Sound: atmospheric — e few
spot effects
tions: choice of eight

ans and three boats;
playable in real time uratm}r
seven other speeds, up to 128
times real time
General rating: Lucasfilm
t:ﬂpum the axcitement of
EUH gunship -

susshuu!d appeal
to all ageing Elite fans

Presentation 80%
Graphics 79%
Playability 75%

Addictive gualities 749
OVERALL 79%
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N-O*R-TH-S*T-A°R

rbiting Earth, surrounded
by mystery, is the largest
space station ever con-
ceived. Bullt to solve problems of
overpopulation and starvation on
our planet, the vast construction
was nearing completion when
Earth lost all contact with it — and
in Narthstar you are sent ta investi-
gate the silent space ark.
But aliens, scheming to destroy
human existence with their devas-
tating weapon of predictability,

= .
Everything but a rough, tough tune: Northstar

SEOE; FROEEE

|’ s am .y
- W i
il Lw:q-.
--'-.J-:-:ti.‘-

* MNorthstar is really good
and had me hooked in
minutes. The graphics are
superb, with loads of col-
our wused to excellent
effect, and brilliant charac-
ters.

And the highlight of the
fine sound is a synthesized
tune on the title screen
with the novelty of varying
volume, fading bits and

ek ﬁrl J i ; i 3 everything!
’ - i i 4 There's loads of playabil-
i T —— ity and an addictive chal-

- : : f ; lenge too. ™
MIKE 80%

Producer: Gremlin Graphics
Retail price: £7.99 cassette,

£12.99 disk
Author: Jon O'Brien

NUMBER
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CAPTAIN AMERICA

IN THE DOOM TUBE OF

DR MEGALOMANN

Producer: GO!
Retail price: £7.99
Author: Adventuresoft

good villain doesn’t give up
gasily — supposedly dead,
the evil DrMegalomann
{he'd hardly be Dr Barnardo with a

cupied the station. You
“ Morthstar is very much in [ 3
the Exclon mould, so it's
very playable and addic-
tive. The graphics are tre-
mendous, with beautifully

compact animation on all

the characters and VER LGNl name like that) returns to offer the
detailed, colourful and EAGI-CTOM President of the USA  an
unusual backdrops. LI Litimatum: hand over his power to
And you don't notice how SR B the mad doctor, or see the world
small the ing area s, t. And you can bound [l =sRRIRNEVHE N
because there's such a over the obstacles that block your If Megalomann doesn’t get his
mass of detail: for example, path. way, he's going to throw a
there are clouds of dust ICREFRTGTEETIER GER GG terrifying tantrum and launch a
when your character skids, { S Ll s sa sl Missile carrying a deadly virus,
and your weapon s an W planted oxygen co The mad Doctor's desert
extendable claw which and an onscreen indica headquarters consists of three

needs to be controlled
rather than a gun spraying
bullets. It all contributes to

how much
remaimns. If it falls t
wour four lives is |

cylinders, one inside the other —
forming the Doom Tube. Each
cylinder is divided into decks

the unearthly atmosphere. er to solving the (levels), with each deck
The presentation is TEM I M GTEN subdivided  into  quadrants

equally excellent: the title
screen is superb, and the
strange music fits the
unusual atmosphere well.

garie space station. {rooms). And an elevator, the
Orbivator, runs between cylinders.
But it's not all plain Orbivating if

you want to save the world. The

The gameplay is excel- “ Northstar looks simple virus has spread into the
lent: it's not so much a but it's surprisingly addic- gquadrants - Some are more
question of furious blasting tive. There's not much col- poisonous than others - and
as of timing and strategy our, but the screen is quite though Captain America has been
combined with  killing. effective and the gameplay injected with a protective serum, if
Northstar strikes a balance provides a lively all-action a guadrant is too toxic it will kill

between frustration and
addi and it's a com-
|:b.||||'l|gHI and successful

Zonoow 0%

arcade adventure with
plenty of opportunity for
the death and destruction
of the alien horde. (Running
around jumping over bar-

him.

The serum that keeps Gaptain
America safe is only temporarily
affective, but the ingredients to
make more can be produced inthe

riers and biffing allens with converter quadrant — if Captain

my hydraulic arm reminded America can get that far.

me of school athletics!) The converter is activated by
Warthstar is very touching certain wall panels and

and exciting = all it lacks is

placing sufficient quantities of Yin
a rough tough tune. "'
MATHAN

and Yang, the essential
compaonents of the vital vaccine,
in receiver plates. Yin and Yang
can be obtained by blasting a
doom pod found in one of the
guadrants.

Captain America may be the
pinnacle of physical perfection,
but these 240 pounds of pure
athietic beefcake cannot go it
alone, so the good Captain carries
a virtually indestructible shield.
With this he can deflect all
projectiles and nearly all energy
beams - save for psion energy,
which unfortunately he finds within
the Doom Tube.

And in some rooms rotators
rove through the air, sending out
lethal beams. But on destruction
these rotators release a code word
which can be helpful in accessing
later areas of the Doom Tube.

Joysticks: Gursor,
Kempston, Sinclair
Graphics: superbly-
designed characters and a
fantastic use of colour, com-
plemented by attractive ani-
mation

Sound: atmospheric synthe-
sized tune and attractive spot
effects

Options: definable keys
General rating: one of the
best walk'n'whacks we've
sean, colourful and detailed
ag Iwmli as addictive and play-
able

Presentation 83%
Graphics 88%
Playability 1%

Addictive qualities 90%
OVERALL 90%

If Captain America canreach the
Doom Tube's final deck, perhaps
he can disarm the missile and save
the world — but the game is played
in real time, and you have just an
hour before Megolamann's deadly
deadline.

! CRITICISM '

@® | used to think Captain
America was the square-jawed,
strong, handsome, young
American comic-strip hero who
always won - but the big brave
image of this superhero was
tragically shattered by GO!'s
licensed game.

The playing area is cramped,
though the graphics are quite
detailed, and the only really
good thing is the tune -
otherwise Captain America
strays too far from the spirit of
the comic-book hero,
NATHAN

4%

@' 'Graphically Captain America is
only average; it's well-drawn, but
the colours used are garish and
annoying, and harsh contrasts
make gameplay a bit confusing.

A bit of interesting black
comedy puts more spice into the
game than the limp Resister
soundtrack does, but a couple of
good jokes don’t justify this kind of
price. If you want to save America
from a slow, agonising end, that's
up to you; if you l.-'.;anr to do it by
playing this game, forget it. "'
m{m

Joysticks: Cursor, Kempston,
Sinclair

Graphics: colourful but poorly-
defined characters

Sound: tune, poor effects, song -
Who's Crying Now—from obscure
band Resister on side two as
marketing gimmick (in mono)
General rating: a disappointing
licence, wasting great potential

50%
53%
3B

30%
36%

Presentation
Graphics
Playability
Addictive qualities
OVERALL
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DRIVE YOURSELF
CRAZY WITH TITUS

-5

COMPETITION

TEN RADIO-
CONTROL
FERRARIS
MUST BE DRIVEN
AWAY!

SORRY, Florida isn't the place to be any more — not according to
Titus's high-performance road riot Crazy Cars. Malibu Beach in
California is where it's at now, so hit the road . . . but all you have
for transport is a Mercedes 560 SEC V8, and we all know how slow
and dilapidated those arel

still, if you can reach Malibu in time, beating the clock and the
risks of the road on six courses, you'll be rewarded with 3
Parsche 911 Carrera in which to attempt the journey again.

It’s all in Crazy Cars, the first British Spectrum release from French
software house Titus (THE GAMES MACHINE described it as
“addictive and entertaining and we'll have it reviewed next issue,
with luck). Crazy Cars offers four increasingly posh motors for you
to drive like a mad thing across the American desert roads,
culminating in the ultimate posing machine — a Ferrari Testarossa,

The Testarossa starts here
26 CRASHMarch 1988



HEADLIGHTS BLAZING!

Nikko's amazing supercharged racers can speed forwards and
backwards, they're fully steerable, they have a speed-selector
switch — high for the real Nigel Mansells, low for the wimpy
CRASHers — and they feature a neat turbo-boost function . . . which
means they go like a bat out of hell across the carpet with headlights
blazing.

Ten lucky winners will each receive one of these beautiful

models plus a copy of Crazy Cars, so they can make test runs on their
Spectrums, And ten runners-up will each receive a copy of the
game, too.

Just trace the route of the Testarossa on our puzzle —does it end
up at point A, B, C, D or E? Ring one on the form, and send it off to
CRAZY ABOUT TITUS COMPETITION, CRASH, PO Box
10, Ludiow, Shropshire SY8 1DB to arrive by April 5.
Remember, the decision of CRASH's appointed judges is final in all
respects, and they don’t like back-seat drivers.

B C D E

-‘----------J

D E

THE REAL TESTAROSSA

When you've finished Crazy Cars — if you ever can — you'll be
yearning for the real thing. So Titus, high-tech model-manufacturer

Nikko and CRASH have joined forces to bring you a Testarossa of
your own.

Ten radio-controlled models of the Ferrari Testarossa are
up for grabs|

CRASHMarch 1988 27




Out of this world.

BEST OF ELITE Vol. 2

1) PAPERBOY - 1984 ATARI GAMES INC
2) GHOSTS ‘N GOBLINS © JAPAN CAPSULE
COMPUTERS (UK| LTD. 1985
BEST OF ELITE Vol. 1 3) BATTLESHIPS : eure 156
1) BOMBJACK - 1385 TecMo LTD 4) BOMBJACK Il - TECMO LTD. OF JapAN
2) FRANK BRUNO’'S BOXING - 1985 £LTe N

- JAPAN CAPSULE
3) COMMANDO COMPUTERS (UK| LTD 1985

4) AIRWOLF - 1984 UNIVERSAL CITY STUDIOS, INC




..and OUT F0W®

G'PAK VD' 2 HIT-PAK 1987
1) INTO THE EAGLES NEST

2) BATTY
6-PAK Vol. 1  wreaciom 3} ACE
f SCODBY DOO 4) SHOCKWAY RIDER

5) INTERNATIONAL KARATE
g; ?;’;_;T PERSONALITIES 6) LIGHT FORCE

4) JET SET WILLY I
5) FIGHTING WARRIOR
6) ANTIRIAD plus DUET

Ije: (0543) 414885



THE AUTEX
GROUP

PRINT & GRAPHICS
SUPPLIES & EQUIPMENT

CONGRATULATIONS

GOLDEN
ANNIVERSARY.
WISHING
THEM ALL THE
SUCCESS =\
FOR THE FUTURE. \\*~

= =

| [E=s:08 ]

Autex Midlands (Coventry) 0203 688072
Autex Midlands (Birmingham) 021 454 6066

CARLISLE
WEB OFFSET

wishes to
congratulate
Newsfield on their

50th issue of CRASH

* N Ao N
P.S. We hope the gold ink is
dry, our General Manager
had to blow-dry it
personally!

SCAN STUDIOS LTD

Scanners and litho plate makers
CONGRATULATE

CRASH

on their 50th issue.

We are delighted to have been
responsible for their reproduction
and wish them continued success

for the future.

SCAN STUDIOS LTD
ADVANCE WORKS
WALLACE ROAD
LONDON N1 1PQ
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Congratulations
on Your
50th 1ssue
from your
typesetters

The Tortoise Shell Press \

Printers - Typesetters - Designers

28 Corve Street, Ludlow, Shropshire SY8 1DA
Tel. Ludlow (0584) 4259




NUMBER

MAG COMPONENTS

HAVE GOTIT

Whatever you want, we can supply it:—
SOFTWaARe PERIPHERALS

%

Whatever computer, we can repair it:—
ORE apD
coMMO® pnST
S'WCLA /
R ATAR)

Over many years we have built upon our huge
range and are now expanding into two premises:—

MAG COMPUTERS MAD COMPUTERS
31STATIONROAD ~ AND 406 Bordesley Green Rd
WALSALL WS2 9JT BORDESLEY GREEN
BIRMINGHAM B4 SNE
= (0922) 649695

- 021-766 6405




;:-;v weeks ago, though it's mainly

‘serfous’
computing.
128 box? | think the idea was
that often there's not enough to
say about the 128K version of a
me except that the music is
fter, which is predictable. i

and business

REVOLUTION
CANCELLED
DUE TO LACK
OF SUPPORT

Dear Lioyd

Having recently read a rival
magazine (C&VGE), which | shiver
toadmit, | noticed alittle article on
one of their pages about CRASH
{and ZZAP!) starting to go downhill
because of 8-bit users moving up
to 16-bit as it is the only place to
go. So doas this mean you will be
slowly bringing in arcade games,

SKILL TACTICS

PREMIER i - CAN ¥OU HANDLE ALL O
Full Sgurd listings of Al
EURCPEAN N

& Away Legs
Allowed - Away G

Timer, Named & Recorded Goal Scorers, Cormers. Free Kicks, Goal Times Disallowed Goals,
Sending OH, Injury Time, Penalties Bookings - Enter your own PREMIER || Winr ng Team angd

MUCH MORE |

of 25 Playars

BXDATIBNCE a5 COMPaNtion progresams

CRICKET MASTER- A SUPERB SIMULATIONOF OME DAY CRICKET - Capturas thi DR AMA
and ATMOSPHERE of the Ona Day Game - Weather, Wiekat & Outfiald Conditicns - Bating &

Bowling Tactics - Team Selection - Fass,
Salect Field Layout

Scoreshoets

Software

arvaliabisty

PREMIER Il £6.9 0.9
EUROPEAN II £6.9 0.9
WORLD CHAMPIONS £6.9 0.95
CRICKET MASTER £

GREAT VALUE buy any 2 Games ar
SUPERB VALUE buy any 3 Gq
FANTASTIC VALUE buy anv 4 G
ioia

AllGames available by MAIL ORDER for IMME DA TEdesoarch
Q0 oulside

by 15t Ciass Post. Prices include P& P [add £1
and Full imsndclions

PLEASE STATE MACHINE AND SPECIFY TAPE or DISC

32 CRASHMarch 1988

FOOTBALL B CRICKET

Sports Simulations from E & J Sofware [Established 3 Years)
DECISIONS
4 CLASSIC Strategy Games packad with GENUINE & BEALISTIC Features

THIS 7 - Piay &ll teams Home & Away - Unigue &
Comprehensive Transfer Market Features - Full Team & Substitute Selection - In-Match Sub
stifutions - Named & Recorded Goal Scorers - Match Injuries - Team Maorale - Transfer Demands
leams showing defails of ALL Players in the League
Prabéems - 7 Skill Levels - Manager's Satary - Continuing Seasons - Offers 18
Clubs - Full Leagus Table - Atendances - Season Tickat Sales - Sack figs - Save Game - Team
Stylas - Bank Loans - Match Recespts and S0 MUCH MOBE | 7

THE MOST COMPLETE EURCFEAN SIMULATION YOLI CANBLY !
Full Panalty Shoot-Out (with SUDDEN DEATH) - 2 IN-MATCH Substitutes
auls Count Doubla (i DRAWN 1)
7 Bkill Levels - Disciphinary Table - Save Game - TEXT MATCH SIMUL ATHON including: Maich

WORLD CHAMPIONS - & COMPLETE WORLD CUP SIMULATION -Select Friendlies - Se wad
Qualifying Round - 2 In-Match Substitutes
Opponents - Save Game - Change Player & Team Mar
T Suill Levais
MATCH SIMULATION including: Bookings, Goal Timas. Mamed & Recarded Goal Scorars.
Injury Time, Commers, Free Kicks, Maich Glock, Penalties - and MUGH MUGH MORE

apin & Medium Pace Bowlars - 4 Types of Batsmen
3 Skill Levals - Wides - Byas - No Bal
Catches - Scoraboard - Bahing & Bowling Analysis - Run Rate - Run Sirgle
Speeds - STAR FEATURE: Complata Match Overviaw show rg Ball by Bal
tary and MANY MORE FEATURES, Price includes a FREE pad of CRICKET MASTER

andgeduct £3.00 from otal
mas and deduct £5.00 from

Send to: E & J SOFTWARE, Room 3, 37 Wastmoor Road, ENFIELD Middlesex, EN3 TLE

reviews on Amiga and Atari as well
as cy 128, orwill you just sl
on tillthe Spectrum B-bit dies out

| admit it may be some time, but
doesn't time fly when you're
getting old!

Moving on to a brighter note |
have to congratulate you and the
team for, in my opinion, the best
computer magaround (by the way
the length of reviews is fine, but
maybe a few more hints and tips).

Patrick Taylor, Chester

16-bit is only 'the only place to go'
in the sense that ﬂmﬂpr!cat)ﬁ?‘?n
frying out is the only place to go
from a battered but reliable
Hermes. True, it wouldn't make
much sense for a computer tyro to
b?/a Spectrum now — though the
+2 ig still one of the cheapest
routes to quality computing for
yaurgarussm—bwmapfmne
of 16-bit machines doesn't make
the 8-bit Spectrum any less
vafuabmﬂ for those who already
hava it,

Why should all those Spectrum-
owners who've valued their
machines for four years suddenly
lose interest just because there
more powerful computers such as

ETRATEGY

Financial
anags Other

Home

Full Tesm & Substiute Selection - Extra Time

Desciplinary Table - Select Towr
Quaras Final Group - Player gain
T

me - Penafty Shoot-Out - TEXT

Aun Outs - Mesfiald - Drooped
Option - 3 Game
ction & Commen

Amsirad
CPC

[

the Amiga and ST are cheaper
now?

And indeed all the signs are that
the 168-bit and  console
‘revoiutions’ have only really been
minor disturbiances — some of the
avid trade-watchers at CRASH tell
me there are only about 130,000
Amigas and STs in the country,
compared with some four million
Spectrums, and fewer than 20,000
dadicated consoles.

ft's " a bit like the ‘desktop
publishing' revolution — last year
we were all told how the face of
gmfsh-‘ng wouid ?:-i tmnsfofmedl‘

page-design and typesett
software, but it simply . . . hasnng

f :

So the answer is no, CRASH
won't become a 16-bit magazine,
though 'm sure there'll be some

of the 16-bit machines in
news. gﬁm it or not CRASH's
circulation has actually RISEN
dmm.aﬂ::a.*.gl in the last six months,
so we don't see any need ta ‘éu
on bandwagons — the old r;?ﬁ
car will do us fine. Eat

SHURELY
SHOME
MYSTIC

Dear Lloyd

Ihereby stake my claim asthe first
person to completa Mike Single-
ton's Dark Sceptre. | completed it
on January 5 1988 at 4.50pm. A
reaper | recruited killed Umbrarg's
Reaper at Wimball's Way on the
22nd day and took the Dark
Sceptre. After completion the end
sequence is an endless stream of
Warriors walking across the com-
pletion message from right to left.
The message is;

The evil has failed
Of the Sceptre Dark

Your Victory to halil
In triumph we march

By the way, whatever happened to
having to destroy the Dark Sceptre
as written in the instructions? A
handy tip is to get rid of most of the
Mystics quickly, grab anything and
bribe anyone. The Dark Sceptre is
usually somewhere on the bottom
right of the m?:'P

Scott G Macintyre, Argyll

Well done, but whatever hap-
pened to English poetry? -

CRASHING
STARGLIDER

Dear Lioyd
| have been a Spectrum-owner

since 1983 and recently decided
to 'upgrade’ to a +2. | then
decided | would like to have some
software which would make full
use ofthe increased capabilities of
my 'new’ maching, and after
reading some back issues of
CRASH, | decided that the 128K
Starglider seemed to be the best
choice. 2 s

I the game and think it's
br'r[lli:’a%l:.gbm | do have one unusual
problem with it—avery time | tryto
anter upper-case letters into the
high-score table the program
crashes! This is particularly
unfortunate as the cheat mode you
printed for it a few issues ago
requires the use of upper-case
letters for it to work!

| new wonder if anyone else has
had this problem, or is there
something wrr.‘mg with my
machine? Also, do you know of
any POKE which would enable the
cheat mode without having to use
the high-score table?

Michael Barrett, Leeds

Ben suggests you try playing it in
48K mode, and I've Nick
Roberts to see if he can print soma
help in the next few issues. A

USING HIS
LLOYD
MATTER...

Dear Lioyd

Is this another first for CRASH —a
letter from far-off Hong Kong?
When | was in England, | con-
templated sending you a letter
many times, but | never seemedto
getround toit. Butl've found a bit
of spare time, so | thought I'd con-
tribute to that pile of letters that
threaten to take over CRASH
Towers!

In England, | remember reading
a letter from someone in Australia
who was complaining that
received CRASH about three
months late. What a terrible pros-

. | thought! Now, look what's
ﬁggpamd-—rt‘sthn same thing for
ma. Actually, | have just received
the December edition of CRASH
(now being January 8) yesterday.
Are all the special offers out of
date? The Mail Order Minion is
certainly in a festive mood, with all
these special offers on games -
but do they still apoply to unfortu-
nates such as me?

To make matters worse as
regards the time delay, a friend in
England keeps sending letters (air
mail-five days) telling me all about
the UP-TO-DATE CRASH!
Infuriating!!

5till, there's still the panic letter-
box-opening ritual, just before I'm
due to receive the now-famous
plastic bag containing the
goodies! The wait is worth it, too.




Contrary to several readers’' opin-
ions over the last few months,
CRASH is not going downhill. |
thought the CRASH Sampler idea
was excallent—but P Edon't
repeat the 3-D glasses bit to often,
as certain members of the family
are experts at throwing away
gssmntiar items that look like rub-
ish!

Though the power supply in this
place is 200-220 volts, the Spec-
trum 128K works fine — which is a
great relief! Unfortunately, my
games input has drastically fallen
since arriving in Hong Kong.
There's only one shop that has
even HEARD of the Speccy — and
the latest game they stock is
Quicksilva's Glass!! What they do
sell, though, is microdrive car-
tridges, ararity in the UK. They are
rather expensive though.

Back to more mundane matters,
your reviewing system has just
about reached top standard, but
can gg.l L’:Ieasa slate specifically in
the ND comment whather or
not there is any 128 sound - no
matter how Insignificant. it can
kY Daticn ieve oot e une
if Binary Design have got anything
ta do with itl),

MNext comment: what's wrong

with budget games? Some are
good, some not so good. But, ifa
software company or programmer
wants to make a name for itself/
himself sumethl:n%!iku Drilteris
ing to have MUCH more impact
n, say, |, Ball 2 simply because
the latter project has neither the
time nor the money to produce a
high-quality product {not just the
me, but the packaging and even
the advertising). And, assoonasa
company starts churning out
thousands of budget tities, the
majority will not even be worth the
lape they're saved on! Just think
of some recent classics: Driller,
The Sentinel, Exolon, Zynaps
etc . .. it takes some thinking till
you come up with a budget class-
ic.

ARC Britton, Hong Kong

PS Didyoueverknow that ‘Lioyd'
means ‘grey'? You do now!

PPS Whatever happened to the
hﬁmﬂl }rﬂmntianad
L ne
bacomin rmacien‘tm
(LML |

It's not that I've been abrogating
my lexicographical mandate, it's
fust that my philanthropism is

quotidian and the task of
deforesting my Augean in-tray
incontrovertibly  Sisyphean -~
henoe horary workloads
exacerbale lafent wvocabularian
sk Sinororein

L It 5 :
Why dlidn't they call ‘grey’ *Lb}n::"??
Think of it: Lloydhounds, Lioyd
eminence, the wall-known Tarzan
film Lloydstoke.

Your commeént on 128 sound
ac'.;larfrrea Sf?ﬁ:an Hmstaafa':
€elter, 5o massage
probably got across. But as for
buaget games, why do we want so
many classics?! wouldn't
seem to me to be anything
with a simple, undistinguished but
mnfms—andmat'smﬁactfora
£2-3 price.

Also, it's not only a question of
how much sofiware houses can
invest in a project — it's also a
matter of how much they can ask
l.fgr the pmdua# i. It's commarcial
idiocy to sell a great great game
rurflgssmenymmu:dgﬂrhm
times that for it.

And, like it or not, the software
business IS a business —nobody's
in fr,fé:r love. A saﬂw&mmhgﬁ
should give you good va
money, a5 a magazine tries to, and

cheap deceit is wrong whatever
the motivation, But a‘hm’snﬂﬂ'ﬂng
wrong — af feast, | think there's
nothing wrong and | suspect even
the loudest Spectrum socialist
would agree with ma if they
stooped to rationality — with trying
romakaabﬂufmmfy.asmgm
vou're hanest about if. L
M

MRAVERAGE?

Dear Lioyd

Could you mention in the Forum
that an (anonymous) reader has
found out the average percentage
of every game ever reviewed in
CRASH-68.28%. This was found
out by using The CRASH Directory
and a (now broken) calculator.
Marks out of ten in the Adventure
Trail | multiplied by tento get a
ggﬁamage (eq 7/10 becomes

B Grean Monster
Ny From Ludiow

Hello Nick, you're looking very
green today! But thanks for your

"HOW

per min. off peak.

DESIRE
LONDON E14 9TW

DJEJSICRIE]

THIS EVENING, IYE GOT A P
FEELING SOMETHING'S GOING

Rk

DEBBIE MET

A _
E

'Desire’ is like an intimate conversation
on your PC screen! Just phone in and
join in for hours of enjoyment. There's no
enrolment fee — just one phone call via
your modem puts you through to a new
world of handy services and fun things to
do. Take a look at the menu . . .

Charge Rate 38p inc. VAT peak & 25p inc. VAT

SHCH Friv!

'‘PESIRE' LETS ME CONTACT
r-fHNDF?EDS OF NEW FRIENDS
ol NEVER THOULGHT THAT
COMPUTERS COULD BE

WHO CONdLD THAT
INTERESTING!

i TS BEEN miCe
f TALKING TO roy

HAVE BEEN..? SOUNDS

STRANGER!

CHATTER BOX The interactive message board. Say what you want to say —
stir up a hornets' nest, start up a friendship! See the immediate response!

MAILBOX A handy way to leave messages with friends.

DESIRE CLASSIFIEDS The perfect place to sell your old computers, or find
a top computer job!

GRAFFITI CORNER Whatever you want to say, here's where to say it!

DEBBIE DESIRE'S PROBLEM PAGE Personal, emotional or sexual
problems answered.

PHONE Now [0J(8]2]8] [5](5)(5) [5)5)5)

NOW THAT T Hake
'DESIRE " Tl MNEVER
SPEND ANOTHER

EVENING IV ALONE !

A

S e
1
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[WARNING -

THIS GAME <ARn SERC
DAMAGE yowe SPeccY!

50-60%, because an average of
almost 70% suggests we've been | of.
rating average games as above- LM

number-crunching, whoever you | average. Ona statistical
are - |suppose ideally the average | explanation might be that (quits)
percentage should be a littfe lower, | often games score in the high 90s,

but under 10% is virtually unheard

AT LAST!

SPECTRUM SPARES

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

ULAGCO01T  £11.99 | SPECTRUMK/BOARD MEMBRANE £4.99
128k ROM £11.99 | SPECTRUM K/BOARDMAT £5.49
LBOA £2.99 | SPECTRUM K/BOARD TEMPLATE £4.99
TROS REG £1.49 | SPECTRUM+ MEMBRANE £9.99
4116 RAM £1.49 | MODULATOR £9.99
SPECPSU £10.49 | SMANUAL £22.99

Remember all prices include P & P, handling and VAT
Full spares list available / Trade enquiries welcome
Access/Visa. 24-hour T.A. service
SPECTRUM REPAIRS £9.99 4+ PARTS

ELECTRONIC SERVICES

176 VICTORIA ROAD WEST, CLEVELEYS, BLACKPOOL FYS5 3NE
Tel. (D253) 822708

NEW — TRANSFER PACK 4

SPECTRUM TAPE TO DRIVE

A software system to convert many old and new TAPE based
programs to your DRIVE (no matter what type) + OTHER USEFUL
UTILITIES. Most jerky programs and others (e.g. with zero counter) are
EASILY converted to drive. Pack has at least 7 programs! Opus/Beta
owners add £1 for OPTIOMAL extra program. State TYPE of Spactrum
+ name of drive when ordering (2.g. 128K Spectrum and Microdrive).
E1‘{I’.BQ on TAPE (£12.88 on cartridge for 48k Spectrums only). (E6 if
updating)

INFORMATION SHEETS - 1 sach - approx B8 TRANSFERS of
POPULAR programs per sheet - needs TP4. Up to No. 50 available.
SPECIAL DEAL = Nos 1-20 for £3. Nos 21-30, 31-40 or 41-50 £3.50.

M/DRIVE OWNERS NEED MICROTRANS

MICROTRANS 2b — for m/drive to m/drive back-up, easy ERASE, tape
to drive (inc headerless) - doas NOT convert programs. Includes MICRO-
TAPE and RUN programs. ONLY £4 on TAPE, £5 on Cart, ALL Spectrums.

CODE COMPRESSOR - Many uses, but ideal for use with hardware
devices that dont compress saved code! ONLY £3.50

NO RISK! - ALL PROGRAMS CARRY OUR MONEY BACK GUARANTEE (not updates)
LERM GEPT CR. 11 BEACONSFIELD CLOSE, WHITLEY BAY, NE25 SUW. (Tel, 091-2533625)
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ANOTHER NUMBER-
CRUNCHER

Dear Lioyd
| do not think that the general standards nfﬁmmimpmvhg. Idida
little research recently to find out whether full-price games are generally
better than budget games or not.

| borrowed my mum’s trusty calculator, added up the overall ratings of

the games that were between £7 and £10, and divided by the number of
g;a;madn that price range. | repeated the process for budget games and
an

i me above a tenner, a strategy game.
| did this in the Christmas ial. | the process for Issue 45.
| also worked out the values of the compilations in both issues. These are
my results:

Issue 45
Issue 48
BUDGET
62.7%
52.9%
FULL-PRICE
65.4%
60.8%
HORRENDOUSLY
OVERPRICED
78%
COMPILATIONS
78.8%
78.7%
Nicholas Jeffery, Brighton
True enough, the average percentages in both budget and fuli-price
categories are lower in Issue 48. But as every statistician knows a couple

of figures don't tell the full story — partic when they're averages,
few freak high or low ratings can fadrhaay ;

Issue 45 had three Smashes, Wizball, Bubble Bobble and |, Ball 2 while

Issue 48 had only two, Combat School and Match Day |, Mind you, the

lowest in Issue 48 Saracen got a miserable 15% while the lowest in Issue
?.; g'ﬁs even worse — 12% for Heist 2012/ (And Football Director got

What your averages do indicate a bit more reliably is that budget
games as a race aren't much inferior to full-price games.
By the way, for advice on +2 music programs write to Jon Bates,

Crunch some numbers, puncture some fond illusions, give me an
mm.hmﬂmﬂuwnrdprmhrlmﬂhrwm

can see what you're + « » Whatever your are, on C A
software, Smashing Match Day or anything less important, write to:

sl
Cc Forum
PO Box 10
Ludiow

Shropshire SY8 1DB




Get to Grips with
Magnetron

Fully repaired and recharged after his/
exploits in Quazatron, KLP-2, thaj
wayward Meknotech of Steve Tfner's
creation, is back in MAGNETRONS =
His destination, the spacgspistform:
Quarteck. His mission, ite ;

down the main reacto

Grappling with a hoa

KLP-2 must dismerg

their circuitry ang

own power and weaponry.

Courage is the key, fear the destroyer and

only with your expert guidance can KLP-2 4
succeed in this awesome task. e e[
Available on Cb4 cassette £8.95, C64 disc | s o | € aal®
£14.95 and Spectrum cassette £7.95. \ -

Screen shots from Spectrum version,
® Telecom Soft, First Floor, 64-76 New Oxford 5t, London WC1A 1PS.

Firebwrd and Firebird Logo are trademnarks of British Telecommunicataons PLC

L )

..

A LEGEND IN GAMES SOFTWARE




Four Independantly Controllable Fire Bultons, each of which may aclivate it's own
Assignable Funclions ® Centre Return. ® Exira Strong Stabilising Suction Cups.
Auto Fire Facility. @ 12 Month Warranty. @ Compalible with SPECTRUM 16K,
48K, 128K(using dual port interface),+2, +3, ATARI, COMMODORE 64,
AMSTRAD CPC Range ( with adaplor)elc. @ 8 Directional Control. J°

® Unique Rotate Function. @ Ergonomically Designed Hand Grip.

® Rugged Long Life Contacts.

® Also functions as Standard Type Joystick.

B

e B lals

ovotive Development Ever In Joystick Technology

omouter games - TANKS', o plan view of two tanks on ol
reqishc bockground and some great sound effects

= shandards - the garme is still DULL. Now add moee cantrol

of the tanks only being abie to fire In the direction that thay

e r / Rotate the Turet. You can Fire Broodside whilst dashing

r cover. or Fire Ba ~Hewaras whilst retrecting. The second fire button could fre o

-~

Please state compute
1odel when ordering

JCTune gun ot the front, the third button lay mines and the fourth buttton shoot
flares to ight up the screen in night biattles; or perhaps call up iInformation on ammo
orfuel left Now imagine this new concept being opplied to other gomes
Locp The Loop in Flight Sim Jigtor gomes. High Jump in the Decathion
nstant Reglsm, Instant Excitement, ond Instant Skill are added
AITRG 15 now possible with the paterted 125 SPEC|AL
Allthe m Mware houses are now releas ng gomes to take advantage
of this new Gpment maoking their games even more exhilarating
The Soercin -

HeCalbwill Glsa act as o normal joystick

Prices incluge VAT postage & packr g Delvery normally 14 days

Erport orders al no extta cost Dealer anguiries welcome

Cheatah products available Iram branches of m Dixons -l‘FL\-H:
RALEWYE WHSMITH @ High St. Stores 2

and all good computer shaps

or direct from Cheetah. m PHESTEL

-;’;. - Ly Fairwater, Cardif CF5 3AS
g d';_‘__—_—:_-":.’fj Telephone: Cardiff (0222) 555525
T M Telex: 497455 Fax- (0222) 555527

Morbury House, Norbury Road,
r




's the golden issue of CRASH so I've gol some golden tips and
some really sparkling maps —of new games which no other mag has
mapped! There's stylish catography for The Edge's Smashed new
licence Garfield in Big, Fat, Hairy Deal, plus the solution to the game
{who said tipsters were slow at completing games?).

Then there's the winner of the Driller map comp, who's so good
with geography he forgot to leave his address; a more down-to-
sarth bit of map'n'tipping for Andy Capp; and an early map for
section one of Platoon.

And in reply to all the plaas for tips and POKEs for older games
there's a brand new section crammed full of golden oldies - it's
called Flashback. AND of course there's the isual Cheat Mode Motel
and the Tipster and Cartographer Of The Month awards, both
mcreased to £50 for this month with golden generasity.

So ready, steady, go and get them POKEs!

PLEXAR PLEASURE

| love M.A.D.'s Plexar — it was one of the best budget titles of 1987,
And now the Codebusters have hacked it to make motoring down
those crystal roads even more addictive,

M
| .
- EM PLEXAR 1
:'. ?ag EEMEYTHEGDDEEUSTEF!S 1:
| R CRASH MAGAZINE !
e 30 REMFO . TR
| 20 PRINT AT 10,10;""LOAD PLEXAR™: |
o AT 11,0:*FROM THE START'™ o
4 LOAD " CODE .
o LET X=37329: POKE X,195 -
15 - . ¥4-2 08 e
® B0 POKEX+10:POKEX+298 |
e\ 50 FORF=25088 TO25094:READA 1o
- POKE F A: NEXTF et
® 80 DAT.M?E,E(;::BBJBEJQE :.
®! ggp DATA136,1 S
e 100 RANDOMIZE USR 27263 M
W

HEIST 2012
HACKED

I don’t know why anyone would want to hack Firebird's dismal 12%
game, but the Caimpoke crazies have — so here it is.

e\ 10 CLEAR259

ag
o NPOKE
®! 15 PRINT AT 10,4, POKES BY CAIR

L) (TR i) E

¢ 1987"": LOAD CcOD iy

.IL o0 POKE361 06,201: REMIN FéggEEEEUh:EHEM

'l' 30 POKE 16190,201: POKE 3 ,201: b
i

FALL ANY HEIGHT

40 RANDOMIZE USR 32766

David Brennan
temporarily

some tips for US Gold's 720°. ..
here's how equipment helps.

Skateboard:
lighter and allows you to do more
turns in midair. And with a new

board you get 700 points for a turn
instead of 400.

Pads and helmet: when knocked
off your board you get up quicker.

Shees: you can kick faster (handy
—or footy — against killer beesl)

of Fife has
hung up his
skateboard to zoom through

a new board is in.

NUMBER

IN THE
BASKET

Dynamic Andrew Jackson of
Peterborough sent in these tips
for Ocean's Bazket Master,
programmed by Dinamics.

1 Try to go for three-point shots
as the computer will usually go
for two-point shots.

2 Try to commit as few fouls as
possible as the computer will
nearly always get the foul shots

3 Keep energl;_?' high at all times so
you can perform dunk shots and
outrun the computer,

4 Try not to travel back court or
you will loose control of the ball.

5 Try to basket all foul shots for
extra points,




THE CAIRNPOKE CAR WARS

INFINITE LIVES

COLLECTION

This is gettin
gular spot — the Cairmpoke POKEst
: ers send |
0 #;“F‘DKES BY CNHNFDKE

in page aft
Multifac er page of co
mﬂntn'ﬁew?*"d normal use.rlelzig’ paper covered i
inners of £50 of guma;:},pays off, bec aus': tI:-;DKEE for
' ey're this [ : i
e . a7'": LOAD " "CODE

LUAD""GDDE

BOSCO

NIAN *
.- 30 POKE 22337,0
I 40 HANDDM!ZE uUsh 57090

INFINITE
sombe — MEs, FUEL AND
.i

A O oxony
E FUEL AND SHIELDS

10 CLEAR 25599 ‘
v 156 PRINT AT 1U,#:”‘F‘DKE5 BY CAIRNPOKE
“CODE 16384 '

1087"": LOAD
KE 237400
:LO

20 POKE 23739.82: PO
E 256 " GODE

30 LOAD" "COoD .

765
40 POK 0: REM INFINITE LIVES
50 0: REM INFINITE FUEL
0: REM INFINITE BOMBS

USR 32763

ORBIX THE
INFINITE LIvES. DAL

I‘ﬁﬁl-"r' |r|alj

s i ino tvpe PC i

DOMIZE USR 36: POKE 32188,0, then RAN
e o = L







MULTIFACE POKES

Marcus and Damian Conway of Bolton have been hard at work with
Romantic Robot's little black box and come up with these . ..

et R N R N R page 49
e S LY e
POKE RESULT
fao° 41918.0 = time
ATV Simulator 60250,0 = time
Dizzy 62746.0 = lives
and 596441 turbo speed!
Dustin 529040 invincible
Fraddy Hardest 63396,18863792,18 = lives
and 61606.4 = lives
Hysteria 44588,201 invinzible
Renegade 41048,195 = lives (
Rygar 51216,0 = time
and 61577.0 = |ives
Salamander 38802201 invincible
StarWars 45268.0 invincible
Thundercats 31401.0:31402,0 = |iveg
Trantor 56711,0 = time
} and 52529.0 = energy
= denotes ‘infinite’

Yes, another new Playing Tips section with a trendy logo is born. In
Flashback you'll find fresh POKEs for old games and old POKEs
reprinted, some of them from the issues no longer available as back
numbers.

To start Flashback off, here's an infinite-lives POKE for Thor's
1884 Jack And The Beanstalk, and a POKE that stops the bandit
drawing during the quickdraw in Utimate's two-year-ald Gunfright.
They'ra both from FPater Alford of Cov entry.

If you've discovered some POKEs for popular old games, or you
can suggest which need POKEing, flash into Flashback!

JACK AND THE BEANSTALK

REM GUNFRiGHT

L]
| 20 PRINT AT 10,10

REM JACK aND
* THE
o Jo DEMBYPETER A Fopp OTALK  ig
.rr 23 gégﬂqﬁ 24135 T
® DER 1: pap : '
oi 30 PRINTAT 1070 1 INK4: CLS =
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THE TIP
DARK SCEPTRE

Mike  Singleton's  brilliant
Firebird adventure Dark tre
has been completed by Miles
Holbrook of Mottingham, who
brings these tips.

first to finish? .... Forum, page 31 6

1 Your mystic is by far your most
useful character. Without him 7
ﬁour mission becomes much

arder, so |I'd advise starting
again if he's killed.

2 Don't bother trying to find the
Dark Sceptre till you have most 9
of the surviving warriors on your
side.

3 The most important people to
racruit are other mystics, for the
reason above, and enemy kings
— some of these are the best
fighters in the game.

4 Put all your characters apart
from the mystic on persuade,
befriend or challenge missions.

5 The best way to convert people
is to get the mystic to petrify

OF THE

them, then curse them. After
this charm them and finall

ralease them. To do this it will
be necessary to pass the
character several timas,

If you have a problem with
Umbrarg's mystic at the start,
set your two assassins to kill
him.

As s00n as you get extra kings
or mystics on your side, save
the game.

8 Don't worry if you lose large

numbers of lesser characters,
When you have the majority of
surviuirr:g warriors on your side,
Save the game and try to grab
the Dark EéJ:;A;n:ﬂna_ if you have
problems with enemies, reload
your position and send a mystic
to convert them or curse them,
When you find the Dark Sceptre
and its guardian, either use one
of the qmd kings to kill him or
curse him with a mystic. (It ends
up at the bottom in the middie of
the map.)
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FAST WORKING -
AND WINNING!

Cartographers Of The Month
Stephen and Chris Lang don't
waste time when it comes to
com ng games - they've got
this Garfield’s Big, Fat, Hairy Deal
solution and map in the same
issue as the Smash review
(page 18)! (And they'll find a few
mora gamas to complete in the
£50 worth of software that they'll
be receiving soon.)

SOLUTION
(Don’tread thisif you
want to do it
yourself!)

1 Gorighttill Garfield falls downa
hole.

2 Walk to the far left of the chest
and kick it. Quickly pick up the
key, before the rat eats it!

3 Gotothe park and drop the
key.

4 Goto the shed and pick up the
spade.

5 Go to the hardware shop and
usethe spade. Then pickupthe
monay.

6 Go to the Healthy Food Shop.
Drop the money and some
seads will appear. Pick up the
seads.

7 Go to the park and drop the
seeds, then pick up the key.
Afterwards, jump up at the bird.

8 When in the room where the

bird left you, go up. Then go
right to meet iﬂnm

TIPS

(Read this if you're
stuck!)

B if you're about to have a
snack attack, drop essential
items, pick up any object which
is not neaded, and EAT IT!

B If you're about to go to sleep,
either drink Jon's coffee, or

stop and rest while kicki
Odie. e

EXTRA

POINTS

(Read this if you're
GREEDY!)

B Go to the chair next to the TV,
jump onto the chair and kick to
rip it.

B Go to every room.

B Pick up every object.

B Eat most of the food (save
some for when you get hungry),
and eat objects which aren’t
needed in the game.

B Place the tin behind the bin in
the same room.

W Take the light to the sewers,

B Kick Odie and Nermal
whenever possible.

THRILLER
WINNER

Well, what an impressive way to
start off a new comp series in
Playing Tips —the maps tray has
been swamped by 11 plans of
Incentive's Driller, all entries for
the Christmas Special map
competition!

Thewinner is Victor Lush, who
sentin this map and tips - butin
the great tradition of all
competitions, Victor cannot be
with us this month. He forgot to
include his address with his
entry (or I've lostit!). Please send
in your address and phone
number, Victor, so that | can
contact you and get your prizes
1o you as soon as possible.

For some reason no-one who
entered the competition could
get to sector 18, Is it possible?
Or has Incentive made a
programming mistake? Write
and let us know.
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Amethyst
Access to: Lapis Lazuli, Niccolite,
Topaz, Obsidian, 51 stores

Notes: Stores S1 is shootable
from the outside. The well which
bisects this platform is also
shootable. The drill point is
marked with a X. The cube switch
will allow the section in the north
wall to disappear when shot,
aliowing access to Obsidian. The
telepart (to Ruby) is activated in
complex K1 = to teleport simply
run into the T.

Topaz
Access to: Amethyst, Beryl, K2
complax

Notes: When entering from
Amethyst, you will come across a
laser. This cannot be destr

but if you shoot it it will rotate 90°,
thus rem from its line of
fire. To enter K2 complex with the
probe, move directly onto the slab
under the door, then turn so you
can sea the two switches. Shoot
the left switch to go up. To

down shoot the right one. DO NOT
FALL OFF!

Beryl

Access to: T%;;.zg. Quartz,
Aguamarine, it, K3 complex
Notes: The massive laser which
guards the K3 entrance can be
disabled by shooting the three
power lines which can be seen on
the map. The teleport (to Emerald)
is activated in K1 complex.

To open up exits in the walls
leading to Basalt and Aquamarine,
enter K3 complex and shoot the
signs on the wall. Shooting to three
squares will open Aquamarine,
shoaoting to three triangles will
open Basalt; only one can be
opened at a tima.

Aquamarine
Access to: Beryl, Ruby, Ketar
Hangar H1

Notes: The Ketar reconnaissance
aircraft can be found in the hun%ar
on the right (the only accessib
one), whichis opened by shooting
the door. If you are not in the
aircraft, you must follow the
aArows precisalr when entering
Ruby or you will plunge to your
doom on Mitral's

Ruby
Access to: Aguamarine, Opal,
Malachite, Ochra

Notes: The diamond-sh
block floating in the middle is a
laser which will fire at you if you
shoot it. To drill you must be
exactly in the dle of the
pathway. The teleport (to

is activated in
K1 complex.

Malachite
Access to: Ruby, Emerald,
K4 complex

Notes: You need the aircraft to
enter K4 through the hole at the
bottom. Shoot the eyes of the
Gate Guard to turn him off, but
beware—if you shoot his nose he'll
shoot at you once more. Hisfangs
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ace.

and all other blocks can beshot for
points,

Emerald
Access to: Malachite, Alabaster,
Lapis Lazuli, Graphite

Notes: Toreveal the drilling point,
shoot the top crystal and run over
the block underneath (which will
then disappear). The lasers on the
east and west have blind spots,
but all are indestructible. Shoating
the cwﬁ}‘aggaﬂn middle of thﬂd
room w ur energy an
shields five timgg before
disappearing. The teleport (to
Beryl) is activated in K1 complex.

Lapis Lazuli
Access to: Emerald, Amethyst
Notes: Shooting the switch will
remove both the obstructive
barrier and the door to Emerald.
Shoot the switch again after

ing the barrier. You can see
over the barrier but you can’t climb
over it. The pyramids do not
contain energy: their only
functions are to add points to your
score when you shoot themandto
get in your way.

Niccolite

Access to: Amethyst

Motes: Running into a mine will
terminate you. Shooting the
switch is vital.

Quartz

Access to: Beryl

Notes: The laser is indestructible;
to stop it firing at you, you must
shoot the cord that is suspending
it from the block above. The dirill
point is marked X. Shoot the
switch on the wall for access to
Diamaond.

Opal

Access to: Diamond, Ruby
Notes: Shooting the fioor in this
sector willincrease your shields to
maximum. When the switches in
Niccolite, Alabaster and Quartz
have been shot, the one here and
the wall will fall down, giving you
access to Diamond. What t
number signifies is unknown
{drilling coordinates?).

Alabaster

Access to: Emerald

Notes: Shoot the water five times
and it will drain away. When
entering the pit, make sure you go
down the stairs —it"s too far to fall,
Shoot the switch on the wall for
access to Diamond.,

Diamond

Access to: Opal

Notes: To get rid of the building so
that you can drill, go down the
tunnel and keep shoating the
diamond. After 20 shots or so, run

into the building. It will di :
The two crystals provide an ﬁm
infinite supply of shields and
energy which can be tapped by
running into them (not by
shooting). The two lasers can be
shot.

Obsidian
Access to: Amethyst, 52 stores

MNotes: The two lasers can be shot
off theirturrets, There are no other

lasers outside the stores in this
sector. To bridge the trench, shoot
the slab which stands next to it.
The pyramids in the trench contain
bonus points, not energy or
shields.

There are two ways to enter S2;
oneis very nearly invisible and very
near the edge of the sector. If you
have a choice, use the hidden one
— you can shoot the extremely
Mback | laser inside from the

The ‘17’ on the wall has no
obvious function, except perhaps
toinform youthat there are only 17
accessible sectors.

Basalt

Access to: Beryl, U

Notes: There is no way of
removing the block under which
the drill point is situated. But there
is a point at which a reading of
50% can be obtained, thus
clearing the sector. Thisis marked
on the map with a dot.

Toaccess unknown complex U,
move between the two L-s arled
walls and walk into the end of the
one on the left.

The stack of pyramids can be
shot for a points bonus.

Ochre

Access to: Ruby

Notes: The two pillars setup a
force field which must be
negotiated (it has a blind spot) or
flown over,

Graphite

Access to: Emerald

Notes: The switch seems to have
no function. If you land the
reconnaissance craft on the
floating block, it will disappear.
The acid river causes your energy
to go down every move you take.
Youmust use the path if you hope
to have any chance of drilling.

K1 cum&l ex
Access to: K2 complex

Notes: To make the teleports
appear, make the blocks
disappear by shooting them from
right to left in order.

K2 complex
Access to: K1 complex, Topaz

MNotes: To enter K2, go behind the

computer bank opposite the
entrance, This bank also disposes
energy crystals. Keep shooting the
top of the bank till an energy
crystal permanently matenalises
(it takes about four shots). Then
shoot it for energy.

K3 complex
Access to:

Notes: Look out — scanners can
enter here. Shooting in this room
triggers the on/off signal
rasponsible for the door: even
shooting a blank piece of the wall
will do this.

K4 complex

Access to: Malachite

Notes: Shoot the four lasers on the
wall, which are destructible. Then

shoot the block: itappears to have

no effect outside the complex.

S1-stores...4,4
Access to: Amethyst

Notes: Richin both types of Rubi-
con crystal,

S2 -stores ... 1,1
Access to: Obsidian

Motes: The laser inside is very
powerful, and though it's
destructible it can cause an awful
Intnfdama%a. It is best to enter by
the second hidden exit to avoidits
fire. The light fixtures can be
destroyed, but curiously will be
relit when you re-enter the
building.

H1 - Ketar Hangar
Access to: Aquamarine

Notes: To dock with the ship, go
under it and rise. To dock wﬁh the
probe go over it and fall.

U - Unknown

Complex

Access to: Basalt

MNotes: If you follow this passage
you'll find a switch which doesn't
seem to do anything.

Mitral - the moon
Access to: nowhere

Notes: You can fall here from a
number of places. There is no
escape —not even with the aircraft
- 50 if you get into this situation
you should quit and start again.
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Today's Army depends upon a wide range
of very different people, performing highly spec-
ialised and individual tasks that add up to the
smooth running of one of the world's most modern
fighting forces.

Right now, there are vacancies in the highly
skilled field of communications and languages,
all of which offer good pay and promotion
prospects.

But remember, in the Army you're always
a soldier first and you'll be trained as such, ready
and able to do your job well under combat con-
ditions either at home or overseas if need be.

The Electronic Warfare Operator is
employed on an operational task which requires
a high degree of proficiency in a nominated
language. The work involves the transcription of
voice transmissions received through radio receivers
and associated electronic equipment. Full training
is given in both language and radio skills.

Special Telegraphists are fully trained
In the use of sophisticated equipment in the re-
=== ated fields of military communi
#==" cations and communications security.

f*"" Skills learnt include morse code, teleprinter

touch typing and the operating of high grade
receivers and direction finding equipment. Other
careers in communications include Radio Tele-
graphist, Data Telegraphist, Radio Relay
Operator and Technicians.

Linguists (Special Intelligence) Moni-
toring, interpretation and analysis of enemy com-
munications could be vital in order to protect
British interests throughout the world. As a Linguist
you'll receive a comprehensive training in language

_pand analytical skills as well as the operation of

sophisticated equipment including automatic data
processing.

The Next Step

These are rewarding jobs, calling for a lot
of input from you in terms of time and hardwaork.

If you think you are cut out to handle
them, call in now at any Army Careers Informa-
tion Office, or cut out the coupon. You'll find us
in the phone book under Army.

Please send me more information about EW. Operators [

Special Telegraphists (1 Linguists ] Other Vacancies [
PLEASE TICK

To SPSO Royal Signals, Directorate of Army Recruiting,
(Dept CRICO ), Room 1106A, Empress State Building, Lillie
Road, London SW6 1TR.

Name
Address

Date of Birth

THE PIIIIFESSIIIIIAI.S

The Aimed Forces are wgual apportunsty emphoyers under the terms of the Ruee Aalstiass Act 1876




N February 1 1988,
the sun didn't rise
ominously over
Ludlow's mist-
shrouded hills. The
wind didn't blow the dust and
tumbleweed down the deserted
streets past the saloon. And the
two hardened gunfighters didn™
faceeach other for the last time. In
fact it was a pretty normal day
here; it rained.

But there was a
CRASH Challenge about to begin.
Ben Stone, the longest-
established CRASH reviewer, was
our (almost) final hopa — an
unchallenged might on the keys of
Elite's Commando (94% in
Issue 24). Yet his unquestionable
supariority had been doubted by a
reader!

"Whao is this mere mortal?' the
entire dedicated CRASH
readership (helle, mum) cries. No
less than Leon Hetherington
from Selly Oak in Birmingham . . .

ROUND ONE

We all take our places towatch the
slaughter, and the Challenge

begins. The polish of both players
becomes evident as they chill their
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Um, Ben Stone loses Commando to a reader
but it's not like it sounds, OK?

MIKE DUNN reports, the other reviewers
say ‘Challenge? What Challenge?’ and
pretend the defeatis nothing to do with them.

way to the end of the first level, all
lives intact. The CRASH team
waits tensely for Ben to make his
move. Obviously biding his time,
Ben breaks the first area 5
seconds and 1400 points behind

at 18800. But then, horror of
horrors, Ben's first life goes at a
mere 26900 (my high score at
Commando, but that's irrelevant);
this is all part of Ben's careful
strategy, we're assured.

Leon is definitely making a bid
for the second gate while Ben
harigs behind losing another life.
Still, he knows what he's doing. 5
minutes, the halfway stage, is
called and it's time for a brief
review of the situation. Ben is
trailing quite seriously on levels,
being almost an entire area
behind, but he's making a game of
it scorewise — above BOOODO and
stilllooking good, only 2000 points
away from Leon.

The match continues; it begins
to look as if this challenge were
well-founded as Leon hauls ahead
at surprising speed. There's a
slight pause when he encounters
problems breaking the fourth area,
but then everything goes
smoothly; the 1-minute mark

with 175300; and then inno time at
all the first round is over with an
impressive 209700 under Leon’s
belt.

And where's Ben? Need | say
morethan 1575507 Actually it'sno
more than that at all,

BEMN: 157550
LEON: 209700
ROUND TWO

A serious pep talk is needed.
Through the dripping sweat and
tears Ben sees the honour of
CRASH at stake and resolves to
do better this time. The starter's
gun (stopwatch) goes off by
m;stake. but it's too late; they're
on.

This round looks more
interesting from the start. Ben and
Leon are through the first area at
the same time, and though Leon
has a lead of a few hundred it's
early days yet.

They're not halfway through the
second stage when it happens:
Ben takes the lead at 27860! But
once the cheer has died down, it
becomes apparent that his first life
want at 30000 points, and that
stifles the not-too-confident
support.

Pickirig up just 3650 more
points, Leon takes the front again.

The second gate stands no
chance against the might of these
mean dudes and it collapses in a
flurry of points for Leon at 41450.
gzn the dust settles we see that

's in gear again, ploughin
ahead wgh a gﬂggd 452509. .

5 minutes gone and another 5
left — Leon's still trailing with
84500, and Ben breaks the
100000 first. Things are warming
up, though, and the next 50000
points are spent in a fierce battle
for the lead, with neither player
holding it for more than half a
minute,




iscalled, and Leon isinthe lead by
several thousand, Ben's computer
begins to hiss and steam under the
waterfall from his brow. It looks like
it's all over, and very soon it is. A
heartbreaking defeat sees Ben
over 200000 but 25000 behind.

BEN: 205800
LEON: 230300

It's all over and there's little time
i forexcuses. Of course it wasall to
; do with the time limits, | mean if
(X /i Ben had had unlimited time, and

\ Z another cup of coffee at 1418hrs
. \Ys// and...and...

} if h | What's the point? Is there

a anything left to life after our fourth

The buckets we use to pour consecutive defeat? There are
Ben's sweat into begintooverflow | only two of our number left, and
and a cry goes up for more just looking at them (Robin and
containers. Then the final minute Bym) doesn't exactly inspire hope,
; does it? Still, Robin's promised to
have a go at Star Wars for
Issue 52 . .. seeyou there. Or
here.
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P Testing nerve and reactions: Commanap

CHALLENGE ROBIN
CANDY! %
i

We'll spare ourselves the embarrassment and leave out the
mitigating circumstances, the better-next-time promises,
the empty threats - it's just that finally Robin Candy has
agreed to join the CRASH Chal , and he'll play a reader
in Domark’s Star Wars (84% Overall in Issue 48).
The Challenge will take place sometime in March, so enter .
soon - and please leave the Force at home. !
Just fill in this form and rush it to CRASH Challenge, {
CRASH, PO Box 10, Ludlow, Shropshire SY8 1DB.

: Dear Robin Candy

| challenge you to play Star Wars — quite soon in a small
Shropshire market town probably far, far away from
wherever | live. I've already scored .............................
So put that in your SCORES and smoke it . . .
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If you're selected for the Challenge we'll pay your fare !
to Ludlow and home again, keep you warm and well- |
fed while you're here, and blackmail you with all the

photos that AREN'T published
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DRAW A MONSTER
FROM YOUR
HAIRIEST
NIGHTMARES AND
WIN GAME

ARTWORK FROM

HALF MANM, half beast, wholly horrifying = that's the Yeti, or 'abominable
snowman’, believed to live in the Himalayan mountains north of India.
And the Yeti's also the subject of Destiny Software's first game, Yet|,
programmed by Christian Urquhart (Daley Thompson's Decathion,
Hunchback, Xecutor) and Mike Smith (who also worked on Xecutor.

Yeti is set in the high Himalayas, and you must trudge through crisp
snow, climb treacherous peaks and overcome the Dalai Lama's
henchmen to find the legendary creature of the cold.

There are surprises of a different sort in Teladon, Destiny's second
release, programmed by Nick Eatock (Greyfel). One load gives you two
completely different game environments: in the first you jump on your
hover-bike and speed down a hazardous valley, and the second returns
to the well-tried 3-D-isometric setting.

And to celebrate the launch of Destiny Software, the company is giving
away a print of the Yeti inlay artwork and a print of the Teladon inlay
artwork as first prize in this comp!

Besides those two collector's items, the winner and 25 runners-up
will sach receive a Destiny sweatshirt (for those cold walks up the Tibetan
mountains) and a Destiny mug (for that well-deserved cup of cocoa).

Just draw the hairiest, snowiest, biggest-footed Yetl you can imagine
on this pocket-sized Himalayan range, fill in the form and send it all off to
DESTINY'S BEST COMPETITION YETI, CRASH, PO Box 10,
Ludiow, Shropshire SY8 IDB to arrive by April 5.

The decision of CRASH's appointed judges is final in all respects -
because that's one of them pictured abave,
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acreen shots from arcede version.

® “Those who like their action fast and
furious should enjoy 720™ LLAP 64!
® “A faithful and enjoyable conversion™
L1AP 64!
® “One of USG's best conversians to date”
COMMODORE USER
® “For my money this is not fust as
playable as the coin-op it is infact much
more playable” COMMODORE USER
® “Fansof the arcade original and novices
alike should love this playable and
addictive game - one of the mast
original to emerge this year” GAMES
MACHINE
® “U.5. Gold has set 2 superb standard"
CRASH
® 720 is the epitome of a classic. Its got
every element of a great game"
SINCLAIR USER
_ i & “Didwe flip over it? You bet! "SINCLAIR
e b S USER (Nominated a Sinclair User Classic)
® “Virtually flawless arcade game.
Addictive smooth and slick, easily U.S,
Gold's finest hour. Don 't miss this one”
SINCLAIR USER (Nominated a Sinclair
User Classic)

AMSTRAD

£9.99:. £14.994
CBM 64/128
£9.99:.£11.99¢
SPECTRUM
£8.99:

A

- THE ULTIMATE SKATE - _- v
BOARD SIMULA |

.
U.S. Geld Ltd., Units 2/3 Holford Way. Holford, Blrmingham B6 7AX. Tel: 021 356 3388,
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AM the superclone

2 Spectrum family

e | sling and MIDI music

Magic buttons, printers, add-on ports
Utilities: the programmer’s best friend

A mail-prder marvel: the CRASH Tech Tape
Technical Writer
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ALL IN THE
FAMILY

[] 2x-80
£100: 4K ROM, 1K RAM:
whole numbers only; very
limited black-and-white
graphics but basic32 x 24
screen established. Total
sales about 50,000,

[] MICRO-ACE (clone)
£80; 2K RAM; ZX-80 kit

copy

1981

[] ZX-81
£70, $150; BEROM, 1K
RAM, floating-point
maths; slow but continu-
ous black-and-white dis-
play. 500,000 sold in the
first year.

1982

] TIMEX TMS-1000
$100; licensed ZX-81 —a
big hit for Timex in the
UsSA

ZX SPECTRUM

£125 (16K), £1765 (48K);
16K ROM, 16EK/4BK RAM;
colour graphics and
much-improved display
circuitry. 60,000 issue 1
Spectrums sold; grey
keys, add-on 32K, 'dead
cockroach' bodge.

[ ZX-81 price cut to £50
[] TMS-1000 price cutto $40

[C] 500,000 issue 2 Spec-
trums sold; blue keys,
48K RAM onboard; badge
transistor soldered over
ULA

1983

[] JUPITER ACE
£80; spin-off; BK ROM, 3K
RAM; Forth Spectrum
keva/tape/display

[(] 3,000,000 + Spectrum
izssue 3g sold: new low-
power ULA, louder BEEP,
runs cooler, no colour
tweaks, key port incom-

patibility. Prices cut to
£100/£130 (16K/4BK).

[] TIMEX TMS-1500
$80; 8K ROM, 16K RAM;
ZX-81 with better
keyboard — a flop

El TMS-2068
/200; 24K ROM, 16K/
: paged in 8K

lumps up to 256K,
Improved BASIC, sound

and much better display,
butveryin ompatible, UK
PAL TV version never
marketed.

1984

[] SPECTRUM +
£180; issue 3 circuits
{with minor revisions)
and extra RESET button;
new box and keys

1985

Spectrum + price cut to
£130, 16K and rubber-key
versions discontinued

[ ] SPECTRUM 128K
£180; 32K ROM and 12BK
RAM, in 16K pages; RGE;
old box and chunky heat
sink: no keywords; three-
channel sound; clumsy
screen editor; MIDI/serial
port; funded by Inves-
tronica

1986

[] SPECTRUM +2
£140; theold 128 in a new
box, with a better
kevyboard and cassette
unit ‘glued on'; 260,000
sold in first year; the first
Amstrad Spectrum

1987

[] SPECTRUM +3
£249; 3-inch disk;
AMSDOS in 64K ROM;
first radical redesign
since 1982, Earlier 128s
were more compatible
with existing hardware
and software thanthe +3
—they had extra features
just bolted on rather than
built in,

Spectrum +3 price cut to
£199 — some stores dis-
count further to £180

1988

[] SPECTRUM +2 (revised)
64K ROM, 128K RAM;
outwardly as older +2s
butless compatible inside

[] MGT SAM (not yet on
sale; see page 58)
£99.95; 32K ROM, 64K-
256K RAM; 48K-compati-
ble but faster and higher
spec-—eg 32/64/80-col-
umn teat
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The charm of magic buttons

w NE of the most
. popular and
- versatile Spectrum
'add-ons i8 the
-, * ‘magic button'
inta.tf.a.nu which lets vou
interrupt the operation of any
program, run a routine, and
r:tltm to the original program
ter.

All the devices reviewed here
work much the same way. They
turn off an area of fixed program
in the Spectrum's memory — the
ROM that recognises what you
type when you turn the machinas
on —and replace it with memory
into which you can load
anything you like. Sometimes
they also contain their own fixed

Program.

Lots of firms have made this
sort of deviee. Once-popular
devices such as the
Mirage Microdriver and
Interface 3 are nolongeronsale,
and the remaining companies
spend lots of time developing
their products and adding extra
bells and whistles.

Most magic-button interfaces
provide several extra hardware
tricks besides the basic
interruption facility. Prices and
options vary widely. This article
reviews four major models: the
Multiface and Multiprint, made
by Romantic Robot; Datel's
Snapshot2; the SwiftDisc,
made by Sixword; and the
Plus D and Disciple interfaces
from Miles Gordon Technology

(MGT - producer of the
Spectrum  superclone SAM,
featured on page 58). (The

Disciple is marketed by Rockfort
Products.)

USING THE MAGIC
SUTTON
There are three main uses for
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magic button devices: program-
copying, screen-printing and
hacking, which is best defined
as ‘changing the operation of
existing programs to make them
more interasting’.

First and foremost, magic
buttons make it easy to copy
games to microdrive, cassetts oy
disk. These devices can save the
antire contents of memory -
including register values - in a
big file, like a photo or snapshot
of the state of the machine.

As long as the device saves
everything there's no way the
program can tell it's been
interrupted, and the snapshot
copy will restart wherever it left
off as soon as you reload it.

This is good news if you want
to speed up loading of a
program, as it makes it easy to
save the program on any device,
Most commercial disk systems
would be useless without sucha
facility, because programs are
usually protectad to make it
difficult for people to read the
tape and write out an identical
copy,

Software houses don't like
disk systems, though arguably
disks encourage people to play
games — they see it as too easy
for a gang of people to buy one
tape and then use a snapshot
device to take lots of copies of it,
gtripped of the antipirate

protection. Unfortunately this
attitude lumps honest users of
disk systems in with the thieves.

H you're playing games, or
developing something on the
screen — taxt or graphics — you
can use the magic button tograb
a scréen, either saving it on disk
or tape to be reloaded later or
printing it out.

With this useful facility you
can keep print-outs of screens as
progress reports, and they're a
wonderful way to make a map of
a multiscreen arcade game, a
simulation or a text adventure.

Black text on white paper is
always the easiest and quickest
type of print-out, but some
routines can print graphics in
shades of grey. (You have to
have the right printer — see
Choosing A Printer in this
supplement.)

The third — and to my mind
most interesting — application of
the magic button is hacking. You
can load all sorts of programs
into an interface and call them
up any time by pressing the
button.

SPECTRUM TASKING

The CRASH Tech Tape contains

a program that illustrates this

idea very nicely, Three In One,

by Khalid Rafiq, is a short, fast-

loading program that works
tha Multiface One,

Multiface 128 and Multiprint, It
lets you have three programs on
the go on one computer at tha
same time!

The only restriction is that the
programs should fit into 16K of
mamory, 8o that thera's room for
three in 48K. This is a limitation,
but not a serious problem -
many good early Spectrum
games and utilities were
designed to run on 16K systems,
becausa the original entry-leval
Spectrum had only 16K of
Memory.

You can rTun any three
programs, BABIC or machine-
code, at once. ['ve had no trouble
running such classics as Don
Priestley’s 3D Tanx as well as
Grold Mine and Munchman, two
early 16K games written by
peopls with the unlikely names
of Simon N Goodwin and Derek
Brawstar. Good 16K games
include Deathchase and JetPac,

Three In Onedossn't give true
multitasking, as any one time
cnly the program shown on the
screen is runming, but it's fun.
Now vyou can play a game,
switch to BASIC whenaver you
want to work something out,
and then go back to the game
instantly.

The screen is always kept up
to date, but the border colour
can take a while to catch up with
you. And it takes less than a
second to swap programs, but
it's important not to press tha
button again before the next
program restarts, or Three In
Cne may get knotted.

Tha utility runs in 48K mode
ona Spectrum 12BK, soitdoesn't
use the extra memory. It should
be possible to adapt it to run
meore of larger programs in 128
mode.

POKE POWER

Some magic-button devices
contain simple editors with
which you can change crucial
instructions in the main program

TECHUINI
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REVIEWS

isciple .. Is5ua 38
The Gamester . Issue 41
CGenie : ... Isgue 36
Multiface One ...... . Issue 26
Multiface 3 Issues 45 & 46
Multiprint ! Issua 43
PIUB D .....ccoommremenrennernens 18808 49
Snapshot 2 ........... .. Issue 36
Swift Disc Issue 44

Tech Niche regularly carries tips
and new information on all Spec-
trum add-ons

Romantic Robot's Multiface 3: priceless + .?p.iug-m

=X Spectruim+3

— to give yourself extra tumsina
gams, or to change the score or
the playing conditions.

These changes, or POKEs, ara
discoverad by kean
programmers who analyse
commercial software and work
out interesting ways to alter
them. The Playing Tips section
of CRASH iz always full of
Multiface POKEs which can be
used with most magic-button
devices.

Some programs oy to work
out POKEs for Yo
automatically. These don't
always come up with anything
usaful, and they can easily crash
a program by adjusting
something that should be left
alone, but they're great fun to
play with.

The first such program was
The Gamester, featured in
CRASH Issue 41. This program
runs on  the Multiface One,
Multiface 128 and Snapshot2
devices, It will search for POKEs

to give you infinite lives in
games, and works quite well
with some programs. It also lets
you run most games at half or
guarter speed, which may be
useful if you want to cheat or
take photographs.

The Gamester sells for £56, and
iz available direct from author
DR Walton at 1565 Wash Lanes,
South Yardley, Birmingham B25
BPX. When aordering it, be sure
to say which interface you own.
CRASH readers who bought the
first varsion are allowed a free

upgrade if they return their
original tape.

Romantic Robot has recently
raluun:g il:En own version of this
idea = the £7 Lifeguard program
will work out POKEs for you
automatically.

Both The Gamester and
Lifeguard are rather
unpredictable, because they
both work by looking blindly
through the contents of
memory. adfusting parts of the
program that appear to keep
count of something, in the hope

that the change will maks the
program easier to use.
Lifeguard is a bit less hit-and-
miss than The Gamester, but
has much the same effects and
limitations. It works with three
of Romantic HRobot's own
interfaces: the Multiface One,
Multiface 128 and Multiprint,

AODYV AMNAI VO

MELY
The POKEs in magazines are
usually sent in by programmers
who use a mixture of automatic
and manual techniques to
analyse a program before they
start fiddling with it. This is hard
wark but has great potential, as
in theory a good hacker can
make just about any change that
the original programmer could
have made Cuite significant
changes to gameplay are
possible . . .

The problem is that you have
vary little information when
you're: putting in POKEs.

nrsacos
LR e B T e T oot
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Everything in the program -
code, graphics, sounds, scores
&nd so on —is muddled together
in a stream of 49,152 numbers.

But Romantic Robot sells a
£9.95 package called Genle that
lets you analyse the contents of
mamory in detail.

Genie can search for text or
other patterns in memory, has
good facilities to edit a program,
and can automatically translate
numbers in memory into

assembly-language program
instructions.
This process, called

disassembly, makes it easy to
follow other people's programs,
but you must be able to read
assembly language or you won't
be able to tell real programs from
the misleading information that
you get if you try to disassemble
graphics or other datal Genie
works with the same gadgets as
Lifeguard, but you can't use tha
two programs simultaneously.

Genis won't work with magic-
button disk systems, but
Sixword is working on its own
monitor/disassembler package
to run with the Swift Disc.

The company has already
produced a microdrive-emulator
package that makes its disk
drive behave like up to four very
fast microdrives. When the £12
emulatar is loaded you can run
special wversions of serious
programs that allow microdrive
filing but wouldn't be able to
handle the disk unless they

were heavily changed.

DISK MAGIC

Normally the magic button on
the Swift Disc calls up a new
command level. The bottom two
thirds of the screen are cleared
temporarily, and you can type in
a wide range of commands
affecting the disk drive and the
Program in memory.

You can enter POKEs, read the
disk directory, save, load, erase
and protect files. You can format
new disks, load and save
sections of memory including
the screen, and copy programs
from one drive to another. When
you've finished housekeeping
the old display reappears and

continues as before.

The magic button on the
Disciple disk system and the
Plus D, both from MGT, is more
limited. They let you print the
screen display in black-and-
white or shades of grey, as long
as you've got a printer that
works something like an Epson.
Alternatively you can save the
display on disk, or save the
entire contents of memory as a
48K or 128K file.
disk systems ................ page 56

MULTIFACE MAGIC

The Multifaces are add-ons,
rather than controllers of disks
and printers. The £34.95
Multiface One, designed to run
on 48K Spectrums, can save and
load 48K programs and screens
on tape, , wafadrive
and most disk systems. Files are
written in a compressed form, to
save space and speed up
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loading.

It also lets you print the screan
display if you've already got an
appropriate printer wired up.
You can enter POKEs, and load
utilities like The Gamester,
Lifequard and Genis into its BE

TECHUONICHE

RAM. It has one Kempston-
standard joystick interface built
m.

The Multiface 128 is similar
but can save 128K programs as
well as 48K ones; it costs an
axtra £5. Both Multifaces annoy

GET IT ON
PAPER

Take care choosing a

2 printer

There are two diffarent sorts of Spactrum printer — ‘dedicated ' ones
specifically for the Spectrum, such as the ZX Printer and
Alphacom 32, and standard ones, intended for any computer, The
dedicated ones are cheap, but use narrow rolls of peculiar paper and
only work with 48K BASIC. They plug directly into the back of a
Spectrum.

Standard printers cost more, and plug into either a serial interface
or a parallel interface. Standard printers are a battaer bet if you've got
a Spectrum 128K, as that has a serial interface built in. The +3 has
both sorts of interface; the parallel one is usually easier to get work-
ing.

If you need a parallal interface on an sarlier Spectrum you must
buy it as an add-on. Consider products like ZX Lprint, the Multiprint
and the Disciple and Plus D interfaces. The cheapest and bulkiest
option is a Rotronics Wafadrive — a slow and unpopular fast tape
system with a printer interface built in. Beware: this device is not
compatible with many programs, though it should work OK with
ones you write yourself,

Hardware and software support for printers is centred on Epson
printers, wiich have dominated the market for the last few years.
The genuine Epson printers are made by Seiko, but several othar
firms make copies or equivalents that claim to be compatihle,

These claims are not always true; the degree of compatibility
varies between models and even between different runs, so in prac-
tice ‘'compatibility' depaends upon exactly what you want to do, It
can take a lot of technical knowledge to work out whether or not a
printer is compatible.

Generally speaking, cheap printers are not Epson-compatible and
good ones are, If in doubt, try before you buy. It's impossible to
advise people on what printer is best to buy — it depends entiraly on
what you intend to do, what programs you 've got, and what you may
do in future.

There are millions of permutations and there's no magic formula
you can follow when buying a printer.

You must think carefully, and ask guestions. If you can't do that,
the safest bet for Spectrum-users at the moment is probably a
genuine Epson LX-800 - but that will set you back & couple of
hundred pounds.

Whatever printer you choose, make sure it has the appropriate
interface — either serial or parallel, depending on your computer and
add-ons — and try it before you pay, or gat a guarantee that you can
return it if it doesn't work, It's best to avoid chain stores; buy from
specialist dealers who can help you if you get stuck.

Beware! Many printer dealers are fly-by-night cut-price box-shif-
tars, with an Ansafone and a front room filled with unwanted pro-
duction from some far-away assembily line. Gat evary guarantes you
can think of.

Check that the printer will work with cheap standard paper and
printing ribbons. Some printers need expeansive paper or nonstan-
dard sizes, some use expensive ribbons only available from a few
suppliers,

Many printers are sold like Polarcid cameras — the machine is
cheap but the supplies are rare or expensive,

NEVER EVER buy a second-hand printar without a manual! You'd
be amazed how many letters CRASH gets from people who've
bought obsolete or incompatible printers and inevitably can't get
them to work with their Spectrums. If you do have problems, contact
the people who produced the software, the printer, and the interface
(if any), but don't expect help other than a yes/no indication of
whether it will work, and don't buy from anyvone who isn't sure,
Check before you buy, not later.

We get so many letters inguiring about cheap Brother printers
that I'll pass the buck and give the phone number of that firm's
little-advertised but helpful support service. For information on
Brotherprinters call ((061) 330-6531; ask for extansion 303 if you nead
spares, or axtension 315 for technical advice.

Please don't write to CRASH asking why you bought the wrong
printer, or what you should do about it — just take care with the
complicated choice, because mistakes can be costly [ ]

software houses by allowing
you to reload files you saved
avan if the Multiface is not
present — in other words, they
produce files that can be freely
copied.

By far the cheapest snapshot
device is the eponymous
(LMLWD) Snapshot2 from
Datel, which costs just £25, But
this is less of a bargain than it
seams — the one CRASH tested
last year was hard to use and
unreliable,

Unlike  the Multifaces, the
Snapshot2 does not contain a
built-in program, so you must
load a file from tape or disk
before starting to use it. It is
meant to transfer compressed

filee to cassette fles or
microdrive.
Readers’ [mpressions have

been mixed - some people find it
works OK, but others have had
to return it as unusable. The
software | received had bugs,
the built<in joystick interface
wouldn't work with all sticks,
and despite hours of trying [ was
only able to persuade the
Snapshot2 to transfer one old
program to microdrive.

I suspect that there is
something wrong with the
design that stops it working on
all Spectrums,; sloppy design
and assembly do not encourage
me to recommend the
Snapshot 2.
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with most other parallel printers
except for printing graphics,
And it works with any Spactrum
except the +3.

The Multiprint has 8K of RAM
and 8K of ROM, like other Mul-
tifaces, so you can use it to run
Genie, Three In One and
Lifeguard, It also includes the
Multiface Toolkit, which lets you
examing memory end enter

in CRASH Issue 40, but Roman-
tic Robot couldn't justify that
price after MGT's PlusD
appeared, so it's now E£29.95,
That's good value if you need a
printer interface and you're sure
you won't want a disk drive for
your Spectrum. The price goes
up by £5 if you need a through
port to plug other peripherals,
such as joystick interfaces, into

POKEs.
The Multiprint cost £39.95
when it was reviewed last year

use them at the same.
time as your printer

the back of the Multiprint and
[ome’
o PSR

=3 PLUS

When Amstrad launched the +3
last year it changed the
Spectrum design so that none of
the existing magic-button
devices would work, And the
new design made it almost
impossible to transfer programs
to the disk drive built into the
computer; since very few
programs are available on disk,
thatleft ajot of frustrated users,

Romantic Robot has resclved
this frustration, at a price, by
iaunching the Multiface3, a
new magic-button device
specifically for the +3. The new
unit lets you save and load
programs or screens, format
disks and erase files, from 128K
of 48K BASIC. You can also
examine memory and enter
POKEs,

The Multiface3 is quite
different from its predecessors —
there's no joystick socket and
no room to load current versions
of Genie, The Gamester or

programs can be written in such
& way that the Multiface can't
copy them, but in practice it
seems to be able to cope with
just about everything on the
market at the moment.

The Multiface 3 costs £39.95,
or £44.95 with a through port.
It's 50 useful to the +3-owner
that it's almost an essential
purchase, but it's important to
bear that extra £44.95 in mind if
you're considering buying a +3.
You may be better off with an
older, more compatible
Spectrum and a superior disk
system from MGT, Rockfort or
Sixword.

MAGIC PRINTING

Romantic Robot's Multiprint
combines the magic button with
a parallel printer interface. You
can print out screens or send
controls codes to the printer at
any time, but it won't save soft-
ware for you. The print-cut
outines assume you have an
Epson-compatible printer,

Lifeguard. In theory +3 though the Multiprint will work
4
: viany printerdealers are fly
by-night cut-price box-shif-

&
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THE GUIDE TO
ADD-ON PORTS

T T { B ™ =y o Tl - T, ep—
hr?l'-l'{j_:-" \J{.—:'I":'r es55es .jl'f.-.l 1aCKEers

These tables show the port numbers, or hardware addresses, Yo
can use to control common interfaces, [t's helpful if you write
programs in such a way that these numbers can be changead easily
= 80 using these tables smart hackers can write adaptable programs

that will work on any magic-button device without conversion work

SNAPSHOT DEVICES

device pagelN pageOUTROM RAM
Snapshot 2 OUT 127,67 OUT127.66 none  0-8K
Multiface One IN 159 IN 31 0-8K B-16K
Multiface 128 IN 159 IN 31 0-8K B-16K
Disciple M/F 128 IN 191 IN 63 0-8K 8-1BK
Multiprint IN 187 IN 191 0-8K 8-16K
Multiface 3 IN 63 IN 191 0-BK 8-18K
Disciple disk IN 187 OUT187 B-16K O-BE
Plus D disk RSTEDB71 OUT231 O-8K 8-16K
Swift Disc RSTEDB? RSTEDB? 0-4K 4-12K

Use the 'page IN' instruction shown to move the add-on ROM and
RAM into memory addresses 0-16383 (typically). Use the ‘page OUT"
Iinstruction shown to restore the Spectrum ROM

ZX BASIC will crash unless the Spectrum ROM is in place
whenever BASIC commands are being executed. The IN and QOUT
Instructions won't work from BASIC - you must use machine code

A special version of the Multiface 128 is available to work with the
Disciple disk. The Multiface ports are different in this case — that's
to avoid clashes with the Disciple hardware. which has anothar,
more limited magic button of it own

The Plus D is unusual in that you call up its RAM and ROM by
executing a RST B instruction followed by a byte value 71, rather
than by reading or writing to a port. The Swift Disc works similarly

™% I I al= Vil =

SOUND DEVICES
device OUTport INport strobe port
Datel Sampler OUT127.X IN127 IN191
SpecDrum OUT31,X none none
Cheetah Sampler OUT181.X IN191 IN 127
Music Machine OUT 169X IN 191 IN223

OUTPUT: X represents the sample value to be transmitted. To send
1t, just OUT it to the port number shown in the table

INPUT: First access the strobe port to tell the computer to start
measuring the input level. Wait for 10 to 20 microgeconds, then read
the sample level at the IN port

Cheetah's SpecDrum uses a partially decaded port number, s it will
also respond to values sent to port 159, as used by the
RAM Music Machine. Music Machine softwa re will work—for output
only — with SpecDrum hardware, but the sound quality isn't as good
as when you use Cheetah's softwars ]
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Beyond the Spectrum —-a
superclone takes shape

HERE'S a new, vary fast, low-cost com-

y the CRASH Christmas Special. I've now
I;nanhthe-pmtmmtn_mﬁm and tested it — and it
works!

The codename of the new machine, which will
cost £99.95, is SAM. It runs at almost twice tha

‘speed of a normal Spectrum, and can work with

64K to 256K of memory.

SAM will run almost all existing 48K Spectrum
software, and should eventually be able to run true
128 software as well, but it's not just a 'Spectrum
clone' — despite a proposed price under £100, SAM
is @ much better computer than an Amstrad Spec-
trum, and has lots of unique extra faaturas.

Cambridge-based Miles Gordon Technology
{MGT), which developed SAM, plans to give the
Z¥ market the biggest boost it's had since the

Spectrum launch six years ago.
THE PROTOTYPE
The latest SAM pr is hand-built on two cir-

: ototype
cuit boards, with a plug-in kit keyboard. When

launched it will be a small computer console with

48 keys and a magic button on the top.

All the componants on the second circuit board
will be squashed into one 1,000-gate logic array.
Atthe moment the circuit is made up from 76 com-
plicated bullding block chips, put together to
prove that the design works — which it certainly
does|

GRAPHICS

‘SAM improves on the Spectrum display in several

respects. For instance, you can display 85 columns
of text on & monitor, or a clear 64 columns on most
TVs. The display uges a new mode that gives 512
dots across the screen, and the normal 192 lines;
unfortunately it's not the best mode for games,
because you are restricted to just two colours ovar
the whole screen.

But you can get much-improved 16-colour
graphics by using another new mode. The display
uses the usual 256 points and 182 lines, but the
normal Spectrum attribute restriction is relaxed,
mwucmhavaanrtwnm}uurﬂinmymwufnight

Emclair and Amstrad Spectrums only allow two
colours in any character square (block of 64 points).
The new SAM mode means that graphics can use
eight times the normal colour resolution, avoiding
many attribute problems and allowing prettier dis-
plays.

MEMORY MANAGEMENT

The display can be read from any of the 16 16K
pages of memory. This makes SAM much more
flexible than the Spectrum 128K, which only lets
you put the display in two of its eight pages.

Normally the display dots are read from a 6K
area at the start of a page, and the colour informs-
tion comes from 768 attribute bytes thereafter. But
in the new modes SAM has a whole extra 6K of
video information, read in parallel with the original
6K but held halfway through the same 16K page.

In colour mode the extra information sets the
colours for the corresponding line of eight pixels.
In BE-column mode it provides sight two-colour
pixels to appear after the eight that have just been
read from the normal video area. In other words,
groups of eight pixels are read alternataly from
two display areas, BK apart.

This sounds hairy for programmers, but in fact
it's not too bad — just add BK to move from point
information to colour information, or toggle bit 13
of the address when moving from one group of
eight pixels to the next in 512-pixel mode.

SPEED
mmlmﬂdwmdmﬂlhlﬂpm!

The first 64K is arranged continuously from the
bottom to the top of the Spectrum’s memory map.
Two 16K ROMs can be enabled independently at
the top and bottom of the map.

All 16 RAM pages —
256K system— can be freely s
the 16K slots in the top half of the memory map.

You do that by writing two page numbars, each
between 0 and 15, to port 229. One says which
m&mmmmmlmmmmm

wmﬂmﬂtn You can read
in these ports whenaver you want to
know how tha mamnqi:mu;puduu.t

dhplnrhmi# sent to the TV or
mmmmmm
the Mwmmﬂmﬁmn
games may redraw the screen every one, twum
three interrupts; the more waork to be done, the
slower the redrawing.

SAM works faster than a Spectrum, but the extra
time saved is usually spant waiting for the next
frame, so games don't necessarily run faster. (Of
course, this means they're still playable.)

Processor-intensive like utilities and lan-
gunqmmuﬁﬂ-tﬂﬂﬁihﬂtHunEAMthmmm
Spectrum, depending on the areas of memory
used. All SAM memory runs at the same high
than others.

COMPATIBILITY

I took Hewson's Undium down to Miles Gordon
Tmhmhqrnllhmdhuﬂndﬂﬁﬂu&ﬁﬂ.ﬁnmm
mercial cassette uses a high-speedloader, but that
worked fine even though its code ran more quickly
than normal in SAM's memory. Presumably the
loader, like most modern tape routines, automati-
cally works out the ratio of the tape and memory
speeds by analysing the leader tone.

SAM is designed to load tapes in the Spectram
format at normal or high speed. Tape files are usu-
ally written out at 2250 baud — 60% faster than a
Spectrum — but you can load normal commercial
1500-baud tapes too. SAM will sense the speed
automatically,

CINEMASCOPE ON SAM?
Dmahadadﬂﬁdiummnntthamﬁmd.wﬂh
a slightly wider screen than usual. diffar-
ences ingide SAM make the vertical borders nar-
rower than on a Spectrum, though the display still
fits comfortably ona TV.)

Uridium redraws everything after sach three
frames, or 17 times a second That's about the
slowest rate that will fool the brain into thinking it




games, such as JetPac and Gauntlet, and is
definitely more often compatible with them thanis
Amstrad's +3.

SAM can handle up to 256K of internal memaory,
and in theory has facilities to use another 512K
mmw ‘But the memory-m

= Eventually SAM should be able to run many of
. the half-finished programs that were developed
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The SAM prototype doesn't have an edge connec- Building Spectrum history: the SAM team. (Left to right: dnlmurﬂmu
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add-ons. But designer, Bruce

mMﬁmmW the prototype's hundreds of hand-soldered
i mmwmuu-mwphmmm

tu:.wlwm‘t mmmmwmw Gordon, marketing men Jess Sullivan and Alan Miles.)

Gordon, has already designed add-ons such asthe
Plus D and Disciple disk systems, so he has a good
idea of how the edge connector works.

Gordon doesn't guarantes compatibility, but
says that the same signals are available, with the
excaption of the +12V and -6V supplies. SAM only
uses port addresses reserved by Sinclair, so most
third-party gadgets should work, (Tech Niche will
report back on this aspect as soon as MGT has
added an edge connector.)

SAM has quite an array of built-in ports. There
are two network ports, as on the Disciple, which
allow several computers to share a disk and print-
er. But serial and parallel printer ports are extras —
they're not builtinto SAM asthey areintothe +3.

Unlike the 128's, BAM's MIDI port lets you read
musical information as well as write it. It's also
compatible with DADI, the new standard for
Domestic Appliance Digital Interfaces — maybe
you really will be able to control a power station
with your micro soon|

The cassatte port uses a single socket for both
input and sutput, but you can put two plugs on the
tape-recorder end if you don't want to have to plug
and unplug things as you load and save. This
arrangement works with any tape recorder that
suits the Spectrum — tape loading seemed raliable

R PLAY IT SOON, SAM

development

under way

'-—'.""

CaSE.

but that may infringe copyright — so MGT won't encourage it.

T
o S

SuperBASIC

with SAM

SAM will not be on sale for months yet; its development is at about the point at which Sinclair started
advertising products. But Sinclair and Amstrad were never so open about the state of a machine's

Now that the main design is complete there are three more hurdles to be fumped before the computer
can go into production. Firstly, MGT must convert the prototype circuit into a logic array; this is already

Secondly, MGT must find a case for the machine — either a development of one of the add-on keyboards
marketed before the Amstrad Spectrums arrived, or a totally new (and therefore relatively expensive)

And MGT must complete a ROM, holding built-in programs, before SAM can run independently.
" Normal Spectrum BASIC programs will run already, using a copy of the Spectrum ROM loaded into RAM,

Instead MGT is developing a new fast BASIC, in 32K of ROM, which can theoretically run programs
up to 750K long! This part of the project is probably furthest from completion, and will take several
months to sort out. BetaBASIC author Andy Wright is helping MGT develop a new ZX-compatible

In theory, SAM could be sold very soon as an upgrade for the Spectrum + or 128K, taking over the
] keyboard and ROM but disabling the rest of the computer. This seems an inefficient option, but bu ying
‘ SAM to use like this will probahly be the fastest way to get your hands on the new machine.
Amstrad stays cool about the prospect of SAM: 'Commercially speaking, I don't think it would have
any effect ' on sales of the company's Spectnun range, says Amstrad marketing man Anthony Sethill,
But SAM is just what the Spectrum needs. It will inject new enthusiasm into the market. software
houses and even magazines! The next few months will be crucial, and CRASH will keep you in touch

SAM can display much more
intricate colour than a
Spectrum: a loop POKEing
random colours into the new
machine's memory gave this

hl-ldnlm:pl affect h
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when | tried it, even with turbo loaders.

There are geparate outputs for RGBE
monitors, video composite monitors, UHF TV
and line-laval sound.

Thera's one 8-pin joystick port, simulating keys
6-0, and the logic contains pulse counters so that
the same port will work with 8 mouse, as on the
Atari ST,

The last connector lets you plug in a light pen.
Registers on the logic array tell you exactly where
the TV display is being scanned at any instant;
they fresze when the light pen detects the spot on
the screen, so you can tell exactly where it was
pointing. If you haven't got a light pen, or don't
want cramp, you can use the registers to avoid
graphics flicker,

SOUND OPTIONS

The sound chip in the SAM prototype is the same
as in the 128, but it uses different port addresses,
g0 it doesn't e three- music in games
designed to use the 128's AY-3-8912 chip. This
could be fixed, but at the moment SAM's designers
would prefer to use & battar chip.

hé

SAM is just what the Spec-
trum needs - and the next
few months will be crucial

44

Their favourite is the Yamaha SAA 1099, a stereo
sound chip with an eight-octave range. It can play
up to gix notes and two 'noises’ at once, through
independent sterec channels;, It cutperforms the
AY-3-8912, but still has a 'computer organ’ sound,
I'd be more impressed if they'd put a simple 8-hit
digital-to-analogue converter on the board, like
the output stage of a SpecDrum or Sampler, as
explained elsewhere in this Tech Niche special.

Whatever the sound chip, single-channsl 48K
sound effects will work on SAM just as normal.
Sound is replayed through the TV speaker. Like a
128, SAM doas not contain a loudspeaker — or even
& quiet one!

DISK OPTIONS

The disk system for SAM is still under wraps,
though the interface is already designed into the
logic array.

The system is based on MGT's Plus D, reviewed
in last month's CRASH, but uses new guad-
density 3.6-inch disk drives. These use normal
disks but pack 1660K into sach one, reading and
writing twice as fast as the Plus D and Swift Disc
and about five times faster than Amstrad’'s +3.
MGT intends to sell this drive as an optional add-
on, at the same price as the computer: £99.95 [ ]

O The prototype SAM is hand-built on two circuit boards

TECHUINICHE

MGT —-FROM
SPECTRUM

TO SAM

When Miles Gordon Technology was set up in 1986
to build SAM, there were several groups designing
Spectrum clones. At first MGT was just two people
— Bruce Gordon, a8 Scots hardware-designer with
more than 20 years' experience designing
compuiers and interfaces, and Alan Miles, a former
teacher and manager.

In the mid-70s Gordon ran his own firm making
word processors. When micros arrived he
switched to Spectrum developments, selling the
Gordon Microframe — the first incarnation of tha
Dizciple interface

Alan Miles spend the 70s in teaching and
publishing. He joined the micro industry in 1983,
selling thousands of computers into the Middle
East.

MGT was born after the shake-out in 1986 when
Sinclair Research sold out to Amstrad, giving
Amsirad rights to manufacture the Spectrum.
MGT started work on SAM very quickly, but early
efforts were concentrated on the Discipls, a
multipurpose Spectrum interface. The Disciple is
still on sale, and includes several features that are
now part of SAM,

Late last year Bruce Gordon designed the Plus D,
a £50 disk and printer interface which MGT salls
directly (it was reviewed in last month's CRASH),
Now the profits from Plus D sales are financing Eﬂe
devalopment of SAM

- SAM

O SPECIFICATIONS

Procaessor: Zilog ZB0OB, running at 6MHz
O (uncontended)
Keyboard: 48 keys, similar to Apricot in
feel
BASIC/0.5: 32K ROM
RAM: B x 16K pages, freely mappable
Display: 266 x 192 pixels mono, 32 x 24
character squares, 16 colour
attributes
266 %192 mono, 32x 192, 16 col-
our attributes
80 x 25 characters, two colours
only
Built-in ports: RGB/SCART, composite
video, PAL UHF TV, light pen, cas-
sette, network, MIDI in/out, joys-
tick/mousa, ROM/Spectrum bus/
parallel port
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BETABASIC 4

IF you're frustrated by the limi-
tations of Spectrum BASIC and
you'd prefer a larger, more struc-
tured  set _commands,
Betasoft's BetaBASIC is proba-
bly the answar. It's a massive
package, so this is just a hrief

SUMMATY. ;

BetaBASIC is a £16 sxtension
of ZX BASIC rather than a new
interpreter, It adds mora than
100 new commands to Sinclair
BASIC, and speeds up some of
the old ones = such as GOTO,
GOSUB and FOR loops. It mans
on any Spectrum apart from the
+3, though there should be a
special version for that machine
later this year.

But BetaBASIC is BIG| It con-
sists of 18K of code on a 48K
Spectrum, leaving you with
about 22K for your program. The
extra commands for the Spec-
trum 128K take up another 7K,
leaving you only 15K. The com-
pensation is that often one
BetaBASIC command can do
what would otherwise have
taken dozens of lines. (You can
also store up to 70K of array vari-
ables and routines in the 128's
instant-access RAM disk.)

VERSATILE EDITOR
The BetaBASIC editor is & fast,
improved version of the 48K
Spectrum aditor, rather than the
slow, clumsy screen editor that
narmally runs in 128 BASIC. You
can type commands in full, use
an extended version of Sinclair's
keyword-entry scheme, or mix
t.‘na two — entering the com-
mands you can remember as
single-keypress keywords, and
typing the others in full User-
defined keys are also allowed,

You can renumber, move,
delete or copy any section of a
program. There are search and
raplace facilities, and you can
join and split lines sasily.

Procedures and functions are
allowed, with no restrictions on
pammeter-passing or local vari-
ables othar than available mem-
ory. Block IF THEN ELSE and DO
LOOPs are allowed, but there's
no SELECT or CASE statement
other than the old-fashioned and
arror-prone  ONGOTO and
ON GOSUR.

Armmay commands let you sort,
search and shuffle entire arrays
or slices very quickly. There are
30 new functions to conwvert,
combine and format numbers or
strings.

TECHUNL I




CP/M & BASIC

INA +3 PACK

+3-OWNERS can soup up with
Spactrum CP/M and
Mallard BASIC, steaming in
8000 from Locomotive
Software. If all goes waell,
there'll ba a Marchlaunch for the
£30 disk package including
Spectrum CP/M — a version of
the original micro operating
system — and Mallard BASIC,
the ‘business BASIC' supplied
with Amstrad-designed
computers.

Mallard BASIC is more like
Microsoft's MBASIC  than
Sinclair BASIC - it's typically
two or three times faster than
ZX BASIC, with comprehensive
disk-filing commands, error-
trapping, and rare goodies like
real-time event-handling. That
means you can tell the computer
to call a specific subroutine after
acertain delay, or every so often,

whil another
program

Mallard BASIC leaves around
30K of memory for programs and
data. The interpreter and CP/M
system fill the rest of the +3's
12BK.

BetaBASIC still has the edge
in terms of structured
programming and  editing
commands, though it will ha
much muiut to  convert
Mallard BASIC programs to run
on other computers.

Once CP/M muns on the
Spectrum literally hundreds of
new languages will be available.
Mallard BASIC will still be
important, because it's a good
language supplied with every
copy of CP/M; I hope to have
tested the whole new system in
time for next month’s Tech
Niche

CRASH

REVIEWS

BetaBASIC 3 ................ Issua 25
BetaBASIC 4 .... .. Issue 43
HiSoft BASIC 1.0 .........
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your original BASIC and the
i compiled code. If you're really
' pushed for space you can
compile the code and DATA
saparately; this is a fairly
painless process on a disk

: BySLEm.

Version 1.2 comes with the
same demonstration programs
as 1.0, plus two simple but neat
BASIC arcade games. The
games are limited graphically,
as they rely on redefined
character graphics, but they're

8 good starting point for learning

’

B li

how to write games.

The first game, a Pacman
clone, starts life as 6K of slow
BASIC and compiles inta 9.5K of
machine code in 9 seconds. The
compiled code draws the maze
eight times faster than the
ordinary BASIC game, and
moves the man and the monster
about 6.5 umes faster.

The second example, a 7.5K
BASIC Frogger game, compiles

into 10K of code in just B
seconds. The speed-up iz
smaller, as Frogger reprints
most of the screen regularly, but
it still makes the difference
between a slothful game and a

playable game.
These results are quite
impressive, though you

shouldn't read too much into
ratios for a couple of programs.
Code that reliese on integer
arithmetic, rather than relatively
slow graphics, dan go hundreds
of times faster after compilation,

But at the opposite extrame,
trigonomsetrical calculations are
hardly accelerated.

HiSoft BASIC was highly
recommended for the old
Spectrum. On the +3 it's even
beattar - if you program the new
Amstrad Spectrum in BASIC, get
varsion 1.2 for faster programs.
For HiSoft's address, ses the
DevPac article in this section [ |
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HISOFT'S DevPac is a golden
cldie. It was arguably the first
‘garious’ machine-code
assembler for the Spectrum
when fArst released in 1082;
since then it has been revised
several times, and has outlasted
all competitors. And as far as 1
know it's the only Spectrum
-assembler still being marketed
and developed.

It may be that most assembler
programmers have gradusted to
other machines. Spectrum Z80
machine code Is tricky stuff,
with lots of restrictions and
inconsistencies, especially

| when you compare it with the
machine code of the B8000
processors  in more recent
machines.

| But Spectrum programmers
who want speed must still write
in ‘ZBO code, and they should
have quality utilities.

DevPac is a pair of programs:
GENS and MONS.

GENE is an editor/assembler
= it lets you type in machine-
code programs in mnemonic
(shorthand English) form, and
then converts the text into
binary code that the processor
can understand,
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MONS, the monitor/
debugger, lets you test machine
code interactively.

DevPac 5.1 i= supplied on one
3-inch disk, like HiSoft BASIC.
It's easy to make a backup copy
on another disk, as all the files
will fit on the RAM disk.

Version 4.1, for earlier
Spectrums, is much the same as
6.1 but works with microdrive or
cassette rather than disk, and
ignores the extra HAM of a
Spectrum 128K,

DevPac does not come with
any example files; the manual
includes a worked example
illustrating the use of GENS, but
no axample axplaining MONS.

GENS, the program-generator,
lets you type in up to 30K of
program text in one lump on any
SBpectrum. This is enough for
between 2K and 5K of machine
code, though you can compile
larger programs from disk, as
sxplained latar.

There's no fixed relationship
between the &size of an
assambler program in text form
and the corresponding machine
code. The ratio depends on your

TECH

NICHE

programming style, and
whether or not you include
comments g0 you can

understand what you've written
when you come back to it after a
few months,

Editing is fairly painless if
you're used to line editors in the
style of CP/M's ED or
Microsoft BASIC's EDIT. Lines
are'stored in numeric order, and
can be edited individually by
moving & cursor back and forth
along the line in a variety of
maodes. This is no substitute for
a screen editor, but it's not too
hard to get used to and doesn't
nead much code, leaving extra
space {or text.

The display can use standard
32-column text or &8 compact but
readable 61 characters per line,
Assembler programs are written
in five columns - line number,
label, instruction, operand and
comment — so [ prefer the 51-
column display even though it's
a bit slow, taking about four
sgconds to redraw the whale
screen. Groups of spaces are
compressed into a single byte
when a line is stored, saving
Mamory,

The cursor keye have rather
arbitrary effects — the right
arrow is a tab key to skip
between columns, but the left
arrow throws away the entire
line. The up and down arrows
don't appear to have any effect
at alll

The editor includes a full set of
multiline commands; including
automatic line-pumber
generation, renumbering,
searching for text — you can
replace {t with somathing slse —
block printing, deleting, saving
and loading. Files can be stored
and catalogued on disk, tape
and RAM disk,

,-.-'i,|-|.-!-x 1 -ﬁ-ﬂr‘}

GENE can translate vyour
completed program into code at
about 50 lines a second, if the
program text is already loaded,
That may seem rather slow, but
it won't bother you if you only
assemble a few hundred lines at
atime,

If you want to assembie a big
program you must split the text
into several files and tell GENS
to read the text from disk rather
than from RAM. This slows
things down even more,
especially as GENS has to read
the entire text twice. Version 5.1
assembles about 309 lines a
gecond when reading text from
RAM disk, and 20 lines a second
from floppy

If you're really prolific you can
spread a program over two
drives and the RAM disk, so
there's virtually no limit on the
size of program you can
assemble i you're willing to
wait: a 16K program could take
about 7 minutes.

The assembler has some
professional facilities. You can
use macros with parameters: in
other words, you define new
symbaolic commands that stand
for a group of instructions of your
choice, saving typing and text

ER?
= |
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space. Whenever you write a
macre name GENS inserts the
whole group of instructions,
plugging parameters in as
raquired.

You can also imbed
calculations and conditions in
the code, so that a change at the
gtart can turn any part of the
code on or off This feature,
known as ‘vonditional
assembly’, is useful if you want
to maintain one file of code for
several slightly differant
gystems or nead to switch
features on and off easily
LIMITATIONS,
FRUSTRATIONS
Unfortunataly, you can't refer to
other macros inside macro
definitions, or put conditions
within conditions. These are
serious limitations, because
they make it hard to take a
consistent, structured approach
1o your work.

It's also very frustrating that
GENS ignores characters after
the first six when comparing
names in your program, and
insists that you TYPE INSTRU IN
CAPITA LETTER (type
instructions in capital letters).
Ughl

GENS produces a detailed
listing when assembling, with
page headings and code values.
The actual code can be stored in
RAM or a file. GENS may issus
error messages during each of
two passes from the beginning
to the end of your program; but
I'd prefer to have all the reports
at one time, in order.

Errors are reported by
numbear, rather than explained
in English. This is frustrating at
first, but at lsast it leaves extra
space for your program.

T = -:lrll'lr-n": ,._Ir-.- _._'.'..-.-':"
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You use M-DNS when you've
written your program and want
to test it. Assembly language
gives you a great deal of freedom
of expression, soit's easy to end
up with a program that
assambles perfectly but won't
work a8 expected.

The Spectrum can execute
almost a million machine-codes
instructions in a second
Inappropriate instructions
usually crash the machine, and
you must then reset and reload
all the memory before trying
again. It can be very hard to
track down the erors in
machine code, and that's where
MONS comes in useful.

MONS stands for 'monitor’ —it
lets you analyse machine code
and step through it at your own
paca, checking the effact af each
instruction. MONS shows you
the contents of memory and
registers  (stores inside the
processor) so you can tell exactly
what's going on at any time,

The program lets you search,
move and edit memory, in the
form of text or numbers.

Numeric RAM contents are
alwaye shown in base 16,
known as ‘hexadecimal' or
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DATEL’S FATAL
AMBITION

sampler was Datel Electronics's Digital Sound. [t
was a noble effort, but much too ambitious — it came with programs
to record samples individually and in groups, to play samples in real
time, and to sequence them. Unfortunately the programmer fell out
with Datel during the developmant and the software turnad out only
half-baked, or ‘rather inadequate’ as Jon Bates put it in CRASH!

The Digital Sound sampling hardware is simple and a little noisy,
but it works. You plug a microphone or other sound source into ona
mini jack socket, adjust two screws to set the input level and the
amount of feedback from the output to the input (for repeat echoes),
and get a line-level signal from another minisocket. At £35 the Datel
is the cheapest Spectrum sampler, and worth considering if you
intend to write your own controlling software ]




BEST—SELLING
SPECDRUM

Cheetah's SpecDrum, the best-selling Spectrum sampler so far, can
only replay samples. The SpecDrum is really a digital drum machine
with a sound that would not disgrace single-purpose drum machines
that cost hundreds of pounds. Results can be excellant, evenif you're
not a real drummer - yet the SpecDrum costs only £25-£30.

When Interface fanzine editor Lucian Randall played five people a
tape of some SpecDrumming, none of them guessed a home
computer was involved. One person still refused to believe it when
he said that the recording had been made with a Spectrum, and
no-one estimated a price under £100.

The SpecDrum can play up to three samples accurately at once;
normally they all come out through a single phono lead, but you can
record drums separately, in synchronisation, by taking a
nonstandard timing pulse from the computer's cassette port. Thus
you can use up to 16 drums in stereo recordings, using a couple of
stereo cassette recorders’ If you've got a multitracker, so much the
better,

The Specdrum can store up to 16 songs in memory; each is made
up of 64 numbered patterns, repeated in any sequence. Patterns can
use normal or weird time signatures — 11/8 is no problem/| — and each
beat can be subdivided up to 32 times.

And the speed of the rhythm is easily changed, over a range so
wide that even the restriction of 32 divisions per beat becomes
unimportant.

You can enter drums one by one in real time, inserting or deleting
thumps with two keys, or you can type in patterns by editing a grid.

The SpecDrum comes with ten drum samples and 11
demonstration rhythms. [t runs at 20,480 samples a second. It can
hold eight drum seconds at a time in memory, and you can choose
these from a wide range.

And Cheetah's machine has a large repertoire of prerecorded
sounds — tom-toms, snares, bass drums, hi-hats and most other
percussive noises — but there's no crash cymbal sound, because the
software uses fixed areas of memory to store samples and there isn't
encugh room for such a long sound, (Kits of eight extra samples cost
between £4 and £5 — Cheetah has produced Latin, Electro and Afro
kits.)

The prerecorded samples are recorded very cleanly, without echo;
this means you can do a lot with them, but it's important to add some
sort of reverberation when you record them, or you may get a rather
flat sound.

There's a SpecDrum sound editor on the CRASH Tech Tape, and
four exciting new samples. The samples were professionally
recorded in a studio by the SpecDrum’s inventor, Alan Pateman.
They load directly into the SpecDrum software — and you
can also convert them to work with the
RAM  Music Machine by runming another y
utility program on the Tech Tape

CHEETAH
SOUND
SAMPLER

Cheetah, of SpecDrum fame, also produces a £45 sampler. The
Sound Sampler lacks the MIDI port and sequencing facilities of the
Music Machine, but sounds a little better. It can record at two
speeds: 17,600 or 35,000 samples a second — the latter close to CD
spead,

You get & small microphone with a mini fack plug that fits the input
socket on the Sampler box. Both input level and feedback can be
adjusted, though the control knobs scrape against the top of a
Spectrum +2 if you plug the sampler straight into the back The
output comes from a phono plug on a 2-metre captive lead.

The sound sampler can use the extra memory in a Spectrum 128K
to store samples, unlike the other packages, which only use 48K, It
also lets you write files to microdrive as well as to cassette. The only
way to replay samples is to play the computer keyboard like a small
pianoc, unless you buy a £10 System 2 add-on program to convert or
create samples for the SpecDrum,

The software is plain but functional. You're required to set up loop
points within a sample, so that a section in the middle plays
repeatedly if you hold down the note key. This gets around the
problem of higher pitches playing more guickly and running out
before you release the key.

The second half of the package is a real-time sound-effect
program. This lets you add echo, reverberation, pitch shifting,
chopping or 'bubblizing effects to whatever sound you feed in. The
sound guality is a bit noisy, but the effects are fascinating to pluﬂ
with

RAMPACKED
MUSIC
MACHINE

The £50 RAM Electronics Music Machine is an impressive device,
designed by ex-Sinclair Research staff, but it's rather let down by the
accompanying software.

The Music Machine is a sampler, drum machine and MIDI
interface. It can record and replay digital sounds at 19,444 samples
a second, and control any MIDI synthesizer. It comes with eight
rather poor drum sounds, and a small microphone so you can record
better ones yourself.

Three standard DIN sockets provide the MID! facility. The sound
comas out of phono and sterec headphone sockets, and there's a
mini jack socket for the microphone. A sliding level knob gives you a
limited amount of control over the sensitivity of the input,

You can play a sound in real time by pressing one of eight keys —
or you can play one sound over a range of pitches, using the keyboard
like a piano. But if you want several sounds at once you must work
in step time.

You're allowed two musical sounds at once, or three drums at
fixed pitch, but the Music Machine hardware can't play both music
and drums at the same time. You can direct the music to the MIDI
port sa that your synth will play along with the drums, in two-part
harmony. And you can't control more than two notes at a time with
the MIDI port - a severe and needless software restriction.

The sampled sound quality falls dramatically if more than one
drum or note js played, as — unilike the SpecDrum — the Music
Machine handles multiple sounds by playing short bursts of each
sound and hoping they blur together.

The Music Machine manual promises new software from RAM
ftself, but the company has rather short-sightedly scrapped that
idea and encouraged other people to do the work instead. Jon Bates
ravisawed a couple of packages in CRASH Issus 48, and of course
ZX-FX on the Tech Tape will work with the Music Machine.

There's a thriving Music Machine user group, centred on a
magazine called RAMM!, published by Tech Tips contributor
Al Straker. RAMM! is published every two months; a year's
subscription costs £6. To subgcribe, or to ask for further details, write
to Al Strakerat 19 Sandringham Road, Willesden, London NW2 SEP.

And on the CRASH Tech Tape there's new software help
for Music Machiners interested in  percussion
routine to make
compatible with




E

A small micto can work fast
enocugh to generate echoss and
other effects in 'real time' — the
affect is produced as the original
sound is mads. But anyone who
has struggled to play an entire
tune in perfect time and pitch on
a conventional instrument will
realise that real-time music-
making is often a frustrating
process.

Tape recorders can freeze
music, as photocopiers can
freeze print, but a digital
recorder can do much more - it is
the acoustic equivalent of a
word processor, limited in
power only by its software and
memory capacity.

Most digital recorders let you

TECHC

NICHE

work in 'step time'; you makeup
music step by step, setting the
pitch, intonstion and rhythm.
You can change sounds, adding
and deleting notes at will, with
instant replay to let you know
how you're getting on,

You don't have to be able to
play spot-on: software can
‘round’ notes to whatever
degree you choosa.

Step time is an idea just as
revolutionary as sound
sampling, and it is built into
most of the new music
machines. Like digital sound
sampling. it is ideally suited

to the computer; and
together, step . time
and sampling are | oo |

a powerful guae -
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' "HE CRASH TECH TAPE is a compendium of useful BASIC and

machine-code routines,

aimed at anyone interested in

“  BSpectrum technicalities = now on sale for just £5.95 (including
postage and packing in the mainland UEK).

TECH INICHE

Tech Tips often comes across good programs and routines that
can't be printed in CRASH because the listings are too long. Other
programs fall by the wayside because they only suit people with
particular hardware add-ons, which is why it's difficult to find a
decent printer dump for the Serial 8056 printer, or utilities for the

SpecDrum, Music Machine, Multiface, or whatever,

But the Tech Tape is packed with valuable items that are too much
of a minority interest to reach today's chart-dominated lowest-
common-denominator market,

For instance, the Tech Tape includes a good, fast BASIC compiler.
These used to be widely available at prices around £10, but now only
games sell at that price; nowadays compilers have to be all-singing
all-dancing programs that sell for £20-£30, or they can't get
distributed.

So we've put lots of these minority routines on one tape. Soms
people will only want to use part of the Tech Tape, but we hope you
won't mind a bit of fast-forwarding to find the bits that suit you —and
that you wouldn't be able to get any other way.

The Tech Tape contents on this page was complete at the end aof

January, but we're trying to stick a few extras on the finished
version. . .

FROGRAMMING

ZIP 2 BASIC compiler

ZIP 2 transiates ZN BASIC into machine codse, completsly
automatically. In the process, it often makes programs 100 or even
200 times faster than before! ZIP 2 has more restrictions than full
ZX BASIC and full-price compilers like HiSoft BASIC, but it's much
friendlier than machine code. And only HiSoft BASIC is faster.

ZIP 2 lets you take advantage of the speed of machine code while
still programming and testing in BASIC. Compiled programs can he
saved and run without the compiler loaded. And you can sven sell
programs compiled by ZIP 2, as long as you do not copy the compiler
itsell. The maximum size of compiled programs is about 12K.

The list below shows the words which ZIP 2 can compile. If you
use other words the compiler will display an error message at the
appropriate point in the listing and refuse to compile the program,
Some commands are slightly restricted by ZIF 2, as noted below.

ABS AND AT ATTR BIN
BORDER  BRIGHT CHRS CLEAR CLS
DiM DRAW FLASH FOR GO 5UB
GOTO IF IN INK INPUT
INT INVERSE  LET NEXT NOT

OR ourt OVER PAPER PAUSE
PEEK PLOT PRINT POKE REM
RETURN  RANDOMIZE SGN STEP STOP
TAB THEN TO LISR

For speed and simplicity, ZIP 2doesn't recognise some BASIC words,
But the remainder is still enough to write almost any program, given
sufficient effort and forethought.

You can use up to 26 single-letter numeric variables, and 26 arrays.
All arrays you use must be dimensioned — but only once, and the size
must be an explicit number, not a calculated value.

The usual maths operators +, -, * and / are allowed. ZIP works with
whole numbers only, between -32767 and 32767, or addresses
between 0 and 65535. Brackets can be used as normal. The INT
function is ignored by the compiler, as ZIP always uses integer
arithmetic. But it's useful to put INT statements in your programs so
that they give the same results in BASIC and when compiled, (For
compatibility always INT the value produced after a division.)

PRINT always uses the top, main part of the screen. INPUT uses
the bottom part. [t reads numbers from the kevbhoard into arrays or
other variables, but won't let you print messages at the bottom of
the screen. If you name several varables in an INPUT statement they
arae set from the keayboard one by one. The only keys recognised are
the digits, DELETE, ENTER and an optional minus sign at the start.

CLEAR sets array and variable values to zero. ZIP 2 doesn't let you
follow it with a number to reserve space— do that before you run the
compiled code.

The check in a FOR. . NEXT loop happens at the NEXT, so compiled
loops are always performed at least once even if the start value
axceads the end. For example:

FOR 1=2TO 1: PRINT I: NEXT |

prints 2 when compiled, but nothing when interpreted. To get
arcund the problem, use an IF test to skip over any loop which might
be performed 0 times:

IF E>=8THEN FOR I=5 TO E: PRINT I: NEXT |

GO TO and GO SUB must be followed by explicit line numbers,
rather than calculations, so that ZIP 2 can make them extremely fast.
Even in a 17-line program, a compiled GO TO works 1,400 timas
faster than in its original BASIC form.

The USR function must be followed by a numeric value, not a
graphic character. DRAW may be used for lines, but not curves —the
ROM curve routine is just too slow and clumsy to be worth compiling,

You compile a program by loading ZIP 2 and then the program, b’
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Please send me a CRASH Tech Tape.

I enclose a cheque or postal order for £5.95 (£7.95 if my address
is outside the mainland UK) made payable to NEWSFIELD LTD, or
Iam paying by VISA or Access with the special form balow.

PLEASE DEBIT MY VISA/ACCESS ACCOUNT £

{delete as applicable)
CARDHOLDER'S ADDRESS (if different from above)

SEND THISFORM AND YOUR PAYMENT TO: TECH

TAPE, CRASH, PO BOX 20, LUDLOW, SHROPSHIRE
SY8IDB




: CBM 64/128 Cossette £9.99 Disk £14,99
~ Spectrum 48K Cassetie £8.99 g
~ Amstrad Cassette £9.99 Disk £14.99 A
VMoo Aoilings (10 Binvts 213, MoHove Lk Hotorct Bimindham 86 I9X TEL O 756 7768
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SPECTRUM
TRUM

TO

PAUL EVANS

answers comms
queries ~ and asks
Micronet a pointed
ProPak question

PRESTEL
PRACTICALITIES

Dear Paul

| have wanted to join Prastel for

some time now, but need a few

questions to be answered

1 How much would it cost to set
myself up, including madem,
membership and any plugs or
sockets | may need?

2 Where would | gt the needed
equipment and how shouid |
apply for the membership?
Another separate guestion is

are there any adventures like

shades and M. U D, that you can

play via the phone bul without a

modem?

Gareth Mackown, Miltan

Keynes

it answer your questions in order:

T Costs range from L1000 to
thousands, but for a basic but
effective setup vou will need a
VTX 5000 modem (for 16K/48K/
128+2 Spectrums) and a
Micranet subscription, Both are
avaifable from Microne! for £60
a5 a8 package. write fo Micro-
net 800, Telemap Lid, Durrant
House, 8 Herbal Hill, London
EC15El.

The VTX plugs into the BT
natwork using the now-stan-
dard BT inphone plugs, and vou
will nead a sockel installed in
your home, A sel of two plus
installation will cost you around
£25 from your local BT dealer

2 Thereis an alternative to wrifing
fo Micronet; Dixons has been
known o slock application
forms. for Prestel. And many
computer business centres will
be able lo give you sound
dadvice aboul communications,
modems and Prestel

For advice on connacling
your Spectrum to the BT net-
wark wisit your nearest BT
Phoneshop or dealer or wrile to
Frestel Enquirtes, Telephone
House, Temple Avenue, Lon
don EC4Y OHL

J The short answer is ‘no’. The

long answer is; why nol fry a

PBM garme? It takes longer than

Shades but can be fust as enjoy

able! (See Brendon Kavanagh's

3.

PBM column on page 75 of this
CRASH

THIS WAY FOR
WAFAS

IT'S not quite comms, but .
Myles Dawson wrote asking how
to get a Rotronics wafadrive
(which | mentioned in a ZX Mic
rofair report in CRASH Issue 45)

Capri Marketing supplies
watadrives, blank wafas and help
sheets. For more information write
to Capri Marketing Ltd, 244 White
Pit Lane, Flackwell Heath, High
Wyecombe, Buckinghamshire
HP10 8HR or phone Capri on
(062) B53-1244

TELEMAP
TAKES THE
WRONG LINE

TELEMAP, the owner of Micronet,
has launched its own modem
package specially designed for
use with Micronet. It's called
ProPak (standing for ' profes-
sional package') and comprises a
Telemap BABT-approved Hayes-
compatible modem with autodial,
V21 and V23 protocols, software,
cables and one year's subscrip-
tionto Micronet, Prestel and Tele-
com Gold, The damage is £218.95
- d saving of around £168 on the
retail prices of the package's com-
ponents!

50 it's a shame that ProPak is
available tor nearly every modem
using computer except the Spec-
frum. Perhaps it's part of Micra
net's deliberate move away from
older machines to an adult, ST
owning audience — more than half
of Micronetters are over 30
according to a recent report. But
should the netwaork forgel
4,000,000 Speactrums?

Telemap marketing services
manager Lynne Thomas com-
mients: "With online services
becoming ing reasingly vital to the
serious computer usar, we
realised that a single purchase
package was needed to replace
the existing assortment of incom-
patible modems, cables, com
munications software and ser-
vicas

“The Telemap ProPak is that
complate solution,’ she says, 'and
at anunbeatable price,” Givemea
VTX, a Speccy and a Spectre
Comms ROM tatalling about £90
and I'm happy at half the price!



MORE TO THIS THAN MEETS THE EYE

Issue 47

Chwris Gorman from Scotinnd KA13 FPN
Cama closesl 1o comecily guessing the
uimbad of birmas | and | appaarad on Lt
month's first Forum page, He also came up
sith samie very nlgrasiing palindromas for
Endurance Games's Eye competiion. And
he'll be reCoiving & whnle hosl of eve-rmiated

products (From an eye-aslch to o bottie of
Ciprmx)!
The fenrunners-un will Bach receivie a Gty

of this Eye-computer game and 1he official Eyve

btk Thstt Figryarmes

Denise Grange, London SWE = 4EB;
Seyarmon P Broder, Sunderland SRS 581
Kaith Petience, Edinburgh EHi1 3DO:
GCiaran Walsh, Dublin 14, Eire; R Stewens,
Dyfed SABS GLRA; Jason Stewart, Liverpool
L14 ONS; Mall Catiey, Yorks Y02 5HN; David
Lana, MNofts MG2 5HR; Lse Reveley,
cmd‘l‘l“‘j’ CV3 BHT; Andrew Hopking,
Brigtod BS17T 4HX

WELL FED UP WITH PIRANHA

Issue 48

this Yaony
Copy o rI'||.-|_.| T, |ust like tha 30 runng
[%]=]

Derrick, Hants PO2 0UT; David Mills,

ofk CBB OPD; Stephon Phythian,
Morseyside WAID BAZ: Simen Parry,
Gwynedd LLET BUW; Paul Waksling,
Leicester LEG ODE; Michael Bean, Surrey
KT17 1BY; Matthew R Binns, West
Yorkshire B013 3BJ; Miss T A Addison,
Hanis RG26 GUE; Brian Shapherd, Worslay
M28 &6TT; Haldene Butter, Morthern Ireland
BTT90DH: Kevin Gfeen, Kent BA2 0PL: Alan

DASHING
THROUGH THE
SNOW

Issue 48

Anna Burks »
ReanT 15 1

Thomson, Ayr KAT 4UB; Andrew Howsrd,
Heris CM23 JLN; Edward Miller, Kert DA12
SPU; Andrew Brown, Gambs PE2 BBH; Bon
Saynor, near Leeds L517 O0AN: Luke
Weavar, Devon EX38 8LF; Stuart Barrett,
Comwall TR13 90L; Androw Kirkaldy, East
Sussex TNZ2 5EF; Andrew Grantham,
Davon EX34 BAZ: P Reynolds, Lincs NG34
BUD; D Haigh, Lelcester LES 10G; Matthew
Hogan, Kent ME13 BSY; John Burgess,
Beds LU1 3NE; Shaun Hill, Kent ME12 TSH;
Jonathan Whormsley, Devon EXI1 3PT;
Anthony Johnson, Landon NW2 5TA; Phil
March, Surrey CR3 JD; Christopher
Mortimer, Shropshire S¥Y5 ORAW. Mark
Pearce, Dovon EX16 508,

E
§
8
£

:
i
i
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it
tieh

nant

for grabs
M‘S‘ r:ml-_w aach receive @ copy of
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HYPERMARKET

ASHES TO
ASHES, DUST
TO...
SPECCY?

Franco Frey's First Law Of The
Imparmeability Of Materials states
that a specially-designed double-
seamed dust cover will, when
placed over a Spectrum, inhibit its
tendency toward dust equilibrium
with its environment. In other
words, these fobs keep your

computer ciean, right ?

The CRASH Spectrum dust
covers, which are by a curious
caoincidence emblazonad with the
name CRASH, have been made to
four differant sets of
measurements, o precisely fit four
different kinds of Spectrums: the
early rubber-keyed modal the
Spectrum +, the Spectrum 128
and the Spectrum 4-2.

And seriously, now, remember
this small investment COULD save
you big repair bills . . .

£3.00-£4.00

-—---H---h------—----—--‘---—------

CRASH

[ et '|_| [ CITiTH

HISTORY BINDERS

H rep f all Liow

FUN

ir il

ARMLESS
WITH THE
CRASH

T—SHIRTS

The three covers are: Head Over

Heels's Evifl E (lssue 39), a
manster from Olf's int ation
of the Level 9 adventure Red Moon
(Issue 20), and the CRASH surfer -
the ultimate Spectrum sports
simulator, still wet from the waves

of lssue 19/

FOUR s ! Three of them The T-shirts are 50% cotton and
feature Ol Frey's most famous 50% polyester, so e 8's
CRASH paintings in full colourand  happy, and they're all available in
one T-shirt depicts amonster from  two dramati ly different sizes:
your worst nightmares — King medium (M on the form) and
Grub. Weer it if you can stand the  Grubbish, ie extra extra farge
sfime, (XXL)

ey e  ONE LITTLE
T-SHIRTS
....................... £5.50 each
e S— FORM GOES
e TO MARKET
N e e
— HuyANYﬂﬂMGfmmﬂchASHmnge
........................ £4.08 aaoh of designer doobries with this single
— form! Please fill out the whole thing
........................ £4.50 each using BLOCK CAPITALS and
rememberin
SPECTRUM DUST COVERS g to enclose payment.
--...?:lf............... m.mm HA.ME CLELT Y AEEEN
X ADORESE i T
e E326m8ch | 1 K
.............ﬁ%‘%mtﬂ?c“ﬁ 'I'I'l"lilIlll—Il-IllI;illilill'll'llhl-ll- mTcmE LR T Ty
— PLEASE DEBIT MY VISAJACCESS ACCOUNT ¢
{dalste as spplicabis)
rissss s L00 880H Caraholoer s Adgvess & difipont from above)
NAME
CRASH HISTORY BINDERS
........................ £4.50 each ADDRESS
mmﬂs.ﬂﬂfpm"fm Far Tirt 1he m e
Ternd UK Far continental Europe ahd oversoss Sniers ﬂ'ﬁ%’f#}‘"ﬂm
R, ey, Brive Sy A T ereer et chrent PLEASE CHARGE MY ACCOUNT NO:
hﬂmulmhnmllmﬁmmumupmﬂm
CONTINENTAL EUROPE / L T I BV ELEL Y
OVERSEAS ORDERS ONLY: | AM SEND THIS FOHM TO

ENCLOSING P&P PAYMENT
FOR ITEMS AT £2.00 EACH.

P&P TOTAL: £

el R W eg—

\

THE CRASH HYPERMARKET,

TOTAL PAYMENT ENCLOSED: £

BOX 20, LUDLOW, SHROPSHIRE

ARE YOU
IN A BIND?

If not, could be — just wait tilf
mﬂ' SHes start

‘1887" on the spine,
w? You have fo be

These T-shirts are

ONLY available from CRASH'
and you won't find the distinctive
artwork on T-shirts anywhere else.

£5.50 each




ORDER, CRASH,
PO Box 20, Ludlow,
Shi_'a shire SYB 1DB

BACK NUMBERS

Don’t miss out!

1984

JAPR  Sinclair talks to CAASH e Stack Light Rifie e Run it Agaln: Missile Commang
& CRASHtionnake regults & the easliest back numberl!

AMAY Oufl analysed  the fabled ZX Microdrive appears  Run It Again: Pengo

games @ graphics  ufilites » Living  Guida: simulations, strategy,

lﬂ'mhﬂn second-earfiest surviving back numberl! (that's enough sarly back

18.JUL GreminGraghcs profis e Bcd Wiskain'e Map, Gy Al
L] : L] 2
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19 AUE CAL profila e
g?mmh‘aﬂm.
:ﬁ mml Holograms l:ap ﬁﬁl’fm Platinum Productions profile
K] L : - um
2 BV File ® Microdrive tips ® Artist: Susan Rowe ® Fantasy Gamebooks

23 DEC Meibourne House ® Computer
24 XMAS 1985/8 Artist: Oliver Frey »

25 FEB Durell profile » ® FORTH and extensions to 2X BASIC
26 MAR 5t Bride's profile = Spectrum 128  Micronet 800 = Multiface 1
ZT APR Playing Tips suppiement ® Met Crouchar & ine profile & PEM convention
MAY Fanzines ® Martech profile = Composite Video Interface ® SpecDrum
JUN First PBM Mailbox ® Homegrown software ® Realtime profile ® Maps: Cylu, Sir Fred,
Sabateur, Tantalus
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L] pi L] : ) i
32SEP Programmer: Dave Perry » GAC e Maps: Cors, Ghosts ‘n° Gobiins, Bobby Bearing ® Echo

33 0cT W:Jmm.mw-um:mmmhmg

34 WOV Programmer: Don Priestley ® Genesiz Update » Maps: Dynamite Dan , Eguinge,
Universal Hero ® Music Machine

35 DEC [Designer: T'HMHMIM Advertising ® Maps: Gilder Rider, Thrust,
Lmﬂ'

36 XMAS 1886/87 Lioyd's Lookback ® Spectrum Music # Maps: Scooby Doo, Hesrtiand,

# frtist: Dave Beeson
Games profile @ Lioyd's Lookback ® Hewson

38 MAR Fanzines = Designer: Barmie Drummond : Gobra, , Liridium & MIDN
K mm-r;dmm- Programimer: Steve Taylor & Maps: Nosferaty, Doubie Take,
s Tips . Circuit, Antiriad, Gan-

41 JUN Programmar: Singleton ® Industry loday » Adventure Trall Supplement  Maps:
Saboteur N, Head Over Heals » Multitrackers = 128 bugs

42 JUL 16-page OMNKT pull-out e film FX ® Programmer: Pete Cooke & Maps:
Auf Wiedersahen

Monty, ;
ATAUE The +3 amves ® Run it Again runs the Gaunfief clones ® Big trouble mt The
Bug » CRASHtionnaire resuits ® CRL's 30 Gamemaker ® Maps: Enduro Racer, Flash

Gordon

&4 SEP Programmer. David Aubrey-Jones on ® The Sega Master System @ |5
homegrown software healthy?  Tech Tips: that Disc & Forum: Barbarfan backiash
confinues ® The CRASH Challenge e : Vampire, The Curse Of Sherwood » tips

for Kilfed Lintlf Dead

45 0CT it n: the kick-'sm-ups e The CRASH History Part One ®in the
arcades » budget monocoom ® How stars are bom: selling your games @ On The
Screen logo winners e Maps: Game Over, Wonder Boy

Issues 1, 2 and 5-16 now out of stock. SORRY!
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I Placeacross overthe box containing the number(s) of the back issue(s)

NAME

Cardhoioer s Addrass (if differant from above)

SIGNATURE
EXPIRY DATE

o GALORE!

BACK NUMBERS

OFFERS

@ Orderany three or four issues at
the same time — we knock 40p off
the total cost

@ Orderany five or more issues at
the same time - we knock 20p off
each item

PRICES

All back issues ara now £1.20

incl Ir&p
except CHRISTMAS SPECIALS
which are £1.95 includi

Mnmmhﬂumnm'

UK.

CONTINENTAL EUROPE/
OVERSEAS ORDERS: £2.00 per
magazine including p&p
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TOTAL PAYMENT ENCLOSED: £
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Visa/Access credit card debit - form below)

DON'T FORGET TO TICK THE ISSUES YOU WANT ON THE GRID!
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Scetlander’s novel ideas include house-building, travel-agent,
wildlife and road-safety packages - as well as traditional subjects

like maths and biology

INTRODUCING
SCETLANDER

LAUNCHED recently, Scetlander
takes the first four letters of its
name from the Scottish Council
For Educational Technology,
which now produces packages for
all age groups. They come with

Subject: biology
Retail price: £10

comprehensive documentation.
The catalogue s available from

SCETLANDER LTD, 74 Victoria

g;umenr Road, Glasgow G12

Age range: 16 years and over

THIS program, aimed at senior
pupils studying for biology exams
simulates the method of studying
population growth ir
microorganisms using the
haesmacytometer  cell-counting
technigque. This method requires a
reat deal ol expertise and
cetlander claims the program
offers thorough grounding in the
principles of the method while
avoiding the frustrations of poor
exparimental results.

Students should have a fair
knowledge of growth-cycle theory
before using the program. There
gre two scenarios whare the
studernt has to take control,
Pattern Of Growth and Effect Of
Temperature. Temperaturas,
incubation periods and dilution

factors must be set. Samples can

be taken up to nine times.

The challenge is to construct a
cell-growth raph, which is
compared with the computer's
awn graph derived from the same
data. A fair amount of decision-
making is called for. and sound
ludgments are needed to obtain
efficient cell growth.

The data collected during a
session can be saved, and both
graphs and data can be printed
out.

COMMENTS

Though of rather limited appeal,
this is a useful program dealing
with a complex topic

BASIC

Subject: mathematics

MATHEMATICS

Price: £20 (for the suite of eight programs)
Age range: 10-13 years (remedial)

ProblLem =

Yo

Out orf £,

answer?
Rctitual

E&

AnglLe 789

You were nesr enough

Press

<{SFRACE »

to continue

B BHasic Mathematics: the maths is there, but the screen's too basic

BASIC MATHEMATICS is a suite
of eight programs covering a
range of mathematical concepts.
The first four programs are
reviewed this month, and the
remaining ones will appear in the
next CRASH Course.

Angle Estimation gives the pupil
practice in estimating acute

CYCLING

Subject: road safety

Price: £10

Age range: upper
primary

SCETLANDER'S road-safety

software aims to give pupils

confidence in recognising many
72 CRASHMarch 1988

Highway Code signs, particularty
those relevant to cyclists. It starts
off with a quiz on road signs, and
then there are questions on how
the cyclist should handie
particular situations.

When the pupii passes the
theoretical section, he can
proceed to a cycling simulation on
the screen. The cyciist has to look

behind himsaif in the right places
and give signals as necessary.

Cycling can print out a
certificate if the pupil passes atthe
first or second attempt.

A practice session can be sel
up, and the teacher can view the
pupils’ responses.

This attractive and useful program
makes good use of colour and
graphics

obtuse and reflex angles. At the
start of the program, the teacher
can choose the number of
questions set, the type of angle
which i3 to be drawn on the screen,
the guadrant position of the first
arm of the angle, and the margin of
error permissible. A particularly
useful feature of this package is
that it can prepare a diagnostic
report for the teacher afterwards.

Digit Addition s a drill-and-
practice program in which the
pupil has to add a single-digit
number to another single-digit or
two-digit number. The teacher can
determine the level of the program,
the layout of the problems
{(horizontal or vertical), and there is
a scurin? systemn where the pupil
loses ‘hives” after too many
iNComect answers.,

Uinfortunately, apart from this
little attemnpt has been made to
mativate the pupll to do well. A
livetier method of presentation,
perhaps with a games format,




Lives Left

[2]2s]e s}

Press

would have made this program
more appealing.

Dice Multiplication is an exercise
in snakes-and-ladders format. If
the pupil gives the correct
response 1o the multiplication
question, he moves forward - if
incorrect, backwards — and the
aim is to reach the home basa.

Twao dice appear on the screen,
and the numbers shown are to be
multiplied together,

The program is flexible: it can be
used at varying levels of difficulty
(it goes as far as vulgar fractions
and decimais). And Dice
Multiplication is quite useful for
less able pupils who need a great
deal of repetitive practice, though
it would be nice to have a two-
player option in the game.

Better graphics and the use of a
range of colours would also have
made the eHect more imaginative.

Fraction ldentification presents
the pupil with a series of shaded
rectangles and asks him ta identify
the fraction which has been
shaded from a choice of thres
answers. If he wishes, the pupil
can choose to see some examples
first before attempiing the

Correct

(BFPRACE »

Score

g

continue

1o

questions. The correct answer is
shown on the screen if the child
enters two wraong responses to a
question, but no explanation is
given.

Once all the questions have
been answered, the computer will
give details of the users
performance and can also displa}f
the scores table. The teacher can't
58t up the exact fractions to be
practised, but he can choose the
number of questions (from five to
20) or wipe out the scores table.

Though they're reasonably useful
examples of drll-and-practice
software, these programs suffer
from dullness and lack of
imagination.

The only colours are blue and
white, and it seems little thought
has been given to making the
screen displays attractive and
appealing.

The subject matter could quite
easily have been made more
appealing to children.

Subject: environmental studies

Price: £17.50

Age range: 8 years and over

THIS environmental-studies
program is envisaged as a starting
paint for a wide range of activities
on wildlife. The object is for the
pupils to discover as man

animals as possible (there are 1

all told) and to take pictures of
them in their habitat — all within the

prograir.

The pupils should attempt to
use the least number of
exposures, and compile an

information falder an the animals.

The pupil starts off with a map
on the screen, and a newspaper
which provides clues on the
haunts of the animals. The pupil
travels round the scenery, using
north, south, east and west
commands.

When the pupil finds an animal,
the P key opens the shutter, and
the picture comes up onscrean.

As in all good computer games,

there are obstacles - the
landscape is dotted with trees,
houses, water and hills, and gates
have to be opened and closed.
And if there are crops growing In
the fields, the pupil has to walk
round the edge.

Snapshotis an obvious stimulus
for work on mapping skills, and the
teacher's notes give other good
ideas for using the program in the
classroom.

This imaginative and enjoyable
program can help motivate
development of a range of skills in
the areas language,
environmental studies and maths
- highly recommended

HOLIDAY

Subject: language/environmental studies

Price: £15

Age range: 10 years and over

IN Holiday, a simulation of a travel
agency, pupils find suitable
holidays for imaginary elients.
There are three resorts available
in each of five countries: France,
Spain, Italy, Greece and Austria.
Some resorts are quiet and

Price: £12.50
Age range: 10-year-
olds

HOUSEBUILDER simulates the
role of a small builder in making
decisions about the choice,
pricing and siting of houses. The
pupil has to examine the site {four
are available), choose the types of
house to be bullt from eight
possible designs, and decide
whether to let or sell the houses. If
a house is to be sold, obviously, a
price has to be fixed.

A good many factors must be
assessed in this house-building
exercise, Early in the proceedings,
one has to decide what sort of

HOUSEBUILDER

social mix is going to be created
on the new astates.

COMMENTS

This package is an extremely
flexible resource for the teacher,
and integrates usefully into an area
normally covered in the upper
primary

- Housebuilder: property problems for the primary

house
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secluded, while other have good
shopping centres and a great deal
of nightlife. Travellers can set off
from Glasgow, Edinburgh,
Manchester or Luton airports,
though many of the seats in the

tanes have already been claimed
other travel agencies.
Pupils can call up all the price

information, and book individuals
or parties for halt board or full
board as required. Going off
seascn is, naturally, cheaper than
going at the height of the summer,

The computer tots up the full
cost of the booking, and the
teacher can increase the prices as
Inflation  inevitably takes iis
course.

When the pupil's client has
found a flight and a resort with
acceptable prices, a booking can
be made. A Display Bookings
option allows the user to look at all
the bookings which have been
made, and to do a search for a
particular reservation.

The excellent teacher’s notes give
saveral ideas for using this
package in a holiday project —and
I'can vouch for its quality
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GET INTO CRIME!

: in the late 1990°s the streets of New York are a jungle.

1 You are the ice cool leader of a gang of drug crazed

terrorists. Your main goal is to bhecome the richest,
toughest and most notorious gang in the city.

SEND YOUR NAME AND ADDRESS TODAY FOR YOUR FREE TRIAL OF
IT'S A CRIME THE WORLDS MOST POPULAR PLAY-BY-MAIL GAME

Write to: —
KJC GAMES, PO BOX 11, CLEVELEYS, BLACKPOOL, LANCS FY5 2UL




SHATTERED!

The rulebook and map provided
by the GM are quite good and the
map is especially attractive. The
cost of the game includes a
stamped envelope for retuming
orders, which is a nice touch. The
newsletter doesn't impress me,
but it's new and | expect it to
improve.

*: pk:macl:.ly in the game | am in
icates that players are pretty
ng. They're not the most

nteresting or subtle

communications | have received! |
find the combat and monster
routines quite boring and the game
content in genearal has
unfortunately disappointed me.
there is a good game
hidden in there somewhera (the
idea of a destroyed world with the
odd ancient artifact lying around
to use and abuse in order to
ramove the other players is alwa
an interesting idea), but it is not for
me. | had hoped that continued
playing would give something

m to say about Shattered

, but this is one of those
games which get so dull | don't
rushto look at the turnsheets when
they arrive.

| cannot get into the game, but
possibly younger players or those
new to the hobby will find more to

enjoy in it
AMON 1

Shattered World is basically about
moving a small number of units
around a hexagonal map of hexes
("), searching for crystals to retum
to your tentralith (command
module) and fighting units and
monsters you come across. You
automatically fight all other players
as you meet them, except those
you have declared as allies on your
order sheet.

Conflict with other players is
simple, on a stacking algorithm:
the more units you have on a hex,
the more power you have, and
some units being more powerful
than others. Battle reports are
fairly simple, giving the types of
units and their owner.

Fighting with monsters is

READERS’ REVIEWS

BRENDON KAVANAGH reaps the fruits of
some letter-writing with two readers’ reviews
of Shattered World. It's got no better since
their first reviews in Issue 44 . . .

similar, but the problem here is
there's no information when the
battle is lost. For example, a battle
with a monster which you lose will
appear on your printout simply as
"Your unit commanded by ...
has been destroyed by a monster’
- no Information is given as to
where on the unit's course H
happened. The GM's explanation
is that when your unit is destroyed
all communication Is lost; but this
seems something of a cop-out. My
first confrontation with a monster
was in the middle of a desert and
I'm sure my unit commander
would have been able to see
anything coming which was large
an::th to destroy him and his
rﬂﬂg.

t much else happens in
Shattered World. All you can do is
move Your units around and
explore, bulld new units, collect
crystals and fight with monsters
and other players. Diplomatically,
you can send a message through
game control to any player by just
sending it to a player number or
name | ‘e all listed at the top of
the tumsheets). This seems at
odds with reality — | would have
thought that having to know the
player's name through a game
meeting would be a far better
system.

I'll end with a few thoughts on
the game. it has one basic
problem: it's boring! | only took
about 5 minutes for each turn -
there just isn't enough to do.
MNormally when | know there's a
turnsheet for a game due in my
mailbag I'm dying to get home to
open it up see how I've done,
but with Shattared World | just
wasn't that interested. In a pile of
post it would be put at the bottom
Luhﬁbe opened after the interesting

The standard price is £1.50 per
turn — for that money | expect a far
E:ttﬂr game, and the:‘eh are

eaper games around which give
a much better deal.

At first | thought Shattersd
World might be a good game to
introduce beginners to PBM, but

after three turns | gave even that
notion up. Shattered World just
doesn't give an idea of the
addictive quality of the hobby, and
would probably Put any
potential PBMers. The Shattered
World idea has possibilities but
they just haven't n developed
into a worthwhile game.

ANOM Il

Setup and two turns in Shattered
World costs £5 and further turns
cost £1.50 each, Contact Jade

Games, PO Box 54, Southsea,
Hampshire ONA.

WRITE A
REVIEW

IF you'd like to review a PBM game
for CRASH, anonymously, send
your name and address on a
ﬁc:mard to: Brendon
anagh’s PBM Mailbox,
Box rrg,l Lucon, M
w,
SY81DB and we’'ll try to find a
game for you,

You will not be charged to play
it but will be expected to produce
neatly-written or typed, coherent
reports.

This is what reviewing involves:

1 When you first receive the
startup package, jot down what

you think of it.
2 When you start playing, make a
note of your first thou ofthe

3 After five tums, send CRASH a
review about as long as those
this manth, mmarise
8 ing you jotted down
wmnu started, whether or
not your thoughts tumed out to
be true, and make any
comments you'd like to on the
game (diplomacy, GM quality -
anythingl). And include a brief
explanation of what the game is
about.

4 Carry on playing the game,
making notes of your progress
and any praise or criticisms you
feal like.

5 After a further five turns write to
CRASH again, saying just what
you think of the game as it has
developed. If you wish to stop

playing you can do so now - but

say why you no longer wish to
play! Basically, this second
review should expand on any
ideas you had in your first review
and comment upon the game's
development.

6 Continue playing the game,
letting CHAEI-Tknuw in a letter
avery now and then how you are
getting on (perhaps you could
send in an update on every
tum?)

7 When the game ends for you,
send H a details report on
just how you enjoyed the game,
what you did, what it's about,
whether you would play again,
and whatever else you feel is
relevant.

SPECIAL
STARTUP
OFFER

SOMEONE’S got a sweet tooth at
Vengeance Games —and they're
offering afree startup in any of its
four games to the first five CRASH
readers who send a packet of
mints to the company! The
startups are worth £10 and include
satup and three turns,

Of Vengeance s set in
Britain after a massive disaster,
where tribes of semisavages
scavenge the desolate landscape
trying to regain technological
power supremacy over other
tribas. The player leads a tribe
through the very detailed game.
Tums cost £2 each,

Where Lies The Power is
probably suited to the more
mature, creative player — you need
to be a good diplomat and a
convincing liarl The object is to
work your way up through afeudal
political system ruling a vast
empire, but you can approach the
task in many different ways: be a
peaceful talker or a8 power-mad
invader, it's up to vou. Tums cost
£1.75 each,

Orion's Finger is an 5F role-
playing game in which you first
design your three characters from
a menu system. There are seven
strange worlds to adventure
through, and judging by the
rulebook the game seems quite
imaginative — another one for the
thinkers. It's £2.25 per turn.

And El Presidente is a political
game for 40 players: a struggle for
justice, truth and self-interest ona
war-torn island. Meddlers in the
politics of your nation include the

ClA and the KGE . . . and tums
cost £1.50 each.
Vengeance Games points out

that turns in all five cost 25p extra
for players in continental Europe
an for players in the USAand
Australia. And some startups may
be delayed till enough people have
joined.

Send your mints or inquiries to
Vengeance Games, § m
Street, Altofts, West Y ’
enclosing a stamped self-
addressed envelope.
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| 1=t MAILR
ERB" = ORDER

MICRO GAMES ACTION
BUYS AT GREAT NEW [y
AGGIE PRICES Rg >

AND THEN THERE’S . ..

ACE 2 Cascade Games £7.20 (48K), £7.85 (128K)
ALIENS (US VERSION] Elactnic Dreams £7.59
ANDY CAPP Mirroracit £7.55
oot

TV Garmes £6.40
BRAVE STARR US Gold £6.40
CALIFORNIA GAMES S Giold T8.40

sh

DEFLEKTOR aphucs
DRILLER Incantive £11,%5 cassetie, £14.40 disk
DRUED N Firabing D6 40
EYEPrism £7.85
. ARETRAP Bacinc Diraams £7.59
FIREFLY GARFIE FLING A i 5.0

Acthvision E7 99
Special FX £6.40 cassette, £11.95 disk The E7.20 GARY LINEKER'S SUPER STAR SOCCERTE 40
(was £7.95/£14.95) (was QAUNTLET LIS Gold 06,40

GRYZOR Ccean £6.40
NORTHSTAR PLATOON S an S i
Gremlin £6.40 cassette, £10.40 disk Ocean £7.95 MYSTERIA Sofware Projects 08,40 1, i
(was £7 2.89) (was i Systen 357,99

OUTING The Edge £7.20
SACK THE RIPPER CRL T7.20

BUDGET BREAKS oty

THE KRYPTON FACTOR TV Games £6.40
Buy THREE £1.99 games Buy MADBALLS Ccaan E6 40 cassatts, £11,95 disk

and GET ONE £1.99 MASTERS OF THE UWIVERSE - THE MOWIE Gramin Graphics D6.40

MASK Il Gremiin Graphics £8.40
game FREE! MERCENARY £7.95

NEBULLES Hewson 5,40
£1.99 GAMES NIGEL MANSELL 'S GRAND PRIX Martech £7.9
AGENT X Il Mastertronic DUT OF THIS WORLD Reaksic £7 20
BMX KIDZ Firebird AT FRINLIG Goki £3.40
DIZZY Code Masters

Hﬂm&ﬁummmhﬂ ET 20 cassetta, £11.95 disk

k F 3 ETL

GOOD LUCK Top Ten Hits

KIKSTART 2 Entertainment USA

LOS ANGELES SWAT Entertainment USA

MERLIN Firebird .

PIGGY Top Ten Hits mxrmmtnmw
Mastertronic SIDEWALK £7.85

STAR WARS Domark £7.95

SCUMBALL U.CM.
mmm Top Ten Hits Mmmmwm vsen 7w
TETRIS Minorsol .40 cassete, 10,40 ik

FLEAIEHDTE Hﬁnﬂ-h-.l:]lctnrlﬂn
detailed

Mail Ordar discounts do not  on (D584) 5620 to find out whather the delay XECUTOR ACE 15,40
games sold through longer YOG BEAR Praria 7 95
ﬁ---'—-—h_-----——-------—-—--—---—ﬂ----ﬂ—-— o ‘-
SPECIAL DISCOUNT OFFER FULL-PRICE GAMES Y
| would like to order the following game(s) as they're at such fab and | TITLE PRICE
groovy prices thanks to Aggie's sudden burst of generosity. I've listed
below what | would like and I've enclosed a cheque or postal order for
the correct amount, made payable to NEWSFIELD LIMITED.
Prices include postage, packing and VAT inthe UK. Overseas Orders:
please add £1.00 per order for Europe, and £1.50 (normal mail) or £2.50
(alr mail) per order for all other countries. SUBTOTAL £
;.I:z'm ............................................................................................ CRS0 BUDGET GAMES
e N BN O L T S R RS e ( RR E  T TITLE e
P £ e et
PLEASE DEBIT MY VISASACCESS ACCOUNT £
| wish to pay by Visa/Access (delete as applicable) SUBTOTALE
Signature Expiry Date FREE BUDGET GAMES
Please Charge My Account No:
P&P included
] TOTAL -
e I'l -MAIL ORDER, PO BOX 20, LUDLOW, PAYMENT
FR ASTnl SHROPSHIRE SY8 1DB ENCLOSED £
£ BRCTRUE
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MIKE DUNN introduces your Spectrum
SCREENS - and a new prize system

» Another musical masterpiece for On The Screen - this picture, from M
Frangois Briard of Mumur in Belgium, is taken from the cover of the
Untouchables soundtrack album. Et c’est beaucoup joli aussi, n'est-ce pas?

& It's certainly a month with a
foreign flavour — atter the Belgian
soundtrack cover comes a cal
from Scandinavia! Haken Strom of
Ashammer in Sweden sent in this
monochrome Garfield . . . yet
another version of the much-
exploited mog (and something
tells me there's a catty biton page
18).

B Another bit of cartooning fun from Hakan Strom of Sweden — this time it's
Gaston. And what a jolly chap he is too . . .

= This recreation of CRASH's Issue
20 cover from Anthony Henn of
Great Burr in Birmingham makes
excellent use of colour and some
very good pixel work,

The savage bloodshot image on
the Spectrum screen recreates the
atmosphere of Oliver Frey's cover
- and, of course, the Level 9
adventure Red Moon on which that
was based. (The cover is now a
very popular T-shirt.)

This month's top prizewinner,
Anthony earns himself £40 worth
of software,

# Growl! Just to prove that being criticised doesn't break my bones, there are
a couple this month by Mark Otway of Shepperton in Middlesex.

He's the creator of many excellent screens - as well as a justified
complaint in last month's Forum! (I'm sure he'll be relieved to read of the
new On The Screen prizes.)

A black panther slinks out the darkness of your cathode-ray tube . . .

»- Battle, this month's second screen from Mark Otway, is quite different from
his other - colourful, cheerful and On The Screen!

NEW PRIZES

WE'RE changing On The Screen a bit. Because there've been so
many problems with artists not receiving the screen dumps of their
printed work, there'll be a software prize instead. (Of course, people
whose work was printed in previous issues will still get their framed
and mounted screen dumps from Rainbird.)

Every month, the top prizewinner (the person who sends in the bast
screen, not necessarily the mostl) gets £40 of software of his choice
—and everyone else who has a screen printed gets not only fame but
fortune too, with £10 worth of software.

But just to make things confusing, all the On The Screen prizes will
be £80 worth of software next month — so get your SCREENS in very
fast! (In fact, all prizes offered in this issue have been increased to €60
—it's the Golden something.)

Don’t forget to include with your tape/disk a list of software that
you'd like if your screen gets printed. And if you don't want me to keep
your JVC-ADS0FX120us chrome high-bias megatape, you must send
an SAE|

Keep your ego happy and your software collection bulging: send
your screen dumps to MIKE DUNN, ON THE SCREEN, CRASH,
PO Box 10, Ludiow, Shropshire SY8 1DB.
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Programmer ANTHONY BAILEY finds

adventure-writing made easy in the utilities CAC

and PAW — which produce those good, cheap

home-grown games

n the Spectrum
adventure scene,
1987 was a lean year
with few major
releases. Games
costing more than £3 were rare,
and even the ubiquitous budget
range was outnumbered by a
mass of mail-order home-grown
software. The commercia
releases were distinguishable
only by their packaging and
sometimes their graphics, but the
uality of ideas and writing to be
ound in the best home-grown
adventures was of a very high
standard.
The reason for this
rance of good software
is that adventure utilities have at
last come of age, allowing many
amateurs to produce a
professional-looking adventure.
Of course, if you want to write
something worth playing, you'll
still need a flair for atmospheric
prose and a good imagination!
This article compares the two
major adventure-writing utilities,
those awkward-sounding
acronyms GAC and PAW
(Incentive's Graphic Adventure
Creatorand Gilsoft's Professional
Adventure Writer ).

ARTISTIC LICENCE

I yuu&m: used any of the s-u-callln:l
‘arcade-game generators’ you'
no doubt have noticed thargﬁ
they really let you do is alter
movement patterns, graphics and
the map of a game rather than
allow you to design anything
really innovative or different. But
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there’s much more freedom in
what you can do with an
adventure creator. Though
Gilsoft's The Quill tends to
produce adventures with a rather
cloned appearance, CAC and
FAW offer the user more
opportunity to change the look
and style of the game.

Most adventures can be
divided into three main
fgpents. There is a database

ich contains such things as all
the text describing locations and
objects, and the messages and
vocabulary. There’s a parser
which allows the playerto typein
a command and then decodes the
input. And there’s an interpreter:
this is the heart of the adventure,
where the computer examines
the player’s input and works out

P Incentive used its own GACfor The
Legend of Apache Gold, released a
year ago

whal messages or location
descriptions should be output.
Essentially, the interpreter is the
part which handles the exchange
of information between the
player and the computer.

When a programmer writes an
adventure from scratch, he hasto
write the parser and interpreter
in machine code, Now with an
adventure-creator there is no
need to write any code — the
uh'lit:,' 5upﬂliﬁ the parser,
provides the bare bones of the
interpreter and then allows you
to describe the rest of it in terms
of English words and expressions.
For example, with PAW if you

THE PRICE OF MAGIC

want something to happen only
when the player is carrying a
certain object you use the word
CARRIED. In effect you are using
a very simple and user-friendly
programming language.

PAWand GAC are both rather

ood adventure creators and

th deserved the Smashes they
received when reviewed in
CRASH (in Issues 40 and 32
respectively). And they cost the
same: £22.95 on cassette, £27.95
on microdrive (there’s now a +3
disk version of PAW as well),

But which utility is more
useful?

PAWis probably the best utility
ever for the Spectrum

r’

SLICK AND SIMILAR

The packages are similar. Their
presentation tries hard to justify
the apparently high price tag: a
single cassette wallows in a huge
plastic case, The cassetle
contains the main program and a
‘quick start’ database with some
basic vocabulary command,
along with short but impressive
demonstration games, and in
PAW 's case some allernative
character sets,

GAC has a well-written,
informative, detailed manual; the
two PAWmanuals are excellently
written, with straightforward,
chatty prose in the introduction
and further detail and a reference
section in the technical guide. 5o



the new user should have no
problem getting to grips with the
utilities straight away.

PAW allows 16K nd:u-ogramtn
be written straight off, and from
then on it will overwrite parts of
itself which are automatically
reloaded from tape if they are
required again. This technique
allows another 11K of space to be
used (giving a total of 27K per
game). And if you have a 128K
Spectrum PAW takes full
advantage of the extram
and lets you write a massive 117K
adventure!

But CAC games sit complete in
memory, giving you about 23K of
free memory to write in. But
Incentive doesn’t plan to release
128K version of GACin the near
future.

There’s a s:n.jlle menu at
GAC's front end; selecting an
option from this takes you
through a series of question-and-
answer inﬂ::sk. Pressing BREAK
takes you to the main menu

again.
The PAW system of menus and
submenus will be familiar to users
of The Quill. Both systems are
user-friendly, though PAW
scores by a ng the author to
view a scrolling list of all the
entries made; GAC will only
display them individually.

ADVANCED PARSERS

Both utilities have advanced
parsers which allow sentences
with up to two nouns, a verb, an
adverb and a preposition. These
sentences can be chained with
conjunctions or punctuation to
create really complex
commands.

And both programs will
recognise IT, so GET RING AND
WEAR IT is catered for. FAW
allows you to qualify a noun with
an adjective, so the finished game
can tiate between OPEN
RED DOOR WITH SMALL KEY
and OPEN GREEN DOOR WITH
LARGE KEY,

GAC splits vocabulary into
three categories: verbs, nouns
and adve repositions. Up to
255 words ::Ie in each
category, and as many as you

ire can be synonyms (for
example, GET and TAKE can be
treated by the parser as the same
word).

PAW is similar, but subdivides
the vocabulary into seven
categories: verbs, nouns,
adjectives, adverbs, prepositions,
conjunctions and pronouns.
Again 255 of each type are
possible. And PA W treats the first
20 nouns in its vocabulary as
'‘conversion nouns’: in r
words, NORTH (noun 4) is
treated as a noun in the command
LOOK NORTH, but is converted
to a verb if entered on its own.
Nouns 1-50 are not recognised

IT - s0 as long as the author
the vocabulary correctly,

when the player types GET
SWORD AND ATTACK GOBLIN
WITH IT PAW will spot that IT
refers to the sword and not the

goblin,
LOCATIONS

LAC can cope with up to 9,999
locations but PAW can nnl%d
manage 252; still, this should be
sufficient even for a 128K
creation. GAC offers 255
for the author's use;

PAW allows these messages, too,
and also has another 255 system
messages. Some of these are used
I:; the interpreter and can be
altered, but most are free for the
use of the ammer,

User—frin adventures "
require a lot of messages and the
:rlﬂrler of a large adventure may
well find himself pushed for

P Up 10 255 objects can be

to 255 s can
implemented wiﬂ;‘ I!:I:u(l::l"! uﬁ:ilt:is.
Commendably, AC
FAWlet you define the weight of
each object — thus a chest of
treasure can take up more space
than an apple does in the player’s
inventory.

And to ease the creation of
automatic get/drop/wear/
remove commands, PAW asks
the aumr which vocabulary
noun adjective correspond
to each object, and also inquires
whether it is wearable, a
container, or both.

GRAPHICS

Your adventure can be text-only,
or use graphics; GAC has a fixed
icture size, but PAW is more
exible and allows pictures of
any size. And in PAW some text
ca n be kept onscreen while other
text sr:rnlﬂ beneath it. If you feel
ambitious, and you have memory
to burn, you could use pictures
created with art utilities in PAW
by calling an outside routine with
tl'bemElx'I'EItN cumrrut:lid!
yway, reasonably good
graphics can be simply produced
with both systems. employ
the ‘drawstring’ technique: all
illustrations are stored as a list of
the commands that were used to
crt_l_a'::: them. A
ictures are basica
fnrmeer by drawing and fillrng
shapes. Both pac offer
‘elastic’ lines, and GAC goes one
better with a facility for elastic
recta:FIG and ellipses, But GAC
has only two fill patterns; PAW
offers 15 user-definable shades
and the ability to create extra
character sets, definable on the
utility’s character-generator (it's
rather cumbersome and art
utilities are easier to use).
Pictures can be called as
subroutines (which can be
scaled, in the case of PAW ) so
that repetitive illustrations take

up very little of that precious
memory.

TESTING

When it comes to testing out the
adventure, both GAC and PAW
have useful options which allow
the user to examine the status of
the various flags and program
counters during play. This is great

for debugging.

PA Wﬁws experienced users
to manually change the values of
these flags in the middle of a test.
GAChas 256 on/off switches and
128 variables that can hold
values ranging from 0 to 255;
PAWijust has 256 such variables.

Naturally, all the normal
facilities such as saving and
loading the database and
checking on the amount of
memory left, are available on
both ams. PAW also has a
superb text-compressor which

es common combinations
letters with single bytes in
memory and effectively gives
40% extra text space — great
writing 48K games.

TABLE MANNERS

The meat of the finished
adventure is the set of tables of
instructions and commands
which deal with all the inputs and
mh ions of the;_ El'i:l.;a‘.'l'fﬂ"ftﬁ
three types of table: high-
priority, low-priority and local
conditions.

The high-priority table is
checked first of all; in play, that's
where the program chec
whether the player is in darkness,
for example. Low-priority
conditions include such things as

res for GETting an object,
imimtdiﬁmuppi only to
ific locations; OPENing a
R would be covered in the
local-conditions table, for
instance.

Each table consists of a

ence of lines with a format of

IF (conditions) (actions) END
50 a typical line might read:

“IF { VERB ( 18 ) AND ( NOUN (
50 ) OR NOUN (51 ) ) ) MESS (
20 ) WAIT END *

chg‘pim the conditions the
look of a simple programming
language.

It's a shame that syntax errors
within a line are not ighliﬂled,
and that only one line can
viewed at a time —once programs

t complex this makes

ugging rather awkward. But
GAC is flexible in that all
numbers can be replaced with
arguments such as the contents
of a certain flag or a random
number; this allows you to
implement such things as random

. The CONN condition

(equivalent to MOVE in PAW) is

especially useful,

PAW TABLES

PAW's approach has some
differences. Two types of table
are used, response and process,
and each entry consists of a verh
and a noun (which can be set to
nulls) followed by a series of
‘condacts’ — Gilsoft's jargon for a
mixture of conditions and
actions.

In aresponse table, PAWlooks
for amatch between the player's
input and the verb and noun and
then carries out those entries.
Unlike GAC, PAW caters for
entries for GETting, DROPping,
WEARing and REMOVing objects
as well as for GET ALL, DROP
ALL, WEAR ALL and REMOVE
ALL.

The condacts are rather more
varied than their CAC
counterparts, with commands
such as EXTERN (which allows
you to call BASIC and machine-
code routines from within PAW
); RESET (which helps in the
creation of multipart games),
PARSE (which decodes anything
within quotes in terms of a new
command), TIMEOUT (allows
the computer to animate
graphics or move around
characters whilst the player is
thinking), PUTIN and TAKEQOUT
(for ing with putting objects
within one another; PAW
calculates the true weight of a
container), and a very powerful
DOALL command (which allows
the author to im nt his own
ALL and ALL EXCEPT
commands). Some of these
facilities can be simulated with
GAC, but PAWmakes everything
elegantly simple.

process lables operate in
the same way, but the verb and
noun are used simply as a label
for the author’s own reference.
Process 1 is called every time a
location is described, and is the

uivalent of the GAC high-

priority table. Process 2 is called
after every input or timeout, and
this is where events beyond the
player’s control take place.

The best facility of all is PAW"s
ability to create another 253
subprocesses, which can then be
called as subroutines from
response gr process tables. Call
can be nested up to ten levels,
and the processes can even call
be recursive (call themselves).
Sensibly used, this facility
contributes to programs which
are beautifully structured and
hence easy to debug and alter.

WHICH?

GAC is an excellent utility. But if
you haven’t got yourself an
adventure creator (and if not why
not? — they're tremendous fun!)
the flexible and friendly PAWY is
the one to go for. It's probably the
best utility ever written on a
Spectrum and it should turn the
adventuring world head over
heels.
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THE RAVEN

' 1 o I, B
ell-known  mail-order
software house

Eighth Day is launching
a new line in adventures this
month. But the new Detective
Tales series from the Wirral
software house is, sadly, only for
128K adventurers at the moment
- and here’'s why.

The first game in the series, The
Raven, features the inimitable
Sherlock Holmes — and as the
famous Victorian detective you

must solve a complicated
mystery.
An  invitation from that

eminent though controversial
physician of the criminally
insane, Doctor Vybes, leads the
master investigator to a small and
remote English villaﬁ just as
darkness is about to fall.

There, in a quiet bookshop,

Eighth Day Software, £5.50

Holmes learns more of the doctor
and his work.

But soon after Holmes reaches

the doctor's home, murder is
committed. And the seeds of

P The strange case of the bad Vybes: The Raven

& SD0U
strangex .

vanish. .
+HE GOT AHAY:

thexe is an old well. A gateway
=] - E -
Holmes can see a cloaked

The cloaked htra*nger seems to

Fxri 6:00pn

football management could
test the resolve and skills of
even the most hardened First
Division pro. But in Football
Frenzy you are the manager of
small Grimesditch Rangers, and

The trials and tribulations of

» Really strategy?: Foothall Frenzy

FOOTBALL FRENZY

Alternative Software £1.99

getting your club to the Cup Final
is just the beginning of an
awesome task.

It's three days before the bi
match, but to get your team a
players there you have to
some very large bills. And if
they're not met fairly prompt
your club could find itself
without electricity, the water
supply dribbling to a trickle, the
pElJers left without any clean kit,
d

no club literature printed.

Foothall Frenzy has a fairly
large vocabulary, including such
su commands as
GESTICULATE, KISS, GROPE,
UNDRESS and LAY instructions
holding entertainment potential
— once used, though, they lead
nowhere.

Really it reguires lots of sharp
thinking, and plenty of restraint
when it comes to spending the
club’s money. But after the visual
appeal has worn off, Football
Frenzy is revealed as a very

titive strategy (not really
adventure) game.

OVERALL 39%
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confusion are sown as Holmes
searches for the real villain of the
piece, avoiding obvious
conclusions and attempting not
to become a corpse himself.

The Raven, written using
Gilsoft's PAW, recognises not
only the standard verb-and-noun
combinations but also adverbs
and prepositions. Words can
often be abbreviated, and the
vocabulary is fairly flexible,
supporting both SEARCH and
EXAMINE commands. Every
character remembers what you
have done — one even has a 10K
memory!

Each location is graphically
illustrated, and the text
descriptions are atmospheric and
informative.

The Raven is extremely
sophisticated and brings together
all the humourous and horrible
elements of the 19th century.
Order it from Eighth Day
Software, 18 Flaxhill, Moreton,
Wirral, Merseyside L46 7UH.

OVERALL B4%

STIFFLIP
LOOSENED

Stifflip & Co adventurer DAVID
OWENS of Ivybridge sent in this
part solution to the Issue 44
Smash. If an can get past the
swamp we'd all be glad to hear!

Miss Primbotiom . . . take malch
from Stifflip. North, east, tie
thread to rope. Pull thread, bu
jar, pick up circular. West, south,
west, west, west. Climb tree,
untie knotted rope to get rid of
rope trap. Pick up hanging vine,
iump,pici up hangin, :;he;gam
ump, pick up crystal, climb vine.
Lij ?nf;ch anJ;a'rcu.\‘ar. Put
circular in bee hive. fulhnne in
jar. Jump twice. Pick up :
Sauth":;ﬂ, give reed to Stifflip.
Give hairclip and crystal to
Braindeath.

Viscount Stifflip . . . cut reed
and give wireless to Braindeath.
North, east, buy box. West,
south, west, north, west, down.
Blow down reed. Climb snake.

Prufes:; Braindeath E -
open wireless, pul crystal a
hairclip in wireless, Close
wireless, North, east. Give
wireless to barman. Pick up
rubber glove and calling card.

West, south, wesl, ., west,
down. Climb snake.
Colonel Bargie . . . west, west,

pick up salt deposit. North,
down, climb snake.
Miss Primbottom . . . west,
ive honey to monkey. Take
nana from monkey. North,
west, down. Climb snake.
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S.T.I.

brands this ‘such a vulgar, low-
class adventure’, but it plainly

Bug Byte £2.99

supercomputer gone wild
Ais the starting point for

Bug Byte's two-part 5.7./..
fhe mighty machine AROC has
been attacked and damaged, and
in response sets up a series of
defence systems around itself.

Even an incompetent washing-
machine repairman ought to be
able to get through and mend the
mutilated microchips. — but an
improbability storm has left
AROC wilth premature senile
dementia, and getting through to
this computer’s confused systems
is going to be no easy task.

The repairman’s  mission
begins in a plane. Items such as a
locked briefcase, a golden key,
walkin5 stick and parachute can
all be picked up. But what should
be taken and what should be left

to ensure a safe jump?

should have read:

197,63,10,0

CORRECTION

In Issue 48s zip routine line 60

60 DATA 33,0,0,237,66,229,

Once on terra firma, the
mechanic hero must wend his
way through countryside and
streets, gathering the equipment
he needs as he goes - and
avoiding menaces such as
werewolves. The final challenge
is to actually repair AROC,

5.T.1, is an example of how
priginal presentation can
transform an above-average
game into an excellent one. There
are loads of locations to explore,
and a wealth of humorous,
informative text enriching them.
It's a reasonably complex game,
with plenty of objects to collect
and puzzles to solve, but basically
it's in a straightforward
adventure format — though none
the worse for that.

The vocabulary is good, and
5.T.1. is very quick to respond; it
has an interesting scenario and is
brilliantly cynical. Bug Byte

isn't!

OVERALL

80%

GOLDEN
SHIP

P Between AROC and a hard

place: 5.7/

» BOARDED

FRANCOME of

' We were inundated with
solutions for Sinbad And
The Golden Ship. Thanks go
to MARGO PORTEUS of
Derby; MARK STEVENS of
Stourport-On-Severn;

GRAHAM HAW of South
Shields; JUNE ROWE of
Launceston; and DENNIS

climb aboard. Search the
ship, find and take the rope.

Go east to captain’s cabin,

getmap, read map. Upstairs

to wheel and steer ship east
twice to island,

Dive overboard and swim
east. Go south. Find and
examine chest, Get axe. Hit
lock with axe. Open chest
and get lamp. Continue
south and help old man past
the quicksand. Continve to
steps and dump old man by
entering waler. Go east and
climb up to castle. Lower
drawbridge by striking gong
with axe. To overcome
dragon, examine collar and
stone. Cut chain with axe.

The castle is a maze of
rooms, Find a red gem and
take it to room with iron
cage. Strike skeleton with
axe to overcome it. The
wizard appears. Enter and
examine cage. Get loose bar
and throw at the wizard.
Pick up all your treasures.
Take the orb, descend stairs
and enler the caves. You
should have so far collected
a rope, a lamp, a gem, and
orb and an axe.

Read spell on wall (this
releases the genie of the

Liverpudlian PAUL lamp). Kill the genie by
VALENTINE; JOSEPH striking the lamp with the
MCNAMARA of Cleveland;  axe. Get the key which is in

the lamp. Exit caves to the
valley.

Examine snake. Examine
tongue and tie rope toit. Pull

Dunnington, Yorkshire, rope and gel gem. At

whaose solution is printed Lodestone Mountain drop

here., all metal objects, or the roc
will have you.

Swim north to ship and Enter cave. Continue o

lake. Dive down and swim
east. Swim up. Find horse.
Lasso, ride and examine
horse. Take the gem and

NUMBER

\ #
ash 1N T O
Wundred

Wels MmUCH .

swim ashore. Find locked
door. Unfock it with the key.
Enter caves.

Find idol. Examine idol.
Examine hand. Put gems in
rings. Gel gems. Get flask.
Carry all gems in the flask if
required,

Al ravine, climb down
rope. Then climb up rope to
beam. Go east. Go down
steps, Climb stairs after
meeting ogre. Go west onto
beam and down rope. East
onto ledge. Examine wall
and wipe slime. Open door.
Co east and continue to
shore and then to lake.

Swim east to Golden Ship.
Climb aboard. Put gems into
flask. Give flask to Djin.
When Djin enters flask, trap
him .md, the game is
completed.

Stuck? Triumphant?
Send your tips and
queries on adventures
new and old to
SIGNSTUMPS, CRASH,
POBOX 10, LUDLOW,
SHROPSHIRE

SY8 1D8B.

The most interesting
are published but per-
sonal replies are not
possible.

This
reviews

month’s
were  writlen by
HANDY,

DOMINIC,

GORDON HOUGHTON and

IAN PHILLIPSON
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THE ROLE
RULES

THE STRATEGY and wargame genre is the only one still offering a
realistic market for the back-bedroom producer. month which has
been dominated by home-grown releases, and next month Il be
reviewing another game from a very small concern. The situation comes
about | ly because the flashy packaging and elegant ramming
Cf‘lﬂfﬂﬂ‘lﬂ Justmiryi c of ‘big business’ releases cannot, in this type of game, be
salf- ng.

Yes, beautiful graphics are aesthetically pleasing, and in a computer
game — whether arcade or arcade adventure — which seeks to create its
own world, they can make an important contribution to the gameplay.
Butina stfatsﬁy game, the elements of play are more easily and more
starkly exposed.

That's why a simple, straightforward strategy game like this issue’s
Boxing Manager, which uses nothing but saquﬂnt?al text messages and
W&B"ASJ,C animation, can be extremely addictive.

puter arcade games are like no other game ever invented. But
strategy and wargames are directly related to games that can be played
by hand, in this fundamental way: they have to be genuinely well-
designed to be any fun at all, and physical components do not
necessarily affect one’s enjoyment. And of course computer wargames
are directly derivative of board wargames.

This brings up the interesting aimilariti,r between the types of game
which come under the auspices of Frontline, because on the surface a
'pure’ strategy and a simulation would seem to be different.

I've never really been into the real wargaming scene, mostly because
| can't afford to roﬂion;lama in miniature metal and | certainly can't
afford the time to paint t . But it seams to me - from the outside - that
the recanstruction of a historical battle Is a genuine objective.

Board wargames shade slightly off to the less starkly realistic, probably
because they tend to recreate large-scale campaigns like the entire
Second World War or the Normandy landings, and therefore have to
have more abstract rules.

But an abundance of rules is a characteristic of simulation games. The
more the better; as many modifiers as one can imagine, so that one can

INTLINE

with Philippa Irving

OF

describe exactly how far a treadless tank could move in heavy rain
through four feet of mud while shooting at a foot regiment. The objective
is to pin all reality down with numbers, and t doesn’t matter at all how
many hours it takes to work out each turm so long as everything is being
dona thoroughily.

The fun of such a game can often lie not in winning or losing —for if one
takes the side which lost in a hopeless battle then, unless there's some
obvious alternative strategy which eluded the generals of the day, history
is honoured.

At the opposite extreme are games played with an ordinary pack of
cards which epitomise the utilitarian medium. After all, there is nothing
mharﬁ interesting in a pack of playing cards, and though they may be
beautifully painted most aren't. The impact of a card’s design has been
dulked by long familiarity, and it certainly makes no difference to the
an,omnt of card games.

happen to think that most card games are dull anyway, but bridge
certainly is not. Bridge is one of the most addictive games known to man
— particu when it's rubber rather than duplicate bridge. Its rules are
simple, and it only has two "screens' (bidding and play), but the strategic
and social variations possible within its framework make it very difficult
to give bridge up to eat and sleep. And for another type of mind, the same
can be said about chess.

Successful computer st games reproduce this combination of
g:?. structured rules and rich strategic variation. Curiously enough,

itional games are usually extremely boring when translated literally
to the computer; without human interaction, they seem pale. What works
instead is 'computer interaction’ —but the framework remains the same.

Computer wargames may have complex simulation-type rules, but
because modifiers and calculations to put them into effect are done
invisibly by the computer the emphasis has to be on a simple rule
framework. A computer wargame which allowed the player no chance of
winning at all (perhaps a successful spoof compilation could be Six
Hopeless Historical Battles?) would satisfy no-one.

Author: lan Williams

Boxing is being knocked into
disrepute, even in the
establishment which has
traditionally supported it: only a
few months ago, it was formally
ousted from the timetable of one
distinguished public school. And
medical experts are forever
{:rll':duchg o which ”:Sﬁ,’ﬁ’.?
affects ing repeat

ough this e is exactly

what its name ign?mies -8
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BOXING MANAGER

Producer: Willysoft UK, 36 Walton Avenue, Windmiil
Lane, Sneinton, Nottingham NG3 28BS

Price: £2.95 (mail order from producer)

straightforward management
me in the classic pattern of
votball Manager — author lan

Williams espouses antibox

views. He ided to write it after
seeing Barry McGuigan knocked
senseless ing his title at

Caesar's Palace, to make the point
that boxing is a barbaric ‘sport’
that ‘leavas grown men with the
vocabulary of a four-year-old’,
But what Williams has produced
=as he himself ruefully admits—is

a fiercely addictive game which
entirely fails to put its moral
acrggs.;gnd ;n?tevelr;a mt;ra's view
on boxing, this is probably just as
well;a which is balanced on
a soap box is rarely much fun to

ing Manager puts the player
in charge of a single boxer (whom
you can name). He has five
characteristics: strength, stamina,
skill, image and 1Q.
- Qtronnht: dater:nm how much

e he does to an opponent
it b 109
and is lurnpor% dh:aimd lﬁma
fight; therefore it affects how long
he can keep gd%ﬂ high skill
rmnc:'raam t ability of
your hitting his opponent in
the first place.

Image is an abstract indication

of how well-known and respected

your boxer is—and it is the statistic
that, ultimately, you are aiming to

increase. 1Q down every time
the boxer is hit on the head, though
its decrease seems arbitrary.

The player, as manager, has a
bank balance which—as alwaysin
games of the type—dominates the
gameplay. Several things cost
monay: unless you Own your own
gymnasium you have to rent one,
a trainer demands a fixed fee per
fight, and if the boxer has been

injured the p is expected to
shell out for private medical
treatment. only way to

increase money is to win fights,

and as the boxer's image rizes he

is offered mora lucrative
agements.

e game is playad in series of
rounds, each starting with a menu
which gives the player the
opportunity to sack his current




trainer and hire another one. The
trainers’ abilities are well-known in
advance — trainer 1 can increase
the boxer's scores by 1 point and
trainer 6 by 6 — though their fees
per fight vary alarmingly.

The player can hire and fire
{rainers without compunction, for
it seems to raise no bad feeling. If
having graduated to an expensive
trainer and then lost a lot of money
the player would like to return to a
cheaper one, the less able trainer
displays no unworthy sense of
pride and is happy to be re-
employed. The player can also buy
a gymnasium as a long-term
investment from the round-
np&ning menu; it's fantastically
expensive, but it generates
income by opening to the public,
and at least with a gymnasium you
don't have to pay regular fees to
use somebody else's.

The round continues as two
opponents are offered for the
player's boxer. They are each
given aname and anumber, which
seams to correspond roughly to a
rating. The player can't see an
opponent’s statistics till he's
chosen him, but the boxer with the
higher rating is always more
formidable — sometimes
considerably so — than the other.
Fighting him means more prize
maney and greater prestige.

Before the fight, the trainer gets
the chance to improve the boxer’'s
ratings. The trainer has a fixed
number of points to distribute,
according to his fee; the player
chooses exactly where to spend
these. You canimprove any one of
the boxer's statistics except 1Q
and Image.

So the points will really start to
pile up after you've made a lot of
money and can afford to hire a
trainer with plenty to give away.
Mow | would have thought that if
one were to train for any physical
activity the most dramatic
increasa in strength, stamina and
skill would come at the beginning:
then a plateau would be reached
and improvement would come
more slowly (lots of role-playing
systems simulate this tapering-off
in their character advancement
schemas).

But in Boxing Manager
whatever happens to your boxer,
unless you go bankrupt by losing a
large number of successive fights,
you're bound to end up with a
pretty good fighting force
eventually,

The quality of opponents
increases as the game advances,
in rough parallel with the boxer's
own progress, and the length of
each fight goes from three rounds
to what seemed tome an indefinite
number. The player is told before
the fight gets under way whether
there is going to be any bonus
publicity: a fight can be covered in
the local paper, broadcast on local
radio, or featured in the national
press, and the dizzy height of
popular achievement is to be
broadcast on national TV,

If you win after such a media
circus, your Image increase is
much higher. But if you lose, your
humiliation and Image decrease
are proportionally greater.

The fight is dramatised
onscrean, whara the graphics are
= wall = minimalist. Two tiny stick
insects stand on a boxing 'ring’ (it
locks more like a platform),
dancing and stabbing at each
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¥ In the ring with BASIC: as manager you just sit back and tear your hair

other. But the blows, when thay
land, really are registerad by the
program. Though the very brief
instructions don’t mention the
factor, it seems to me that blows
to specific parts of the body have
definite values.

If an injury like a broken nose
oecurs during the round the player
is notified, but the afflicted boxer
soldiers on, A round lasts its time
limit, and at its conclusion tha
player is put back to the boxer's
statistic screen for the few
seconds allowed for rest. During
that time, the boxer's stamina,
drained during the bout, climbs
back; but it almost never retums to
full capacity, instead decreasing
every time.

Quite often, one boxer is
knocked to the ground.
Sometimes he manages to
clamber up before the countdown
from ten reaches zero, but if he
doesn’t victory automatically goes
to his opponent. The victorious
boxer does a dance while the
program plays the sort of silly and
gratuitous tune traditionally

¥ MIKE

STRENGTH:

STARHINA:
SKILL :

MANRGER : e
A
Rounds

to
Prize mone
SECONDS QUT

associated with games like these.

The fight, far from being a
horrific condemnation of a
sanselessly violent sport, is great
fun to watch. Despite its primitive
BASIC animation it's involving,
and has the element of spectator
drama that can only really be
generated by sxactly this (rare)
type of game.

You've already made all the
decisions — nothing you can now
do will affect the outcome. You
can only watch, and quietly
scream encouragement at your
stick insect.

Once you've built up your
boxer’s reputation and he's
getting into contests lasting as
long as eight rounds, the fight can
be slightly too drawn-out. But this
is not a major criticism: the main
trouble is that it's almost
impossible to drag yourself away
from the game.

SeEan O"Neil
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» Morals are on the menu in
Boxing Manager
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If the boxer wins, he is awarded
prize money and his prestige
grows. The turn ends with a
braakdown of the past month's
accounts, and unless you'rereally
unlucky it's easy to make a steady
profit on the easlest level. If the
boxerioses, his Image goes down
and he has no prize money to plug
the hole in his account left by the
trainer's fees and other :

It's not too difficult to see why
the moral behind the game has no
impact: the decrease of the
boxer's |Q is supposed to affect
his decision-making in the ring but
has no perceptible effect on the
play at all - except, | assume, that
if it reaches zero then the game is
terminated.

Sothe 1Q factor merely imposes
a ‘time limit' against which to pit
oneself, increasing the soundness
of the game design.

Boxing Manager is written in
BASIC,; it's very much a home-
grown product, in crudely-
photocopied packaging with the
minimum of documentation. But
it's a wonderfully compelling
strategy game with an addictive
pull to make up for the lack of
depth and complexity. Thare's
certainly as much to ﬁ as to Just
Imagine and Football Manager,
similar games, and at this low price
it's thoroughly recommended.

Presentation 74%
The game runs smoathly, and the
amateurish language and poor
packaging don't affect it

Graphics 60%
Mostly text, tidily presented; the
boxing scenes are adequate

Rules 46%
There aren't any really . . .
Playabit' 90%
Don't start Boxing Manager if

yoll've an important appointment,
meal or sleap pending!

OVERALL 86%
Boxing Manager is 2njoyable and
good value, though it fails to make

its moral point
CRASHMarch 1988 83




Thee ratings in 5-Bit are printed much
too large (wasting almost a quarter of
an Ad page), and the handwritten
comments beside them are unhelpful.
Some good Ideas have gone into 8-81,

8-8Bit Stonebvidge,  Upperthorpe,

Westwoodside, Doncaster DN 2AQ
60p per issue; payable to Glen

but the details need more attention. | [Saale
Wﬁﬁ“&’ﬁﬁmmmg:’“ The Bug Bug Subs, 28 Leaside
Chas mh the mi n“’! séttied Avenue, Muswell Hill London NI0 3BL,
style when ssue hits the 45p cover price, subscriptions 50p per
strets. oA coxsaistaricy ls not & ault of issue for five or more issues,
Maidstone-based Restart Almost Eprom 378 The  Mallings
every half-page review includes a clear Penwortham, Preston, Lancashire PRI
screenshot and informative critical 9FD. BUp and a stamp per issue,

text, followed by ratings ~ very simple,

. payable to T Worrall
buit very effective. Like most popular

: magazines (and now fanzines) Microphobia Woodtop, Goosmargh,
eprOm : Restart, written by two 15-year-olds, Preston, Lancashire PR3 2ER. 35p and
TR @ oy has awide range of appealing sections: an SAE per issue, payable to Dave
ety mm,m;hmdmmm;aws. arcade | RSSCh
Altes news and charts, , shart

56 40H £1 per issue, payable to Nick |
Walkland

128.....,

THE wy HiNES
ThE MUsHe
THE sive-

Restart | The Beamns, Uficn Close,
Maidstone, Kent METS BEM, 40p and a

ERE'S never been a better
time for starting your own
fanzine — cheap deskiop-
publishing packages are
available for practically any

computer you can think of (bar the
Spectrum, which is stran still
lacking one). So it’s not surprising that
the fanzine fila has had to be replaced
by a fanzine drawer to cope with the
deluge of old and new zines that's
arriving at CRASH.

And it seems Gremlin Graphics has
the same problem. With over 100
fanzines on file, Gremlin has had to ask
zine editors to send a Jiffy-type bag i
they want to get to grips with review
copies af Gremlin games!

editors this month are aware
that the end-of-year exams are
looming, and many fanzines are already
giving apologies just in case the next
issue is a few months late. Indeed,
Cheltenham-based Microchip has
suspended publication till exams are
finished. It plans a July relaunch.

ZAPPED

First out of the drawer this month is

Zapper, Little thought s evident in its
layout and presentation, and the

reviews, one page per game, are very
84 CRASHMarch 1988

DOMINIC HANDY finds the dot-matrix printer is

mightier than the sword — at least in the hands of
hundreds of fanzine editors

shallow and not very informative. You
have to start with something good if
readers are to want more,

The first issue of 8-Bit, however,
contains everything the pure arcade-

ayer would want in a fanzine:

reviews of the |atest games, POKEs and
tips, charts and even a competition,

- Faia Wines

e

Sadly, though, the content looks very
rushed, using at least four different

styles of text (Letraset, typewriting, dot-

miatrix printing and handwriting), and

tha layout is repetitive and bland. The
screenshots range from very clearly-

defined stills to shots that look more

like smudges than pictures.

EONED BHAMCR

LRl ORWLICHTS

And one eye-catching idea in Resfart
Is rereviewing a prequel alongside a
sequel (Bombjack and Bombjack I in
the issue | saw).

GREAT COMPUTER
GRAPHICS

Somebody must have been playing
about with the printer at the home of
Dave Kelzall in lssues 1 and
2 of Microphaobia are extremely well-
printed, using excellent computer-
generated lustrations. However, the
third issue reguires much more effort
to decipher — and still has no
screenshots!

But whoever got playing on AMX

Fress (previously Pagemaken)

certainly knows what they're doing: the
llustrations are great.

MICROPHUBIA

. Microphobia includes a strange mix
of noncomputer sections: a heavy-
metal page, a horoscope column and
humarous short stories as well as the
PBM coverage more closely refated to
computer games. And this school-
funded fanzine doasn't try to have a
comprehensive reviews section - there
i only a handful of reviews in each
issue, not many for a fanzine
covering five formats, But what little is
said is accurate and readable,

stamp per issue, payable to Scoft
Thompson.

Spececene 55 Kiplng  Way,
Stowmarked, Suffolk IPI4 175 20p and
an SAE per issue, payable 1o Andrew
Steel. .1

- 26 London Road, Hertford
Heath, Hertfordshire SG13 7PN 35p
per issue, pavable to Chris Legget.

OLDER FANZINES

Many fanzines have been around for
(apart from The Bug, | meanl).
| published in Suffolk, is still
going strong on its tenth issue, This
latest number contains Multifaced
soreen dumps and is much more lively
than previous issues — and at aver 30
pages, with hardly any ads, it
super value for money.
The ALL NEW white has
reached us, Last year's Show
provided rich pickings for the infamous
team, and this issue is packed full of
interviews with all the stars (aven the
famous Darling brothers of Code
Masters!). The editors even have time
to discuss not the north/south divide
but the M25 divide. Some things never
change. ..

- Finally, two updates on the
‘independent fanzines Eprom and
Orcsbane. They're almost
indistinguishable, making constant
glowing references to each other (and
many nasty references to The Bug)and
they're both packed full of text — with
Epromfinding space for just afew VERY
well-produced pictures.

Issue 3 'of Eprom contains a feature
on the Spectrum 1 28K, a special

PCW Show repart (at last!), and a
rundown of the zine scene. This is still
one of the best publications around -
but it's now B0p (the editor says the
price could nse further) and getting less

fmg:ent.

cshane specialises in adventures.
It's packed full of vital adventure news
-and reviews and has a large fantasy
section—so £1 isn't really much to pay
forsucha large (aimost 100 pages) and
specialist zine,

COMPUTE
CORRECTION

was reviewed in CRASH
lsstie 46 withoul an address. It is: 22
Church Vale, London N2 9PA




DEAD again? Lost that last life on the first level? Do YOU have trouble
saving Earth from aliens? Well, don't despair — even losers can be winners
with SCORES, because you don't have to be a high-score hero to get in
[ h it h-elpsj

SCORES is 2 monthly game-by-game list showing the whole range of
scores on the very LATEST games [Jet Set Willy record-breakers are out from
the word gol).

Each month there’ll be the top score so far received for each game — the
first listed under the game heading —and then a couple of others, so you can
measure yourself against not only interface-burners but ordinary martals
oo

And each month there'll be five winners picked at random from all the
entries received, regardless of whether they're printed or not.
The first entry on one of this month's forms which is drawn from the

SCORES will win ES0 of software of the winner's choice
(increased from £40 for the Golden Issue) plus a CRASH cap and T-shirt, and
four runne will recelve CRASH caps and T-shirts too. So don't forget

to tell us on the form what software and T-shirt you'd like if you do win —
because every loser can win with SCORES.

ARKANOID Imagine
Steven Thomas, Swansea 86350
Cyril Pean, Clapham 321710
Kevin Knox, Kilkenny 2844620
ATHENA Ocean
Paul Calvert, Peterlee, Durham 223800
Niall Lecoustre, Preston 99820
Paul Thomas, Gwent 52031
ATV SIMULATOR Code Masters
Vincent Vity. Morecambe 12640
Miguel Nunes, Torquay 45900
David Rutherford, Redcar 24530
BATTY Elite
Simon Auger, Canvey Island, Essex 1654075
B Mickelthwalte, Newport 38670
Willlam Craigens , Middlesbrough 1000001
BUBBLE BOBBLE Firebird
Tony Marriot, Grimsby 2473390

Danlel Mattson of Bornholm in Denmark wins £40 worth of software
[including Bubbie Bobble, Athena, 720° and Supersprint] plus, of course, a
CRASH cap and T-shirt.

Runners-up. each getting a CRASH cap and T-shirt, are J Fisher of
Gedling in Nott mshire, Oswald of Stamford in Lincolnshire,
Darren Horton of Brentwood in Essex (where Amstrad, the Spectrum-
manufacturer, is based) and Scott Bruce of Cheltenham in Gloucestershire
{site of the government’s secret-communications headguarters, where
CRASH Is read avidly).

Remember — any score sent in to SCORES can win you a prize.

U DONT
Y OABE IN
IT TO WIN IT!

Michael Mcmurray, Glasgow 336500
Darlo lopez. London W12 576880
COBRA Ocean
Nicholas Tellls, Harrow 125450
John Newport, Northumberland 251100
Michael Young, Co Dublin 119550
COMBAT SCHOOL Ocean
Martin Stonebridge, |pswich 49870
David Wallls, Nottingham 50390
R Babb, High Wycombe 48380
ENDURO RACER Activision
Paul Morris, Southport 117300
John Kish, Billingham 5042533

Christopher Jones, Coventry 1507125
EXOLON Hewson
Michael Turner, Stoke Gabriel, Devon 558100
Royston Reeves, Hastings 50100
Steven Dubrey, Rainhill B5750
GAUNTLET US Gold
Miguel Nunes, Torquay 12497494
Jonathan Ridehalgh, Markfield 296300
Graham Hopkins, Bushey 112650
RENEGADE Imagine
Nicholas Tellis, Harrow 65400
Niall Lecoustre, Preston 1111187
Stephen Sistern, Peterborough 199050
STAR WARS Domark
Paul Nardone, Stonehouse, Lanarkshire 562990
James Sammon, Bradford 4239810
Anthony Underwood, MNorwich 1092500
THUNDERCATS Elite
Martin Stonebridge, ipswich 39210
James Belbln, Chesham 89600
Steven Dubrey, Rainhill 201950
ZYNAPS Hewson
Justin Asher, Gedling 114375
Stephen Sistern, Peterborough 43400

OBIN CANDY'S |
SCORES

SEND ME YOUR SCORES

Send this form |or a copy) with ynurscorﬁfanﬁ to three games to ROBIN
CANDY'S SCORES, CRASH, PO Box 10

1DB. Only genuine scores will be accepted; any Imprﬂbabljf huge scores
(6871 529[! bn Exolon, hal) will be immediately binned and the sender will be
forced to listen to The Art Of Noise - a fate worse than sharing a desk with
Lioyd Mangram,

: U AN Sl | el Vet S e
T T G AN il T e wrmptie. < Wt
...................................................... POSTCODE ...

MY SCORES ARE:
SCORE DATE ACHIEVED

IF A WIN TOP PRIZE | WOULD LIKE THIS £40
WORTH OF SOFTWARE:

AND IF | WIN ANY PRIZE | WOULD LIKE THIS
CRASH T-SHIRT, CHOSEN FROM THOSE
ADVERTISED ON PAGES 166-167: .................cocooveneae,

Form from Golden Issue — £50 top prize

The decision of CRASH's appointed judges is absolutely final in all respects,
50 as for picking an argument with them — don’t getin it you ll never win it.
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LONPUTER
SINCLAIR  CUPPUTER

==k QUALITY APPROVED REPAIR CENTRE I IRCD  \
PECTRUM REPAIRED FOR ONLY £19.95

Why Aot UDGrEde vour ardinary SpeCtrum into
1NE FaRRES e D Tromics FyOewnter Beyboarn Wi 04 UpQrade et 18K Spectrum 1o 2 Al

tor oniy E31.50 mcwaing fming vAT ang far s sstie s £18,95 inciudng vkt postand pacaing
1 0y weDuld bk us bo hE PR If dgr
TETUIM POt and packing
NOrmal recomemenced retall price vou st send vy E22.50 whirin
EA9 95 peniscement printen ~ & haly Intiuthve pNCe 10 Cover
Dt Trovneey ki 6 ’ 1 EOUT R Ung reTam
sets E7.50 + poitage
wWcluthrg post & H | ' Ewa hEtng g Eruc tong
LU i th PRy T

D.LY. Upgrade
ILE YOU Kit for only

WAIT SERV'CE £24.95 + £1.75p+p

or can be fitted for only £31.90+1.75
CALL FOR APPOINTMENT postage & packing

LIMITED OFFER

L
ERE A e
-

W DeTTEr Sound Chrousan your T 47 Hear

While you walt Spectrum repairs £22.50. + Six top games worth E39,00 for you to s g Lol
Als0 spare parts over the counter enjoy and play with every Spectrum repair e e T ]
All computers fully overhauled and fully * We repair Commodore 64's, Vic 205, oot M B £10.85 plus £1.75p4p
tested Defore return Spectrum+2 Commodore 16's and Plus 4's. extend your pors for REPLACEMENT
Fully insured for the return journey. + The most up to date test equipment yOour peripherais POWER SUPPLY
Fixed low price of £19.95including post, developed by us to fully test and find all £1 0 95 Spﬂctﬂ.lm
packing and VAT, (NOt a between price fauits within your computer. ___ pius E1.75pAp ¥, [Eplacement power
of really up to E£30.00 which some of our  Keyboard repairs, Spectrum rubber key = Q#ﬁ% transformer £10,95
competitors are quoting). iMall order only) boards only £10.00. 5 ] o, plus £1.75 y
Spectrum 128K-plus 2 repairs £25.00. + I month written guarantee on all repalrs. USELZSp+p
Y ) Ty = KEYBOARD
§| == ARE YOU ANOTHER CUSTOMER - fed up o P N OV L oRANES
o waiting weeks for your estimate? O e e B g
Need your computer repaired fast? Then send It now to the Number One Repair RECOMmEnaes retal price £2050 . | 1A Spectrum keyboard

Company Inthe U.K., or call in and see us at our fully equipped 2,500 square fOOt WOrkShop, | special oifer orice E18.95 \',,(‘ membranes
with all the latest test equipment avallable. You are more than welcome ITES Ean oe npurl:haspl;i - ES S0 plus E1.75p&p
We will repair your computer while you wait and help you with any of your technical problems. | separately, Ram Dual Port Turbo Spectrum PIUS spare
Commodore computers repaired for only E35.00. Please note we gove you a 100% low fixed interface £12.95 - £1.75p8p KEYDOArd MEMDranes
price of £18.95 which includes return post and packing, VAT, not a between price like some 125+ Joysticx £7.95 E1.75pap £12.90 pius £1.75 Pk
other Repair Companies offer. We don't ask you to send a cheque in for the maximum amount and . o e,
shock you with repair bills £30 upwards. Don't forget we are Amstrad aproved for guality and i X B1 membranes
:ﬁeli*d ﬂgn t félﬂ your compurer to any other unauthorised repair centre, We dont just repair the P [ E5.00 plus E1.75p&p
ault and send your computer back. we give your computer 3.- /

R/ ON-OFF SWITCHES

We correct Colour, sound, Keyboard, Check the loading and saving chip, Put new feet on
the base if required. Check for Full memiory, check all sockets including ear/mike and replace Commaodore AND SPECTRUM +
where needed Al for an inclusive price of £19.95 including VAT, all parts, insurance and post replaCement power ORDER N
and packing. No hidden extras whatsoever. We don't have to boast too much about our transformer £29.00 @
service as we have thousands of customers from all cver the world highly delighted with our plus £1.75pkp 1067 SPECTRUM

service. A first class reputation for speed and accuracy. Don't forget, we alse now have a ¥ 10E7A SPECTAUM+ <.
Service Branch in Manchester City Centre for while you wait service lm's PECTRUM €495 +1%p+p

URGENT NOTICE non't be misled by adverts showing ‘between prices.” A recentiilia At E1 L= %ﬁ\
USE ANY

complaint against a Manchester repair firm, Mancomp, was upheid by the Advertising
standards Authority on two counts, "It had stated BBC repairs between £14 and £45 LOAD YOUR CASSETTE
then charged the customer EB5." Their guarantee policy was misleading as it did not SOETWARE INTO YOUR

r I | re not covereqa.
make clear that all repalrs were notc S 43 USING THESE JO-TSTICKWI

I LEADS. | YOURSPECTRUM
g Lo ONL 0 SINCLAIR JOYSTICK ADAPTOR FOR
£4.50| connecting spectaum +2
- E1.75 p&p | COMPUTERS TO MOS
New bigger catalogue now available containing over 2,500 items including software for all Computers, joysticks,
spare parts, business software, books, plus many more. Just send3x 18p stamps for your free copy. Over 20 pages
full of top quality products delivered to your door by return post, '
quality p ' ! : POST + PACKING

CHARGES UK ONLY
OVERSEAS

POST + PACKING
CHARGES PLEASE
WRITE FOR

140 High Street West, Glossop, Derbyshire SK13 8H.
Tel: 04574-66555/67761
Head Office & Access & Visa orders, gueries.
Manchester 061-236 0376 while you wait repair centre only
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Anybody who has a computer must get their hands on the new
computer companion, over 2,500 up to dateitems from all
the leading manufacturers.

Whether you have a Spectrum, Commodore, Atari St, we can
cater for you. We have disk drives, joysticks, interfaces,

in fact everything you could require for your computer,
from games to business software.

No need to shop around we offer a 1st class delivery
service straight to your door on all major items.

HOW TO ORDER YOUR FREE CATALOGUE
Just send us 3 x 18p stamps to cover the cost of p&p and
we will rush you our new edition straight off the press.

VIDEOVAULT- the market leaders in computer repairs
& software. Acompany
you can rely on.

i
Hem iR
{ ;

vvvvvvvvvvv

-
| PLEASE RUSH ME YOUR EXCITING NEW CATALOGUE |
T B AS SOON AS IT IS AVAILABLE HOT OFF THE PRESS. |

MED NI ENCLOSE 3x18p STAMPS TO COVER POSTAGE COSTS

§ MR/MRS/MISS §

B ADDRESS 8

| i

[ i

[ i

140 High Street West, Glossop, i g

Derbyshire SK13 8HJ, Engiand ¥ POST CODE [ |
Tel: 04574-66555/67761 e

Head Office & Access & Visa orders, queries, [JCUT OUT THIS COUPON AND POST IT TO: : ; |

WE NOW HAVE FAX: (0) 4574 68946 IUII:IEO‘H‘EULT LTD, CATALOGUE DEPT, 140 HIGH STREET WEST, i
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Retail price: £14.95

he ultimate submarine,
powerful and virtually
undetectable, takes the

starring role in The Hunt For Red
October. And the strategy/
simulation game follows closely
the situation set up in Tom
Clancy's best-selling novel of the
sameé name (published in
pa ack by Fontana).

player is a Soviet submarine
commander — but not for long, if
his plans work out. For the
challenge in The Hunt For Red
October Is to defect to the West
and deliver the nuclear-powered
craft into American hands, acting
with steaith beneath thousands of
miles of sea, without the
conscripted craw  knowing,
against the might of the Soviet Red

TR

IedeG B E )l
[ 5 I HEALILGE:
BB TESTATIET
2568 Dis

12ir,
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Mire -::1‘.:-r'|u|l:'iI Elif? rnz

Authors: Oxford Digital Enterprises

combined to search the oceans
and blockade American ports to
prevent the entry of the Red
October, and Soviet spy 'trawlers’
monitor the world. Pressure
makes the defectors ruthless and
desperate in their quest, risking
both their vessel and lives.

The first stages of the mission
require the Red October to be
navigated carefully through a
heavily-monitored and patrolled
sea passage off Iceland. The
underwater landscape is
dangerous and complex: careful
navigation is essential, or the
vessel will be grounded or
damaged.

But while the Soviet fleetison a
sub hunt, the US Navy is looking
to rendezvous with the Red

rtg windou,

ciz vindou.
FEUSE. e

aSngse mgg‘ﬁ..l:ﬁrﬂl',ﬂ'ln

4 DEDrEEs

» Just when you thought it was safe to go back in the water . ..

Banner Fleat.

As soon as the intentions of the
Red October's commander and
officers became known, the
captains of the Soviet Red Banner
Fleet commenced an immense
search-and-destroy mission for
their erstwhile vessal.

Sea and air forces have

____/MARK |

October, take off her crew, and
scuttle a decoy submarine, The
plan is to then take the defected
sub into an American port for
examination - all in deadly
secrecy. If the Soviet vessels are
led to fire upon the Western forces,
the Americans will have to
abandon their scheme and, to

nature.

genre.

** If Tom Clancy's novel is as absorbing as the gama, I'm off to

the library. The Hunt Faor Red Gctubaritvl;yh
reat in outwitting the Soviet

Elllﬁnun out of the water. Control of the submarine is easy

to master, and the simple icon system soon becomes second

appears fictitious elegraph at the end of a game,
reporting whether the player's mimiunmdnlndhaagorur

SUCCESS.
This ;luhmarinl should appeal to anyone interested in the

,and | found
and occasionally
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THE HUNT FOR RED OCTOBER

Producer: Grand Slam Entertainments

avoid war, join the Soviets in their
hunt.

The positions of the Fad
October and the US and Soviet
fleats are shown on a large map of
the Atlantic Ocean. To the right of
this central display is a column of
command icons controlling the
sonar, engineering, weapons and
periscope systems of the
defecting submarine. And a
display panel to the Ileft
supplements these with
information on the Red October's
speed, heading and depth, and
sonar and contour map displays,

The Red October's two
sensitive sonar installations listen
to the underwater world — sonar is
like radar, but uses sound waves
rather than radio waves to locate
objects. The presence of
submarines and ships, their
headings and their identity can be
established using passive sonar,
but the intelligence may nead to

be verified by visual sightings, or
by active sonar.

Active sonar gives a more
reliable reading, but can easily
gg\e away the position of the Red

tober,

These sonar traces can be
superimposed upon a contour
map of the ocean bed, giving a
clear picture of the safest route
around underwater hazards and
the opposition. Details about

ROBIN

* The book of the game was
a tense, exciting novel soit's
interesti to see how
Oxford ital Enterprises
the computer
version, Ea rasult h.n;
mixture strategy
arcade elements.
The side works
well and the system is

easy to use (though the
nter is sometimes a bit

to accurately).
The wm The Hunt
For Red October is that it's a

t;..;‘HF.#I;LI."I' tough game. Fm
very beginning,
everything happens at once
with mines, torpedoes and
enemy vessels homing in on
mumﬂMmuhu
rea awfully unfair
on the player. G

can put up
of it all, The Hunt For Red
October is worth a look. "

sonar contacts and their direction,
distance away and speed are
shown in the message window.
This information can be fed into
the weapon systems for possible
attack, or into the hydrophonics
circuits for an accurate
assessment of the threat.

By accessing the engineering
systems, the commander can
switch between different forms of
propulsion — nuclear and diesel




T J La.¥

(e €
ETITFE 0 00
E 5028
ETOTROC

| :i‘-';'-‘;"-'-?@'ﬁ'ﬁ'}

RanQing . ;

eacﬁégiﬁgﬁ dﬂ-’}
aunch

CrFe
orFe

o
=] %

aunch delec

P Sonar and hydrophonics are the sub's electronic scouts

power, and caterpillar and
propeller drives. Nuclear power is
faster than diesel and less noisy,
but after ten days the defectors
have to disengage the nuclear
power plant and rely on diesel,

And whether the commander
prefers speed (propeller) or silence
caterpillar) determines which of
the two drives he uses.

The only weapons that the Red
October carries are acoustic
torpedoes. Their targets can be
salected manually or through the
sonar system; the number and
status of each of the sub’s four
torpedo tubes can be called up,
and if the commander chooses to
manually control the torpedoes he
can direct the heading and
glevation.

Helpful in a tight corner,” the
weapons system can also release
deflecting flak to  decoy
approaching missiles and
torpedoes.

The periscope system can only
be activated when the sub is near
the surface; the horizon can then
be checked and possible targets
visually identified. And if the Red
October must surface to carry out
repairs, which are done
automatically, the periscope can
be used to check that the surface
Is clear.

The Red October's arsenal of
electronics also includes
surveillance manual antennaa can
be activated, which allow the sub
to pick up electronic messages
sent batween ships.

Whataver system is being used,
all commands are given using an
icon-selecting arrow. A scrolling
message window beneath the
main screen reveals the responses
and valuable information from
various system officers.

Commands must be given
quickly, for Soviet forces are
homing in on the Red October and
could deal it a death blow befora it
has even begun its transatlantic
adventure. The hunt is well and
truly on.

Grand Slam Entertainments is
the new name for Argus Press
Software, which changed hands
last November,
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atmospheric simulation.
83%

__/coMMENTS [__
Joysticks: Cursor

Presentation 75%
Graphics 80%
i
75%
T7T%

Playability
Addictive qualities
OVERALL

Producer: US Gold
Retail price: £7.99

eldra, another ruthless

megalomaniac, controls a

secret organisation that
threatens world domination and
the like. He and his evil crew must
be stopped before it is too late, as
usual,

50 top agent Albatross is
assigned to penetrate the
headquarters of Geldra's gang.

But this is going to be no mere
perambulation  through ten

ROLLING THUNDER

» Ruined by a single fault?: Rolling Thunder

the backgrounds are more
functional than decorative, simple
line drawings set in gaudy colours,

But forget the passable
graphics - Rolling Thunder Is
marred by tedious gameplay. Wh
do you have to get sent right bac
to the start of a level whenever
you're killed?

The potential is there for a really
smart game; perhaps if it had been
playtested more Rolling Thunder
would have realised that potential
rather than failing this way. "
GORDON 34%

L

horizontally-scrolling levels of a
secret organisation's HQ before
confronting the leader in a final
showdown, oh no. Crawling from
the woodwork and dashing from
doors are hordes of Geldra's
hooded thugs who, we are told,
‘will shoot, punch and drop bombs
an you, inexorably dmining your
anergy’. (Look —they weren't hired
ta be original, right?)

But Geldra's crew is not the only
obstacle Albatross must
overcome. Automatic lasers with
deadly fire, and a lava pool with a
vicious complement of ‘fire-men’,
await the secret agent. And
Albatross has just four lives to take

himm through the network of
passageways, doorways and
balconies.

With reactions the speed of
light, Albatross can easily leap
above or duck beneath a hail of
bullets, and he carries a pistol and
a machine gun.

E CRITICISM '

@ " This is so frustrating! The
game structure is appealing (i
unoriginall but the action is
annoyi it's not as though
Rolling Thunder is easy to begin
with — not only do you have to
watch out for the enemy getting
too close, but you've alzo got to
keep a lookout for bullets you can
hardly see.

Otherwise it's  fair:  the
characters are reasonably well-
drawn but jerkily animated, and

® ' I'm very impressed with this =
but most players wilf find it very,
very hard.

it's a simply-laid-out but
expansive (especially in the
second area) platform shoot-'am-
up. There's not much colour, but
its well used — creating very
detailed and varied impressions.
And the sound effects break up the
monotony of running impossible
Mission-style) and often hint at
what Geldra's guards are going to
Iry next.

! didn't get even the slightest bit
infuriated with this very enjoyable
game, despite the ‘going back to
the start' syndrome that annoyed
other reviewers — mind you, | am
pretty good at it! "
PAUL 59%

! COMMENTS '

Joysticks: Kempston, Sinclair
Graphics: jerkily-animated main
characters, simple backgrounds
Sound: a couple of interesting
tunes, with good sound effects
General rating: a sound,
traditional idea let down by

gameplay problems

Presentation 63%
Graphics 97%
Playability 45%
Addictive qualities  44%
OVERALL 47 %
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Ocean
: £9.95

S¥ AMINA

* Much more than 5 shmr~'ﬂm-up

Original version Zach

Townsend, conversion
by S Pearce and D Lyttle
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] ietnam = a hellhole where
life can be erased by one
careless move.
Into the nightmare world of
Oliver Stone’s Oscar-winning fitm
{see Film-makers' Vietnam Victory
with this review) steps a unit of
Amaerican soldiers, some afraid,
some just plain crazy, but allunpre-
pared for what they are to find.

In this multisection licensed ver-
sion of the film, a unit of five must
make its way through six sections
of Vietnamese landscapes, along
jungle paths, secret tunnels and
mazes, and survive skirmishes ina
bunker and a foxhole,

Each soldier carries grenades
and a rifie with limited ammunition
as he battles his way past hidden
snipers, enemy. soldiers dropping
from trees and foot patrols, trying
to avoid concealed booby traps

that fill the first section of jungle
paths and the Vietnamese village.

In this region, the unit must col-
lect a box of explosives and look
for a bridge, eventually blowing it
up. The soldiers must then make
their way to a village, and search
huts for a torch and map before
entering an underground tunnel
network beneath the village.

Besides normal  directional
movermnent, each soldier can leap
upward and duck down to avoid
enemy fire, and enter and leave vil-
lage huts. When he enters the huts,
the walls become transparent,
revealing the objects within.

For every enemy plugged by bul-
let or busted by grenade and
object collected, peoints are
awarded. These can be added to
considerably by destroying the
bridge and booby traps and com-
pleting the section with as many
men as possible still left alive. Each
soldier can take four hits before
being listed as killed in action,

But the rorale of the unit
depends upon how many men




have bean shot and the number of
innocent Vietnamase civilians hitin
gkirmishes. And if morale Talls too
[ow, the unit is lost

By controlling one umit mamber
and then another, the player can
maintam morale by avoiding the
imminen! death of a senously
wounded man in the squad; food
and medical supplies can be found
and picked up, and are best given
to those most in need

When the entry into the tunnel
systemn beneath the village is
found, one soldier can enter. He
must be constantly aware of
potential enemies, who can sud-
denly appear brandishing guns or
knives from the clammy water
through which he wades. When
gnemies appear, the soldier haits
and the player's cantrol switches

“1 thought Ocean could
never capture the feel of
the film = but the program-
mers have overcome the
problems admirably. It's all
too easy to regard Platoon
as a shoot-"em-up and it is
to some extent, but if you
play with that approachyou
get nowhere — especially in
the first section.

Every aspect is superbly
done - there’s weak stage
that lets the others down,
there are no dodgy
graphics = and even the
packaging is fantastic. Pla-
toon is one of the greatest
film ftie-ins on any com-
puter. "

PAUL 92%

FILM-MAKERS’

VICTORY VIET

VIETNAM VETERAN Oliver Stone's Oscar-
winning film Platoon, released last May,
provided four Ocean programmers wilh
six months’ work as they carefully
recreated the environment of Vietmam,
war-torn and two decades distant

Plafoon was one of the most highly
acclaimed films ol 1987 rewarded no
anly by the critics — earning four Academy
Pwiards | } for Best Picture, Best
Director, Best Film Editing and Best Sound
- but also by the American public, wihich
fiocked 10 see how it dealt with a still-sen-
sitive subject

Previous Vietnam films had included
Dscar-winners The Dear Hunter and Com-
ing Home, but both dealt with the: war's
effiect on veterans rather than the war
itself — as, indeed, had the more violent
Rambo (which also became an Ocean
gamej

Platoon tells the story of ‘the Nam
through the eyes of 19-year-oid raw
recruit Chris Taylor (played by Charfie
Sheen), Directorfwriter Stone incorpo-
rates many first-hand experiences as the
teenage soldier tells of his anguish in a
series of letters fo his grandmaother

-

1o his gun, which is amed using a
cross-haired sight.

After finishing off an enemy sol-
dier, the American Gl can move on
to scour the rest of the network., A
map showing his location ison the
right-hand side of the split screen,
and following it can lead to rooms.
Each room can be searched and
any objects found there — such as
the box of flares and compass
necessary for the next saction —
examined,

But caution is essential - some
interesting crates conceal booby
traps.

The tunnels' exit leads into a
large bunker, the next sector of the
unit’s mission — the American sol-
diers are resting hare for the night
when the enemy Vietcong attack,
The unit fires flares high into the
night sky. each burst revealing the
enemy's positions,

But the light is only temporary
and must be used to advantage by
quickly positioning a rifle’s cross
hairs on the semihidden enemy
and firing

When the flare dies and dark-
ness falls again, the enemies’ pos-
ition is only revealed by muzzle
flash. And if mambers of the unil
squander their flanes and ammuni-
tion they become sitting ducks.

“ It's all too easy to dismiss
Platoon as an overrated
shoot-"em-up, but though
difficulties early in the
game can be very frustrat-
ing, given practice and
sharp reactions Platoon
starts to reveal its rewards.
The opening jungle stage is
littered with traps and
hazards to eliminate the

As the story unfolds it becames evident
thal the soldiers’' worst enemies are
themselves. The foot soldiers (or 'grunts
as they like to be called) are split between
two leaders — the aggressive hard-
headed Barnes and the refaxed, and more
likable, Sergeant Elias. When Elias I5
gbandoned to the enemy by Barnes,
refationships are strained

So Platoon, filmed in the atmospheric
jungle of the Philippings, pushes the
fighting 1o one side and explores the emo-
tions felt by the young soidiers of the dec-
ade-long war in which America, which
eventually withdrew its forces in 1973
helped defend South Vietnam against the
Communist Vietcong of North Vietnam

The films 55 has prompted
Ocean and RCAS i
the video, to join promotional forces
viden is advertised on the game's 0
screen, and ed on all
Platoon hire yere'’s a competition
in the game’s aging (with videos as
prizes); and RCA/Columbia has helped
promote the game through video outlets

Platoon comp

novice player, each stage
provides a different time-
consuming challenge.

The graphics are mostly
colourful and detailed, the
only fault being slightly
jerky scrolling. One of the
cleverest graphical tricks is

on the second stage, when
you've reached the village:
whenever the player enters
a hut the walls disappear to
show the contents of the
peasant abode. It's simple

but effective. And the
graphics in the following
tunnel stage are particu-
larly impressive.

Ocean's claim that the
game, like the film, ‘fo-
cuses on the tragedy of
war" is a bit dubious - it's
primarily concerned with
success through killing.
But Platoon is not to be
missed. "'

ROBIN 91%

| ** Platoon is well-detailed
and highly addictive - but
be warned that it's also
extremely difficult. As you
complete each stage the
graphics get more impres-
sive and the gameplay fas-
ter; the tunnel stage is the
best, as guerillas armed
with knives and machine
guns lunge at you out of the
swamp slime, The excite-
ment improves stage by
stage and this highly col-
ourful and well-packaged
game is almost faultless. "
NATHAN 95%

As the next day rises, the five
Gls are caught in an aerial bom-
bardment of napalm fire — from
their own side. Safety must be
reached as swiftly as possible.
Using the previously recovered
compass, unit members must
avoid streams of bullets. mines
and barbed wire, and take out
enamy smpers, to make their way
through long tracts of jungle. And
the route to safety must be chosen
with care: take too long. and all is
lost

The Platoon mission s now
nearng its end, but a final stage
remains. One of the unit, Sergeant
Barnes, has maliciously allowed
another Sergeant to be killed by
the enemy —and naw tries to elimi-
nate potential witnesses by firing
on the rest of group fromafoxhole.

The crazed NCO i1s well dug in,
but the others need that foxhole if
they are to survive a napalm
assault only minutes away.
Machine-gun fire is Ineffective
against the foxhole, 50 it musl be
stormed using grenades, Five
direct hits dispose of Barnes and
gave the platoon.

COMMENTS

cg ale
Presentation
Graphics
Playability
Addictive qualities
OVERALL

93%
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THE FILM
S ‘A story of death and the fear of death’

_‘_

3

l*

' WRITTEN and directed by Vietnam veteran Oliver Stone, Platoon digs
deeply into the minds and emations of young American soldiers who
fought against the Vietcong in the bitter, pointiess Vietnam war of the late
Sixties and early Seventies.

30 men from all walks of life make up the platoon of the title, and their
§ day-to-day existence and fight against the enemy are closely examined
through the eyes of a new recruit, Chris Taylor (played by Charlie Sheen).

Piatoon is a story of death and the fear of death, based on the
% expenences of director Stone when he served in ‘the Nam'’ with the 25th
g, nfantry. Billed as the most acclaimed film of 1987 and winner of four

RCA/Columbia video (reviewed last CRASH: certificate 15).

THE GAME

‘The aim is to survive’

IN Ocean's licensed game of Platoon, the player is like the hero of the
film — a new recruit, unprepared for the challenges of the Vietnam war.

You struggle to survive the hostilities of different environments: the
jungle, a network of tunnels, a village, abunker. And while battling against
all odds you must maintain a high level of morale, avoid enamy fire (four
hits and you're dead) and accomplish a mission — whether it be blowing
up a bridge or clearing a safe path through enemy soldiers for your
escape.

The ultimate aim of Platoon is to survive with your sanity and morale
intact.

{Turn back one page for the Smash review.)

¢

Academy Awards, this thought-provoking movie Is now avallable as an |

THE QUIZ

Y T
THE COMPETITION
On offer: a collector’s item

OCEAN and CRASH have teamed up to bring you the chance of winning
a collector’s item: the original storyboards for the Platoon game, on
which the programmers planned the graphics and atmosphere of each
scena.

Correctly answer the quiz set out on this page, and send your entry (on
a postcard or the back of a sealed envelope) to PLATOON

COMPETITION, CRASH, PO Box 10, Ludlow, Shropshire SY8 §

1DB 1o arrive by April 5,

Five runners-up will each receive a copy of Platoon the game, anda &
further five runners-up will each win a copy of the Platoon movie =

soundtrack album.

1 Name the famous father of Platoon star Charlie Sheen . . .

2 ...and name the Vietnam war film in which he starred with
Marlon Brando.

3 Inthe Vietnam war, did the Americans fight on the side of North
or South Vietnam?

4 In what year did the Americans pull out of Vietnam?

5 Namethe famous Vietnamese city which was the Americans’
main evacuation site towards the end of the conflict.

r -'L :‘I.I " i "o






Producer: Ocean
Retail price: £7.95
Author; Steve Lamb

Dust Brain is a ball among
balls on the planet Orb. But
can he conquer the career
mountain and become top dog on
this planet of rotundity?

At least it's a bit easier than
locating the woice of centrist
liberalism. You see, Orb is a planet
of solid platforms and black grid
areas into which other Madballs
can be knocked and captured by
Dust Brain — to sit upon his
potential planet-ruling cabinet.
This hooligan political team sits in
a tube baneath the main screen.

After trapping a captive from
ona level, Dust Brain can begin his
search for another cabinet
member by finding an exit and
moving to the next level.

But it's ‘do as you would be
done by’ on democratic Orb, and
all the other Madballs are out to
knock their compatriot off the
platforms. And our hero can only

MADBALLS

survive the fall if he has already
captured other Madballs — each
one captured gives him an extra
life.

All the Madballs interact,
bouncing off each other and the
scenery according to their relative
speed and strength. For instance,
the ‘stronger a Madball, the more
difficult it is to deflect from its path.

And trampolines, springboards,
catapults, ramps, pyramids and oil
slicks all can all bring a little extra
bounce, s and direction into
the Madballs’ lives.

But even globes need a gobble,
and the Madballs’ different
nutritional requiremeants — which
range from cabbages to fish heads
and bones to Coke — can be
gEathered to increase their energy.

{Every Madball has its own energy
level, indicated by a revolving
striped pole.)

As Dust Brain plies his career
path through this world of lovable
bouncers —originally a TV cartoon,
then a range of toys = he can stack

» Ball's well that ends swell

____ImaRk] ___

“ Like Gremlin Graphics's
Smashed Bounder, Madballs
is difficult to control at first,
especially as your fellow
balls are trying to knock you
off your rather rious
. But after a games
you can give the enemies a
taste of their own medicine.
1'11- are very good
even appears to
ﬂu larglr and smaller as it
nces up and down, in true
Bounder style. And there's a
boppy little tune on the title
screen and effective
ing sound effects.
Madballs may not be subtle
or demanding enough for
some, but it's instantly
playable.
T0%

up points by squashing fried eggs
and knocking off Madballs and the
universally hated 'undistinguished
Bureaucrats'.

____/GORDON|/

MIKE

“ At first Madballs is very pleasing: the graphics are pretty,
there's an excellent tune acco gna title screen, and
there’s plenty to do. But the monochrome is a bit trying - all that
blue begins to hurt! — and though Madballs is basically good the
fun soon bounces away. "'

B Social democracy was never so bouncy

1 iy |
# o 12';._
ra
.. 5 o
[coMMENTS [
“* Madbalis is a curious licence, an odd mixture of the Bounder Joysticks: Cursor, Kempston,
Sinclair

format and the Motos-style arcade game. It has all the ingredients

of success: an interesting scenario, strong, individual Graphics: monochromatic

characters, and excellent pa ng. But the game is nowhere play area viewed from above,

near as good as the promise. detailed balls

“tilramh I:ﬁdrnmnl:la - H::d f%?“ rt:.n the Hrigllbalh are Sound: wild and wacky . . .
-animated neatly drawn, ey have a certain cutesy but rot good

appeal. The backgrounds are poor in co son tediously Gammrﬂw :a good

similar landscapes with no real 3-D though the scrolling bounce 'n’ bodge game, but

warks smoothly. rather unvaried

But the major letdown is the gameplay. The control-method is
awkward: if you push the joystick in any direction and let go, the
Hldhdlduml:mpbutcmmtzumw,mdﬁﬂnhckd

a accuracy movement and
pmll'l:lnnl huuodum&munhmannwfulhtnfm
games trying to orient yourself, and
ultimately Madballs dnm"t really deserve all that attention. "

quick a

Presentation ?E“u
Graphics 749 m
Playability 67%
5?’-.‘-'2.1
65%

Addictive qualities
OVERALL

58%
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Producer: Mastertronic
Retail price: £1.99
Author: Stephen Parys

platform world of squares

and grids is the

genvironment for a rolling
ball. And the ball must move and
jump from square to Square,
collecting the right number of
crosses that he finds upon his
trundling traveis through
Rollaround's 20 levels.

The platforms do not consist
entirely of identical squares; some
are plain or contain collectible
crossas, others alter all squares
upon a level or just some. Clock
squares slow down speedy aliens,
and mystery squares either hide a
packel of points or lead to death;
unmarked exit squares when

___/mike |

“ Rollaround is quite dull.
Admittedly, the scattered
cult following of the excellent
Bobby Bearing may enjoy this
mediocre ction. But the
graphics are small and
m“:ﬁv colour, and
addictivity is very limited. 2"5
5

ROLLAROUND

touched reveal the paths that lead
to other platforms.

But things are not going to be all
that easy for the ball — some
platforms are patrolied by aliens.
These entities can make life for a
travelling sphere such a misery, as
they turn otherwise solid squares
into holes or push a poor ball from
a platform. Others can leap over

____|corpon!

holes or mirror movements of our
ball, whilst bombs can direct
themselves to the sgquares upon
which our friendly orb sits.

A jump button allows the ball to
skip between platforms, avoiding
these annoying creatures and
collecting squares as it goes. For
avery one of the squares touched,
points are awarded, but for fall

andscapes.

makes it very addictive. The

come in handy, too).

timing and mental agility.

“ Rollaround is very reminiscent of Electric Dreams’s Spindizzy: it
has precarious 3-D landscapes and narrow tracks, items to
collect, puzzles to solve and switches to throw. But it differs
s more compact and not as well
resented, and it doesn't contain the vast panorama of varied

slightly in its overall design. It’

But Rollaround is very playable (dropping an alien through a
hole by throwing a switch is satisfying), and the puzzle factor
title screen mirrors the game's
beautiful simplicity: rolling a marble madly in search of crosses
to collect doesn't create frantic action, but requires a good deal
of thought and a sense of precise timing (some mapping might

The difficulty has been graded just right: the first level is
extremely easy, but later ones are more demanding of precise

The only real disappointment is the graphics: they're a bit
basic, and some of the aliens are very poor.

But despite these faults, if you want more of the Marble
Madness format, Rollaround could be what you're looking for. "

from a platform or through a hole
means that one of ball's eight lives
is plucked away.

The number of types of square
that need to be gathered before
progress can be made to the next
level is shown at the top of the
screen. There is also a time
countdown within which the level
must be completed. When a level
has been completed, there is a
chance to use good timing to win
a bonus score or an extra life from
a random display.

_ [cOMMENTS |__

Joysticks: Kempston
Graphics: isometric view of
monochrome surfaces — very
simple

Sound: simple sound effects
General rating: a poor Bobby

Bearing clone of the Marble
Madness genre
Presentation 61%
Graphics 55%
Playability B4%
Addictive qualities 62%
OVERALL 61%

#_

SCUMBALL

Producer: Bulldog
Retail price: £1.99
Author: Peter Gough

ewer-cleaning is not a job
anr the faint-hearted. You

never know what you might
find down there ... well, in fact
you do find rather a lot and that's
the problem. LINDA is an android
who can help you: LINDA has more

j%
:
:
:

kiling power than Domestos,
bleach and all other cleaning fluids
put together.

She is a fearless companion but
a bit of a brainless mechanism,
and she needs to have her circuitry
guided through the sewer network
where she takes out dangerous
‘germs.

Eight grenades lie in the depths
of this place, waiting for her cold
metallic touch. When one of these
explosive devices is collected,
LINDA must take it to the lair of the
green slime. And when she's got
all eight, she can destroy the slime
monster that lives there.

But LINDA is sure to mest a
motley crew of aliens on her

/|GORDON |

“ This is an excellent little arcade adventure. It has a neat
scenario, it's full of cute humour, and it's beautifully presented:
the grainy fade-in of the different

appropriately crunchy sound m
the Starquake mm.w-smmm:rom
ng a large, flick-screen alien landscape: so

screens accompanied
axcellent! It's uahhl;

gone into A
The is good and fast, too — and it's very easy to
sprite. Scumball could prove tedious once
you've com the task, but till then, you've got plenty of lives,
there are of locations to explore and objects to
collect to ensure its . Even at a full price it would be a
very good game; at this price it's a steal. " ’ o
perambulation  through  the | an alien leaves LINDA a little

_sewers. These can range from
purple pythons to crabs and
insects, Each brief encounter with

= Neither a burrower nor a LINDA be: Scumball

SCORE - 001900 | §E

EOCRTEON-021 04

drained, and if her power level
drops to zero that's the end of her.

_ [commENnTS |__

Presentation
Graphics
Playability
Addictive qualities
OVERALL
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MORE
BALLS
THAN

MICROBALL

Producer: Alternative Software

Retail price: £1.99
Author: Steve Evans

he pinball table awaits your
pleasure . . .
A ball is fired on to a

sloping table, and once on the
table can't fall off — there's a
surrounding retaining wall. But the
ball can run through a gap at the
lower end of the table, and the
challenge in Microball - as in real-
life pinball — is to use a pair of
flipper-like bats to deflect the ball
when it runs toward that gap. (If it
does, it's lost and the next of five
balls appears.)

Bounced back up the table by a
flipper, the ball rebounds around a
network of circular bumpers and
other targets, collecting points,
Hitting targets in particular
combinations earns bonus points,
and other targets activate a score-
multiplier - it doesn't just add
points but can double or even
quintuple your score.

An extra ball is awarded after
250000, 480000 and 720000
points.

! CRITICISM '

@ " As pinball games go, this isn't
much fun. For a start, it's far too
easy (hardly like real pinballl), and
doesn't get any harder. Different
table layouts, or even a single
layout more complex and exciting
than this, would have helped.

And though the pinball moves
reasonably well, it sometimes gets
stuck in places where it shouldn't
(the end of the flipper, for
axampla).

The graphics are bright and
cheery, but the black background
and the sound add nothing,
Microball is quite playable (for a
little while) and it does have some
addictive qualities simply because

it is pinball. But | wouldn't
recommend it. "'

GORDON 3%
® "“Microbal is another

uninteresting pinball game. You

remember the type: two flippers
at the bottom of the screen, a
few boring obstacles and a
flashing display that doesn't
seem to do anything. The final
burst of excitement comes
when you get three friends
round and have a game all
together! Microball is reasonable
as pinball games go, but they
don't go very far — stick with the
real thing. "

NICK 8%

» Bugged: Microball

CINDERELLA!

® "/ wouldn't mind a decent
pinball game, something with
features and graphics 1988-style,
but this waak game has missed its
time. Some of the bugs are
appaliing: the ball regularly gets
stuck on the very end of the flipper
(that screwup which would lake
considerable skill on a real table),
and twice in half an hour of play
the ball got stuck in the border of
the ‘table’, necessifating
reloading. Microball is simple and
simply unattractive, ™
MIKE 47%

! COMMENTS '

Joysticks: none

Graphics: simple, not unlike the
real thing

Sound: simple, not unlike the real
thing

Options: one to four players, if
they can't be bathered to find the
real thing

General rating: little content, little
interest (not unitke the real thing -
Man Ed)

Presentation 50%
Graphics 43%
Playability 55%
Addictive qualities  36%
OVERALL 41%

SUPER BURNER'’S CIRCUI




PIGGY

Producer: Bug Byte
Retail price: £2.99
Author: Peter Watson

emember being a baby —

those days when thumb-

sucking and potty training
filed your time and a tin of
sieamed leek, apricot and radish
purée baby food was a
gastronomic delight?

If you do you'll remember the
nursery rhiyme about the three little
pigs who kept on having their
houses blown down by
Canislupus, a wolf in Latin
clothing. And you'll be thrilled to
know that the eldest of those poor
littte porkers s still having
problams.

He still wants to construct his
own little two up/ftwo down with
roses round the front door. There
are enough building materials and
tools to gladden the heart of any
navvy scaftered around the
piggy's world of mazes.

And, justto prove that he's really
looking hard for all those building
materials, when Piggy leaves the

exit of one maze he can find
himself transported to locations as
surprising as a space port and the
moeon. (Look — as has been
axplained elsewhere in this issue,
we don't write these games, OK7)
It wouldn't be so bad — for our
four-trottered friend, that is —if all
the piggy had 1o do were pick up
those bare necessities. But every
maze is populated by wildlife that
can turn him into streaky rashers —
ghosts, bees, cat's heads, stoop-
backed harridans and of course
Mr Wolf himself. It's enough to
make even tha hardiest piglet run
‘wee, wee, wee' all the way
home . . . if he had a home.

Z CRITICISM ,

® " Ha, ha, ha! Bug Byte was
around at the very beginning of
Spectrum time, and this looks like
an unreleased 1983 game. There
is a grand total of ONE joystick
option, set keys, a strong
contender for worst tune of the
season, and graphics which are

B This little Piggy shouldn't have gone to market

bettered by maost On The Screen
demos. Piggy is probably, along
with Top Ten Hits's Grid fron, the
worst game ['ve played. "
MIKE 0%
@ " This takes me back to the
days of simple titles, attempts at
loading SCreens, cute
uncomplicated plots. And if it
comes from those days, it
should have stayed there: all the
sprites are the same size, even
the eponymous Piggy and the
borders, and the tune is
miserable. There's absolutely
no point buying stuff like this
when much better games are
available at the same price. "'

NICK 08%

® " I'm appalled that a company
such as Bug Byte, old and
respacted, would release such
frash. As in most thoughtlessly-
programmed games, the collision-

detection is VERY dodgy (it's
character collision, in fact). And it
seems no time has been spent on
programming graphics, sound
and playability — so certainly no
time should be spent playing with
them.

PAUL 06%

( COMMENTS '

Joysticks: Kempston

Graphics: very simple UDGs with
plentiful but ugly colour

Sound: simpler than the graphics
General rating: Piggy is terrible —
and Bug Byte must know that

Presentation 18%
Graphics 0B8%
Playability DB%
Addictive qualities 10%
OVERALL 7%

N %7

ATARI

GAMES

ARCADE SMASH

CHAMPIONSHIP SPRINT
Licenced from Atari Games
your driving skills are put to the ultimate
test. Ramps to jump, random obstacles

to avoid,-
streaked underpasses!! There's no limit
to excitement — because you can make

driving blind through oil

up the circuits!!!

EL!c"I“ﬂ'lc: DREAMS
F W oA R E

Championship Sprint TM
1984 Atari Games Corpqn: tion. All n'g hts reserved.
Electric Dreams Software. Authorised User.
Mail Order: Activision (UK) Lid
Units 3 & 4 Lloyds Close
Finedon Road Industrial Estate
Morthampton NNE8 45R
Tel: 0933 76768

TMED

Commodore 64/128 Cassette (£9.99)
and Disk (£14.99) ZX Spectrum 48k/128k/+
(£9.99) Amstrad CPC Cassette (£9.99)
ond Disk (£14.99)

EX

Commodore Screens
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Producer: Entertainment
_ . USA
Retail price: £1.99

t's 1999, You're leading a mean

squad of three dudes trained to

perfection as killing machines,
members of the police SWAT
(Special Weapons And Tactics)
division, The mission this tima isto
rout out a nest of terrorists in a
district of Los Angeles and release
their hostages.

This should have been an
operation as sharp as a Bic
disposable razor — wall, probably
a little sharper than that. But to
complicate matters, a few civilians
remain in an evacuated area and
neither they nor the hostages must
be harmed by you and your men.

Your squad is on foot patrolling
through the vertically serolling
streets of LA, You control the
leader of your team, who is at the
front of the patrol. When the
terrorists home in on him, lobbing
grenades, he must move fast—and
risk the hidden snipers.

If the leader falls in action, his
place is immediately taken by
another squad member; when he
in turn needs a body bag, the final

FNDNE 5.
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P Los Angeles Sprites Wander Around Tediously

man is on his own,

Each member of the team is
equipped with a gun, but only the
leader's can be controlled. He can
fire in the direction that he moves,
and diagonally — always taking
care not to hit Innocent civilians,
which knocks the points off him.

Reach the junction where the
terrorist leader hangs out, and
you'll find those hostages. Now
things can really get tough.

E CRITICISM ’

@ My, Los Angeles SWAT, what
slow graphics you've got! My,
Los Angeles SWAT, what limited
sound you've got! My, Los
Angeles SWAT, what ludicrous
colours you use! My, Los Angeles
SWAT, what awkward controls

you've got!

‘All the better for selling me
off cheaply with." "
BYM 36%

® " The graphics and colour in
Los Angeles SWAT are awful —
curious checkerboard blocks are
meant to represent buildings,
indistinct 2-D fine drawings pass
for uptumned cars, poory-
animated characters litter the
gaudy background. If the action
was move exciting this might be
fargivable (as might the colour
clash), but the controls are
awkward, the gameplay Is
repetitive and even the sound is a
letdown. "'

NICK 22%

! COMMENTS '

Joysticks: Cursor, Kempston,
Sinclair

Graphics: poorly-defined charac-
ters, bad use of colour

Sound: very basic

General rating: a poor vertically-
scrolling shoot-"em-up

Presentation 30%
Graphics 21%
Playability 31%
Addictive qualities 21%
OVERALL 26%

MERLIN

Producer: Firebird
Retail price: £1.99
Author: Mike Westlake

erlin the magician has
been absent-minded -
and he's ended up
searching the dank passageways

of King Arthur's Camelot castle for

his lost magical powers!

To reactivate his stock of skills
that would leave Paul Daniels
floundering, Merlin must collect
the magic stars that lie in

0e0e100¢E

> Five foot two, sprite of blue . . . has anybody seen his spells?

Camelot's  horizontally-scrolling
passages and rooms,

He can collect them merely by
walking into them, but the
positions of some are sure to test
his agility, speed and ingenuity.

And Camelot is an ancient,
strange and mysterious place,
Bats, small ghosts and bewitched
sweeping brooms occupy dark
rooms, just waiting for Merlin to
walkin . ..

Merlin's remaining life force is
grimly displayed by an emerging
gravestone atthe bottom left of the
screen, and he's got just ten lives
to recover those lost powers = if
he's ever to say another
abracadabra again.

® " The eponymous Merlin is
just too big! He just towers over
everything else, and you get the
feeling the sprite may fall over
any second. And the screens are
very cluttered, with small
monsters and objects all over
the place . ..

The collecting idea is old hat
and boring, the title tune is very
basic, but at least Merlin is nicely
colourful - if you like stray blobs
of colour chucked all over the
screen. "
NICK

5%

® " Merlin isn't very original, a
kind of lafter-day Jet Set Willy
without much of the fun. The

gamepialy itself is quite addictive,
though I'm sure some of the rooms
are impossible to complete. It's
very fast-moving and requires a lot
of precise joystick work — perhaps
too much = but you're given planty
of lives to play with, and real
progress can be made.

But don't be fooled by the
screenshots on the inlay: the
graphics are big, bold and
colourful, with wvarled and
interesting backdrops, but whan
the sprites start to move it's a
different story. Glitches in the
animation and a kind of
‘transparency’ afflict them = and
because of this it's ludicrously
gasy to hide from ghosts. "

So though there are lots of
focations to explore, the simple
ides doesn't hold long-term
rewards — and the minimal
instructions don't heip much.

GORDON 53%

Joysticks: Kempston, Sinclair
Graphics: large, colourful, but
very slow and flickery

Sound: irritating

General rating: a simple collect-
ing game with too many graphical
problems to be really playable

Presentation
Graphics

Playability
Addictive qualities
OVERALL
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Producer: M.A.D. X
Retail price: £2.99
Authors: Binary Design

decaying, polluted earth values

more than aver its pracious few
acres of unspoiled nature. As a
warden, you are responsible for
maintaining the health of one such
area.

At first all you had to do was
some tidying up and the herding of
animals, but now things have
changed. A distant star has
becoma a supernova, and
Wavaren, creatures that inhabited
one of its encircling planets, have
found a new home — in your
reserve. So your job description
has been rewritten to include their
destruction.

The reserve consists of forest,
ocean islands and rocky desert;
these three regions are further
divided by force fields into ten
areas, with aura energy
maintaining their original condition
in each. But the presence of
Wavaren reduces this energy, and
if it it ever reaches zero level the
area dies. And if three of a region’s

It is the year 2079, and the

areas are wasted this way, you've
lost.

The Wavaren fly around in an
aerial comucopia of jellyfish, fairy
cakes, molecules and rotund craft,
showing off and manoeuvring
around your small fighter as it
skims above the horizontally-
scrolling landscape.

Your fighter is eguipped with
forward-firing lasers — it may take
a few blasts before some robot
craft succumb — and several blitz
bombs that annihilate all the
Wavaren onscreen.

When some Wavaren vehicles
arg destroyed, a series of icons
temporarily appears and other
sections can be reached, your life
substance increased, extra
bombs acquired or your fighter's
power improved.

They never told you
environmentalism would be like
this when you joined the Green
Party . ..

CRITICISM

® “Though graphically quite
ood, with neat backgrounds,
gmargy Warrior has little content.

P Wavering Wavaren warfarin’ - but wait till you see the B-side!

Horizontally-scroffing shoot-'em-
ups are all very well, but unless
there's some remarkable feature

!he;; cz? be quite dull and
unplayable. "
MIKE a0%

i Enara;,;rl Warrior is a pretty
nrdlnary orizontally-scrolling
shoot-"em-up, quite playable
but offering nothing original.
There are plenty of landscapes
but they're all slightly too easy
to complete: it's just a matter of
finding a safe place and learning
the aftack formations, which
soon becomes tedious.
Graphically it's reasonable,
with smooth but slow scrolling
and fairly well-drawn and
detailed sprites (they're a bit
bland, though). The
backgrounds are colourful and
varied, though slightly garish,
and each level has its own
character and atmosphere.

Molecule Man, the B-side
game, is much better. "
GORDON 50%

COMMENTS

Joysticks: Kempston, Sinclair
Graphics: slow scrolling, good
varied backgrounds

Sound: pip pip!

Options: 'free’ B-side maze
game, Molecule Man [B5% Overall
in Issue 30)

General rating: far too easy, but
maybe worth getting for the ‘free’
game!

43%
53%
45%
40%

45%

Presentation
Graphics

| Playability
| Addictive qualities
| OVERALL

Producer: Firebird
Retail price: £1.99
Authors: Zeit Corporation

Il that practising on your

BMX would make even the
ardest bottom saddle-
sore—but it's worth it if it helps you

| ROGER |___

(B B L
C
using the theme BHI
bikes, but BMX Kidz is
actually enjoyable to play! It
incorporates many smart
touches such as riding
straight through larger-than-
life cans of Coke for more
energy. The game gets really
really addictive when your
energy is at its full potential
and whenever you go over a
ramp your rider just flies over

Though BMX Kidz is
addictive the

e , and the e needs
am tune. E’uTEMX Kidz
is one of the best budget
bicycle motocross games on

BMX KIDZ

the market.
68%
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beat the BMX Kidz.

Six tracks await your wheels,
Each has a series of undulations
and leaps for you to negotiate and
a clutch of fellow gl‘-.l'l)(ars to
compete against.

Riding your bike brings on quite
a sweat, and every pedal rev uses
up more of your energy. Those
falling reserves need to be
promptly replenished with some
hefty swigs of Coke. Cans of this
brown, fizzy beverage stand onthe
track and these are collected by
riding into them.

But energy Isn't all that you have
to worry about, for though your
wheels are sturdy, they can't stand
too much punishment. Crash
down hard on them after a high
leap, and the spokes break very
easily. Replacement wheels, like
the cans, can be gathered at
various peoints along the way. The
number of spokes that your bike
has avallable are shown at the top
left of the screen.

And there's always that ticking
clock, counting away those
precious seconds that remain to
complete the course. If the first
track seems hard, it's an easy ride
compared with what comes after,
Each extra foray on the BMX
course becomes much harder,
and your fellow competitors have
become much better, jostling you

s
for the Coke cans and spokes
which they can all too easily

/BYM |

* The small play area cramps
the game and the graphics.
Had more room been
allocated to the game and
less to the scores and energy
mater it m be easier to
enjoy BMX Kidz. Despite this
the game is still great to play.
are responsive and
the cute graphics are fun to
watch. Desperation is the
main part of the game. You
rely on no-one drinking your
Coke (spot the product
planm;rﬂrt}. So w:lon 5;uur
energy S you close 1o a
halt and n'ﬁgmf other riders
drink r Coke the situation
gets dire. "
1%

0873
deprive you of. To add further to
yvour difficulties, you need to
complete a sufficient number of
‘tricks’ such as wheelies and other
stunts to qualify for the next round.
However spend too long
performing and all the Coke and
wheels are taken by the others.

__/commENTS | __

Joysticks: none
Graphics: confusing and
inaccurate

Sound: none

General rating: a poor but
playable imitation of
Mastertronic's Kikstart 1l

Presentation
Graphics
Playability
Addictive qualities
OVERALL

69%




KIKSTART Il o MIKE L

Producer: Mastertronic
Retail price: £1.99
Author: Paul Murray

-biking is & sport for those
with nerves of stesl, terrific
bike control, and the
strength to survive being thrown

aff their machine countless times.

| NICK |

“* Once you've mastered the
controls and adjusted your
eyes to the colour Kikstart |l
is quite playable. But the
course designer is extremaly
hard to control, and it's
irritating when you can't turn
it off and go back to the
game, though some good
designs can be created.

The presentation of
Kikstart |l is good, with an
excellent title screen, and
you soon get used to the
slow scrolling. Yet with much
more exciting racers like
ATY Simulator on the market
this can only be a second
choice. "

62%

Code Masters's ATV
Simulator should have been.
The lack of sound is
In Kikstart f, the sequel to annoying (the
Kikstart, two riders compete on a Commodore 64 version has
harizontally-split screen. each an excellent tune) but the
crossing an identical course of rest of the game holds up
awesome obstacles ranging from superbly. It's playable and
simple, rough terrain and steep addictive, with good and
ramps to rows of pounding pistons surprisingly smooth
and incinerating plumes of flame. graphics and little colour
Springboards can send a biker clash.
high into the air, gates and brick 92%
walls require steady riding, mud

patches that can bog down the riding technigue is required when.
best. At every riding session. five
So each rider must control his courses from a possible 24 can be
bike with skill, accelerating and | chosen or randomly selected; a
braking, doing wheelies and | targettimeis givenfor each course
jumping high when required. Only | together with a total for all five.
experience can teach you which Mo matter how many times the

@7:78 B81:36 48:29 00:00 DD : 0D
TIHE #A8:249 TOTAL TIHE 337:38

98:652 64:38 A46:62 00:00 00:00
TIHE 46:62 TOTAL TIHE 289:52

riders take a tumble, they always
remount = no lives are lost. But
valuable time speeds on at twice
the normal rate.

Using the course designer you
can redefine keys, constructanew
course or modify an old one, and
set up obstacles to provide the
most testing of dirt-bike
challenges. The new or modified
course replaces one of the criginal
rides.

__/commENTS [ __

Joysticks: Cursor, Kempston,
Sinclair

Graphics: unbearably slow
scrolling of a detailed but
colouriess background
Sound: silent 48K version,
simple 128K tune

Options: definable keys;
course designer

General rating: only the
course designer gives this
simple game long-lasting
appeal, and only Mike's Smash
rating caused this high Overall
percentage

Presentation
Graphics
Playability

Addictive qualities
OVERALL

Producer: Code Masters
Plus

Retail price: £4.99

Authors: The Oliver Twins

kis and BMX bhikes are
things of the past for Code
Masters — now the kings of
low-rent simulations are zooming
into a new label on jet bikes,
personal skimmers of the fulure.
The rider stands on a jet bike's
back as it slips across the water's
surface. And Jet Bike Simulator
offers 24 courses, with settings
that range from lakes and coasts
to docklands. In each the jet bike
must be steered around numbered
floating buoys, taking them in
sequence, to complete a lap.
There's a strict time limit, so
luckily control of the jet bike is

____ |GORDON|

“ Behind the self-congratulatory inlay, the excessive hype and
the amateurish poster of bestubbled yuppies lurks a very good

speedy of new courses and a large, and
colourful lay. And there's a wealth of circuits and graded
levels different and challenging.

from indistinct to very pretty.
The control methed is the standard E:?e Mnlhrlwlimﬂal
uidance ﬂh’Bﬂ a c M very
to begin with, but once you can start
speeding around them.

overshoot a corner and head in an
entirely inappropriate direction.
The courses aren't always

simple. But forward thinking is
required for successful steering:
the jet bike can, under thrust,

2 W

simple, and a skilled jet biker can
navigate around bridges, leap over
aguajumps and avoid great
clogging banks of weed.

After the completion of a course,
a performance table gives the lap
times of the plaver(s) and the
computer-controlled drone
racers, the best recorded lap
times, and scores and time
bonuses.

__|coMMENTS |

Joysticks: Cursor, Kempston,
Qrmphion: sl 33

3 an
indistinguished; there's lots of
‘calour but the bikes get lost in
the white dots (spray) they

create
Sound: crackly speech on the
title screen, table title
tuna, poaﬂyﬂ:ﬁ spot effects
Options: standard and
l(:‘mmm difficult) varsions —
aspect of Code Masters
Plus; one or two players;
action-replay option
General g: this is a good
treatment of the jet-bike
smothered with presentation,
but the basic game istoo much
like BMX Simulator and Grand
Prix Simulator
Presentation 80%
Graphics 67 %
Playability 72%

Addictive gqualities 78%
OVERALL o 75%
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|l The three charts compiled from the vates of CRASH readers are the
most realistic way of 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 manth,

And the votes are important. It's up to you to let us know what you
feel, sofill inthe voting farms which live on the results pages to make
your volce heard.

If youdon't want 1o carve up yourissue of CRASH, we understand.
Use a photocapy if you like, or copy the details from the vating forms
onto a postcard, or the back of a sealed envelopa, and send that to
us instead.

Apart from the satisfaction of registering your vote, there's always
| thechance of winning a prize. Each month we draw 15 winners from
all the voting forms received — five for the HOTLINE, five for the
| ADVENTURE and five for the STRATEGY chart.

Alop prize of £E40 warth of software (your choice; not ours) and a
CRASH T-shirt Is awarded to the first slip drawn from the HOTLINE
votes, and another £40 of goodies and a shirt goes to the

ADVENTURE and £40 of goodies and a shirt goes to the STRATEGY.

Four runners-up from each ballot box collect a CRASH T-shirt and
a CRASH Hat.Soget those votes in tothe CRASH HOTLINE CHART,
CRASH ADVENTURE CHART and CRASH STRATEGY CHART:
PO Box 10, Ludiow, Shropshire SY8 1DB.

Match Day was CRASH readers' all-time Number One (as
revealed in the Christmas Special), and the sequel has gone
STRAIGHT IN at Number One! (At least we Smashed it, unlike its

distinguished r...) The Ocean/imagine grouping
also holds the Number Two spot with the streetwise Renegade.

R Kunikowski of Coventry lists Gauntlet, Zynaps, and Enduro
Racer among his top five favourites. And just for the trouble of
writing them on the back of a postcard he gets this month's first
prize — software worth £40. The four lucky runners-up, who each
receive a T-shirt of their choice (so long as it's a CRASH one), are
John Macintosh of Glossop in ; Neil Comerford who,
like the winner, lives in Coventry; John Burmnham of Stamford in
Lincolnshire; and David Brown of Stanford-Le-Hope.




| 1(>) MATCHDAYII OCEAN

(5) RENEGADE IMAGINE

=y EXOLON HEWSON
ENDURO RACER ACTIVISION
5 (3) GAUNTLET IMAGINE

o s |
B |l

b

6(2 ZVNAPS = HEWSON
(6) HEAD OVER HEELS
_8(-) COMMANDO ELITE

10 (>) OUT RUN
11(12) ELITE
" 12(9) STARGLIDER

13 (14) PAPERBOY ELITE
14 (11) COBRA

17 (19) QUAZATRON
i8 (») DRILLER

19 (15) BARBARIAN

20 (») THUNDERCATS

Not much change this month — the top five places only wiggle

around a bit, with The Hobbit still leading the way. One surprise:

Tha Pawn frum Rainbird bounding up the chart to Number Six.

US Gold's Killed Until Dead still hasn't made its mind up - it's been
! in and out of the charts for months.

Woodcock of Wakefield gets the th‘g prize, and

| Thundercats, Renegade and Athena are among his choices.
(Wakefield's obviously a bit of a viclent area.) Four fortunate
adventurers are runners-up: a Welshman, Martin Owen of
Gwynedd: a Cockney, Robert Caldecott of LondonSW18; a
Northermer, Paul Raicliffe of Bamsley; and a Southerner,
J Comanx of Windsor.

IR

e Y

Adventure Top 20

1(7) THE HOBBIT MELBOURNE HOUSE
2 (4) LORDS OF MIDNIGHT BEYOND
3 (3) STORMBRINGER M.A.D.
4 (2) SPELLBOUND M.A.D.
5 (5) DOOMDARK'’S REVENGE BEYOND
6 (15) THE PAWN RAINBIRD
7 (6) THE BOGGIT CRL

8 (11) RED MOON LEVEL 9
KNIGHT TYME M.A.D.

| 10 {9) HEAVY ON THE MAGICK GARGOYLE GAMES

il 11 (8) LORD OF THE RINGS _ MELBOURNE HOUSE
12 (10 E BIG SLEAZE PIRANHA
13 (14) RLIGHT 2 THE EDGE

14 (-) KILLED UNTIL DEAD
15 (12) GREMLINS
16 (13) DUN DARACH
17 (20) DRACULA

18 (-} NEVER ENDING STORY

19 () THE PRICE OF MAGIK LEVEL 9
20 (~) BORED OF THE RINGS CRL

US GOLD
ADVENTURE INTERNATIONAL
GARGOYLE GAMES




VIDEOFACE digitiser takes pictures from
a video camera or recorder and turns them
into standard hi- res Spectrum screens.

Ty COMTIMUE OUR CELEBRATION OF THE YEAR OF THE ROBOT
WE ARE PROUD TO PRESENT ANOTHER SET OF UNIQUE OFFERS TO
SPECTRUM OWINERS: £25 off the VIDEOFACE, £15 OFF THE MULTIPRINT and
£5 OFF THE MULTIFACE |28, YOl NEVER HAD IT SO GOOD!
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IPRINT.
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AT LAST: THE MOST VERSATILE AND YET %

EASIE.ST TO USE SFECTRUM PRINTER INTERPACE
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As long as you kmow how to load a game, MULTIFACE will COPY it at a touch of a button!
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Applied magic for the Spectrum hackers:




-'-“-PEc-rnum +3 - THE BEST ADD
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FOR MULTIFACE 3

n the beginning there was the

Spectrum. Lots of people bought

one. Lots of sther people wrote
games for the Spectrum, and lots of
people bought those as well.

But there was a snag — everything
used cassette tapes, which were
fine for Depeche Mode but not for so
hot for computer software. Slow,
unreliable and frustrating were
some of the kinder terms used for
the medium.

Mow there's the 128K + 3, a games
machine that has all its software on
tape and built in disc drive . .
BGuess what Romantic Robot has
produced?

Multiface 3, that's what. Plug it
inte your 128K + 3, and load a game
from tape. Press the red button and
you can port it on to disc at any
stage, yours to load in a trice at a
whim's notice. Multiface works by
waiting for the program to load and
rum. Then it takes a copy, and as the
program was running at the time, it
will run when the copy is loaded
back later.

The tape to disc function of the
Multiface 3 would be enough to
recommend it to anyone. But there's
more. When the red button is
pressed, a whole range of functions
appears. You can look through the
128K+ 3's memory, altering it at
will. High scores have never been so
easy to obtain. Memory can be
displayed as hexadecimal, decimal
or text. All of the 128K+ 3's 128K of
Ram can be fiddled with, not just
the 48K’s worth that Basic has
access to.

You can also print out areas of
memory and screens in a variety of
different forms. The Multiface 3 can
do the same types of graphics
dumps as its brother Multiprint,
straight text, Spectrum-style Copy
and a mqln of shaded screen

BOWAL 1:€ BOBP s OE ¥ 54 Deanscroft Ave, London NWS BEN ‘g

128K + 3 Inll:llﬂ but it does it in
the middle of programs.

The main purpose of the
Multiface is to get things on to disc,
As well as the simple Save and Load,
it's got a few other tricks up its
interface. You can, for example, use
the disc from 48K mode. Lots of
people get excited by this.

Other things that the Multiface
can do is allow you to erase a file to
make room on a disc, in case you
need to save something in mid-game
and can't get to Basic to do the
deed. You can't Format a disc from
the Muitiface, alas.

Multitace also compresses stuff
automatically, and doesn't Save
empty areas of memaory. These two
features mean that you can get (for
example) more than three games on
the 170-0dd K allowed you per disc
side. But you can turn those
features off, if need be.

Everything is accessed by the
traditional one- or two-line menu and
single keypresses. Multiface 3 is
very careful about invalid inputs,
and didn't crash or otherwise
mishehave at all. And | did try to
confuse it.

More than that, what can | say? |
enjoy a good rant, most reviewers
do, but the Multiface 3 seems set on
continuing the Romantic Robot
tradition of doing the job reliably. |
can't even complain a little.

Any 128K +3 owner will find it a
wonderful device, indispensible
even — I'm not giving mine back
without a fight. | expect to see the
usual extra programs appear for the
best in due course [Genie et al),
whereupon not owning a Multiface 3
wili brand one a complete loser®

EXCERPTS FROM REVIEW IN

incl. p&p to UK & Europe

NOW YOU HAVE

“AGOOD REASON TO BUY SPECTRUM --3:" .....
]
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MULTIFACE 128

GEMNIE 128

M3 w,rmrnugh port E49.95]
VIDEOFACE DIGITIZER E44.000
MUSIC TYPEWRITER L 7950
SPEC. +3 TAPE LEAD £ 2953
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CRASH BACK
NUMBERS

| HAVE CRASH issues 7-21 except 9 &
14, The highest offer for each mag sec-
ures. Send S.AE for guaranteed reply.
Write to: D. Laryea, 18 Grove, Bur-
ton Manor, Stafford ST17 9P Now!
SWAP CRASH ISSUES 18 to present.
Want June, July and August issues. ST
Update and Quickshaot Turbo or £20. lssue
19 M.LA Phone: 0226 200177 aftr 6pm
and ask for Mark.

| WOULD LIKE to buy old back Issues of
Crash al cheap prices £2 - £3. Numbers
1,2, 7 to 11 and finally 13. Thank you.
Tel: Lye 6575 ask for Darren.

WANTED CRASH 1-12, 14, 15& 20. Will
pay £2 each. Phone: 0952 616410 ask
for Mr R C Armstrong.

WANTED CRASH numbers 43 and 44 for
a reasonable price of £1. Phone Forfar
66197 for details, ask for Glenn.

FANZINES

SHARK QUARTERLY a professional
magazine on tape for £1. Includes news,
reviews, articles, programs and pokes.
For Issue one send money to Andrew Cul-
%Ejrﬁmmm Standby, Wigan WNG

WIPEOUT! an ace fanzine, soon to hit the
roads. Send a list of software you want,
swapping plus any hints, pokes or tips of
any games, new gf ?d o: Gammim
500, Hal illﬂrlip. " ﬂlﬁ”ﬂﬂe y FIN=
denborough, Kent TNT1 94,

MAD new brilliant and cool fanzine. Con-
tains puzzels, jokes, true stories, amazing
facts, comic strips, game previews,
pokes and codes. Send a S.AE. to; John
513&?11\. 55 Langdale Rd, Liverpool L15

GREAT NEW FANZINE for details of Zap-
persend 50p to: Chris Legaett, 25 London
Ad, Hertford Heath, Herts SG13 7PN, Tel.
Hertford SB7799 state issue one or two.

A NEW FANZINE issue 2 out now. Send
40p to: Extra, 18 Norton Crescent, Bal-
dock, Herls 567 S8E.

INSTANT ACCESS poke mag. For Mul-
106 CRASH March 1988

tiface and Datel Snapshot. 100 games
pokes. lssue 2 out now, only £1, To!
Catherine Redgrave, 30 New Barfon
Stregl, Salford, Manchester M5 7WW.

HARDWARE SALES

SPECTRUM 48K with Interface, Micro-
drive, 115 cartridges, Interface 3 and
over 500 games. All for £200, Tel: 01 857
8429 ask for D Collins.

48K SPECTRUM Interface 1, Microdrive,
Joystick, Lightpen, Mouse with Artist |,
sound Sampler, Currah Microspeech.
Worth over £630 with over 30 original
5. Wl sell for £320. Tel: 0302

20 ask for Nick.

GOOD HOME NEEDED for a 12 month old
Spectrum 128K Also includes 5 128
games free. If interested contact: Russel
on 0480 300456 after school hours. £100
the lot.
SPECTRUM 48K with over £200 worth of
original software. A bargain at only £75
ong. Tel; 0625 585465 ask for David.

SPECTRUM Interface, Microdrive, Mul-
tiface, Joystick, Tape Recorder, over
£350 software including Senting!, Merce-
nary, Nether Earth and 6-Pak worth aver
£650 only £165. All boxed. Phone: 0628
72184 ask for Damon.

FOR SALE Rotronics Wafadrive with
seven 64k wafers, plus Multiface 1, worth
E60. Phone: 0494 712895 ask for

Raymaond,

SPECTRUM 128/48K for sale. Includes
12 BW TV, Seikosha Printer and Serial
Printer, Tape Recorder, Light Pen, Joys-
tick and Interface plus £1000 worth of
software. Will sell for £550 ono. Tel: 0535
BB1691 after Bpm, ask for Mr R Davies.
FOR SALE 48K Spectrum with Saga 3
Elite keyboard. DK double Joystick, inter-
face, Games, Tasword, Processor,
Kempston Centronic Printer Interfacs,
Resel Switch, worth £330, Price E150,
Also Rotronics Wafadrive with seven 64K
walers, plus Multiface 1. Worth £100, sell
for €60. Tel: 0494 712895 ask for

Raymond.
A BRILL 48K SPECCY for sale, with many
many games, all packed for £100 ono. So

THECLASSIFIEDS

write now to; Michael Beake, 79 Sinclair
Avenue, Banbury, Oxon OX16 7BQ. Tel:
66374,
e i
, Gunshot Joystick, Spy Hunter, Dajey
Thompson's Decathion and a few £1.99
games, All for Just £40, Tel: Medway
65937 ask for Matthew,

SPECTRUM 128 with Cheatah Joystick
plus Interface. Also over £500 worth of
software and Data Recarder. Will accept
£180 ono. Brilliant condition, A great big
bargin. Tel: 0642 564207 ask for Glen.

SPECTRUM PLUS for sale. Ram Turbo
Interface, Quickshot ick, original
%ﬂi valued at over £100, including
Boy, Greal Escape and Micronaut,
£120 ono for all. Tel: DB63 42433 ask for
Stephen.
SPECTRUM 48K plus Tape Recorder, 53
new original games Including, Cobra,
Gauntlet, Great Escape and many more,
plus magazines. Worth £200 sell for
£100. Tel: 0784 253543 ask for Gary,
SPECTRUM 2 Cheetah SpecDrum, Light
Pen, Joystick, Adaptor, 40 tapes includ-
ing Art Studio, Star Glider, Gauntlet, T.T.
facer and books. Excellent condition,
only 10 manths old £215 ono. Tel: 0428
713024,
MULTIFACE 128 for sale, unused and still
boxed, worth £45. Will sell for £25. Nigel
glénnf. 20 Glenatmond, Norwich, NA4
SPECTRUM 128 for sale with joystick
double interface, dust cover, £170 of
software including P.A. W, Barbarian, Vul-
can, and Micronet One Musical
extra. Tel: 02918 207 ask for Nicholas.
MULTIFACE 128 for sale (£45) @ months
use. Unwanted gift, will sell for £30. Tel:
0442 485000 ask for Andrew.
SPECTRUM 2 over 45 games £120. AMX
Mouse, Art Studio £35. Opus Disc Drive
Discs E70. Kempston Printer Interface
E25. All exceflent condition. Tel: 0670
72214 ask for Jamie,
FOR SALE SPECTRUM 128 Tape Playgr
{all boxed), manual and over 100 games
all worth aboul €700 - offers around
£300. Tel: 0949 43065 ask for lan.
SPECTRUM 48K cassette recorder, inter-
face, joystick, nearly 100 games Includ-
Ing. Exploding Fist, Unidium, 1942, Space
Harrier and Commando, also manuals.

Good condition, only £75. Delivery poss-
ble. Tel: 01 232 1988 Day or 01 237
3970 evenings, Ask for | Hussein.
SPECCY 128 guaranteed & maonths,
boxed. As new plus Joystick, Interface,
over 110 original games including, Star
Gifder, Tai Pan, Sitent Service, Vulcan and
Dracuia. £220 ono. Write to: Ron Allen,
156 Longshaw Drive, Worsley M28 588,
GETTING 3 50 accept £115 ono for Spec-
frum 48K, Multiface 1, Cheetah Joystick,
Wafadrive, word processor, 64K Wafa,
Leads, Manuals and ES0 worth of games.
Tel; 071 657 5152 after 4.30pm ask for
Gary. Might split.

MINT 128K plus Low Profile Recorder all
bowed, £500 of onginal software, €100 of
books and mags. Total value £B00, offers
arund £300 to £350, Write to: John Mor-
ton, 7A Balfour Street, Burton Upan Trent,
Staffs DET3 07T,

ROTROMICS WAFADRIVE £25 128K
Wafer. Top games including, Enduro
Racer. Datel Joystick Interface E5. All
new and working. Write In: Chris
Jackson, 3Afbion Tarrace, Lexham Road,
Litcham, Kings Lynn, Morfolk PE32 200,
SPECCY Rubber Keyed, Backpack (On/
Off, Save/Load Switches, Volume Con-
trol), ZX Printer with 5 rolls of , Cas-
sette Recorder, 100 games, mags
16-45. £100 the lot. Postage paid! Tel;
033483 B901 evenings, ask for Lee.

SPECTRUM Cassette Deck, Joystick,
Double Interface, Multiface 1, 120
games, 119 mags in binders. All for £350.
No offers. Write to: John Russell, 95
Wﬂm. 5.Benfieet, Essax 557

SPECTRUM boxed with Joystick Inter-
face, over £300 worth of software, print-
er, Joystick and mags. As new, worth
over £500, sell for £120. Write to: G
Bockley, 72 Appletres Gardens, Walkar-
ville, Newcastie Lpon Tyne NEG 450

HARDWARE
WANTED

WANTED 48K SPECTRUM with joystick
and interface, in good condition for about
£20 - £30. Preferably in reasonable dis-
tance from Naitsea, Nr.Bristol. Tel: Chris-
tian Kent on 0272 B52244.

WANTED MULTIFACE 1 with instruc-
tions, must be reasonable, Also interface
1 and microdrive. Tel: 0222 560253 (ask
far Steffan).

MULTIFACE 128 Geniesoft coare plus
instructions. Willing to pay between £30
- £40 or any reasonable offer. Contact:
Mark on 021 7782014, after Spm,

WANTED MICRODRIVE or interface or
both! Does not matter what condition.
Would swap for Light-Pan cursor interace
Joystick. Write to: J P Calvert, 43 Winder-
wﬂmnm (ueens Park, London NWE
WANTED any Spectrum compatible
modem with subscription, it possible. No
idea of how much, open to offers. Tel:
0934 416258 and ask for Alistair,

WANTED Brother HRS Printer, if possible
and interface. ink ribbon. Phone: 0383
823441, ask for Jonathan. Will pay £50
Do,

MIDI KEYBOARD WANTED possibily MK5
or other i compatible with music
machine. Tel; Derby 840275 af
weekends or after 5Spm on weekdays. Ask
for Philip.

WANTED VTX5000 MODEM pius AMY
Mouse {complete). Will swap for top
Spectrum software, Write to: Anthony
Brooks, 66 StJohns Road. Staveley
Nr.Chesterfield, Dertys 543 30W.
SINCLAIR ZX PRINTER WANTED Wil pay
£15 for a good working printer with paper
and manual. Phone; 061 775 5303.
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for Darren between 4pm and Gpm if you
can help.
WANTED any DOT Matrix Printer inter-
face for the Spectrum. Make me an offer.
Wrile to: Tony Evans, 40 Lindfeld
Amua‘ Biakelaw Est, Newcastle Upon
NES 3P,
mmmmuumm
software to go with it, or amateur prog-
rams and any information on software
such as B8-Tracks. Contact: Russell
Burke, 4 Donside, Gateshead, Tyne and
Wear NET0 BRE.

'HIIT-EE any good printer and imerface.
mwlnrmaplncludh‘lq Liv-
Army: Moves, Tel: 0273
E-pmwwﬂtu Stuart Gould,
ﬂm.mime Brightan, Sussex BN1

wm SPECTRUM 128 with cassetie
layer, interface and joystick plus games.
Eaammbly priced, good condition. Close
lo Enfield area. Tel: D1 B0S 6591 ask for
Tony Ponti,

HARDWARE WANTED Want to have all
your hardware, even defect! Will swap for
Saftware. Write to: J Ten Hagen, Von Bon-
mngrmmm 7, Lisse 2161 ES, Hol-

HOMEGROWN
SOFTWARE

FAST HOME GRAPHICS DESIGNER

o 16 x 16 graphics, mult

option, 1 machine code. Send £2 or

£1 + tape and SAE to: Peter Tilley,
WNirvana, Bolingy, Cormwail TG 0AT,

FINAL WHISTLE a six-a-side football

ent game, featuring named and

scorers, player status, save

g Eﬁgﬂm R;Tﬁ detalls 1o:
Middlesborough, Cleveland TS6 OEW.

mmmmmmm

neaﬂlurpmandﬂmgm
and gamebook. Send Ef1sutnr

cassette to; A.G.A. 52 Hiflerest, Loughton,
Essex 1610 8PS,

PBM

mmﬂ send SA.E for details to;
Shakespeare Avenuve, Hayes,
mmw (8L, Reply now to ensure your

IF YOU'RE A COWBOY or an Indian then
don't hesitate. Enter your dreams. Send a
SAE. for details of Cowboy PBM to: Grant
Cargill, 10 Cliffburn Road, Arbroath,
Argus, Scotiand D01 1-588.
mg great new soccer simula-
tion. Including European Ties, Internat-
ionals cup competition. Full league
action. Send a S.AE to: Mike Busson, 32
Beverlay Road, Ruislip, Middy HA4 suw

PBM FORTUNE A world of high adventure
featuring game graphics and player
profiles. Write for details to: Foruna, PO
Box MT34, Leeds LS17 7UF.

THE ARMAGEDDON GAME A game of
leadership,  diplomacy, economics,
espionage and nuclear warfare. Only Eﬂp
;;af turn (weekly) send €1 start-up to:
AG 27 Winchester Avenue, Panylan,
Cardiff, Wales CF3 7BT.

PEN PALS

15 YEAR OLD MALE seeks Pen Pal of the
same age, Every one answered. Write to;
David Burke, 48 Purley Oaks Road, San-
dersiead, Surrey CAZ ONA. Pen Pal must
be a gir!

19 YEAR OLD FEMALE would like male
or female Pen Pals aged 19 to 25. | own
a Spectrum +2. Please send a photo-
Mpuulhle. Kim, 12 Meadow Close,

Norfolk NR27 SJF.

16 YEAR OLD MALE looking for female
Pen Pal the same age or 15 years, Write

to: Stuart Pollard, 63 Avondale Road,
South Croydon, Surrey CR2 6JE.
WANTED FEMALE PEN PAL aged 13-16
to share Speccy and ganara
nterest, Write to; David Forsythe, 3 Como
Road, Forest Hill, London SE23 2L
Photograph if possible.
14 YEAR OLD LAD wants male or female
Pen Pal. Your list of games for mine, to
swap. Andrew Doherty, Bam Cottage,
Lane, Oid Clipstone, Nr Man-
, Notls NG21 B8P,
FEMALE PEN PAL wanted age 14/15
(must live abroad). Please include phato-
graph if . All letters will be
answered, Write to: Richard Lawson, 97
Cyrano Way, Grimsby, South Humbs
DN3T 850,

MALE GRAPHIC ARTIST 35, Spectrum
owner, seeks malefemale pen friend.
Ahulntmwﬂadhummﬂ&mlm-
ware, Preferably Wales, I, Scot-
land, Irefand areas. Write to: P. Jones,

138 Cimia Road, Neath, W.Glamorgan,
5. Wales SAT1 3UD.

SOFTWARE SALES

FOR SALE brand new games, hardly
Living Daylights and Survivor,
aar.h receipts included. Contact:
g BT B
T ?
SPECCY SOFTWARE for sale. Exolon £5,
Catch 23 BS, Mad Max €4, Contact Sam
Gruise £4, also Gadget not yat
released in England £8. Phone: Andy
McMillan on 061 7667034,
FIVE GREAT GAMES on one tape; Fooly,
Argo, Top Dog, Lazer Ride and World
Series Cricket It's a bargain at only
£5.95. Write to: N Humphreys, Perrhyn-
coch Post Office, Aberystwyth, Dyfed

FOR SALE SOFTWARE and mags.
Renegade £3, Mipper 2 £4. | have all the
Crash, Your Sinclalr, Sinclair User and
[:&'#Emam Mark Hunt, 59 Hood Close,

m%mmmmlm

£3, § & S £3, White Lightening £3.
Kempston Interface £3 and many more,
Tel: 0239 78379 ask for Rick.

FOR £3.50 Top Gun, Paper and
infiitrator. For £2.50 mand
Huntar. £4 for 6Pak For a list send a

SAE to: James Laus, 98 Washington
SALE pactage o1 16 Spectur o

& m B3,
inuudiﬂnﬂrﬂw y

Starstrike, Super-
Do Swark & Sarcon Me 113

aﬂarﬂﬂpmnrwaekanﬂs and ask for

anaiﬂ.i Academy, Tau Ceti, LOM,
Avalon, Spitfire 40 and Their Finest Hour
all €5. GAC. £9, Doomdark's Revenge
?ﬁmﬁnmact: mnv;:d, Adams, 9 San Jase
TN35 5P,

FOR SALE Kifled Lintil Dead, Great Escape
and Vampire, all for £11. Phone: Grimsby
51000 anytime and ask for Paul,

E FOR SALE from £1 - E5.
includes Dan Dare, Elite, ID and many
others. Originals only. Please send for list.
Write fo: Philip Latham, 10 Hazlemars
.?[zw Macclesfield, Cheshira SK11

SOFTWARE SWAP

G.A.P SOFTWARE SWAP. Get rid of your
unwanted pieces of software for new
ones, cheap. For details send S.A.E to: G.
Briggs, 14 Riby Court, Hofton-Le-Clay,

Grimsby, S.Humbs DN36 5B8T. Please
write soon!

WILL SWAP Hydro Fool, War, Xevipus,
World Games or Avenger for Road Run-
ner, Rana Rama, Tema Cresta, Inio The
Eagle’s Nest or Top Gun, Phone: 0705
737411 ask for Brian,
A LOT OF Iatest titles to swap. Send your
list for mine. Write to: Declan Mulligan,
B8 Bolion Park Road, Whitehall, Dublin 8,

ﬂl?ﬂlﬁﬂlﬂﬁﬂiﬁﬂTWammﬂw
following: Zub. Great Escape, Bobby
Hearing, Storm,  Pyracurse, (Quazatron,
uper Sleuth, Amautrote and Mind
Smdmv Tel: 0223 834877 after Spmask
for Matthew.
WILL SWAP recent games like Death
Wish i and and tons of others.
Phone: 01 468 7380 ask for D J McGrath.
WILL SWAP Amaurots, Strike, Feud and
The Masfer for How Ta Be A Complete
Bastard, Head Over Hesls and [eader

Board. Originals please. Eddie Scant, 26
Midbathian EH23 4XB, .

LOTS OF GAMES to swap, old and new.
Send your list for mine. Also wanted Won-
dier Boy and Super Bowl. Write to: Tom
Gibbins, 730 Outer Circle, Taumion
Somerset TA1 2BY.
GREAT TITLES such as Uridium, Bobby
Bearing, Enduro Racer, hhrﬁamasﬂm
GAC. and others, Would like Exolon,
head Over Heels, Elite and PAW. Tal:
0652 33435 ask for Martin,
LOTS AND LOTS of games to swap. Send
your list for mine. Al letters will be
answerad. Write to: Timo Partala, Papin-
katu 8 AT8, 33900 Tampere, Finfand,
WANTED Chaos and or Theatre Furope.
Wﬂmhm&pgﬁm such as Zynaps,
Exolon, Rats, Wulcan, Aliens and maore.
wnuwcuﬂnmm_msmﬁmm
fral Scotiand FK7 70T

Heels. Contact: Keith Lloyd, 50 Princes
Ww.mnm
SWAP Dragon's Lair | and Fairlight 2 for
Giider Rider, They Stole A Million, Into
The Eagle’s Mest and Swap
one for one, WMMﬁdMaynn 87
Midands WEa 680, o
W58 680,
HAVE YOU GOT Tai Pan, Leader Board or
Star Giider? f you have | will swap you
6Pak or Now Games IV (includes Dan
%:au}mﬂmm Chris Dempsell on 0204

Send S.AE to: Dave Keith, 248 Pappert
Estate, Bonhill, Alexandria, Dunbarton-
shire G83 8L0. For full list.

SOFTWARE

WANTED

WANTED Renegade. will swap for Wintar
Games and Bruce Lee or for The Great
Escape. If interested, please Phone:
Dominic Hogan on 0442 833121,
WANTED Elite by Firebird, Will swap for |
G.AC, Game Over, | Ball, Turbo Esprit,
Storm Bringer or any combination. Must
I:min very good condition. Contact: Simon
r, 54 Elm Tree Close, ,
mw#r Staffs B78 2J5. Tel:
I"?E?EE

OTHER
AMAZING OFFER over m on ong

homegrown
puter Club's Winter Newsletter, For free
copy Tel: 0753 BB4473 or write to: Steve
Winter, 28 Criss Grove, Gerrards Cross,
Bucks 5L9 940,

mmmmmwmm
For listings send £1 Postal Order to:
Jamig Snms Shwrﬂml:ﬂmn‘.

SORRY! FULL UP

Overwhelming response to the CRASH Classifieds means we can't print
a form for your free ads this issue - there's such a backiog waiting to get
in the magazine. Just keep your assets frozen for another month . |

Q.E.S.

Keyboard Membranes

ZX81 £4.50
Spectrum £4.25
Spectum + £4.95

Quality Approved Computer Service Centre
We repair all Sinclair Computers & Peripherals
LOOK: While you wait service / fixed prices
SPECTRUM £16.95 FULLY INCLUSIVE
ALL units fully overhauled and guaranteed
ALL Computer Spares available by post or over

the counter

spectrum Rubber Mal £4.95
Spectrum Power Units . £12.80
4116 Memaories 50p
4164 Memories £1.10

Please add £1 p.&p
Upgrade your Spectrum to a Spectrum + £29.95 + £1.50 pip
For help or advice give us a ring {0202) 665313
Trade & School Enquires Welcomed
Q.E.S., Unit A, 38 Lagland St, Poole, Dorset BH15 1GG.
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ROMANTICALLY
YOURS

WITH
[REOMARTIC PIBIT |

VALENTINE'S DAY, The Year Of The Robot and our Tech Miche
Supplement — well, we couldn't resist it, we just had to have a
Romantic Robot competition!

For years Romantic Robot has been at the forefront of hardware-
development on the Spectrum. In fact, the Robot team has produced so
many useful add-ons we couldn't decide what to give away in this
competition.

But one thing we could be sure about: everybody could use a
Videoface Digitiser for capturing those magical moments of TV on your
Spectrum screen. This complex gadget will (combined with a video
recorder or video camera) provide hours of fun for anyone with the
slightest artistic bent — you can capture a picture from real life, play with
it as a Spectrum graphic, and send the altered image in to On The Screen!

The Videoface Digitiser is also very useful for creating those realistic
backgrounds in games — many large software houses use it.

So one little black box will be on its way to the winner of this word-
square competition.

CHOICE OF PRIZES!

Five second-prizewinners will get their choice of prizes; either one of
Romantic Robot's famous Multiface series, or a Multiprint printer
interface. (For words on those, see the Plug-in Potential section in this
month's Tech Niche Supplement — just a few pages on.)

And a further 30 runners-up can choose one of the following software
prizes: Wriggler (an Issue 15 CRASH Smash maze game); Music
Typewriter (a clever little utility for composing music); Lifeguard (a handy
infinite-lives-finder for hacking addicts); and Genie (a disassembler).

(Please note that Lifeguard and Genpie will only work with a
Multiface One or Multiface 128 - they're no use without the hardware!)

THE TEST OF LOVE

You don't have to be a technical genius to win these fantastic prizes. In
the word square are hidden ten hardware-related words — running
backwards, forwards, up, down and even diagonally. Just find them all,
put aline through each, and complete the tie-breaker in no mare than ten
words by coming up with the most cleverly amusing sentence you can
devise.

Fill in the form below - ticking one box in each of the two prize sections
—and send off your entries to ROMANTICALLY MINE COMP, CRASH,
PO Box 10, Ludlow, Shropshire 5Y8 1DB.

Entries must reach us by April 5, and the decision of CRASH's
appointed judges Is final (rule-breakers will be digitised and have their
pixels pulled out one at a time).

o
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ihilly, haie's & pavsonal o oifver compuben, bul alss

ha ana problem 1hal alber compuiors have . Affordability. Silica Shop are ploased bo present the
ST range of parsanal/business compulen from Atari. The 5T was designed uithzing the mosl recen
brEakthimoghs i samiconductsr echnology, producing & pemonal compuier thal perfanrms iasks wish
fSpwrnr paris. Wilch maEns o cosls 168 16 make. And lest o buy. The |ateat 5T compubers now includs
Bl im pown? Bu anad Builll on gemk drvids. Tha TOS opeiating eyslem and GEM wendow sermizonmanti
iare now on BOM chipa which are already Safaiiagd in the 5T keyboard. The enables nuomatic ingtan
Boolng when you swilch on. Silkca Shop are ploassd b ofter e plate Aarl ST fango. Our maill ordar
dspariman 8 sihusied in Sidcwp ard wa have 3 retesl outisis & Sideug, Lisn Housas (Tobenkam Court Bd)
anad Sallriogas (Oxtord Slrest]. We ke aight yesmn expsrence of Alas products, innger Dham iy ollise
UK company, and are wall agiablisned & the UK's No | Atsn apscinlisl. With a group tumnowar o peer £
million and n excoss of BO sisl, we ofler you Lnbesinble servce and suppor. We provide seversl
Racilities which you will fing irvaluabde cuning your AMar computing lide and most ol thess Tacisties are
aviiiable ONLY FROM BILICA. Wo suggesi that you resd Ihrough whil we hive o offer, bofors you
dncide whees 40 purchase pour Alari 2T

FREE STARTER KIT - Dn{y From Silica
When you parchase any Alan 5T kiybosnd, you will nat only recaive Ihe besl waius inr maney computer
on the masrked, hut you will aiso receive the iollowing from Alad Corporation as part of tha pack
mr_m.gm " HASIC Manual " 5T Ownan Mool &-'m!umm:r
Wy bty o BT from Silice Snop, you will Biso mosivs
* NECohfome Samper - coiour Jraphicy program " Tt W - Word Processor

There is nothing that can compare with the incredible value for money offered by Atari's
5205T-FM. For only £260 (+VAT=£290), you can purchase a powerful 512K RAM computer,
with a 95 key keyboard (including numeric keypad), MIDI interface, GEM, a palette of 512
colours, mouse controller, and a 512K built-in disk drive. The 5205T-FM has a TV modulator
built-in, and comes with a lead to allow you to plug it straight into any domestic colour
television sal. The mains transformer is also bullt-in to the keyboard, so there are no massy
external boxes, You couldn't wish for a more compact, powerful and stylish unit. Atari 5T
computers are now firmly established in the UK, there are nearly 500 software titles already
available for a wide variety of applications and the list is growing all the time. And that's not
all. When you buy your naw 5205T-FM (or any Atari ST computer) from Silica Shop, you will
gat a lot more, including a FREE Silica ST Starter Kit worth over £100. Fead the ONLY FROM
SILICA section on the left, 1o see why you should buy your new high power, low price 5205T-
FM from Silica Shop, the UK's No1 Atarl Specialists. For further detalls of the range of Atarj
ST computers and the FREE Silica ST Starter Kit, complete and return the reply coupon below.

ATARI ST-FM NOW ONLY £260 (+VAT=£299)
S20ST-FM with Upgrade from 512K RAM 1o 1024

512K RAM & mono monlior £398 (inc VAT) ] K RAM £100 (inc VAT),

Iﬂ-lﬂﬂl-lm.HllﬂuﬁmmmmmwHrhllrplnqﬂlnwnhmrmmmr_m"m-
put togethar a spacial 8T BSTARTER KIT w aver £1(H), whash we sre giving swny FREE OF CHARGE
with every 5T compuisr purchissed 81 our normal relail prices. This il s svalable ONLY FROM SILICA
and i aimed s with a wsluabds introduetion 10 the world of comperting. We sne continuatly
upsgriding ihe 5T Stariar Kit, which contning public comaim and otfer & d softenrn, ne wall ps books,
MAGazines sng jew wil ruky 1o 5T computing. Raburn e Coupen belce far full debails.

DEDICATED SERVICING - Only From Silica

Al Silica Shop, we hve o dedicatsd service deparimenl ol sevin tull ima Aten trasneg wchvicsl BT
This tearn in iotally dedicaing to sarvicing Alari compuier products. Thair accumusiog knowiedge, il
ind axperience makes tham sacont to rone in hair fedd, You can be sure that any work carmed out by
ke | of the high dwrd. A standard of sereicieg which we baleve you will lind OMLY FROM
SILICA. in additian to providing full ssrvicing ftacilties ior Atan 57 compulers (beth in and owt of
WAITENEY), Cur 18am i also abls to oifer memony and modulsior Epgrades. (o BT cormg.y e,

1M RAM UPGRADE: Ow upgrade on the siandard Atari SPOST-M of BI0ST-FM beyboard will
mcroass Bha mamory from 512K ho & massive 034K 11 has & full 1 ysar sarranay and is Bvilabls from
Sikca ot mn adaiticnal reail price of only CBE D6 («VAT = £100).

TV MODULATOR UPGRADE: S8:s can upgrade tha 10405T-F 1o ncluda & TV modulsiar so
Fhist you com then use B with your TV sel. Thia is an intesmsl upgrade and dess not involve sny ustity
Exiadrml bowea. A cabie fo connect yous 5T ta any domestic TV i Included in the price of the upgrade
which in anly £48 {inc YAT). The upgrade s slso svaiabile 1o sarly S208T computers ol the sama prics.

THE FULL STOCK RANGE - Onfr From Silica

W aim b0 keep $30cks of all Atarl reinted products and our ERnvies § Bhock of over D3 milllan
e impost many solbenre dlies direct Irom the USA and you will Mg thal we kave now relessas In
advance of mamy of our campeiitors. Uinllke dealam who may only sicck ssiecied mies, we have thas full
mnge. in addition, we carmy & compists line of all books which have besn wrikian aboul the Atan ST. A
FENGE B8 wide B OU @ BOMBShing you will find & avalahle CIMLY FROM SILICA.

AFTER SALES SUPPORT - Only From Silica

Flest assured thatl whan you buy your ST from Sucs Shop, you will be fuilly supported. Our Ires madiings
gien newa of reloasos and Jevelapments. TR will hedp |0 keap g b0 date s¥ih now sotware relissd
s wall a8 what's happening in the Alas marksl And in acditan, our sabes stat! am al he end of &
belephone line 1o servios all of your Afer requi im, 11 Y04 piarch an 8T from Sigcs and would like
any lechnical sdvice, wo have o full timse technacsd sippon leam 10 help you gel the bost brom yaur
compubid Batbubi wi have bath the sinf and tha sysinms spacifically dedacstind to praviding afor saies
Warvecd on AlA §T compuiers, we are confident thal our usem enjoy an ssceptionally high level of
support. This can be reppived DMLY FROM SILICA

FREE CATALOGUES - Only From Silica

Ar Silica Shap, we recognisn thaf senous Laars mdquine an in-depth infarmation service, which in why we
=il inee neewslatiors and price (ints to our ST cwnens. These are up Lo 48 peges long and are crammaed
wih tschaical dethils s well as special offers and proguct descigliong, 1F you have alveady (erchased an
ST and would like bo P your rame added mwrwlﬂ.mmwtmmmlMun it b
. Ths infarmation serdcs |8 svailabis GNLY FROM

FREE OVERNIGHT DELIVERY - From Silica
Mokt orders are processed b our computer within 24 boun of tham. Moat hasdwars
mmmhhwmmi’lm sarvicy FREE OF OHARGE o customans within the
UK. This maifod halpa io ensure delay and um probection

PRICE MATCH - Dm;;: From Silica
We hape that tha comaination af our low frices, FREE UK deilvery sarvice, FREE Staner Kit asd FREE
afier sales suppor, will be snough 1o mEke pou buy your Atan sguipment from S8ca Snop, IF homear,
‘thare m something you wish to purchass, and you lind one of ow compstitors aftaning il ol @ iowar price,
than contsc! our sales departmani, providing us with owr n ‘s nams, oo and
e b, H our elitar has the goods in stock, we will normally match the otfer jon o ‘sams
preduct - seme price’ basis] and sl provide you with ouwr nonmsl fres delivery, Wa realiss 1hat we s nol
1ha only company who will metck & compaiior's prioe. Howesar©, I pou Soms o ul ior 8 phcs malch, yoo
will slsoy be snlitied io ouw after sabes servica, | o frem ard ischricsl sipporl This
makes ouw pnos match p |s raviher 8 thing willl recewe OMLY FROM SILECA ‘We pon't
Wi you B3 go snywhane sise far yous Auﬂnmh.hmllﬁlnmuxu Ml At Spacialiat

= 3 8 B K B B B L B B B 0 0B B §B J B
To: Silica Shop Lid, Dept CRASHOGE81-4 The Mews, Hatherley Road, Sidcup, Kent, DA14 4DX ‘

g PLEASE SEND ME FREE LITERATURE ON THE ATARI ST

Mr/Mrs/Ms: ... Initials: Sumame:

Address:

SIDCUP (& Mail Order) . 01-309 1111
1< The Mews, Hatheriey Road, Sidcup, Kent, DA 40X

LONDON 01-580 4838

Lion House (st fioor), 227 Tottenham Court Rd. London, WP OHX

Posicode:
LONDON 01-629 1234 ext 3914 Do you alresdy own 8 compuler
Selfridges { 1sf foor), Oxforg Street, London, WTA 1AB It 8o, which one do you own?

L T 1T I E R R R T T T T Ts =
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E PREPARED for an
Activision attack!

Champlonship
Sprint, which should
be avallable now for
£9.99, is the follow-up to Electric
Dreams's coin-op conversion
Sy int (58% Owverall In
issue 46}, The basic game s very
similar to the original, but the

Cartwright of Hacker I, Hacker I
and US Aliens fame provides the

SEPTEMBER
CANCELLED
Sadly Activision's

previewed last issue, won't be
released after all (though it might

B Supersprirt follow-up: Activision's Championship Sprint

programmers have listened to
criticisms of Super Sprint and
{::‘rndunad a far superior version.

ith the circuit designer up to four
tracks can be designed atatime -
complete with ramps, gates and
short cuts.

Also from Activision there's The
Last Ninja, which could be out any
time now,

But we'll have to wait till March
farthe next batch of releases. The
first is Gee Bee Air Rally, a flight
simulator based on the famous
Granville Brothers. The Gee Bee
was one of the Thirties' fastest
Elanas - but it was cumbersome

¥ modern standards. In this 3-D
air game you must race against the
competition, going under as well
as over them - and bailing out
whenthings get a bit tough! Steve
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appear on a compilation). But for
the strategically minded thera's
still The to look
forward to. In The Corporation it's
the year 3026, and as commander
of a robotic mining team you must
gli;uua yu:rr Tgrth toone n#t!l;;twn
-powerful Corporations
finding the precious Minorthian
crystal before your rivals do. The
race is on in March for €7.99,
Fans of the hugely playable Data
East coin-op Karnowv will be
pleased to see Electric Dreams's
grand Spectrum version breaking
new ground in Spectrum colour.
You play a fire-breathing Russian
battling through nine levels of
% ons and killer biscuits
tofind the lost treasure of Babylon.
The lost treasure and the biscuits
are yours for £9.99 in March.

GTIME
SOFTWARE

FRENCH

MUSTERED

FRENCH software house Loriciels plans
to do what Napoleon never could -
conquer Britain, Since just last month,
Paris-based Loriciels has been marketed
in the UK by Eiite under a long-term deal
%mﬁ at the September 1987

WShow. And Loriciels expects to
release up to 14 titles in Britakn this year.

The first Spectrum release will be
Super Ski, a ski simulation scheduled for
late spring.

There'll be games for IBM PC-
compatibles and the Atari ST as well as
8-bit machines released under the Elits
agreement, a 'long-term relationship’
which replaces an earlier arra
with Activision and which Elite expects to
tast at least two years.

Fackaging and in-game text will be in
English, and Loriciels is only releasing
abouta quarter of its French games here
—because, says founder Laurent Weill,

some of its adventures are too ‘French-
minded". (Forinstance, one Is basedon a
novel I? 19th-century French writer
Victor Hugo.)

Weill criticised Infogrames at
Loriciels's official UK launch in the
National Motorcycle Museum near
Birmingham, saying the rival French
house is ‘releasing all the product they
have in the UK even if it's French-
minded'.

Besides games, the four-year-old
Loriciels — which Elite boss Steve Wilcox
describes as 'the major French
entertainment-software housa' - has
produced a best-selling word processor,
Evolution,

And its Microids division, which
developed Super Ski and the successful
16-bit racing simulation 500¢cc Grand
FPrix, also works on domestic robots,

Setting YET MORE new
stan in graphics is Softek’'s
Ace label, For £8.99 you can be
the eponymous hero of Soidler Of
Light, defending another planet
against enemy invasion. (What's

wrong with Earth? Why won't
a:me ever invade us?)

then there's Alien
Syndrome at £9.99, another
arcade tie-in,

BUDGETS

AVAILABLE now from Mastertronic’s
E2.99 M.ALD. X label is Rockford, with
Rockman on the B-side — the last word
in the Bowlderdash genre.

Watch out for the distinctly
unecoiogical Spere on Mastertronic's
Bulldog iabel. You use pesticide to put

down the ever-multiplying spores, and
when the of nature
gets dull there's a screen editor for

everlasting value,

And on the Mastertronic label itself is
Panther, in which you fly around the blue
skies saving persecuted cities —a

UNBALANCED

humanitarian consclence-sop after
playing Spore, perhaps.

In Players, which brought you
Joe Blade, lets out Denlzen. it's takan
author Paul Griffiths (Riding The Rapids)
more than two years to finish and
contains almost 100K of code. Contact
has been lost with the plutonium
reprocessing plant, and rumour has it that
Jabba McGut is up to his old tricks again.
t's up to you to jettison the contaminated
areas into space . . . 50 send those
pesticides with "em.




TAKING THE MOUSE

Gremiin Graphics's cartoon tig-in
Mickey Mouse will surely be one
of the most popular cartoon
licences.

Mickey is staying in Disney
Castle where four wicked witches
have, under the influence of the
Ogre King, stolen poor Merlin's
magic wand. Using the wand the
witches have cast a spell over the
whole land and put everyone
under the power of the Ogre King.

And, adding insult to injury, the
witches have broken the wand in
four. If Mickey can put it together
again, after searching for the
pleces in four monstrous towers
guarded by ogres and wil
witches, the spell will ba lifted,

But if you think Gremlin's
Mickay Mouse sounds macho,

: m—_—l.[fl A
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story for US Gold, seilling over
250,000 copies across all
computer formats, Following
closaly in Its tiretracks is Road
Blasters, an Out Run for
aggressiva drivers.

ack to shooting 'emup . . .
Martech has the long-lasting
Commodore 64 hit Crazy Comets
coming for the Spectrum,
Tremendously addictive simplicity
is its strength.

From Palace Software and the
authors of Barbarian comes
Rimrunner, described as a
'multiplane scrolling-landscape
fast-and-furious shoot-'em-up’.
It"s written by Steve Brown
(Cauldron, Cauldron I and
Barbarian), and Richard Joseph
{Barbariar) helps out with the
sound. As an insectoid warrior you
must patrol the perimeter of a
colony against the deadly

|fimrm_ o=

CONERY HOED
¥ ECHES

> From the Exolon author: Hewson's Cybemoid - The Fighting Machine

wait till you see Hewson's

— The Fighting
Machine, programmed by
Raffasle Cecco (whosa hits
include Exofon and Equinox). It's
very much in the Zynaps style -
blast the backsides off all and
sundry (all and sundry being
pirates) and increase your fira
power,

DRIVING AND
SHOOTING

Despite middling reviews Out Run
has proven atremendous success

Arachnoids, by the way.

Steve Brown is now turning his
attention to Barbarian Il - more
violence, no doubt.

Palace Is also launching abrand
spanking new label next month —
Outlaw. Its first release, Trofl, is
described as 'pure arcade
mayhem’ — and looks like it could
be precisely that, programmed by
Spectrum veterans Danton
Designs (Double Take, Frankie
Goes To Hollywood, Gift From The
Gods). Battling against a horde of
goblins you must escape from the
netherworld of Narc, using your

* 'Pure arcade mayhem’: Outlaw's Troff

—

own supply of escape holes to find
the elusive exit.

GRAFTGOLD/FIRE-
BIRD FIRST

Steve Turner (Pyracurse, The
Seidabb Trilogy, Quazatron), now
a member of the Graftgold
programming team, refeases his
first game under the new
Talecomsoft/Graftgold deal next
manth.

On the Firebird label, it's the
follow-up to Hewson's immensely
popular Quazaftron (94% in
Issua 29). Magnetron brings
KPL-2 back for another platform

B T e e o

Then there's the coin-op
conversion Double Dragon and
an American-football game
endorsed by Denver Broncos
quarterback John Elway,
unimaginatively titled Quarterback
= both should be aut in early
summer (if we get one).

Recently-launched Destiny
Software Is covering lots of
difterent genres with its next few
raleases. In Seven Minutes To
Midnight you must defuse a
terrarist bomb in the cantre of
Moscow. Diamonds, with a
strong stralegic element, sets you
the task of building a spaceship.
And for the adventurous there’s
King, programmed by St Brides
{Jfack The Rippar).

® Of course lkaribout you still

adventure on the space station
Quarteck. By dismantling the
anemy KPL-2 can boost his
energy and fire power and
evantually locate and shut down
the main reactors of this metallic

£§ e
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> Al last: Elte's tkari Wamiors

it's mad, it's bad, and it's very
late! Elite’s Ikarf Warriors will
finally reach the Spectrum in the
next few weeks. One or two
players trek through the jungle,
sSwimming across swamps and

&

it N
fannnna

maonstrosity,

Tie=-ins are coming from all
directions at Melbourne House —
though you'll have to wait a few
months for them. First out should
be Droids, alicence of the popular
children’s TV show based on the
adventures of Star Wars veterans
A2-D2 and C3-PO.

blasting everything that moves,
which obwviously doesn't include
Elite's programmers.

Lastly, there's the follow-up to
Incentive's Smashed Oriller— The
Dark Side, also using the
innovative 3-D landscape-
generation technique Freescape.
More news soon . . .
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DOMINIC HANDY on video

RATPACKER Rob Lowe
is back onour screens this
month in Square Dance
(Sony, 15) Lowe plays a
retarded young
Southerner who meets a lady
played by newcomer Winona
Ryder. The emotions unfold as the
two bulld a relationship against the
wishes of her parents. Square
Dance is a complete change for
Lowe, and he performs admirably.

The fourth in the Superman
series, subtitied The Quest For
Peace (Warner, PG) is now out and
the superhera/reporter is after the
unsuspecting eriminals again. Still
carrying out good deeds, red-pants
Reeve huris all the remaining
nuclear missiles into the sun—a
good idea, you may think, but no.
With all this energy Supe's old rival
Lex Luthor creates Muclear Man, a
man who can melt iron and drill
through buildings.

Has Superman met his match
{again)? Will anyone notice that
Metropalis is really Milton Keynes?
Isn't Margot Kidder a bit old for all
this now? Who cares?

We've had Gremlins, Critters and
Ghoulies — and now we have
Munchies (MGM/UA, PG). And the
terrorising little blighters are in
your local hire shop now.

Kelly McGillis, last seen flying
high in Top Gun, is still up in the
clouds in Made In Heaven (Guild
Home Video, PG), starring with
Timathy Hutton in a story of love
that has no barriers,

Jeff Goldblum stars in David
Cronenberg's The Fly (CBS/Fox,
18). The ads say 'Be afraid, be very
afraid' —| saw it at the cinema and
was absolutely scared out of my
seat! If you miss this you'll be
missing one of the greatest ever
remakes (Kurt Neumann's version
came out in 1958). Chris Walas
(House Il) and Stephen Dubius won
Oscars for the terrifying makeup.

In Crimes Of The Heart (CES/
Fox, 15) Jessica Lange, Diane
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Keaton and Sissy Spacek star as
three wild'n'wacky Southern
sisters who get back togetherfora
crazy, but fateful, reunion,

The big teen flick for the
beginning of March is The Secret
Of My Success (CIC Video, PG).
Heart-throb Michael ) Fox stars
alongside Helen Slater in this very
enjoyable romp about corporate
life. Fox plays Brantley Foster, a
small and insignificant member of
a multinational company.

By reading the office memas
and phoning a few people, using
various fake identities, Brantley
sets himself up with his own office,
complete with nameplate . .. but
his job is as a mail boy! And keeping
his job going is only one of Foster's
problems as he starts receiving
advances from a junior executive
(Slater) and his uncle's wife.

If you're heavily into deep
dramas, look no further than
"night Mother(CIC Videa). It's the
story of a young woman whao is so
set on ending her life that she
prepares well in advance —but her
mother finds out and tries to
dissuade her,

It turns out that the young
woman, played by the highly-
regarded Sissy Spacek, suffers
from epilepsy and has a failed
marriage and a delinquent son. Life
has been cruel to her so she might
as well finish it as soon as
possible . . .

Anne Bancroft plays the
suffering mother, who also comes
to believe that Jessie might just as
well be dead. But she's got the guts
to live or die — which will she
choose?

Ex-bratpacker Emilio Estevez,
currently being seen on the cinema
screens with Richard Dreyfuss in
Stakeout, wrote and directed
Wisdom (Warmer). He also stars,
alongside Demi Moore, in this
poorly-written Bonnie And Clyde
partners-in-crime clone. It's only
for real fans of the attractive

couple (who nearly got married, till
Bruce Willis jumped in and popped
the question to Demi).

You may have seen cult
comedian Pee Wee Herman
(Paul Ruebens in real life) making a
few TV appearances in the UK last
year — but apart from that he's
been unknown this side of the
Atlantic. Now this stick-like
character who revels in acting like
a helium-breathing hyperactive 5-
year-old is in a film of his own.

Aptly named Pee Wee's Big
Adventure (Warner, U) it's a very
childish excuse to string together a
few good gags and make a feature-
length movie out of them. Not
surprisingly, it fails dismally, and
the soundtrack (by Danny Elfman)
Is the only saving grace.

On an even lighter note, CIC's
March 18 release gets my award
for Title Of The Month — Amazon
Women On The Moon' Of course
it's a parody of those (in)famously
tacky SF flicks of the Fifties. And it
has a star-studded credit list: Joe
Dante (Gremiins, Innerspace) and
John Landis (Trading Places, The
Blues Brothers) are directing, and
the stars include such favourites as
Carrie Fisher (Star Wars),
Rosanna Arquette (Desperately
Seeking Susan, After Hours), Steve
Forrest (Spies Like Us), Michelle
Pleiffer (Ladyhawke and The
Witches Of Eastwick) and Sybil
Danning (Diner)!

Several superbly-written short
stories are cleverly, and
successfully, joined together to
make Amazon Women On The
Maoan (shades of the Leather
Goddesses Of Phobos game?) one
of the most interesting releases of
the manth,

The Big Easy (RCA/Calumbia,
15) stars Dennis Quaid
(Innerspace) and Ellen Barkin.
When tough cop McSwain (Quaid)
is framed for accepting protection
money the Assistant District
Attorney (Barkin) tries to get him
cleared. Quaid and Barkin make a
perfect awkward screen couple —
they bath love the other but don't
want the other to find out!

Then comes La Bamba (RCA/
Columbia, 15). the story of rock
star Richie Valens, who was
tragically killed in the same plane

P Any evening you like: The
Living Daylights comes soon

crash that took the lives of Buddy
Holly and Big Booper. Newcomer
Lou Diamond Phillips plays the
young Mexican fruit-picker with
dreams of becoming a rock singer
and nightmares of an airplane
crash —and both come true,

The main drawing point of the
film is, undoubtedly, the
soundtrack: the title song and
album went to Number One in the
UK charts last autumn.

Alan Parker's latest, Angel
Heart (Guild Home Video, 18),
arrives in late March starring
Robert De Niro (The Godfather,
The Deer Hunter, The
Untouchables, everything else) and
the bestubbled Mickey Rourke
(945 Weeks), Desperate private
investigator Harry Angel (Rourke)
will do anything for a quick buck, so
whenthe mysterious Louis Cyphre
&De Niro) offers him a contract for

125 a day he can hardly refuse.
After all, he's only got to find a big-
band singer — no problem.

But the problems start when
Angel unravels Johnny Favorite's
sordid past. Harry wants out, but
Cyphre just raises the payments.

The Living Daylights (Warner,
PG) is the latest James Bond film
and one of the best. Timothy
Dalton takes the role of the suave
secret agent for the first time, and
Maryam d'Abo temps Is the latest
Bond Girl. And the new-look Bond
movie — set in a recognisably
maodern world, not the vague Cold
War Fifties/Sixties of the earlier
films — even has a young new
actress playing the secretary
Moneypenny.

But the boffin Q is still there,
giving new meaning to the term
‘ghetto biaster'. And you still get
the same old action-packed
suspense-filled couple of hours.

Much further into the future,
there's Jaws The Revenge (CIC
Video). The story line lacks a
certain bite — as do all the sequels
to the terrifying first Jaws film — and
the rather fin fish tale simply
doesn't wash, It's just kept above
water {sorry) by performances
from Michael Caine, Lorraine
Gray and Mario Van Peebles.
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WIN £50 OF SOFTWARE!

1 you're one of the 50% who read n i mmumg won't
know yet that because it's CRASH's 50th issue we're offering prizes increasec
to £50! They're in four sections: Playing Tips, On The Screen, Robin Candy's
‘Scores and the i : . 3

And here's another to win

]

Have VOU- . ..

Ever thought of writing for
CRASH?

If you haven't, don't bother reading on. Working on CRASH invalves
much more than playing games, and we're looking for someone
committed to writing to become a Staff Writer here.

The job consists largely of writing critical comments on games, and
will also include writing some intros (the long, descriptive parts of each
review) and features. Some general office administration is involved, as
is occasional travel within England.

The position is full-time and based in Ludlow: it will carry a small
salary at first and a decent professional salary when you're a decent
professional.

The successful applicant, committed to learning the skills of
publishing, will be a games-player who offers English as good as his/her
high scores and can work as hard at proofreading as at BMX racing. An
interest in adventures would be useful, but CRASH staff have to work
on all sections of the magazine.

To be considered you MUST be available by the end of March, and
be over 16 — we have to abey the employment laws like anyone else.
Ideally you'll have passed your 18th birthday too.

Some experience in publishing (working seriously on a fanzine or
a school magazine, for instance) would be helpful but it's certainly not
essential. We really want to hear about your age, qualifications,
interests, previous employment and school work-experience courses.
Tell us what newspapers and magazines you read regularly, too.

And we'd like the names and addresses of two referees (not
relatives or family friends — perhaps a teacher and someone you've
worked for in a summer job?).

There's more. To prove your writing ability, send us an intro and a
criticism of a recent game, covering the points that CRASH usually
does. Try to stick to straightforward, clear writing - bright, quick jacks
of many trades, rather than literary pundits, are what we need.

And as your final test we'd like you to tell us the name of the current
MP for Chipping Barnet and histher party, a telephone number of
Foregate Street railway station in Worcester, and the population of
Marseilles, France (note your source).

Send your application as soon as possible to; The Editor, CRASH,
PO Box 10, Ludlow, Shropshire SY8 1DB. Please don't telephone. All
applications will be acknowledged on receipt and some candidates will
be contacted later for expenses-paid interviews.

'-----------------‘-‘--------

VOTE FOR
THE CHARTS

HOWTOVOTE FOR YOUR FAVOURITE GAMES: give each
of your top five games for the HOTLINE, ADVENTURE
and STRATEGY charts a mark out of ten — the better the

game, the higher the mark.

ADVENTURE CHART
TITLE MARK OUT OF TEN

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

------------------------------------------------------------

T-shirt size
This is the £40 of software I'd like if | win first prize, but | know some
games are unavailable and CRASH can’t promise anything

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

send this voting form to: CRASH ADVENTURE CHART,
PO Box 10, Ludlow, Shropshire SY8 1DB

HOTLINE CHART
TITLE MARK OUT OF TEN

T-shirt size |
This is the £40 of software 1'd like if | win first prize, but | know some
games are unavailable and CRASH can’t promise anything

g Send this voting form to: CRASH HOTLINE CHART, PO

1 Box 10, Ludiow, Shropshire SY8 1DB

STRATEGY CHART
TITLE MARK OUT OF TEN

T-shirt size |
This is the £40 of software I°d like if | win first prize, but | know some
games are unavailable and CRASH can‘t promise anything

Send this voting form to: CRASH STRATEGY CHART,
PO Box 10, Ludiow, Shropshire SY8 1DB



DIGLIAL
INTEGRATION

DIGITAL INTEGRATION'S ATF, reviewed on page 17, is mugh
more than a shoot-'em-up. The fantastic flying game requires
quick thinkin}g as well as a trusty trigger finger. And to get through
this CRASH/Digital Integration competition you'll need much
more than luck.

Five top winners will each receive a personal stereo and a
copy of ATF, five second-prizewinners will each receive a
limited-edition ATF sweatshirt and a copy-of the game, and
20 runners-up will each receive a copy Dfplrre game.

Just answer these six multiple-choice questions on Digital
Integration's history, products and ress. se with every
issue of CRASH will find them na pp'rngFamll 's no need to
cut out this page — just write the guestion numbers and answer
letters on a postcard or the back of a sealed envelope, and don't
forget your name and address too.

Entries should be dispatched by the quickest fighter plane
possible to DIGITAL INTEGRA &“, y PO
Box 10, Ludiow, Shropshire SY8 1DB to arrive by April 5.
The de?iﬁiqn c;f CRASH's appointed judges is final in all respects
— 50 get flying!

1 Which Digital Integration game puts you behind the
wheels of public transport?
a) Bus Stop!
b) Hire Car
c) Taxi!
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2 How much did the Spectrum wversion of Digital
Int;gratiun's Fighter Pilot cost when it was first released?
a)£1.99
b) £7.95 -

c) £9.99

3 What accolade did CRASH give Digital Integration's Night
Gunner?

a) Game Of The Month
b) ACRASH Smash — vt &
c) A CRASH Classic

4 Who programmed Digital Integration's Tomahawk?
a) D K Marshall

b) R J Swift
c)J M Saville

5 Which Digital Integration game did Nick Phipps help
dﬂﬂiﬂﬂ? Beil .

Sleigh
D Torbe




What if you could buy all these hit games in a special pack for the price of one..
Wouldn't that be fantastic?

And what if there was an extra FREE game included — say the best selling
martial-arts simulation “Yie Ar Kung Fu". Wouldn't that be sensational?

It's called...

Aqg of course it's courtesy of  You

- N g s
w o Sa¥ N December 1st
msx@@g - ‘ ‘ ‘ -

O.K.?

.L Ocean House - 6 Central Street- Manchester :M2 5NS : Telephone: 061-832 4433 - Teley: 440077
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EXCITEMENT FROM EEYENG TOMORROL,

Transport yourself to the year
3010 where competition and sport
have replaced blood thirsty lust for
violence and confrontation,

CEBM b4/128 - £9.99 Cassetie, £11.99 Disk
AMSTRAD - £9.99 Cassetie, £14.99 Disk
SPECTRUM £B.99

When Mew Texas screamed for
an army of men, Earth sent one
man — he was enough — he was

BraveStamr™

CBEM B4/128 - £9.99 Cassetle, £11.99 Disk
AMSTRAD — £9.99 Cassette, £14.99 Disk
SPECTRUM £8.93
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"\ the challenge is survival.
. Battle against the tyrannical

Trantor™ was called from out of
theranks of the warrior forces, as
leader of a band of outlaw
mercenaries, whose mission is to
smash the growing power of
Mew World NEBULITHOME.

CBM 64/128 - £9.99 Cassette, £11.99 Disk
AMSTRAD - £9.99 Casselte, £14.99 Disk
o BPECTROM £8.99, SPECTRUM +3 £12.99 Disk

In avast, expanding universe

Bozon, who aims to exterminate
the Earth and its people.
CBM 64/128 - £9.99 Cassetle, £11.99 Disk

AMSTRAD — £9.99 Cassette, £14.99 Disk
SPECTRUM £8.99
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GO! Media Holdings Ltd.,Units 2/3 Holford Way,
Helford, Birmingham B6 7AX.Tel: 021 356 3388.
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