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FEATURES

THE BEST OF BRITISH
In an exclusive interview Aoger Kean, fomer CRASH aditor, talks to the
greatest software house of them all - Uitimale

49 STRATEGY SPECIAL
Doubde the normal size, Philippa looks at some moral dilemimas and Matthew
Stibbe shows how you design a wargame
57 THE BEST OF 1987
You vated for them, now see the resulls
83 LOOKING FROM ANOTHER ANGLE
I a break from the nomm Will Brooker takes a fresh ook at the world of 3-D
ClrThie
92 NATIONAL GAMES PLAYERS
The first éver British Computer Games Championship — enter nowl
REGULARS
8 NEWS .
The revival of the G5 .
29 LLOYD MANGRAM’S FORUM
It's raining, says Lloyd, We know, says a reader.
41 PBM MAILBOX .
The PBM convention — what a lovely time wa all had
42 ADVENTURE TRAIL
It inally settlas down, with two Smashes
46 CRASH CcOMMS
Get into Shades e
61 NICK ROBERTS'S PLAYING TIPS e il
Bruiser Nick helps you bash those baddies in Plafoon, Thundercals and
ULCM. to name but a fow
71 TECH NICHE
Jon Bales explains MIDI and Simon N Goodwin solves a few siorage
Foblems g™ o
82 ON THE SCREEN
90 LUNAR JETMAN :
96 CRASH READERS’ CHARTS
98 ROBIN CANDY'S SCORES
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116 PREVIEWS . Hay
| Ean't wail
120 ET AL :
What your videao recorder can expect, and a newspaper for youngsters
DO IT YOURSELF
68 GO FORADRIVE...

i Laned Roves with Elite

77 WE WANT TO KNOW . . .

87

and only yod can halp n the CRASHbonnaire

PLEASE, TAKE THEM . . .

. just have 1o get nd of 1001 prizes

122 DON'T CALLUS . ..

draw a pirate ship and one of our cordless phones
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They ked the streets, they
mu"?: anticipation for It was

soon, They didn't know
when It was coming or what It
would be like - only that It would
arrive . .. Some camped in the
fields other just lay in the road,
they weren't going to miss It -
no way! Some knew all about It
though. They knew nearly all
about It. When It was coming,
how much It would be - they
even knew that It wouldn't come
out of the drains, as first
expected. They knew the next
CRASH would be on sale

April 28."
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Last issue | exclusively revealed the
stunning truth behind CRASH
editorials: they're written at the last
minute and flow from desperation. Well,
this is no exception: it's written in my
final minutes at CRASH, which makes
thelast days of the Roman Empire seem

likeaMicrofalr, and I'm sure everyone’s
desperate to see me flow away

There's no room 1o wax nostalgic —
and Philippa Irving would scratchit with
her combal boots anyway. But {in the
tedious tradition of Oscar-winners) I
just thank a few people, Well, half the
population of Ludlow: all the unsung
heroes and heroinas of CRASH, (When
did you last hear a hero sung? And have
you noticed how evenone always
thanks the unsung heroes and
heroines, to the point where they must
feal like Okiahomar?). Markia, Wayna,
Roger. O, Dawid, Tortoise Shell Prass,
everyone in photography and film
planning and printing and accounts and
advertising, Fran and Glenys who type
letters, Karl who takes them to the Post
Office — tha magazine would never be
produced without their work and
Patience, yet thay miss out on the
boldface bylines.

I'moff to join the unsung heroes - it's
coming on already, | have this
overwhelming impreassion of being a
South Pacific doctor and slave over a
hot make-up screen at Computer News
magazinge.

S0, 'l take a last look at little Ludiow,
its thousand minarets glimmeringin the
twilght , . . give my regards to Broad
Sireet and hand overto . . .

Oh, that'll be me. Steve Jarratt's the
name. Some of you may recognise me
from ZZAP! whare | have been working
formerly as a reviewer, and latterly as
asgisiant editor to my vary good friand
Julian Rignall, for the last 13 months,
Just in case you're the slightest bit
interested, | come from Tividala in the
Black Country (West of Birmingham),
have a degree in Chemistry (a fat lot of
aood that did me!) and 1I'm 22 (DK, so |
hied: I'm 25).

My interests lia heavily in science
fiction, films, computer games
(surprise, surprise) techno stuff and
music (favourites: Rush, Peter Gabriel,
Genasis, UK — even though | can't get
hold of the albums!).

We also have two other new names
appearing this issue, the first of whom
iz 23 year-old Katharina Hamza. Kati is
of Austnan/Egyptian descent (| kid you
not) and originally hails from Vienna.
Complete with English degree and a
wide knowledge of computer games
Kati will be acting as reviewer and
adding a dash of intellectual glamour to
this drab old office.

The second naw raviewer takes the

lumbering form of Mark Caswell, from
Aberystwiyth. Mark is a keen computer
gamer and has a wide range of

experience across 8- and 16-bitgamas;

I'm sure you'll find his opinions most
helpful. Mark is 23, big and not of
Austrian/Egyptian descent.

| know you will all be pleased to hear
that CRASH is ance again the biggest-
selling computer magazine in Britain,
just pipping C&VG 1o this coveted title,
Our circulation s currently hovering
below the 91,000 figure, which goes to
show that the Spectrum market is
certainly NOT in a decline, Good naws
indead!

Maore good news is to ba had for all
those of you who spend hours and
hours sweating over computer and
arcade games to gel that legendary
highscore. Mewsfield, in conjunction
with US Gold, the MNational Association
of Boys Cubs and Montbuiid, have
instigatad the first National Computer
Games Championships. Interested?
For the lowdown on the highscoras,
stroll on over 1o page 92.

Till next manth
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SMASHED!

12 CYBERNOID
Exolon author, Raffaele Cecco, produces his best game ever!
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42 JINXTER
Magnetic Scrolls have all the luck

HOT SHOTS
75% and over ...

80 ARKANOID - REVENGE OF DOH
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108 BEDLAM
Can you pass the academy's test in GO!'s latest frantic shoot
‘8m up .
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The long awaited Elite game meets with mixed reactions
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10 STARPAWS

It's a dog's life in the budget market
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42  dinxter Rainbird

5.;.‘ 44  Loads OFf CRL
108 lhhrlrmgmn 20 Fi
108 Bedlam GO! 14 Mastertronic
:Ir; mmwgﬁll Graph ‘1?1.‘.0 Rastan | s

n ics magine
100 Mnd:w 103 Rockford M.A.D,

20 Shackied US Gold

12 w 18 Side Arms GO/
107 Demon’s Revenge Firebird 110 Spore Bulldog
431 Federation CRL 10 Star Paws Software Projects
23  Frightmare Cascade Games 19 Teladon Destiny
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THE GREAT EVENING

STAR RACE

IN CONJUNCTION with Railway
World Magazine and The Great Central
Railway, Hewson are launching a
competition centred on the steam
simulation Evening Star (53% CRASH
Issue 45). By racing the clock, keeping
alogof the full record run attempt from
Bath to. Bournemaouth and taking a
photograph of the screen on
completion, you could become one of
the finalists to compete in the Grand

Play-Off at Loughborough Great Central
Railway on 25 June 1988,

Prizes include dinner for twao on the
Charmwood Forester evening wine and
dine train and passes to the Great
Central Enthusiasts Day in July.

Entries should be sent to lan Allen
Limited, Coombelands House,
Weybridge, KT15 1HYby 30 April 1988
(first post).

CRASH READERS’
AWARDS 1987

JERSEY, March 12, the Hotel de
France, site of the Newsfield organised
Computer Arena B8 - a software
industry conference, the first of its kind
ever to be held in Britain - was also the
moment when the CRASH and ZZAP!

Details of the awards can be seen on

page 57, but here are a few pictures

from the presentation. The awards

were handed over by Newsfield's

I:_ﬂanaging Director, art supremo Oliver
rey.

THE BUDGET label Alternative is
making several of their games available
on disk. Each will have three popular
titles and retail at £6.99. The first,
Sportacularis released on 23 February
and features Soccer Boss, Qlympic
Spectacularand Indoor Soccer.

THREE DISKS

CDS Software have re-
programmed the successful Colossus
4 Chess and Brian Clough's Football
Fortunes|42% Issue 38) specifically for
the + 3. They are priced at £14.99 and
£12.99 respectively.

EASTER COMPILATIONS

OCEAN is releasing a compilation
game pack in time for the Easter
haoliday. We are the Champions,
available from 17 March, comes in a
twin cassette gift box for £9.95. The
games included will be System 3's
IK+ (91% Issue 49), Activision's
Rampage (69% lssue 49), Imagine's
Renegade (89% Issue 44), Palace
Software's Barbarian (85% Issue 4])
and Electric Dreams’ Supersprint

[2B% lssue 46).

Databyte s latest release is The Spy
Trilogy — a compilation of Spy vs Spy
(93% |ssue 19), The Island Caper (53%
Issue 41) and Arctic Antics which has
never been released on the Spectrum
befare, The trilogy is produced under
licence from First Star Software Inc,
LSAand will retail at £9.95 on cassette
and £14.95 on disk.

DESTINY OF THE YETI

DESTINY SOFTWARE are running a
competition in connection with their
first release Yeli|61%, page 17), andthe
winner could receive up to £30,000.

In the wake of a recent Russian
expedition which came within 30 yards
of the legendary creature, Chris
Bonington is organising a search which
is probably the most comprehensive
yet. The bookmakers William Hill are
giving odds of 150-1 against
discovering the fabled beast and

Destiny have laid on a bet of £200, If
the expedition is successful, the
winnings are to be use as first prize in
their competition.

To be considered for this mammaoth
reward, entrants should send a
postcard with a description (50 words
maximum) of what they think the Yeti
will look like, to Destiny Software,
Lamerton House, 23 High Street,
Ealing, London W5 50F,

Readers’ Awards were presented,

Gary Bracey receives the CRASH for Best Arcade Adventure (Head Over Heels)

+3 MASTER DISCS

007 TRANS-MASTER. Transfers majority of games/programs, Can even
transfer most ‘jerky’ types. Can also transfer the older games such as
SCRABBLE and full 48k games onto Disc. Can transter;

TAPE-TO-DISC. Can even transfer games such as Enduro-Racer,
DISC=TO-DISC. Useful for making ‘safety’ Back-Up Discs.
DISC-TO-TAPE. As above, but Saves onto a tape.

007 TRANS-MASTER..... £10.95 on YOUR Disc.

DISC DOCTOR. Use to PROTECT/UNPROTECT, ERASE/UNERASE or list in Hex,
Decimal or reveal TRUE Basic. Includes DISC HEADER READER,

007 DISC-DOCTOR.....£6.95 on YOUR Disc.

MENU-MASTER. Insert your Discs and press a key and Full CAT heid in a
record (Upto 2300 Records). Can SEARCH & find any INSTANTLY.

007 MENU-MASTER.....£5.95 on YOUR Disc.
Pricees quobed assume you Sorward a Disc. +E2 if we supply Disc,
Postage: LLK.firetand .

E +£1, Elsewhere +£2
c) 29

DX -GUARAMTEED |Dapt (hadderton Drive, Unsworth, Bury, Lanceshire Ted: 061 768 5T12




Cybernoid - The Fighting . .
Machine - will excite your senses
more than any other game. It's
action-packed excitement right
from the start. Incrédible music,
stunning graphics, sprites,
crashing explosions and bomb
blasts that are out of this world.
Hold on to your seat, keep your
-finger on the trigger - this is
another major hit from Raffaele
Cecco who gave you Exolon.
Stay with the hit games from
Hewson!

SPECTRUM

Cassette £ 7.99
+3 Disc £14.9¢
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STAR PAWS

Producer: Software Projects

Retail price: £2.99

Authors: Software Creations

he Tasty Space Griffin has

been acclaimed as a

galactic delicacy for many
years. After being hunted to the
edge of extinction, it has
subsequently become very rare,
and thus very valuable — to the
point of forming a highly prized unit
of intergalactic currancy.

MNow, on a distant planet, aband
of unscrupulous crooks are
breading the Griffins in an attempt
to fiood the market, destabilise the
monetary system of the whole
universe and allow them to seize
power in the ensuing chaos.

No problem; send for Captain
Neil Armstrong. He'll soon sort
them out. Well, he would have
done, but for an error in the astro
telex. Instead of sending for the
clean-cut hero, the garbled
message asked for the Inspector
Clouseau of the Starfleet
Taskforce — the bungling Rover
Pawstrong.

Transported to the crooks'
hideout, Pawstrong has to kill or
capture all the Griffins there to

MARK

[ it's a dog's life for poor old
Rover Pawstrong. Sent to a
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complete his task. To aid him, a
Starfieet ship occasionally drops
supplies, consisting of explosives,
transporters, rockets, and missile
launchers, all of which help him to
apprehend the runaway birds. A
bonus slide puzzle is also
available, completion of which is
rewarded by extra points,

Energy is one of Rover's biggest
problems, represented by the
lightly roasted Tasty Space Griffin
in the bottom left-hand cormer of
the display. As Rover's lifeforce

19 HIRDS NOL

» Watch the birdie

ebbs away, bits of flesh disappear
to leave the bony carcass beneath

Failure to find food to quieten his
rumbling tum results in a pile of “ 1 really enjoyed Star Paws
bones, and one very dead Rover, when it came out on the C64
Once he has either capturad or and it hasn't lost any of its
zapped a Griffin, a Starflest addictiveness in conversion
scoutship lands and takes it off of to the
his paws. This leaves Rover free to graphics are all well drawn
chase the remaining elusive fowl with -
across the planet, and also under characters and deta
it, by using the mining tunnels backdrops. There's a decent
entered by leaping down the soundtrack that plays
nearest shaft. A map and mining constantly in the
lamp can be collected to help him l::nlog'nund and some
to make light of the situation. FX, but with both
Such is the task that Captain going at the same time it can
Rover Pawstrong finds himself get very irritating. Star Paws
lumbered with. Let's hope he really has plenty of variety: if
doesn't make too much of a meal go down one of the many
ofit. .. mlwm;amlnhtuhmpm.
you enter into a completely
different mm with a
maze of and special
objects to collect; if you pick
up the bonus puzzie, you get
a sliding game to
complete a bonus. The
mnplq is made tough at
because you have to let
of the direction keys to
This is soon mastered,
though, and merely adds to
the game's challenge. Star
Paws is a very enjoyable
arcade game that has
survived the conversionfrom
the Commodore very well. "

LT |

14 HIRDS HI] k
LEUEL B l
I!I!I'.:HH

minor drawbacks: the
rallax scrolling is siightly
erky and manoceuvring

g into the

__[commENTS | _

Joysticks: Cursor, Kempston,
Sinclair

Graphies: Captain Pawstrong
is a superbly drawn and
animated cartoon character —
combined with the many varied
and ornate backgrounds Star
Paws is a delight to watch
Sound: an irritating title tune
with functional spot effects
General rating: a delightfully
cute and humorous game to
play. With such addictive
qualities, at only £2.99 it
shouldn't be missed!

T5%
B8%
TT%
T9%

7%

Presentation
Graphics

Playability
Addictive qualities
OVERALL




BLACK LAMP

Producer: Firebird

Retail price: £7.95

Authors: designed by Graham Everett and Steve Cain,
programmed by Software Creations

happy one, he observes as Jack sets out after consulting
he trudges out on an | hisfriend Pratweezle the sorcerer,
impossible mission to find nine | who endows him with two magical
enchanted lamps. The problem is | powers: recuperation ({allowing
he's in love. him to cheat death a few times),
Well, it's not actually being in | and energy bolts which Jack can
love that's the problem, it'sthathis | fire from his belt buckle.
loved one is the king's daughter, And the buckle-dusters come in
Princess Grizelda. And the kingis | handy on Jack's travels as he
more than slightly peeved at | encounters  witches, crows,
Jack's interest in his daughter, | goblins, werewolves and - the
after all, who wants someone who | archnasties of them all — dragons.
wears silly hats and hits everyone | Energy lost in being beaten up can
with a pig's bladder for a son-in- | be replenished with food and

'ack the jester's lot is not a | creatures.

law? drink, and other collectible objects
So King Maxim has decided to | Include shields and weapons.
get rid of Jack by sending him on Once each lantern is found, it

a crusade to retrieve these nine must be taken to a chest (there are
lamps, including the revered Black | 20, all around the land of Allegoria).
Lamp of Allegoria. Once safely | Each chast has nine
housed in the castle treasury, the | compartments, each one a
lamps were stolen, and ever since | different colour. Jack has to place
the Kingdom of Allegoria has been | each coloured lantern into its
plagued by strange and unearthly | correct compartment —and defeat

_IpauL |

“ Black Lamp is most unplayable. Jolly Jack takes ages to
respond to frantic movements of the joystick or keyboard, which
is infuriating in such a fast action game. And because of poor

e design most of your precious time is spent retracing the
E:tr:ur‘:funhtm back past the same old enemies over and over
again.

But the simple game would be very addictive if it weren't for
that. And the graphics are competently animated and well-drawn
{though not very original), ranging from simply-drawn houses to
magnificent mansions. Despite the slow-moving sprite, Black
Lamp is mildly effective. "

P 'Zapping wicked witches and wailing werewolves with one hand, grabbing
the odd chicken leg with the other. ..’

a fierce dragon to get at the
aponymous black lantemn.

Once the lanterns have been
returned to their rightful places,
peace and tranquillity will return to

____ImaRk |

‘“* At first glance Black Lamp
looks interesting. The high-
score-table picture is
impressive — aspecially the
two flickering lamps flanking
the day's high scores - and
the graphics are OK, with a
porky little sprite wobbling
around nicely-drawn
backgrounds.

His movements are very
sluggish, though, and after a
few games Black Lamp
becomes boring. There's too
much wandering around to
find the action, and when you
do it's usually just shooting
creatures. Black Lamp is a
barely average collect-"em-
up - it looks bright, but the
Euntt.ﬁ'l'.“ of interest soon goes

= Great pig's bladder, shame about the playability: Black Lamp

Allegoria, And, as in all good
stories, Jack will get to marry the

beautiful princess.

kATl ___

;; t‘ljlamf:ﬁ Jal:lii isan nth'hnt:tl'.rn
ow, jigging through
the mnﬁy&lduwﬁu his pig:s
bladder, and e
monochrome magic
kingdom is well-drawn, with
enough detail to get you
interested and plenty of
scope for exploration.
Zapping wicked witches
and wailing werewolves with
one hand while grabbing the
odd chicken leg to fill your
ever-rumbling belly is quite
fun in its way, and Black Lamp
is very playable at first — but
there's no challenge to keep
you going back for more.
However cute the jolly
jester and however
attractive the felling of
grumpy goblins, the
gameplay just isn't difficult
enough. Even the dragon
which jealously guards the
black lamp on each level
doesn't offer much
opposition; it takes only a
few shots to make the
dastardly demon disappear
in a disappointing flash. "'

__/commEenTts[__

Joysticks: Cursor, Kempston,
Sinclair

Graphics: slow animation
against a wide range of
detailed backgrounds

Sound: superb 128K title tune
General rating: Black Lamp
looks great, but there's not

much game to play
Presentation 75%
Graphics 66%
Playability 48%

Addictive qualities 54%

OVERALL 57%

CRASH April 1988
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Producer: Hewson
Retail price: £7.99 cassette,
£14.99 disk
Authors; Raffaele Cecco and
Nick Jones




P When the
Just blast

vil pirates have ransacked
the Federation's staﬁ
depots, stealing wvalu
minerals, jewels, ammunition, and
the latest in batﬂ'a-waaparwgﬂa
takes the parl of the brave
s-sllmmd duargu' - mmdastmy m
E .
pirate hoard.

Apart from human adversaries,
the Cybernoid also has to battle
his way through the planetary
defence systam that the dastardly

going gets tough, th
: ¢ e tough
Everything in sight =

* Fantastic! Who needs 16-

bit machines when Hewson
and Raffaele Cecco can
e o S tor
m is perfect in every way

a computer game
should be: it has nxnglﬂ'rl

2
3
g
g
g
g
EE
55

Tha id  isn't
ot oo bRt
the standard lasers, his arsenal
also consists of bombs, mines,
shigids (used to provide [imited
invincibilty), bounci bombs,
and heat-seeking missiles. Need-
less to say that stocks of these
items are limited, a collec-
tion of the yellow canisters occa-
sionally dropped by pirate ships
increases the currently selected
weapons stock by ane.

Other items that may be col-
lected include the Federation's
stolen booty, objects that alter the
appearance of the player's craft
and extra external weaponry that
can be used on the more difficult
sSCregns.

As the Cybernoid travels
through the pirates’ flick-screan
termitory, he is hampered by their

activated defence systems, These

take the shape of gun emplace-

ments, missile launchers and so
on-— 1o pass, but easily elimi-
nated with the extra weapons.
Once a level has been cleared
and the cargo collected, the
Cybernoid then heads for the level
depot, where he is informed
wh&th?lr or not he has nnllﬁcmtad
enough cargo to warrant being
given a bonus. If not, one Cyber-
noid ship is lost, and the player is
transported to the next level.

| COMMENTS |

Joysticks: Cursor,
Kempston, Sinclair
Graphics: Cybernoid is so
colourful and detailed you'd
be forgiven for thinking it was
an arcade version

Sound: an amazing 128K in-
game tune, as well as some
impressive spot effects
Options: sound onfoff

General rating: the formula
may be old, but everything

elsa is new orimproved. Raf-
fasle Cecco's best game to
date — if only it were bigger!

Presentation
Graphics 96%
Playability 95%
Addictive qualities 96%
OVERALL 96%

93%




Unchain yous

Tour friends are prisoners within the mysterlous castie, Release the
fetetes that bind thefn and chain tham to yolurse |f_ e ]] n}- thi Car
you maka your eicapo, Release s many s you can for their
pradicament i dive, though the more you have on your'ehaln the
slowar your progress will be] Defend yoursell with a cholce of

8 different weapons! Battle your way through |11 stages

af gripping. continuous action! Defeat your fons, rescue your
friemnds, ascaps (rom oviry st afly thin le frosdom yours!
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YETI

Producer: Destiny

Retail price: £8.95

Authors: Christian Urquhart and Mike Smith

he Abominable Snowman,
mystenous  subject of
Tibetan legend and myth,
has been granted the ultimate
accolade of a computer game of
his own. In this case there is no
speculation as to whether the
notarious Yeti exists or not: he
framps across the title screen to
assure the player of his existence,
The object of this game is to catch
hirm.
The Yeti is extremely shy, and

uncharted territory to find the
beast. Beginning in the midst of
hostile oriental caverns the search
moves on to counter the perils of
the snowy landscape. Buddhas,
invincible mini-monks, rivers offire
and mystical flying monsters
impede your progress: contact
with any of thase means instant
death.

To counter these dangers, the
player is armed with the famous
Lee Enfield rifie and a limited

Fpannnat

the largest part of the quest supply of
involves travelling through

___[mick |

grenades; extra
ammunition and shields are also

B For sale: one ski-bike, going to the highest buddah

“ Yeti is just an Exolon rip off! What Christian Urquhart has done
is to copy the idea and layout of Hewson's fantastic game
completely. The only real differences are the jerky animation and
pathetic sound. The graphics look great but they move around
the screen so poorly that they soon become annoying. Colour is
used well on the fire and some of the nasties, but other objects
in the game are all the same colour and become boring after a
while. The way the score and amount of ammunition is displayed
on screen is also terrible: if you want to quickly check on how
many bullets you've got left it's impossible to work out which
figure refers to what! If you've already bought Exclon then you've
done the right thing because although they look alike, Exclon is
ten times better.

_____/maRk]

| KATI |

—

" Yeti is very reminiscent of Exolon, even down to the effect of
some of the explosions. What saves this clone from obscurity is
the unusual scenario, cleverly portrayed in some very colourful
graphics. The pagodas and pillars of the Tibetan environment
are atmospheric, and a lot of the game's appeal stems from the
elusive figure of the shambling Yeti, rewarding you with the odd
fleeting glimpse before he mysteriously disappears. The
gameplay is more difficult than is really necessary at first: nasties
come thick and fast and don't ease up when you reach the edge
of the screen. If a fireball appears at this point you have no
chance of avoiding it; traversing from one screen to another
becomes as much a matter of luck as skill. Collision detection is
tight, and often clearly ducking a fireball is not enough to save

* | must admit that the idea of a Yeti hunt in a game is quite novel
—well | for one haven't heard of it before. Chasing the Yeti across
the frozen wastes of Tibet is fun, especially as the route is filled
with many dangers. These include large spikes, gun turrets and
a multitude of aliens that whizz around the screen causing a
great nuisance. Graphically the game is good, with some nicely
drawn and animated obstacles — especially the large Buddha
statues that spit lightning bolts at you. My only gripe is that the
game is hard to play, and many of my early attempts hardly took
me further than the first couple of screens; | feel that this may put
some people off very quickly. Okay, the game isn't anything
special - basically a shoot and collect 'em up - but it is fun to
play. "

your life (annoying when you only have three). These elements
reduce Yeti's initial playability but with such high quality graphics
and some compelling gameplay a little persistence should goa

— T TN Y

B G B

long way. "
scattered around the
anvironment. However, the
important problem in the

punishing Himalayan climate is
keeping the hunter's body
temperature up. Earthenware pots
full of valuable nourishment have
been left around the area to help.
As progress is made further into
the depths of each of the four
levels, the option of a snow mobile

becomes available, Miss the
entrance to its garage, though,
and the journey is continued on
foat.

The end of each level brings the
hunter to camp, where he can
raplenish ammunition and
grenade supplies and grab the
chance to restore his body heat
before recommencing the search.
Reaching the fourth level sees the
Yeti come within the player's
grasp. Catch him and the journey
is complete. Fail and the
Abominable Snowman will remain
a mystery .

COMMENTS |

Joysticks: Kempston, Sinclair
Graphics: the snowy
background is a great effect,
adding atmosphere and
realism to the game

Sound: pathetically feeble
General rating: Destiny have
played very safe with their first
game — nothing new, but
nothing too bad either

Presentation 57%
Graphics BE%
Playability 61%
Addictive qualities 26%
OVERALL 61%
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Producer: GO!

ozon, the tyrannical
megalomaniac, B
threatening to exterminate

the Earth. Immediate retaliatory
action is necessary and so
Ligutenant Henry and Sergeant
Sanders are assigned to the
migsion. Their aim: to infiltrate

Bozon's underground empire,
locate the enamy's ultimate
weapon and destroy it.

Converted from the arcade

game, Side Arms allows one or
two players to participate in

combat across a variety of

horizontally scrolling

monochrome backgrounds.
Immediately the enemy

unleasheas its defence: all available
manpower is alerted and
combatants appear in a variety of
forms to do battle.

As the intrepid astronauts
advance, they have the chance to
improve their cache of weapons.
When destroyed, some enemies
leave collectable bonus pods.
Basic pods increase fire power
and improve armour but each also
contains a series of additional

SIDE ARMS

Retail price: £8.99 cassette, £12.99 disk
Authors: From a Capcom arcade machine

battle improvements. A specific
number of shots transforms the
pod into another weapon, one
shot for increased speed, four for
a mega bazooka launcher, and so
on. 2 weapons in a player's
arsenal can then be selected
individually from the keyboard.

Play is divided into a series of
stages. At the end of each, enemy
fire culminates in a laser-beiching
monster, who must be defeated to
allow  ent to the next
underground level,

The game comes complete with
its own soundtrack ntended,
presumably, to inspire you as you
approach  Bozon's  ultimate
weapon, the Mobile Armour
Santipet.

CRITICISM

® " Ancther shoot 'em up
conversion fails to hit the mark.
Strip away all the hype (this is
dafinitely not a 'classic shoot 'em
up"), take away the gimmicky

soundtrack, and you're left with a
rather average game. The action,
far from being as breathtaking as
the promotion claims, is slow.
Even with maximum speed
bonuses the astronauts don't
seem to get very far and spend a
lot of time travelling through empty
screens. Scrolling is uneven and
collision detection annoyingly
inaccurate. The graphics are no
more outstanding than the
gameplay. The atmosphere they
create can be quite eerie,
especially against the black
background but this element isn't
really exploited to its full potential.
Side Arms isn't a complete
disaster — after a few turns it even
becomes addictive, but at the
inflated price it's probably best to
ivaita miss. "'
mn

@ " On first investigation, Side
Arms seems just like just

P Side Arms, top head,
bottom legs . ..

another ordinary shoot 'em up
game with appalling colour. On
second investigation it's still

just an ordinary shoot 'em up! |

The graphics are confusing, the
colour is monochromatic and
the sound is terrible. Some of
the aliens are so small that you
hardly notice them creeping up
on you and others are just so big
that you hardly stand a chance.
The sloppy presentation makes
the game look unappealing and
addictiveness is almost nil.
There are some places in the
game that are guite pleasing to
play - but not many. This game
lets down GO!'s usually high
standard. "

HICK

@ " I'm afraid to say that | wasn't
very fond of this game. Side Arms

Rtail price: £9.99

he hunter and the hunted

represent opposite sides of

the same coin; Blood Valley
jives the player the chance to
savour the experience of both.

The Hunt is an annual contest
which takes place in the Valley of
Gad. The hunter is the tyrannous
reptilian Archveult; his quarry is an
unarmed slave released into the
valley for the hunting pleasure of
the malevolent ruler and his
henchman

The roles of hunter and hunted
are designed for two players
although there is a solo option, The
player acting asthe slave hasthree
different characters to choose
from. Thief, Barbarian and Priest
are each given several objectives
to complete prior to their escape.
This involves destroying several of
Archveult's primary allies and, in
the case of the thief, stealing
several specified objects.

Before the hunt itself begins, a
map is displayed and Archveult
stations his henchmen in positions
that correspond strategically with
his quarry’s guest.

The movements of Archwveult
and his quarry against the various
landscapes of the Valley of Gad
are shown simultaneously on a
split screen display. Unfriendly
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BLOOD VALLEY

Producer: Gremlin Graphics

valley inhabitants, robbers,
vampires, trolls and demons must
be defeated by hand to hand
combatl. Food, gold and other
collectable bonus objects boost
stamina rating and increase
bargaining power. When invoked,
an options screen allows each
character to use different potions
and items.

Ordinarily Archveult pursues the
quarry in his own person, but when
the slave approaches any of his
allies, Archveult takes control and
fights on their behalf,

A scroll to the nght of the screen
displays the stamina level of both
characters, distance travelled and
amount of gold collected. The
Hunt lasts five days and a clock
displays the countdown,

f CRITICISM '

® "' Blood Valley is intended to
combine fantasy adventure with
elements of role play and strategy.
Unfortunately, once you've waded
through all the explanations,
you're confronted by nothing more
than a sub-standard arcade

DAY ©
01: 08

» Run for your life — now you're the hunted

adventure. Gremlin have tried to
include so many elements that
only the most basic ones — of
kiling and collecting objects —
stand out. The objects, once you
have them, seem to bring little
benefit other than the dubious one
of a prolonged life. The graphics
are remarkable only for their
inconsistency: objects and
enemies appear and disappear at
random. The scrolling, combined
with a strange flick-screen
procedure, is uneven and the
weird, ghostly music can do
nothing to resurrect the spirt of
1&% barren and bitty game. "'

@ " After sitting through almost
half an hour of loading you
eventually find that the game
wasn't worth the effort! The idea
of slaying everything in sight is
fun for a while and extra things
like bribing trolls add a little
spice, but the lack of a tense
atmosphere and real variety
soon kills any compulsion to
continue. There's the choice of
playing three different
characters but if you load in one
and don't like it you have to
reload the entire game. If you
want a good two player game
Lh&-l look elsewhere, "




is prefty bland visually, with some
large, but rather unimpressive
monochromaltic sprites battling
across 4 very similar
manochromatic backdrop.
Control of the main character fs
frustrating, as he often takes a
fraction of a second too Jong to
react to a situation, which is more
often than not fatal, Another thing
that annoyed me greatly was the
way that the aliens occasionally
killed my man without even
touching him. All of these factors
added to my initial feelings about
the game, and in the end | was left
witha vague, ‘why bother?’ sort of
feeling. '

MARK

COMMENTS

Joysticks: Cursor, Kempston,
Sinclair

Graphics: bland and
monochromatic

Sound: terribly grinding and
repetitive

General rating: a very poor and
disappointing arcade licence

Presentation
Graphics
Playability

Addictive qualities
OVERALL

@ * The packaging of Blood Valley
is quite good, with a bed sheet-
sized instruction leaflet that clearly
sets out the aims of the game, but
on the graphics and gameplay
side — forget it. Visually the game
Is totally dire, with crudely drawn
and badly animated stick men
hobbling around a vile
background. Gameplay is not
much better, becoming repetitive
and ultimately dull. | became
lotally bored of the whole
caboodle after only a few
altempts. Admittedly there is a
game of sorts lurking around in
there, but Gremiin will have to get
a bigger shovel to try and dig it
out, "

MARK

! COMMENTS ’

Joysticks: Cursor, Kempston,
Sinclair

Graphics: little characters with
poor scrolling

Sound: hardly anything at all
Options: One or two players and a
choice of three characters to play
General rating: one of very few
sub-standard releases from
Gremlin Graphics, at a very high
price

Presentation 55%
e, &
aya 4
Addictive qualities 35‘!-*:
OVERALL 41%

TELADON

Producer: Destiny
Retail price: £8.95
Authors: Nick Eatock

nce again the Universe is

under threat: the evil ruler

Teladan is plotting
destruction from his hideout deep
in the labyrinthine structures of the
maon which bears his name. The
player's task, armed only with a
hoverbike and a laser gun, is to
navigate the complex tunnels and
mazes, locate the self-destruct
button and initiate Teladon's
demisze,

The moon is surrounded by a
series of concentric mazes
connected by rocky tunnals,
Avoiding the edges of a steep-
sided 3-D crevasse the player
searches for an exit into the
complex below. Enemy vessels
attack and occasionally create
laser beam fences which must be
destroyed; a moveable target
allows direction of the hoverbike's
laserfire.

Collision with any obstacle at
dverage speeds means instant
death, but travelling at very slow
speeds causes the bike to bounce
rather than explode. Excessively
slow progress is detrimental to the
player's oxygen level, though, as

A

B Journey to the centre of the earth

signalled by a decreasing meter.

different areas of play, it doesn't
offer much variety. Hurtling down
the tunnels requires so much care
that the race soon tums into a
ramble; attempts to inject some
speed into the procedure are
swiftly halted. The maze sequence
lacks compulsion since you have
very little power to combat alien
fire and there’s little to collect.
Zapping enemies gives minor

guards (who simply potter up to
you on their little scooters and
blast you to bits). Teladon is a
merely average game, and
although not disastrous, | leave
you with the time-honoured
piece of advice: ‘try before you
bw" (1]

MARK

® “In trying to combine two
memory-exhaustive game types,
Teladon's programmers have had
to compromise. The blend is a
repetitive and ultimately tedious
mongrel of a game. Not only is
Teladon boring, both parts are
very tough to play. The

Once located, a hole in the
round allows access to a maze of
-0 passages

inhabited b
hostiles which are best El\fﬂida-t:i.-

The task is aided by collectable
icons which represent extra lives,
laser supplies, oxygen bubbles or
keys for use in the tunnel below.
the player nears Teladon
itself the surrounding tunnels and
mazes become shorter. Having
reached the centre, the self-
destruct is activated and the
Universe liberated from doom.

|  CRITICISM '

® “Teladon involves an
interesting combination of
elements. However, for a game
which boasts two completely

satisfaction since they have the
annoying power of regenerating
whenever you return to a location,
Gameplay is initially quite difficult
and, unless you persevere, you
definitely won't get hooked. 20
levels in the same monotonous
mould are unlikely to lead to major
addiction. "

KATI

@ " After playing and greatly
enjoying Yeti, | held high hopes
for Teladon. But alas, it was not
to be. What | did find was a
graphically average, collect 'n’
blast maze game with one or
two interesting ideas. Although
fun at first, | soon tired of first
zooming along a canyon at full
pelt on a jet bike, and then
descending to the subterranean
mazes to battle it out with the

perspective scrolling in the tunnel
section is too jerky and the laser
sight too slow to permit accurate
blasting of hostiles. The game also
comes fo an abrupt end if you
don't decelerate in time to shoot a
force field, because the pla yer is
reincarnated on the same spot on
which he expired, and is forced to
sit repeatedly through the static
effect until all lives are gone. The
maze section is made extremely
difficult by the laser-toting aliens,
and luck is at a higher premium
than skill, The final nail in the coffin
is the lack of variation in both
sections; even the pretty graphics
can't save Teladon fom
mediocrity and | advise against
buvying it, "

PAUL

| COMMENTS '

Joysticks: Cursor, Kempston,
Sinclair

Graphics: lacking in variation and
colour

Sound: a poor repetition of
uninspiring sound effects
General rating: a mediocre game
whose potential has not been fully
redlised

Presentation B79;
Graphics B5%,
Playability 46%
Addictive qualities 45%
OVERALL 49%
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Producer: Imagine

Retail price: £7.95 cassette, £14.95 disk
Authors: lcon Design from a Taito coin-op

cin-op hero Rastan, king of
Maranna, is the only man
tough enough to liberate
his kingdom from the evil influence
of the wizard Karg. In an attempt
to gain control of the barbarian
race the nefarious necromancer
has released a host of beasts and

Hﬁlﬂj

The wizard has enlisted a grisly
crowd of allies, ranging from
docile looking lions to ghoulishly
aggressive demons. Their
instincts are to attack on sight, and
the more humanoid beings have
seemingly unlimited shot power,

Rastan can find and collect a

“ Hacking and
dragon-slayer, ba

lurges of red, turn
gﬁnn himself is sm
ducking, fighting and ju
game
obviously

through hellfire demons, Rastan the

n warrior supreme, slashes his way

through some surprisingly subtle designer graphics. Pastel
shades and dlff!rﬂn‘tﬂmdntlm of grey, pierced

aranna into a bleak and hostile world.

animated and all the differant

which concentrates on killing marauding fiends is
limited in terms of depth but the swinging ropes and
the bonus collection system ensure ample variaty. Difficulty is
well (the first level even has a practice rope) and your first
takes you just far enough to keep you hooked. As you're qlvan
chance to start again where the last game ended there's no

by sudden

actions are clearly defined. A

> Rastar: climbing the rope to success

NICK |

| * Rastan is another coin-op that doesn't seem to have the same
addictiveness on the Spectrum than it does on the original
machine. The graphics are detailed enough and look good on the
screen, but the unrealistic way Rastan moves around the world
of Maranna and the lack of colour is very offputting. There’s a
feeble tune at the beginning and weak spot effects throughout
the game. Rastan contains some of the best enemy sprites I've
seen for ages, but although they look really vicious, when you run
into them you just go straight through as if nothing had
happened! In some places you could mistake it for alarge version
of one of Software Projects’ classic Jet Set Willy games because
there are swinging ropes that are almost impossible to hold on
to. Another drawback is the terrible multiload that destroys any
excitement that the game may have had. Rastan is
disappointing. "

laborious repetition of levels you already know off by heart.
Rastan is slick and compelling — anyone remotely interested in
the barbarian cause and those new to the sport have nothing at

number of helpful items including
more powerful weapons, bonus

shields,
medicinas which

demans upon the land.

Protected only by leather and
bearing his trusty sword, Rastan
hacks his way across a
horizontally serolling landscape of
underground passages, grim
citadels and rocky cliffs.
Unexplored parts of this hostile
terrain are connected by flights of
steep steps and ropes swinging
perilously over lakes of fire.
Remote areas boast deadly
streams and lava flows; contact
with either of these results in
instant death.

» A continuing saga. ..

L = - -
b=k
- .
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I mark |

mantles . and also
reduce

“ |'m all for hack 'n’ slay type games, and Rastan is just the ticket.
Graphically good, a macho Conan style main character cleaves
his way across a variety of solid, smooth scrolling backdrops.
Adversaries are also well animated, and include skeletons, lions,
bats, and snakes - all as mean as hell and eager to contribute to
the barbarian’s demise. One small thing that did annoy me was
the intrusive and time-consuming multiload. In the end | found
this most tiresome, but it fortunately didn’t spoil my enjoyment
of the game. Rastan is a great game for all you closet mad axe-
wielders out there. "

vulnerability. Some enemies carry
jewellery which bear a variety of
mysterious powers, and more
devious opponents atternpt to fool
the warrior king by carrying poison
in the form of a magic potion.

Each level hides a particularly
powerful adversary which must be
defeated before passing on to the
next. A beating heart and attached
energy gauge record health status
and should all of Rastan's five
incarnations be lost, the player is
given the option of starting again
on the last level visited. This option
is offered three times after which
Rastan's quest is started again
from the beginning.

The barbarian king's mission
reaches its climax in a final
confrontation with Karg himself,
The wizard takes on the most
powerful form he knows: the body
of a soul-sucking dragon. Only the
mast legendary of heroes has the
power to pierce his hide.

_ /commenTts[__

Joysticks: Cursor, Kempston,
Sinclair

Graphics: superb use of
BRIGHTs with detailed
drawings of all the large
characters

Sound: feeble title tune with
bash and crunch effects
General rating: a playable
arcade tie-in, although lacking
in variation and content — the
multi-load is also annoying

Presentation 80%
Graphics 85%
Playability B3%
Addictive qualities 79%
OVERALL B85%




Every move
you make,
every step you
take, they're
watching you.
Fight your way
through the
precinct — the
back alleys, the car
parks, fight your way
through the villainous
community, the skin-
heads, the Beastie Boys,
T the bouncers. On a hot,
= steamy nightin New York
| this is just the tip of the

' iceberg on your chilling
quest to confront “MR. BIG".

A spectacular arcade style

| brawl with many hoodlams and
hellhounds to encounter —

this is target Renegade —

if it moves, it hurts!
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Producer: Firebird
Retail price: £1.99
Author: Peter Cooke

he objective of Zolyx is to fill

in an empty screen by

enclosing areas  with
straight lines, which then
automatically fill with colour. Lines
are drawn by a cursor which is
directed around the screen, and
constantly moving balls are
avoided since contact with the
cursor, or any part of an
inc;:rmptele ling, signals the loss of
a life.

Continuous line length is limited
by a glowing ball which chases the
cursor after a set time. Again, a life
is lost should the ball and cursor
touch.

At least 75% of the area must be
filled in within the time limit to allow
progress to the next level. For
every percentage above 75 bonus
points are awarded, Each level
successfully completed sees an
extra ball is added to the screen.

THING!

Producer: Players
Retail price: £1.99
Author: Colin Swinbourne

he planet of the Dingalingers
is under threat of nuclear

war. The Ball,
representative of the Astral
Harmony Coouncil, and his

intergalactic postperson courler,
Thing, have been sent to liaize with
the Dingalinger Overlord.

On arrival, the Overlord refuses
to meat with the Ball until the Thing
has completed ten tasks.

E CRITICISM '

® ' When Zolyx was first released
on the Commodore it was met by
almost universal acclaim,
Surprisingly, this conversion is an
unmitigated disaster. Mo
satisfaction is to be gained from
transforming the screen; the
blocks have different textures, are
divided by thick black lines and
combine to form an ugly
patchwork of motley patterns and
hues. The killer ball, introduced
specifically for the Spectrum,
makes long sweeping strokes
across the screen impossible, and
effectively cripples play. Definitely
not recommended, "

KATI

® "This game is just so
unattractive and unaddictive
that is isn't even worth £1.99!
The graphics... well, are a
couple of blobs and dots warth
mentioning? Colour is restricted
to just one per screen,
occasionally being garish and
limited to unsati dot
shading. The idea is too simple;
attempting to fill in 75% of a
screen with shading isn't my
idea of fun. Perhaps if there
were a few more enemies it

Equipped with nothing but a
telephone book, and
accompanied only by his ally the
Ball, the Thing is let loose over the
planets’ 26 levels, all of which are
interconnected by a network of
teleport booths.

A series of floating capsules
contain objects which the Thing
must collect and use in the correct
combinations. The Dingalingers
fry to obstruct his work, but the
Ball is equipped with a phased-
plasma servocannon which has
the power to stun.

If all the puzzies are solved in
five days, the Overlord dispels his
mood and rewards the Ball with an
audience, Should Friday pass with
the tasks still incomplete, Thing,
Ball, Dingalingers and all, are
doomed,

» Half way through the week and still things to do

_ [pauL |

. Mﬂ'll.'!l.lgh arcade adventures are common on the Spectrum,
Thing!'s tidy presentation and humorous graphics help it stand
is moderately slow, sometimes
ere
forwards. The shooting action is also a nuisance, in that Thing
frequently runs into the hostile Dingalingers, resulting in some
short-lived games! The strong brain-teasing element was
me playing, though, and if puzzies are your
v | suggest you exchange a couple of coins for

score 00710

P A major disappointment on the Spectrum

Level

02

Lives |
060%

might have perked up a bit, but
otherwise it just looks like a
failed first attempt at
p'run{gramming onaZXB1! "

® " Zolyx is very similar to an Atari
game | owned about five years ago
called Qix. The idea is simple
enough, so what do Firebird think
they are doing? They have taken a
simple, but pleasantly frustratin
game idea, and tumned it info this
totally unplayable pile of you know
what. Graphically Zolyx is totally
dire, although gameplay - if
possible — is even worse. Firebird
have messed the game up
something rotten, Whatever you
do, DON'T buy this. ™

MARK

f COMMENTS '

Joysticks: Cursor, Kempston,
Sinclair

Graphics: serve their purpose
Sound: simpler than simple
Options: definable keys
General rating: Zolyx started off
asasimple and effective game an
the Commodore 64, the
programmer has tried to make it
what it isn't — complex

Presentation
Graphics
Playability

Addictive qualities
OVERALL

ﬁﬂu;\ pm'lm during “E“i:f'nﬂ

enough to k

ingl. ™

is nothing to do but plod

— Imarx |

toultingﬂnhnmm:
attem to complete the
Overlord. These

completed however |
then, just keep going! "

* Thing! is quite nice, graphically, with a couple of rather cute-
off the treacherous Dingalingers, and

tasks set by the Dingalinger
are quite simple, but are challenging all
the same, and will probuhg take several games to solve. Once
feel the game will lose its appeal, but until

—7

[commENTS |__

* The ridiculous storyline of
Thing! warns you not to take
this game too seriously, and
the cartoon style graphics
create an atmo of
absurdity

problems are just an excuse
to make some very silly jokes
(it's easy to work out what to
ﬁmm?m do E;pw
atdoyoudo
a CRASH reviewer. .. 7).
Whether you like this sort of
thing depends entirely on the
of h - *Fm t
umour is o
sink. £1.99 doesn't seem
such a bad deal to me, "

Joysticks: Cursor, Kempstan,
Sinclair

Graphics: the cartoon
characters are extremely
attractive and cute
Sound: jolly title tune with spot
effects

General rating: a very
playable and comical budget
game

Presentation
Graphics
Playability

Addictive qualities
OVERALL

CRASH April 1988 23




Producer: Firebird
Retail price: £7.95
Author: Steve Turner

LP-2 is the little droid who
made his first appearance
in the citade! of Quazatron

game, Quazatron.
You can get a bit of fun out of
it to hq}:'wrﬂ'l by zoomi
up and

MAGNETRON

(lssue 28, 94%). His motorised
skilis are now in demand again:
this time demon droids are in orbit
above the planet Quartech which
is being threatened by the eight

E
i
3

;i
3
3
a
5t

T
1

:
g2

aboard the first satellite, where his
task s to negotiate the | dependent on the combined
multicoloured 3-D landscape of | charge of its positive fuel rods and

g%
£
g
.;;
2

» ‘Disappointing Quazatron follow-up®

armed satellites under thelr | ramps and walkways which
control. comprise each station, locate its

KLP-2 is immediately beamed | four reactors and deactivate them.
The stability of a reactor is entirely

|
|

SHACKLED

Producer: US Gold

Retail price: £8.99 cassette, £12.99 disk
Authors: Choice from a Data East coin-op

ain is not a happy man.

Seven of his best friends

have been captured, and
are being held in a maximum
security prison. His mission: to
rescue and lead them back to
safety.

The game begins with the
armour-clad Kein standing on the
first level of the prison. As he
travels through the maze of
corridors he comes across barred
prison doors, opened simply by
blasting them. Behind these are
gither one of his friends, a guard,
or more often than not an empty

1P 000051860
QGTaS

|

cell.

On discovering ane of his
friends, Kein takes charge of the
weapon they are carrying. These
include grenades, shuriken stars,
disks, shock waves, boomerangs,
cushion balls, and fire balls. Each
character holds a different
weapon, and once gained are
displayed as icons which can be
scrolled through and used as
desired.

Sword, axe, and spear-wielding
guards make their prasence felt,
and Kein loses energy points
whenever they attack him. Bonus

AP 00000000
SF : 00000

the ightly
wuodm.ﬂhdldn‘tmﬂmg#‘nmnttaommh.lnhd.lfmm

the game quite entertaining. It's not exactly the new Gauntlet -
but it's better than most of the other imitators. "

* Gauntiet has spawned so many clones it's hard to muster any
enthusiasm at the prospect of another one, but at least Shackled
has added the comparative sophistication of 3-D. Dashi
hnp“dﬂlm safe @:am M:ﬂ;lﬂﬂ?ﬂ“m to
ave a
wander off) has a realistically frantic touch. The battles
uences themselves are reminiscent of a comic strip as
and bodies disappear in a cloud of dust. The scrolling
tha mWM‘?ﬂWW
n one or E a
little more attention to this merely good game could have
become an excellent one. "

:

: NICK

v Gmﬁufrnmunﬂddﬂisgmuhlbﬁw"ﬁnn.Thiﬁm
graphics and frustrating movements don’t exactly make the

addictive. It's very similar to the rest of the Gauntiet clones
mnnwmmmmm.ammmm
m.mlnmmm.%mﬂmmmm

some fresh it: the way you rescue from their
bonds and then inherit whatever weapon they had is a new idea,
but the two mode is terribly when player two

m and player one has to stop he up.
is well presented and has adequate sound effects but




its negative inhibitors. By
swapping fuel rods KLP-2 can
manipulate the charges
sufficiently to cause the reactors
to shut down or overload.

The droid inhabitants of the
stations are completely
unsympathetic to his mission and
although KLP-2 doesn't have
enough firepower to counter them
directly, he can ‘grapple’ with
other droids in an attempt to take
control of their attributes. Three
different sets of icons are aligned
on a grid within a given time limit.
A successful grapple discards the
old shell, which then acts as a
back-up life.

Once all four reactors are
deactivated, the station shuts
down allowing KLP-2 to beam
boldly on to the next.

_ [commenTs | __

Joysticks: Curstyr, Kempstan,
Sinclair

Graphics: an improvement on
Quazatron— maore colour
combined with intricately
detailed objects

Sound: only a few
unimpressive spot effects
General rating: playable, but
certainly not as good as
Quazatron

—r 0y

Presentation T 2%

Graphics B7 %
Playability
Addictive qualities 49%
OVERALL 57%

itemns are available throughout the
dungeons including coins to boost
Kein's energy level, keys to open
doors, nngs that increase shot
spead, necklaces which speed up
the player's movements, and
diamonds that kill all adversaries
on-screen. Also to be found are
treasure chests, barrels, lamps,
and crowns, which bestow a hefty
points bonus.

Once all of the cells have been
searched on a level, Kein must
collect the correct key, and lead
his freed companions to the exit.
The next level is then entered and
Kein continues his guest until
gither his energy runs out, or he
has liberated all of his
companions,

Joysticks: Cursor, Kempston,
Sinclair

Graphics: miniscule
characters on a plain and
simple background

Sound: very few atmospheric
spot effects

Options: ane or two players
General rating: a convincing
arcade licence, but lacking
originality and content

_ |commenTs|__

Presentation 68%
Graphics 65%

Playability 73%
Addictive qualities 69%

OVERALL Y% T2

FRIGHTMARE

Producer: Cascade Games

Retail price: £9.95
Author: Ron Ashley

ach person’'s subconscious
Esmres primaaval memaories
whichseep into our dreams.
Frightmare dares the player to
step into this psychic abyss and
surrender to fears in the landscape
of their darkest imaginings.
The nightmare takes place over
a period of eight and a half hours
in the supernatural environment of
four dream zones, travelling
through a surreal world of ruined,
crumbling statues, networks of
skeleton trees and rooms of

» Frightmare: look before you leap

blood-red skulls. In true dream
fashion, the ability 1o jump is
weirdly enhanced — death by
falling is a strange impossibility.

| NICK I

This dreamscape is haunted by
the victims of five ancestral tales
and legends. Contact with any one
of them means the loss of one of
the dreamer's five lives. Ranging
fram zombies to scarlet
disembodied hands, these can be
countered by a series of
collectable weapons. Holy Water
kills all monsters instantly;
revolvers (for which you also need
to collect bullets), crucifixes and
random potions have a more
selective effect. Other icons

increase your ability to jump,
represent extra lives and allow you
to warp to different rooms.

As the inner self is penetrated,
the dream state, recorded in

letters at the top of the screen,
alters accordingly. Beginning with
a 'bad dream’' the state slowly
advances to finally become a

KATI

" Like a recurring dream, the
promotion of Frightmare has
been haunting the
magazines with monotonous
regularity for months.
Unfortunately, the
realisation is never as good
as the dream. Nevertheless,
Frightmare is entertaining
enough. The  macabre
graphics create a fittingly
ghoulish atmosphere and
even the control method -
somewhere between
jumping and floating - is
expressive of the surreal
ambience. The real
nightmare, however, is the
price. As a platform arcade
adventure it's hardly a

ioneering breed.

nremarkable spot effects,
messy collision detection
and slightly clumsy controls
mean that it doesn't even
rank as one of the best of its
type. Frightmare can get very
addictive, but £9.95 is a high
price to pay for some fairly
standard fare. "

“ | didn't know that my darkest dreams were full of badly drawn
characters, colour clash and irritating gameplay, but that's what
the Frightmare adverts say, so it must be true! The best thing
about Frightmare is the inlay, full of ghostly descriptions of the
inhabitants of the frightmare itself. The game itself is the pits. The
animated ghosties flicker all the time and none of them look
remotely scary. Many of the screens are similar and range from
bare to bland. The best graphics in the game are on the title
screen with the word ‘Frightmare’ scrawle
you are looking for a ghosty game then this isn't the one for you.
The now aging Ghosts 'n’ Goblins is far ahead of this. "

across the top. If

_/mMARK] ____

“ Thank goodness my worst
nightmares aren’t half as
creepy as the guys in this
game! Graphically,
Frightmare is pretty good, Of
particular note is the loading
screen picture, based on the
cassette inlay. The in-game
graphics are also quite good,
with some rather nasty
looking adversaries to be
either Kkilled or avoided.
Although the game is initially
playable, with a very athletic
hero bouncing around the
screen, | soon discovered
that it was little more than a*
run around collecting
enough objects to continue
through to the next, even
more bizarre part of the
nightmare' type of game.
Although quite chilling at
first, sadly | found that
tedium soon sets in. "
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‘nefarious frightmare’. After that all
you have to do |s wake up.

Each new room visited moves
the clock on by six minutes; at 8.12
am the frightmare is over and the
harrowed dreamer awakes.

Joysticks: Sinclair

Graphics: badly drawn and
crudely animated

Sound: poor spot effects
General rating: of strange
curiosity value for those with a
spare ten pounds

Presentation T3%
Graphics 47 %
Playability 57%

Addictive qualities 57%
OVERALL 57%
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%ﬁ' y UNLEASH THE POWER OF YOUR



- IMAGINATION.

Its 700 in the evening. You've just finished
another meal. You should do your homewaork but
something is calling you from the garage. Some-
thing that would terrify the neighbours. Something
agile, fast and deadly. Pegasus-the Patrol Hydro-
foil Missilecraft. The temptation is just too much.

g
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S ELLL Tl
FhBSED:  FPRCES AMY KXY 1O CONTINE

the authentic handling of NATO ally
hydrofails: US, talian and Israeli
/6mm water cooled naval gun
Harpoon and Gabriel missiles

ENOTS (] THHE: 78
u

1] 127
EFL . STAECH FOR IFH'CIF';IS['S-

k
I 4
FRUSTD:  PRELSE Ay KLY TO COMT IS

8 real life missions and
ON-SCreen maps.

C AMS Soitware 15 avallable on & wide range of home compulers: mcluding
Commodore (B4, Commodora Amiga, Atan 5T, IBM, Spectrum and Amstrad

Electronic Arts. 11-49 Station Rd. Langley. Slough. Berkshire. SL3 BYN England.
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eeBee Air Rally - joystick
gripping, pylon-shaving racing
action. Speed in spades. Trick

turns. A swarm of other planes to

outfly and outmanoeuver - or collide
with.

Allin three dimensions. Because in
GeeBee Air Rally, you race not just next
to or around the competition, but over
and under them as well,

With 16 great race courses, each with

vivid fast scrolling graphics and 256
levels of difficulty, the challenge never
ends. Plus authentic sights, sounds and
music thot recall the days when speed
kings were the heroes of the skies.
GeeBee Air Rally. Strap yourself
in, grab your joystick and open the
throttle. You're in for a whale of a ride.
Created by Steve Cartwright, Gene

Smith, Mike Nowak and Russell Lieblich.

LTI ITI TR

T LTI

WATCH THE SKIES!

GEEBEE \IHI{\IJ\ TAKES HLIGHT |8

Amiga (£19.99], Commodore 64/128 Disk
(E14.99), ZX Spectrum 48K/ 128K /4
[E7.99) and Amstrad CPC Casselte
[£9.99) and Disk (£14.99), Commodare
&4/128 Cassette (£9.99) coming soon|
Mail Order: Activision (UK) Lid, Units 3 &
4, Lloyds Close, Finedon Rond Industrial

Estate, Northampton NNB 4FR. Tel: 0933
76768,

-If'ﬁll
| Y

TM & © 1987 Activision Inc. All rights
reserved. Amigo screens shown, Screens
may vary depending on computer system,
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Trying to please all of the people all of the time is the main theme of
most of this month's letters; quite honestly, if we could get that trick

ht we would be the very best magazine ever printed. As it is,
Cc H like any other publication is a collection of individuals
working hard to get most of it right most of the time —and even
succeeding now and again! However, for letter of the month, and
that ali-important £30 worth of software, | have chosen a writer who
has noticed, as many others have, that the seductiveness of the

16-bit may only be skin deep . . .

LIFE, THE UNIVERSE AND

16-BITS

Dear Lloyd

Well, the fiftieth edition of CRASH
has been and gone, and | thought
itwas about time | put pen to paper
and whinged about the state of
CRASH, the software industry, life,
atc.

The former to begin with. | must
admit, despite belng an avid
CRASH fan for many years, that
since the considerable price rise,
tha magazine has if anything, got
thinner. Gone are the sof 130-
140 page issues which kept me
reading for m an hour. But, as
my English teacher reminds me,
guality is more impoitant than
guantity, and CRASH still beats
the socks off its rivals, particularly
since Sinclair User has invented
the unbelievably childish
Kamikaze Bear. Still, each to their
own, and if Sinclair User (whoops!)
thinks a market exists for
Spectrum owners whose idea of
intellectual reading is ‘The Sun',
then no doubt their new style will
do well. Enough of the 'Well done
CRASH, can | have my £30 of
softwara now please' —and onto
mare wide-ranging matters.

Upgrades. Let's be honest here,
who amang my fellow Spactrum
owners, hasn't once looked at an
Atari ST/Amiga screen shot and
said 'Damn those attribute
problems!® or something similar
and perhaps a little more colourful,
lam lucky (7) enoughto havea 16-
bit owning friend who takes great
pride in showing me the latest
software ('l don't believe US Gold
did such a good job on the
Spectrum version . . . ' or "Sothe
Spectrum version of Starglider
wasn't this fast then?') and making
snide remarks at the Spectrum’s
expense. Of course, now many
Spectrum owners are salling up
and saving for the latest in gaming
technology. But having seen all
these games on the 16-bit
machines, every single one seems
to lack that extra level of addiction
that the Spactrum versions had.
My friend plays each new game for
aweak, andthenit collects dustin
his disk box, while | play games

such as Match Day Il for months
and still come back to them a year
hence and play them again (for
example | have just dug up Minder
by DK Tronics and begun playing

that again). And that's after paying
a fraction of the price for new
software. Such santimantality,
however, cannot halt the flood of
upgrading Spectrum users
anticed by superb graphics and
attractive sound (or should it be
the other way round? Never

mind . . . ). | would still advise
anyone thinking of making the
giant leap to keep their Speccy:
they won't get much forit after all,
and at least it means you'll still ba
able to play Match Day Il if Ocean
don't do a 16-bit conversion,

Partly on the subject of the Atari
ST, | see that Silica Shop are still
advertising it at the ‘new’ price of
£299. The same advert has
been with us since pre-1987 PCW
Show = hardly very new. 5till, time
— as one great time traveller once
said — is relative, and | suppose
Silica thought that it is still new
compared with the Acropolis or
Stonehenge.

Talking of advertising gimmicks
and blurb brings me nicely on to
the subject of slogans (that
sentence courtesy of the ‘BBC
Book Of Contrived Links Vol IV"). It
appears to me that most of the
major software houses now have
new slogans. It all began many
years ago with companies like
Cheetah (' Soft we're not') coming
upwithan oilylineto complement
an even sillier logo. Well it seems
that slogans are now 'in'. Imagine
have always been 'The name of
the game', but since when have
Firebird been 'A Legend in Games
Software’ (to be read in a deep,
macho voice). Gremlin are 'Worlds
apart from other software” and
Gol! take the award for the corniest
in the shape of ‘“Tomorrow's
software today’. (A million speccy
owners now murmur, "Wallifthat's
tomorrow’s software then | hope
tomorrow never comes).

| couldn't sign off after this
mature ramble around the
Computer World without
mentioning THE GAMES
MACHINE. In my opinion it's very
good, with in-depth reviews and
interesting features. Its only
annaying factoris the repetition of
screen shots between it and
CRASH. If I've just bought CRASH
| want to see different pictures of
different parts of the game — not

the same ones | saw in CRASH.
MNuff said?

All good things, as they say,
must come to an end. Although
that excludes my waffiings | think
it's about time | came to the point
of this letter, Unfortunately there
isn't one so I'll stop now. If its not
too late a well deserved Happy
Mew Year can go to the CRASH
team, who = despite odd
exceptions—all keepthemagtoa
very high standard. Vorsprung
Durch Technik as they say inallthe
best car commercials . . |
Nigel Palmer, Norwich

During my occasional forays into
THE GAMES MACHINE office, |
get lo see and play more 16-bil
games than you can shake a stick
at. And to a large extent | agree
with your views: the majority of the
releases thus far are very prefty to
look at, and positively
terpsichorean to listen to — but
they play like a brick. There are the
odd one or two at which this
criticism cannot be levelled, but if
you rate playability higher than the
meraly aesthetic, then the
evergreen Spectrum st has
plenty to offer in the games
department.

As regards upgrading to a 16-bit
machine, (bearing in mind that the
Amiga costs £450, the ST is due
for a £100 price increase and the
software currently hovers around
the £20 mark), selling your
Spectrum and sofiware collection
would appear to be a false
Economy.

CH‘A.S)J;‘ a bit thinner? Well, ves
and no thow's that for an equivocal
answer?). But somelimes you're
up against unarguable financial
facts, and the men with the books
at our Grave! Hill office say that
compared o two years ago
CRASH is not guite as profitable
as it was — probably because
there's more colour in it now.
Some (ssues are thicker than
others - it depends a bit on the

time of year, and after Christmas
each year there have been thinner
issuaes. Prior to Christmas there
werg several fatter CRASHes too
Vou know.

LM

PLAYIT
AGAIN, LOKI?

Dear Lioyd

In the dim, dark past before |
started reading CRASH, | read
Sinciair User for many months. In
their June 1986 issua there wasan
article about a new
Superspectrum, the ZX Spectrum
Loki. This machine was to be
similar in specification to the
Amigabut ata fraction of the cost.
In the August 1886 of CRASH you
denied that such a machine
existed, but after reading the
articla in Issue 50 about MGT's
superclone I'm not so sure,

The specification of the Loki
said that the microprocessor
would run twice as fast as the
current Spectrum's CPU and that
it would have many connections
such as MIDI IN and OUT, built-in
joystick ports, RGB monitors,
video composite monitors plus
VHF TV sockets. In addition, the
Loki would boast a significant
improvement in graphics display
(256 pixals per line and 64
colours). If you then check these
features against the SAM
specification, you fina that all
these featuras are available on
SAM. Infact, SAM would advance
on the Loki's graphic handling by
allowing 512 pixels across the
screen, and the normal 192 lines it
required. It was mentioned that
with the Loki a light pen came as
standard, and of course SAM has
this facility, so it seems to me that
MGT have taken their ideas from
the fabled Loki machine.

As a rubber-keyed Spectrum
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owner, | hopethat SAM does make
it onto the market because |
personally feel that it is a better
upgrade for 48K Spectrum owners
rather than Amstrad's inferior
Spectrums +2/3, which on closer
examination are only Amstrad
CPCswith the Sinclairname stuck
onto them.

Clive Sinclair's humbla maching
is a technological miracle, but as
Amstrad's only care is to make
m and not consider existing
users | say to MGT, 'Goodluck and
bring back Sir Clive's pioneering
spirit which in Amstrad's hands
seems to have gone down the

drain’.
lan Lacy, likeston, Derby
After a lengthy 1

elephone

discussion, Simon N Goodwin
assures me that there is little
% for any comparison
the two machines. Unltke

SAM, the Loki has never and will
never exist outside m‘alj few ‘iﬁftﬂglﬁ
of typed paper, simply outlining
the features h?iﬂdﬁfrdﬂm&dfﬂhﬂ
necessary a next generation
machine-cum-Spectrum  clone,
Also, a few of the features you
mentioned aren't really :

sound and hundreds of colours;
SAM is essentially a ZX Spectrum
but with slightly improved sound
and limited attribute proh.l'mLH

TIPS DEFICIT

Dear Lioyd

There areanumberofissues|'ma
bit cut up about here. For a start |
am infunated about the attitude of
Henry Shades towards the
Spectrum (Issue 48), That sort of
attitude s killing humble Spectrum
owners who don't have £299
kicking about to buy an expensive
computer, | have an original 48K
bought first-hand for £45 in
February last year. Does Mr
Shades think that Driller, Exolon,
and Head Over Heels are not
improvements on games such as
Scuba Dive and Atic Atac. Toplck
GFL Ch nship Footballis not
avery good exampleof assessing
Spectrum games. Spectrum

the Commodore, Amsirad and
Atari games, and they are rlsin? in
standard rapidty. | may be an old
"fuddy-duddy' but | don't think
that Spectrums are ancient. Whan
;::nu can purchase Speccies for
50 why not save yourself E250
and get one? You won't regret it.
My final complaint is about the
Playing Tips section. In Issue 49,
of I¥w nine there were only
three Pﬂﬁg and five tips. Two
pages were wasted with an advert
forthe 'new’' +3 (put it somawhere
else) and an amazing five pages of
maps were used. These maps do
not have to be so big dothey? Just
make them neat and smaller — not
mega. | do not rate maps 1o be as
i as tips and POKEs. So
Nick, more tips and POKEs
Enm' and if you can't be
hered to test them bring back
LM to playing tips.
| still like CRASH though.
Reviews are excellent, having
maore than one cpinian. The
competitions are okay (we want
more) and Oli Frey's artwork is
excellent. Forumis forlstting
off steam, and specialindexes and
features like Run It Again are very
interesting, Keep up the quality
that has enabled you to reach
issue 50 and stiil be the best
Spectrum mag around.
Christopher Harby, Sleaford,
Lincs

Thank you for the final
compliments Chris, but | feel (as
an old hand so to speaki [ must
defend Nick and say he does a fine
Jjob of the Playing . | feel most
peaple would agree thal maps are
an important facet of the tips
section, giving aid in playing while
not ‘cheating’ as with POKEs or
hints. However, it's also frue that
all maps and no words make for a
dull section, and some months

mfgbﬁ we're guilty of filling space
with maps that are Em'nf bigger
than they need be. But a deficit of

POKEs and tips can hardly be
Nick's fault, for he merely checks
and collates the information sent
inte him; he can't print POKEs he
hasn’t got! Get the massage? The
tips section is only as good as the
stuff sent in, so gel working!

& nghty renarvmd

Pigase enclose payment wilh ifem - 3 momth warranty on repair
Please enclose adver! will repair

W.T.S. ELECTRONICS (am)

5-0 Portiand Road, Luton, Bads LU BAT. Tel: 0582 458375, Telon: 265871

games are competing avidly with LM
’ FIRST AID
CompuTeER REPAIRS (| 7"
Fixed Super Low Prices! S TECHNOLOGY
Inclusive of parts, labour and VAT =
1 week turnround
+ SPECIAL OFFERS w
SPECTRUMS Ei4inc. + Free Gama @ VIC 20, C+4 £22 ine.
SPECTRUM 128 £16inc. AMSTRAD 464 £32 inc. + Free Game
SPECTRUM +2 E£18inc. + Free Game | CB4 P.5.U. for sale £20 inc.
SPECTRUM +3 E2dinc. | OB4 £22 inc. + Frea Game
SPECTRUM P.S.U.forsale £10inc. | C18 £18 inc.
SPEC JOYSTICK INTERFACE for sale  E6.50 | BBC £32 inc.
| ELECTRON E18 inc.,
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REVIEWS RUN
ouT

Diear Lioyd
| am writing to complain about the
accuracy, orrather the lack of it, in
many of the reviews in Issue 49,
Firstly, the review of Out Aun.
The resounding opinion amongst
my friends Is that this has been
uastlr underrated. | agree that the
multiload 48K, is to say the least, a
pain the backside. The graphics
are extremnely well detailed, and
the animation is great, especially
the movement of the car as it
negotiates hills and turns. | haveto
point out that only Nick was
accurate in his review, Mike has a
tendency to either overrate or
underrate games (the latter with

Out Run). Out Run should have
been given in the high eighties, if

not a Smash.,

This leads me onta Rampags,
which, in my opinion |s shear
viglence, sheer briliance. Again,
only Nick was anywhere near
accurate in his review in my
opinion. Perhaps the game could
have done with a bit more action,
but this problem has been solved
with the inclusion of a three-player
mode, which adds spice to the
proceadings.

Gary Lineker’s Superstar
Soccer. .. AAARGH! This ga.me
to put it politely, is PURE CRAP
(there's an cxymoron for youl)
How on Earth did that gamapasa?
When r oppanent is about to
kick off, z_nu canrunup and snatch
the ball from him, and
consequently score,

Seruplesis another game which
the locals think has baen
underrated. When playved
amongst friends, the game is
%ﬁt' t merits approximataly

Mot having IK+, | perhaps
should not comment on this, but

Having Gauntlet lland Gauntlet,
| agree that they are very similar.
Has the overall appeal dropped
27% in a year? | doubt it very
much.

Usually, the reviews ara

do the graphics really merit 90%7

accurate, but | felt | had to
comment on the aforementioned
garmes. Incidentally, what
happened to World Class
Leaderboard and The Double.
Wl:r wera thay not reviewed?

ere are a couple of general
comments about the mag:
When reading the Scores page, |
experienced déja vu. Was it an
error or was it deliberate?

When printing competition
winners, how about printing the
answers?

Subscription — why do present
subscribers have to pay more if
they want to renew their
subscription and get Platoon?

Finally, congratulations
Newsfield, for the excellent
GAMES MACHINE. Issue 3 was
my first purchase of TGM, and it
won't bethe last, Congrats, again!
Scott McGlashan, Glasgow

The perennial argument! And, as
ever, answer 1o your
dissgreement of  reviewers’
ratings s down to personal tasle:
the ratings and comments given
to each game are based solely
upon the feelings of the reviewers
in question. You can’t expect ta

with all of the ratings all of
the time — we only try to give as
comprehensive and unbiased a
review as possible to help guide
your decision to purchase the
game. For instance, | did not think
very highly of Out Run, although it
wasn't exactly bad, it also wasn't
as well implemented as it should
have been; still, it can be very
playable. As for Rampage, |
thought it was tedious and a wasla
of time — and | don't even get to
wiite raviews any more!

Since the reviews mentioned,
Mike Dunn has left the reviewing
team (o pursue his academic
guests and is replaced as of this
fssue with two very
knowledgeable new raviewers.
However, Nick (with whom you

pear to agree with most of the
tima) is slaying. The
subscription was something of an
evror, although one that many
readers spotted, happily
assuming to their benefit that it
didn't really make sense the way it
was. Sorry about that. e

|




ADVENTURE
DEFICIT

Dear Lloyd
Alth | agree with you that
Peter Hoar's lefter {Iﬁll.le 50) dhl:l
appear more cynical than strict
necessary, tfﬂdyrtlhatsaveral nfhﬁ
points are ones | (sadly) have to
concur with, Although e been
a faithful CRASH reader since
Issue 11, | have decided not to
renew my subscription as |, like Mr
Hoar, feel that C H has been
going downhill for someatime. lam
not going to accuse CRASH of
dw%ﬁl robbery or indirect bribe-
taking (in the form of
advertisement contracts), but | do
:rmpathisa strongly with Mr
par's points on adventure

Ilam anadventure game fan, like
marny others, and to me the
difference between Darek
Brewster's old reviews and the
naw ones is obvious. The first
difference is an easily noticed one
- Brewster had six summary
ratings: Difficulty, Graphics,
Presentation, Input facility,
Response and aral Rating, as
well as five percentage ratings:
An-nosﬁgam Vocabulary. Logic,
Addictive quality and Overall. The

latest reviews have only one rati
—Overall - aithough .'gdgm Orgﬁ'l

Issue 49 had eight ratings in all.

The next difference, a serious
one, is the lack of detail in the
newer reviews. Even the Knight
Gr::yrwiaw-a Smm game -
only gave a very gen
impression of the first pant of a
three-part game. More detail
would not have gone amiss —
some more quotation to give the
flavour of the c“‘garmsn some
dﬂscrlp{tgbur:ng the hngwplmtad
parser (giving, as it does,
commands such as FOLLOW, GO
TO, RUN TO etc), some mention of
the the characters interact
(DE . GET KNIFE AND RUN
TO CASTLE), mention of the RAM
SAVE/LOAD or OOPS options on
the 128K version, and so on.

Another serious difference was
not in the reviews but in the
SIGNSTUMPS section— | was
worried by its complete
disappearance just after Derek left
—'they're not going to drop it now
that he's gone, are they?', |

the time, and feit

incredulous when | turned to the
SIGNSTUMPS section in Issue 50.
The unthinkable had -
twice — yes, CRASH published
™O PLETE (almost)
SOLUTIONS! Not only this, but it
had once before (in
Issue 41) and this incident had
turned out to be the work of "an
arcade-nervous joystick jocky' at
CRASH towers. The worthy Mr
Brewster apologized profusely on

We require:

Please apply in writing to:

RARELTD
Manor Farmhouse
Church Street
Twycross

Warwickshire
CvV93Pr]

'DESIGNS ON THE FUTURE

COMPUTER GAMES GRAPHIC DESIGNERS
VIDEO GAMES SOFTWARE PROGRAMMERS
A MUSICIAN PROGRAMMER

Needed to join our expanding design team to produce
top quality home-computer and arcade systems soft-
ware for overseas markets.

behalf of this unfortunate being,
and assured us it would not
r&ppan again. Itdidn't . . . untilhe

It is very sad that whoever was
raspansible for this did not realise
how the printing of such an
obscene thing can completely ruin
T o Tor Dusb Thi

people from ngit.
ol oot i

cein

solutions in guestion, but the
former still applies. It is not a
simple matter to 'just notread it’ -
the temptation s too great for
many adventurers || not
included, as | do not have any of
the games in question, but | know
how people feel) who later curse
themselves for their weakness.
Lead us not into temptation!

Another point is the
disappearance of SIGNPOST (|
know this is a weak joke, but 'is
that why more money is going to
tipsters and map-makers as
prizes?") — the adventure
equivalent of the FORUM just

writing to the FORUM and not
there

Also, 'the policy is that full-price
games are more important to
review becausa people risk more
money when they buy them’ - if
this were applied to arcade games
as well, over 40% of issus 50's
reviews would have gone.

SKILL ... .. TACTICS

EURCPEANI

MUCH MORE

Injury Temea, Corners, Free Kicks, Maich

Scoreshasts

Software
availabity

Spectrum
Any 48 (128
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and hull instructions

upped and went, which is why I'm
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THE MOST COMPLETE ELUROPEAN SIMULATION YOU CAN BUY - Home
& Away Legs - Full Penaity Shoot-Out (with SUDDEN DEATH) - 2 IN-MATCH Substitubes
Allgwed - Away Goals Count Double (if DRAWN 1) - Full Team & Substitute Salecton - Extra Tima
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Bowling Tactics - Team Salecton - Fast, Spin & Medium Pace Bowlers - 4 Types of Batsman

Seleci Fieid Layout - 3 Shkill Levals - Wides - Byas - No Ball - Run Outs - Mistiasd - Dropped
Catches - Scoreboard - Bating & Bowling Analys:s - FRun Rale - Run Single Opdion - 3 Game
Speads - STAR FEATURE : Complete Match Owerview showing Ball by Ball Acton & Commen-
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PREMIER I £6.95 £10.95
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WORLD CHAMPIONS EB.93 £10.95
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GREAT VALUE buy any & Games and deduct £2.00 from io1al
SUPERB VALUE buy any 3 Games and daduct £3.00 from total
FANTASTIC VALUE buy any 4 Games and deduct £5.00 from
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Obviously, bu games are
more nWhan budget

adventures, butifthere are sofew
budget and mail-order adventures
that they can be 'rounded up
occasionally’ (| doubt it), why
bother rounding them up? Surely
such a small number could simply
be reveiwed when they come out (|
assume that Issue 50, by the way,
contained sucha ' .
lalsor that you are not
personally responsible for editorial
g:g:y,m for this reason |l amnot
ng any attack on you
ﬁm«m” with this letter.

. youare, I'm afraid, guilty
of faulty (unlikely) or incomplete
{more probable) logic in your
replay to Mr Hoar's letter. Derek
Brewster's position as a writer of
arcade games does not
necessarily imply that the CRASH
reviewers are urers. | am
willing to believe that they do play
adventure games (although it

m‘fﬁﬂ , if the
reviewers are such ‘
adventurers why do you later onin
the magazine state that 'an
interest in adventures would be
useful' for new CRASH
CRAS Est'r?y!lmptuonm*ri part
[l n [
thagplaﬂ%pnﬁeramawﬁm,
| do hope

RASH is not

STRATEGY

Squad

pad of CRICKET MASTER

Commodare
B4 /128 CPC

Tape 51/4" Disc Tape 3" Dusc

E7.85 EiD

k78 EN

E7a5 E10
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radually ph out the
gammulrepgmm%d. It may be,
and it will sadden me if this is so,

that CRASH is merely reflecting
general interest in these games —
maybe adventure games are doing
worse in questionnaire-type
sume-,rs or perhaps a tendency
in the computer game world to
cater less and less for minorities
such as adventurers or strategy
gfﬂmtldonntplaymy myself,
| have noticed that the strategy
section of the magazine is also
dwindling and In issue 50 is
pushad up nst the adventure
section—are tﬂbﬁﬂvﬂrﬂuﬂly
and strategy’ aactmﬂg e
ion
Perhaps these developments
are only a temporary disturbance,
My subscription is still good fora
laHmnra bmmmyt
can persuade me to
my mind and renew it. |

mmwmm

certainly shan't apologise for my

mpr to Peter Hoar's [etter,
because if write stupid and
letters full of

deliberate misinformativn and
cheap inuendo, then they can
hardly expect a sympathetic reply
- aven though his did eam him the

bumper software bundis; the first
time | ever recall awarding it in a fit
of pigue!

Everyone will have to accept
fandwwaﬂaxpacﬂthﬂwhana
talen specialist writer like
a magazine after four years,
is bound to be a very great change;
snd:aba;ﬂytouchfc mﬂﬁ:’t.’t
no-one ges
{whether be good or bad),
which can explain the more
savage criticism in these cases.
e s

you refer to as
advent

interests — ures

have been i to
Cociiady ss” Iporiant o
o

softwara in general,

producing them

The result has been, as we have
all sean, that almost all Spectrum
adventures avaflable now come
from independent individuals at
budget prices on mail order. No,
marae; fﬂﬂﬂﬂﬂ;ﬂ w;'::g ;ﬁm that
axcept technically the only way we
can fell you where to get them from
isto the address and tell you
what monay to send, which in turn
means we are legally bound to
refund you In the case of your

having any compiaint, since the
review effectively becomes an ad
in such cases — and to be fair, why
should we do that? But we have
done so, consistently, for over a
year now. Indeed, even Derek —
despite being aware of the quality
of some of these adventures — felt
that the state of the Spectrum
adventure market hardly
warranted all of his time on every
ISSUE.

And there Jis a significant

difference belween a t
arcade game from a compan
Code Masters, widely avai in

numerous shops in its thousands,
and one from an individual,
produced at home with a run
sometimes only in the low
hundreds and availabie only by
post at the risk of the sender.
Among the new reviewers
working on CRASH, and fiy
at Newsfield, are several who not
only enjoy playing adventure
games and do so regularly, but are
also quite expert on the subject
ftself (why take arcade experts

What an exhausting set of answers that proved to be!
sounded long-winded, Mmmﬂnunrnuh?;n‘tdn a reply in two

lines, How about a few more co
And if you have somethi
LLO MANGRAM'S Fi
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nstructively
tosay, senditto...

M, CRASH, PO BOX 10, LUDLOW,
SHROPSHIRE SYB 1DB. V'll try and fit you in.

who enjoy the occasional
adventure off their job for one that
always fakes so much more time
to assess? — the reason for the
wording in the ad you refer t

Their impact has hardly been feit.
All | can ask you to do is be patient
enough to see how they work out.
Ne editorial policy here at
Newsfield is cast in concrete;

adventuras that way — as
us fthat Ocean was best
software house last year in the
Readers’ Awards ... did Ocean
bribe all of you to vote for them?
| hope you feel, Simon - since
your letter was constructive and
polite — that | have answered it
more logically and completely
than you think | did Mr Hoar's.




Bowl or Bust! Fred and Barney want to go bowling but Wilma

other ideas......and guess who's left holding the baby
Join The Flintstones in this officially licensed arcade adventure

based on the famous Hanna Barbera cartoon characters.
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a 1984 and 1986, when games w

getting big and the software world became an
industry, the most famous, most praised and
most successful software house was

Ultimate Play The Game — but the programming
stars of Atic Atac and Knight Lore were secretive

and gave no interviews.

in 1986 Ultimate began to fade, and by 1987
it had virtually disappeared.

But under a different name Ultimate was
working on a new project — and could soon be
back at the front of the next revolution.

A few months ago, former CRASH Editor
ROGER KEAN was asked by Ultimate to hear the
inside story on its history and future . . .

LTIMATE PLAY THE

GAME became a

household name in software

households just weeks after

Jetpac and Pssst were
released in 1983, getting the
company's Spectrum career off to a
scorching start, The packaging boast of
‘arcade quality graphics’ was more
justified than for any other game of the
time, and the gameplay and sheer fun
to be had from Ultimate’s first releases
was astonishing - they were packed
into only 16K of memary.

“ Basically we're all arcade
players and we're all arcade

addicts ”

Two more 16K releases followed -
Cookie and Tranz-Am — and when
CRASH was launched in 1984 we were
treated to the even mare complex 48K

s, Lunar Jetman and Atic Atac.
etween 1983 and 1986 Ultimate had
an unbroken chain of 14 Spectrum hit
games; most were reviewed in CRASH,
and their Overall ratings averaged at
93%, making Ultimate the magazine’s
miost highly-praised software house of
all time.

Uitimate's quirks as weil as its games
made it legendary; for instance,
Ultimate Play The Game was actually
the trading name of Ashby Computers
And Graphics (ACG), immortalised in
Atic Atac's KeyOTACG and Sabre
Wuif's Amulet Of ACG.

it all made for good stories, so
computer journalists clamoured over
the phonme and even hammered at the
front door for that al-important
exclusive interview, But the harder
everyone tried, the more adamant

THE BEST
OF BRITISH

Ultimate became about its press
silence — and indeed very litle was
known about the software house, which
never even showed its wares at
exhibitions after one early experiment.

The nearest anyone got to a foot in
the door was when CRASH found some
favour with Ultimate's nearly-invisible
owners. They ran several competitions
and even promised an interview — but
always only after the next game was
completed, and that tomorrow never
came.

FAMILY BUSINESS

Based in the Leicestershire town of
Ashby-de-la-Zouch, Utimate was wholly
owned by one family; two brathers,
Chris and Tim Stamper, and Tim's wife
Carol, With one or two other
programmers — of 'software
engineers’, as they prefer to style them
- the Stampers were Ultimate

The two brothers had started as
designers of real-life arcade-machine
programs — but they made no
marketing mileage out of this coin-op
background, exotic enough in those
heady early days (and still rare in
Britain), preferring to stay in Ashby-de-
la-Zouch and produce games.

And it was as though the games
really did speak for themselves:
magically, Ultimate avaided the
criticisms usually attracted by
standoffish organisations in the
professionally friendly enteriainment
trade,

Each Ultimate release was eagerly
awaited, and whenever a game was
delayed magazines were flooded with
complaints, as though the editors could
do something about it. And when
rumaurs circulated, orginating from an
all-too-unusual (and all-too-sparse)
press release, that Knight Lore was to
feature an entirely new three-
dimensional concept with superb
animation called Filmation, anxious

readers ran riot with their letters.
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REVOLUTION AND DEFEAT

Knight Lore was revolutionary, It
brought about a new genre, the forced
perspective [or isometric) 3-D arcade
adventure; one CRASH reader has
claimed it became the second-most-
cloned piece of software after the ward
processor WordStar,

But by the end of 1985 it seemed
Ultimate's magic might be waning,
though veritable hero-worship kept the
company's profile high till well into
1986. Something had gone: the flair
seemed missing, we wondered if the
originality had ossified, letters kept
sadly referring to the ‘once-great
software house', Inevitably, whan
someone has been on top so long
detractors start sowing seeds of gloom,
and as Ultimate slid CRASH readers’
ietters were harping on the simitarity of
s0 many later Ultimate games

Looking back, though, it seems
incredible that Ultimate kept its
supreme pasition for so long, always
producing original games that went
straight to the top of the sales charts
Despiteits fall from fame, it remained a
major labed, and after a rumeaur that
Ocean had bought the company it was
announced that in fact US Gold had
won out and taken over Ultimate.

The terms of the sale were obscure;
the Stampers retained a majority
shareholding, and Uitimate games
continued to appear, though to less and
less acclaim, But a clue, shrouded in
the mists of corporate obscurantism,
lay before all: the small, typically
mysterious, 'concept and coding”
credit for some of the later Ultimate
games — Rare Ltd.

RARE

The Ultimate software labal has been
largely dormant since mid-1987, and
though the Stampers still have an
interest in it, 2 years ago they formed a
new company, Rare Ltd, and moved
from Ashby-de-la-Zouch to the nearby
village of Twycross, It's there that the
Stampers are working on a new
generation of games, and it was there
that they gave CRASH the Ultimate
story

Twycross is a tiny Midlands village
perched on the borders of
Leicestershire and Warwickshire,
known only far its zoo. Sitting on the
western edge of the village is a very
large 18th-century mansion, part of
Manor Farm.

This is the hame of Rare, protected
by rambling outbulldings, barns and a
crowd of noisy cockerels and chickens.
It's an elegant though rather
difapidated building, gradually being
repaired by the Stampers, and its calm,
very country-English exterior belles the
power of the technology within,

The inside is half-finished, but in the
board room a row of clocks on the wall
shows the times in Japan and America
—all part of Rare's international market,

And what illuminates Rare's
operation is the Stampers’ intimate
working knowiedge of their hardware
Very little equipment in the mansian s
as it came from the manufacturer; even
the modest Amstrad PCs have been
given vitamins. That's the style of the
two former coin-op designers, of
course, and it was their technical
knowledge of the Spectrum as muchas
their imagination that kept Ultimate
playing the game so long.

WHY ULTIMATE FADED

I started with the most cbvious burning
question: why did Ultimate disappear
about 1% years ago? Perched on the
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edge of a massive desk, 32.year-old
Tim Stamper, who acts as the
company’s business spokesman,
thought for a moment and then
corrected me slightly.

‘| think for us, as the main
development team, possibly 2 years
ago was the time. It wasn't really
conducive to company expansion to
carry an producing on the Spectrum —
unless we went along the budget
route. ..’

That's what people said at the time;
that Ultimate had gone as far as it could
with the Spectrum. But what about the

1987 games like Bubblerand Cyberun?
Tim insisted that was the post-Stamper
Ultimate's work

*They were not really our
invahement, We said, ‘LUitimate, if
you're developing on Spectrum, carry
on doing that’ - we're still the majority
shareholders in Utimate, so we still
take an active interest in the company.’

Chris — at 29 the younger, quieter
brother, who concentrates on coding -
broke in: "What was the last cne we
developed as a team? It was Gunfright
| think. Everyone was copying our
Knight Lore concept, so we thought
we'd do one as well! Get a little bit of
the action!’

But even befare Gunfright Ultimate
had come in for magazine criticism -
Sabre Wulfis a copy of Atic Atac, Alien 8
s & copy of Knight Lore, and 50 on

‘It was funny to read the reviews,’
recalled Chris. 'A lot of the earlier
reviews wera actually incorrect. It
never really affects you. You know
whether the product’s good or bad

I think the only criticism we would
be aware of was the sales, and the sales
were very good.

Tim observed: "CRASH always gave
us fair reviews, but with some of the
other magazines, if we didn't advertisa,
the product got a bad review —and |
was actually told by a few of the other
companies that they thought the
prablem existed as well = and |'m sure
it’s still there now.

'S0 we steered clear of speaking to
anmyone, and if they liked the product
great, and if they didn't | wasn't
bothered, because If the sales were
there people were buying it.

FANS
Mast software houses get as much

eriticism from letter-writing players as
they do from reviews. But Chris said 'we

More cloned than Word Star, Knight
Lore set a new standard

had hardly any letters written to
Ultimate which actually complained,
We had tremendous fan mail, though,
50to 60 letters a day, and had to have
someone fully emploved just to deal
with it.’

Talk of fan mail prompted Tim to
make a point. 'l think we had an
opportunity to capitalise on the sort of
fan club Ultimate created, So many
people wanted more information on
Uhlnmam. and sweatshirts and caps and
that.

‘We could have expanded, like some
companies did, with a large fan club and
glveaways and posters to buy, and we
could have said “If you like Uttimate, buy
the games, buy sweatshirts', but infact
we gave them all away

‘It anyone asked us for a sweatshirt
oF & cap we said ‘Well, you can have
it... or posters’. We were just
interested in seeing the software out
there and getting fair reviews.”

Chris and Tim Stamper, the mystery
men behind Ultimate's success

QUALITY CONTROL

Today's software houses, anxious to
keep buyers happy with bugless games,
regard playtesting as essential But
despite Liitimate's string of hits, the
Stampers never employed hordes of
young playtesters as the olid Imagne
used to

‘We rely on friends and friends of the
family,” said Chris, "usually people a lot
younger than ourselves, to play the
game, We like to see their reaction to
the game from fresh. It's very easy for
us to see what the problems are when
they start to play the game. Basically
we're all arcade players and we're all
arcade addicts

Mo game Is perfect, and with
hindsight the Stampers can often see
something they should have done
better.

'But when we've finished a game, all
we can see is all the hard work that
went into it. It takes a long time before
you can look at it with a different eye:
you always remember all the problems
and all the concepts that were thrown
out, all the stages of development

'It's masier to look at a product you
haven't worked on, because you can
look at it with an open mind, It's 50
difficult for us to criticise or comment
on Qur own Eames :

MYSTERY

Amystery in one Ultimate game always
annoyed even the label's staunchest

Pentagram - with everyone else
copying their style, tha Stampers
didn't see why they shouldn't




fans — so | demanded the definitive
company answer. 'Was there ever a
trailer im Lunar Jetman®' | asked

After a cautious silence, Tim replied:
“Well, | never got far enough! | once saw
a picture in a magazine with a trailer.’

Yes, | told him, that was in CRASH. A
reader sent it in, but obviously it was a
hoax — or was it? | added that the
graphics looked very authentic. Tim
merely laughed

‘| wish they had contacted us!’

And so the mystery persists. But
mystery was Ultimate's fitth name. Was

it a consclous policy to be mysterious?

Was it seen as good PR?

‘Mo it wasn't,’ said Tim, 'that's the
way it turned out, we were 50 busy
producing a few products a year and
making sure thay were right. | think
while we were full-time Ultimate, we
only had two Christmas mornings off,
and that's how hard it was.

“We worked seven days a week, Bam
till 1 or 2 inthe moming. | don't feelit's
any good having engineers who anly
work 9 to 5 because you get a 9-to-5
game, you need real input

‘And the day a product was released
the phone would just be red hot with all
the distributors ringing. It was really
bad. .. ' His voice trailed off,

‘| prefer it here without those sorts
of pressures,’ Chris added. 'It's just a
development place, the atmosphere
for development we have in this place
isexcellent. It's a nice rural setting with
chickens all over. It's a farmhouse and
wie want to Keep it that way because it
gives you something to refresh
yourself

‘It's good for development, rather
than being stuck in the middie of some
siburb or city centre.’

Still, the &-acre Manor Farm fsn't
really a working farm, explained Tim
‘There are a couple of horses here, and
all we have to do is chuck them out in
the field in the moming and bring them
in again in the evening.' So there's no
getting mucky for Rare's 13 full-time
staff — they can concentrate on
designing games,

HARDWARE HARDSHIPS

Everyone at Rare contributes to game
concepts, "We have so many ideas filed
that game ideas are just never a
problem,’ explained Chris. ‘It takes &
manths to develop a good game and by
that time you've probably had three or
four other ideas.”

"We scribble them down and file
thern away,’ Tim went on, 'and then
when we're ready to start a new team
off, we just go through the files and
decide which one to produce, which is
best for the time of year and the current
tr:—:ﬂds
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“ When the Spectrum came out
we thought ‘what a piece of
garbage!’. But there's
something about it, to have
lasted this long is amazing. ”

f“\f Uik

r.L..

Continuing Sabreman's adventures, Underwuride was aclipsed by the sophis-

tication of Knight Lore

*But obviously a lot of the hardware
can't handle it! "One for the future!' we
say. |'m sure everyone’s got game ideas
that could be produced on a Cray
supercomputer, but it's getting them on
a home machine ...’

It must have seemed a step down for
Tim and Chris Stamper, used to
designing coin-op games and licensing
them ta America and Japan, to give up
all that dedicated hardware and
memory and work with the 16K
Spectrum?

The arcades armed us really well for
the UK market, " said Tim, ‘and when the
Spectrum came out we had a look at it
and thought, "What a piece of garbage!',
Compared to arcade hardware it was,
but it was so cheap. And Sinclair was
such a clever guy to be able to produce
that machine that loaded a cassetie at
that time — he was onto a winner,

‘I think it was easy for other Japanese
and English companies to copy, but for
the home computer and the LUK he
really did it first, and it was just a

Almost all of Rare’s staff posed outside Manor Farmhouse. Left to right: Carole Stamper (company sacretary), Tim
Stamper {graphics director), Chris Stamper (software director), Rachel (secretary), David (sound dept), Mark (software
head), Paul (software), Steve (graphics), Kevin {ﬁﬂﬂhim}

colossal idea.
‘A good design stands the test of time.
It's just a pity they didn't upgrade it at
the right moment. Possibly Sinclair was
too invalved with it and the good sales
was he was getting — because there
wasn't anything else cheap as that, or
withithe software range — just kept him
aon the same track

‘Still, it's an incredible machine and
it made the British market, without
doubt. | think it's viery similar {o the
Mintendo in Japan, Nintendo must have
been developing machines at exactly
the same time as Sinclair.’

Added Chris: "The UK really does lack
a good games machine — maybe one of
the 16-bit machines will fill that gap. But
there's something about the Spectrum,
to have lasted this long is just amazing.’

16-BIT DOUBTS

The Spectrum’s extremely limited
sound could have posed a problem far
Ultimate's programmers — one
camman criticism in the old days was
that Ultimate games needed better
music and sound effects

“Well, yes, admitted Chris, "but |
think you had to decide whether you
wanted to spend the processing power
on the game or on the audio — you
couldn’t have it both ways.'

Today a Spectrum-owner will be
stunned by the quality of rich sound an
his first confrontation with a 16-bit
machine —an Amiga, say. But neither of
the Stamper brothers is particularly
impressed by the much-hailed 16-bit
revolution,

Tim Stamper; ‘| havent seen
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RASH
REVIEWS

The Ultimate label

Alien 8 ........ o 95% Iss00 15
Atic Atac .. 92% lssues One & Two
BUbBIBE ......oereirrermreinems TB% |ssue 4]
Cyberun .. 90% Issue 28
Gunfright ... 92% Issue 25
Knight Lore 34% Issue 12
Linar Jetrman o 5% Issue One
Martianoids ......... 58% lssue 40

Mightshade . 91% lssue 21

Pentagram ... .. 93% lssue 29
Sabre Wulf Smash lssue &
Underwuride Q2% Issue 12

anything on a 16-bit machine which was
stunning. There are some good ideas,
and sometimes the really good ideas
are wasted because of the potential
they have, because once theyre out
there and people have seen them, they
say '| dan't want to see this again’.

And the Stampers are sceptical
about the size of the 16-bit market,
Their philosophy is to be original and
creative within a large market; in
Ultimate's heyday, a game like Sabre
Wulf would sell more than 350,000
Spectrum copies (far more than
Activision's 1985 Ghostbusters, widely
accepted as the all-time best seller at
over 250,000 copies on all formats
together).

As Tim said: ‘When we find a machine
that sells extremely well to warrant us
producing on it then we'll produce far
it. If a 16-bit machine Is going to sell
about three or four milllon, you can be
surewe'll be out there with product for
it. But if it sells 250,000 — | don't think
any 16-bit owner is going to buy two
copies of one product, so the maximum
yau can sell is 250,000,

GAMBLING

The Stampers have always been
attuned to commercial reality, and
admired as Ultimate's games were, it
was a shock when their price suddenly
went up in mid-1984 with Sabre Wulf.
Like most Spectrum product, Ultimate
games had cost under £6, but without
warning Sabre Wulf was priced at

£9.95, Wasn't Ultimate taking a gamble
with its popularity?, | asked. It was Tim
who answered

an original Nintendo game
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‘We were having a severe problem
with the number of {illegal) copies. And
I think going from £5.50t0 £9.95 wasa
bold step we took. The price was was
gradually creeping up, and | thought we
might go the whole way and put the
product out at a price which was
realistic for the time involved in
creating it

‘We were trying to create an
incentive for the person who paid £9.95
to say ‘Hey, you're not copying my
game!', | mean, alright, they may have
traded it for x number of pounds, but
they said, 'If you want it, you buy it

‘And that was successful because we
still kept the Number One position for
quite a while. It didn't make any
difference to sales. They were still good
products for the time. | think possibly
Knight Lore was ahead of its time, and
in looking back at the market now, there
doesn't seem to have been any vast
improvement in the 2 years since we
left it. | don't know whether we could
have made any more of an
improvement,

AHEAD OF THEIR TIME

'Knight Lore was finished before Sabre
Wuif ' Tim suddenly said. "But we
decided the market wasn't ready for it.
Because if we released Knight Loreand
Alien 8— which was already hali-
finishad — we wouldn't have sold Sabre
Wir.

‘S0 we sold Sabre Wulf whichwasa
colossal success, and thenreleased the
other two. There was a little bit of
careful planning in there. But they could
have had Kright Lore possibly the year
earfier—we |ust had tosit onit because
everyone else was so far behind.'

Careful planning is the halimark of
the Stampers. They recognised long
before anyone else that they had done
everything they could with Spectrum
games, and thus phased Ultimate out.
But that was only one reason for the
Stampers’ move: and having dropped
the Knight Lore bombshell, Tim
dropped another.

When Ultimate bowed out, most
people in Britain had heard only the
faintest mumblings about the
Mintendo. But Chris and Tim had
discovered the dedicated console
through their contacts in the Japanese

At times strongly reminiscent of Underwuride, this is Wizards And Warriors,

Sabrewulf, written after Knight Loral!

coin-op industry, and started planning
Nintendo games about the time they
were coding Lunar Jetman — 1983!

“We managed to get just about all the
software available for the Nintendo
then,’ said Tim. 'For the price it was
avaitable for in Japan then, it had
colossal potential — we looked at this
and we looked at the Spectrum — and
then the Spectrum was hot stuff, but
this was incredible. So we spent 8
months finding everything out about
this system, and then started to write
on the machine.’

‘It was a sort of introduction
process,” Chris said. "We had 1o show
Mintenda that we had the capability
before they could give us the rights to
go ahead and produce for their
system.’

And as a result of their foresight,
Rare is already competing with the big
names in Japan; Konami, Nintendo,
Sega and Taito, The Ultimate people
could do for the Nintendo now what
they did for the Spectrum 4 years ago.

BOOMING MARKET

"We knew a market was going to boom
in Japan and America,' said Tim, "and
we set Rare up to handle that.
Obviously we didn't want to give too
much away because we needed time
to develop our associations before
everyone really became aware of it.

*Alot of UK companies are beginning
to look overseas, Chris added, “and 1o
look at machines which are nol
avallable inthe UK. We did that 2 years
ago. And | think it puts us in a very
unusual situation

"We now have four freelance teams,
and they are really trying 1o take
advantage of the situations we
developed. There is not another
campany in the UK that has the
opportunities that we do at this stage,
basically because it all takes time, and
we're 2 years ahead.’

Tirm: ‘We actually act, | suppose, as
Nimtendo's development team. If they
feel they are lacking a product on a
machine, they tell us, we develop it, and
so we are sure of licensing product to
them. The majority of companies, like
Konamiand Taito, construct a deal with
Nintendo to produce a product for
Nintendo to market

‘But they are limited to however
many titles they can produce a year. We
license product to Nintendo, and we
are rot limited to a number of titles. In
fact we've licensed more product this
year than any other company.”

POTENTIAL

Rare has seven Nintendo products
gither finished (one was done £ years

ago) or nearly completed, and another
eight in development. They've all had
to be designed with the tastes of the
lapanese market firmly in mind.

‘There is a difference in style and
there [s a difference in what makes a
good game for the US and Japan,
mused Tim. ‘| think we understand now
what that difference is. And our SUCCESS
rate proves that.

*lapanese games sell very well In
America and American games sell well
in Japan—and in England — but English
games don't do well in America and
they don't do well in Japan.’

Rare hopes to be able to help
programmers understand the gssential
differences. In fact, one reason for
giving this interview was to appeal for
freelance programmers and
development teams to contact Rare -
the Stampers’ team needs backup in
producing both Nintendo games and
original coin-ops. On the coin-op front,
Rare has developed an extremely fast
and powerful 64-colour arcade board
Called the Razz Board, it's based an the
780 processor with a lot of hardware
assist, and 14-voice Yamaha synth
chips for the sound,

Another Rare idea is growing in the
large, airy barn just outside the
mansion, where Tim hopes to construct
studio lighting and tum his graphics into
animated movies for viewing on
computers. The price of memory is
dropping, so that future could come
500N,

But ‘very few people know we're
here,” said Tim, 'very few people know
what we're doing. And ['d just like to
make people aware of the fact of the
very large market out there and that
they can take advantage of it through

us.

And Chris finds it surprising that so
few British programmers and software
houses have seen the huge potential of
the Japanese market.

“With all the talent in the UK and with
all those thousands of people writing
games, | feel it should be UK companies
producing the Number One arcade
games and then everyone In the world
following that — because Britain's got
the best talent, without @ doubt.

| think this country’s very conducive
to that — it's cold, it's damp and
everyone's sitting indoors
programming. Britain should be
producing the Number One games, and
it's not happening. | feel thatas a
company we are the only ones
beginning to get somewhere towards
that.”

There's more on Ultimate and Rare in
Issue Four of CRASH's muftiformat
sister THE GAMES MACHINE
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GET INTO CRIME!

in the late 1990’s the streets of New York are a jungle.

You are the ice cool leader of a gang of drug crazed

terrorists. Your main goal is to hbecome 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




What a saliout! Held at the
Porchester Hall, London, on the
20th February, an estimated 1200
PBMers visited the third British
PBM convention — it was busy to
say the least! Many companies
had stands, and there was plenty
on display.

RAIDERS!

A new company on the scena was
MJR GAMES (4 Higher Lidden
Road, Penzance TR18 4NZ), who
were diinlayin their new game
RAIDERS OF GWARAS. This is a
Fantasy RPG set upon the world
of Gwaras, which is divided into
fiteen completely  different
countrias — one of which you come
from. There are 37 types of race
(thirty of which are humanoid), and
you must alsc decide your
character's occupation. Character
progression is achieved by
developing a variety of attributes —
if you character does so-and-so,
attribute 'x' increases as a result
of experience. All said and done,
this FRPG of hand moderated
character development seems to
be a quality offering, and at £1 per
turn you certainly can't grumble,
Start up costs £3 from the MJR
address (this includes a free turn)!

AN AUSSIE
OFFERING

SPELLBINDER GAMES are now
old hands at the PBM hobby (36
Buller Road, Barking, Essex IG11
gUA) and as such have
successfully negotiated with the
AUSTRALIAN WIZARD compan
to run their game WORLDS |
CONFLICT in the UK. The game is
very similar in style to the TV epic
{sic} 'V', with alien invaders and
freedom fighting humans (the
player can be either).

Ifeelthatthis sums up WORLDS
IN CONFLICT very well indead. It
locks like & good game (but a

CONVENTION

BRENDON KAVANAGH reports on the pomp
and razzamatazz of the third British PBM
convention, and reviews some exciting new

PBM games...

complex one; Spelibinder dont
recommend it for beginners) and
is played on a convincing map of
the waorld as we know it. The game
has the usual features of
attributes, technology levels etc
and the combat and economics
look fun. Send an SSAE to
Spelibinder for further details.

OTHER NEWS

HISTORICAL ENGINEERING are
launching a new game from The
Stable, The Temple, Great
Wilbraham CB1 5JF on May 1st, A
game is entitied WORLD WAR It
where the player takes the role of
a powerful wartime parsonality. It
certainly sounds fascinating.

WAVENEY GAMES (28 Diproze
Road, Corfe Mullen, Wimborne,
Dorset BH21 3QY) have launched
a simple simulation of the Stock
Market entitted SPECULATE!,
which should appeal to the
economically minded.

MITRE GAMES (Unit 6, 9
Brighton Terrace, London SW9
9DJ) report that they've bought
rights to TRIBES OF CRANE, while
DIGGER GAMES have just
released the impressive
STREETWISE — V'll let you know
more when | can find their address!

LABORATORY have
introduced MAGELORDS OF
DORM (for info write to The
Laboratory, 18 Ridge Nether
Moor, Lidan, Swindon, Wilts SMN3
&ME which is a development from
their previous game FURTHER
INTO FANTASY. Start up is £2 and
turns cost £1.50 thereafter. Worth

trv_.f'tn’g.

PROJECT BASILISK (PO Box
24, Sheerness, Isle Of Sheppey,
Kent) has launched a new game
entitied the  wvery simple
CREEPHOUSE, and costs £4.50
for five turns,

Possibly the most interesting
new game at the convantion was
VORCON GAMES' (59 Juniper,
Birch Hill, Bracknell, Berks RG12
42G) THE TIME SENTINEL. It
costs £5 to start (including a few
free turns) followed by a charge of
£1.50 per ‘tum. | can
wholeheartedly recommend you
to spend an SSAE for an
information sheet if you're

interasted.
HARROW POSTAL GAMES
(161 Butler Road, Hamrow,

Middlesex HA1 4DX) used the

convention to promote their
excellent licensed game, THE
WEAPON, their quiet but

interesting game OMEGA VICTOR
and to launch their new game
entitted ALBION, a computer
moderated fantasy game which
uses hurman moderation for
special actions. From reading the
rulebook it seems that the players
of each race must work as a team
to succeed, and thus it's fairly safe
to assume that diplomacy is an
impartant part of the game. This
game would suit the strategist who
enjoys convincing people to play
his way. It costs £5 to start up, and
turns cost £2 sach thereafter.
Meanwhile HPG have two maore
games under development: VALE-
IMPERATOR about German
barbarians strugaling against Non
Player Character (NPC) Romans,
and MOVING FINGER, atime warp
game due for launch later this year.
| wait in anticipation . . .

We've all heard weird and
wonderful games before, bul
how does REVENGE OF THE
MANY-LEGGED MAN-EATING
MUTANT TIGER HOUNDS FROM
OUTER SPACE sound? It's from
ALCHEMISTS GUILD (PO Box
114, Kidlington, Oxford OX5 105)
and is basically a single character
RPG set in a scmewhat bemusing
future society. The start up pack
includes [among other things) a
rulebook (brief but to the point) and
g background book (some may
like it, some may not). The game
format isn't exactly original but the
implementation certainly is. The
designers have created a very
amusing saciety to roleplay in. It's
the brainchild of two young ladies:
Amanda Kerr and Newsfigld’s very
own Philippa Irving. Turmns cost
aither ©£1.75 (standard turn) or
£2.50 (as before but with abit more
detail) so this fortnightly deadline
gams may be out of reach for
some of you, but those interested
should certainly try to find out
more.

The ALCHEMIST'S GUILD also
has MACEDON, a twelve-player
wargame. Send an SSAE to the
Alchemist’s Gulld for more info.

OH! WHAT A LOVELY

A pleasant surprise for me was
to bump into Jon Woodall and
Andraw Dodd of ODDE
FELLOWS & CO (designers and
modarators of MEGALOMANIA
and ORDER OF CHADS). Andrew
Dodd was proud to inform me that
he finally had understandable info
sheets for these two games —writa
to 'Stoneleigh’, Holly Lane, Upper
Ellwood, Glos GL16 7LZ.

By the way, did you know that
the winner of the the dedicated
CAVG game of IT'S A CRIME!was
Paul Sculpher, who's also a
CRASH reader! Heh Hehl

FANZINES

KIRKWOOD is a fanzine currently
being prepared for launch from
‘Legend House', 40 Green Ridges,
Headington, Oxford OX3 9PL.
Produced on an Apple Macintosh
SE linked to a laser printer, the
editor of Kirkwood hopes touse a
combination of guality writing and
high resolution computer graphic
flustrations to create a high
standard publication. One of the
aims of KIRKWOOD is tointroduce
RPG players to the world of FBM,
although the content will by no
means be limited to topics
encouraging this. The first issue
will cost £1 and includes PEM
baszed articles. All the same, this is
a fanzine worth watching.

DARK BLADES

As far as the companies present
ware concerned, the most
agesthetically pleasing game on
display had to be DARK BLADE
by STANDARD GAMES &
PUBLICATIONS (Arlon House,
Station Road, Kings Langley,
Herts WD4 BLF). What a gam -
Standard Games have managed
to produce a boxed set starter
pack (full colour of course) for a
mere £5, A fiver for this sort of
presentation, plus a full colour A2
map, a rulebook and two free turns
ign't bad at all. Turns are only
£1.25 each with no hidden extras
—this one is going to be a winner,
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ADVENTURE
TRAIL
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now on, will

Sam .

GUILD OF
THIEVES

Rainbird/Magnetic Scrolls,
£15.95 disk only

hen The Guild of
Wﬂii'eves was voted
Game of the Year,

Spectrum owners went quietly
green with envy. Now at last the
game has been released for the
+3 and all over the country
adventurers are opening their
shiny blue boxes with bated
breath.

Inside is a game more than
likely to live up to everyone's
expectations. As a burglar,
complete with stripy sweat shirt
and swag bag, you have applied
for membership of the Kerovnian
Guild of Thieves. To prove your
criminal eligibility to join, the
Master Thief has devised a test:
explore anisland and thoroughly
sack it of all available treasure
before returning.

The adventure begins in the
Master Thief's boat. You jump
confidently to the jetty and begin
a survey of the expansive
countryside. The numerous
locations range from castle to
cave and from scrub to snow-
capped peak. The descri ptmns
even without lhEFI’d[‘IhlL‘\ much
praised on other formats, are
extremely aimospheric; even the
most commonplace objects have
their own characteristics.
Exploration has some very
realistic qualities: as you wander
through the castle you can run
your fingers casually a]:mf the
piano keys or try vour skill a
potting the billiard balls.

The treasures are often quite

In the wake of Derek Brewster's more down 1o
Earth reviewing methods, CRASH has been fortu-
nate enough to engage the talents of one Samara, a
shapely helng of charm, wit and intellect who, from
e guiding you on your travels through
thetwilight world of the imagination. Take itaway

VIR

easy to locate but difficult 1o
collect. A jewel hanging from the
ceiling of a cave is about to drop
into a bubbling pool of
quicksand; a silver chalice is
inconveniently placed in the cage
of a savage bear. Reckless
burglars quickly come to grief!

The puzzles are often tough
but at least have the virtue of
being logical. The adventure is
certainly more accessible than
The Pawn which was occasionally
open to charges of excessive
obscurity. In The Guild it's
sometimes the very obviousness
of the solution which makes a
problem difficult.

The parser is up to Magnetic
Scrolls” usually high standards: as
well as complex sentences it
accepts FIND and SEARCH
FOR commands to locate objects
you may have forgotten or
misplaced. The GO TO
command lets you move from
one location to another without
typing in all the directions in
between. In practice this can be

uite dangerous as you can't sto
c{w command once entered an




the program marches you
straight into whatever obstacles
(for example a closed
drawbridge) there may be in the
way.

A small quibble is the absence
of s RAMSAVE command,
Constantly saving to disc gets a
little tedious, especially in an
adventure in which sudden death
in the most innocent of locations
is a constant possibility.

The Rainbird packaging
comes with, among other
goodies, a Contract of Service
with the Guild of Thieves and a
playing guide cleverly disguised
as ‘“What Burglar' magazine.

ADVEN
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This last item also acts as
combined hint sheet and
program protection: several
problems are listed and a series
of codes printed underneath.
Enter these codes and a cryptic
hint (but not one that gives the
whole game away) 1s be
displayed.

The Guild of Thieves easily
lives up to its reputation: a well-
crafted scenano, immediately
accessible puzzles, and a flexible
parser make this a must for the
compulsive adventurer. Even at
the comparatively high price, it's

a steal.
OVERALL 290%

JINXTER
Rainbird/Magnetic Scrolls,
£15.95 disk only

rom Kerovnia and The
FGm’M of Thieves to
Aquitania and the magician
of Turani — Magnetic Scrolls'
latest adventure deals with a land
in which luck istunningout . . .
The good fortune of Aguitania
depends on the safekeeping of
the bracelet ereated by its wise
magician. The bracelet and its
five lucky charms have become
separated through the
machinations of the notorious
Green Witches in a bid for
control of the kingdom,
Meanwhile, in households
everywhere, the odds are stacked
in favour of misfortune: the land
15 jinxed.
inding the right bus home
seemsan unusual stroke of luck -
until you get run over
disembarking. You recover your
senses and realise that only a
guardian angel could have
E::vemed you from dying,
conds later the Guardian
(certainly not an angel by the
looks of his sleazy herringbone
overcoat j appears before you. In
between bites of a cheese
sandwich he hands you a memo
and tells you that you have been
chosen to recover the charms and
use the bracelet to defeat the
witches. Mission accomplished.
he promptly disappears.
Although vou begin on home
ground outside your own front
gate, a little exploration soon
takes you to more exotic
locations. Snorkelling,
mousecatching, negotiating
artificial waterfalls and
underground passages are skills
which must be acquired in the
course of the adventure. The
descriptions are well crafted and
absorbing to read. A great deal
of work has gone into including
even more details than in
previous Magnetic Scrolls
adventures; the EXAMINE
command almost always yields

an atmospheric and humourous
reply.

Aguitania’s characters are
depicted realistically. Burly
bakers and prim postmisiresses
are oblivious to the seriousness of
your quest — they're far too busy
with their own lives, Togetthem
to break off and pay attention it
is necessary to project your
imagination towards their needs
rather than your own.
Interaction 1s often a matter of
tactful co-operation.

Object orientated puzzles are
of more than average difficulty
but none of them are insolubly
obscure. There are often several
ways of completing a puzzle and
all of them are logical, though
some may require activation of
more than the average number of
brain cells. What seems obvious
at first often turns out to be a red
herring; the game has a nasty
sense of humour . . .

Death is an impossibility (an
innovative feature in an
adventure game) as the Guardian
always appears i time 1o save
you. This makes the game
accessible to beginners as well as
seasoned adventurers and does
nothing to reduce the element of
risk: false moves early on canstill
cripple !‘prngress later in the

ame. Fortunately there is a
AVE (though no RAMSAVE)
option.

Magnetic Scrolls’ parsing
improves with every game, and
Jinxter accepis most complex
sentences and synonyms.

Surprisingly, the GO TO
command introduced in The
Guild of Thieves is absent,
possibly because the complexity

of the landscape would have
made it too difficult to
implement.
ne small drawback,

noticeable because it's

ractically the only one. is the
ongwindedness of some
necessary game procedures. You
may be standing by a door with
the relevant key in your hand yet
you still have to type in several
commands if you want to go
through it (UNLOCK DOOR
WITH RUSTY KEY, OPEN
DOOR, ENTER). The process

i5 even more laborious where

striking a match, are concerned,
No special skill is required to
work out how to open a box of
matchesand take out a match, so
why the need for a series of
pedantic commands? A feature
which allows the program to
|'u:r|urm the action for you would
ave been a welcome addition to
an otherwise excellent game.

The Pawn was open to charges
of obscunity; The Guild of
Thieves improved on that and
Jinxter shows even further
improvements. Its quality is
apparent from packaging to plot
and can only leave you
wondering what weird and
wonderful developments the
future holds.

complex actions, for example OVERALL 929
I' "0 *& D h _ (}P irreverently  recreated. The
MIDNIGHT graphics, with their bleak
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eyond the lands of
B Midnight, the age of

technology has caught up
with the world of role playing and
adventure. The magical crown of
the old king Ludwig has become
a much-coveted object in the

battles for sales and software
success, At present Ludo, owner
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P Imitation is the sincerest form of Aattery . . .

outlines of peaks and hills against
even bleaker skylines, are almost
indistinguishable  from  the
originals, On-screen messages
appear to inform vou of the
passage of time, and wolves,
more indifferent than hostile,
occasionally appear o stare
piercingly into your eyes.

As a spoof it's very slick, but
this slickness ultimately lets the
game down. The scene 15

stood befone

the Gank

uncle,

¥y on

of a small company and Ludwig's
son, 15 in possession of the crown.
He must prevent it from falling

into the hands of the wicked
Gloompork at all costs.
Unscrupulous and rioud,
Gloompork is driven by an

overwhelming desire to use the
crown’s power to become the
ultimate software giant. Ludo
and any followers he can recruit
must gain the cooperation of
other inhabitants of the land,
before finally taking the crown
north to the Tower of Doom, and
destroying it.

The world through which you
pass bears all the characteristics
of the parodied Beyond game,

carefully set at the expense of the
]lvuzzluﬁ an flmfplﬂ}’.

ravelling throug the
remﬁnisahle landscape is fun at
first but interest soon wanes as it
becomes clear there’s little else
to do. The parser is quite flexible
and the phrase, “Tell me about

your problems' occasionally
gleans interesting replies but
could have been developed

further. There is a RAMSAVE
option and graphics can be
switched off for extra speed.

All the elements of a
competent game are there;
unfortunately they don't quite
gel into a good one,

55%

OVERALL
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FEDERATION

CRL, £9.95

ts a good job you have a
I.ﬁtrnng'hf:nsc of responsibility

because once again the fate
of the Universe lies in your
hands. As a member of the
Federation's secret service you
have been assigned to the case of
Erra Quann, the alien scientist
who hijacked the Flagship Quann
Tulla in order to sell the secrets
of its engine plans to the evil
Empire. Should he reach his
destination, the Federation will
be powerless 1o combat the
forces of the Empire who can
then step in to dominate the
known Umiverse.,

The adventure begins in a
leaking air bubble on board your
ship. Sparks are flving from the
instruments and black smoke
obscures everyvthing. You can’t
breathe. so vour first objective is
to find air. Once this initial
urgent task 15 completed you
must find your way through the
shattered hull of the flagship and
survive long enough o continue
the investigation on a distant

KENTILLA

B MONKMAN from Hornsea
asks:

1 *Inpartthree howdo frighten
away the robbers?”

2 *How do [ make a German
uniform in part four.’

44 CRASH April 1988

nH.

The [
sCorubbing

“That's wIur
scrubbingy

it shouts,

! BB
bristles

eingul ¥

robot E!r‘[ni;lnllh
rusn.

gt

HEl EBENOirmiaauis

St*tand by For a

mass of metal

U . « »

P Federation positively bristles with excitement

alien planet. The adventure
winds through a series of cargo

bays, control domes and
futuristic corridors, and = the
suitably atmospheric

descriptions are complemented
by a small selection of graphics
and a visible sci-fi score display.

At first, apart from a few surly
droids (which must be treated

A
Wi

._ '-;-"".'..‘-1_. 4 ,r_f,[iﬂ.i',#
g Al el

! Bang shells.
2 Ger kit, polish and blankeis.

EUREKA

TONY GRIST wants to know
where to fiind the oars.,

In the same place as the boat.
Search the vegetaiion twice.

THE BIG
SLEAZE

PAOLO SILVA from Portugal
wants to know how to get the
aeroplane in Central Manhattan,
what to ask the librarian and how
to get through Central Park.

Buy the aeroplane with the wad of
Grerman notes. Whisper ' Maliese
Bullfinch ' 1o the {ibrarian.
Negoriate Central Park between 6
am and 6 pe.

tactfully) you are alone. Objects
are scattered around to help vou
and range in complexity from a
neon weapon to a humble tube of
glue. 'I'Ec puzzles, mostly
involving the use of these objects.
are  challenging but not
infuniatingly difficult. Sudden
death is an ever-present danger
but special commands include a

LORD OF THE
RINGS

IAN FLYNN can't gét into Bree
or cross the bridge at the end of
part ong. How is it done?

Well

Knock on the harch, give vour
name and wait, To cross the
bridge after vou have killed the
riders, become Frodo.

‘Tve just completed Rigel's
Revenge at 7.00 pm on the Tth of
February, The following
message appears on the screen:

Harper raised his near-cmpey
plass, drowned iy contents and
replaced it on the bar with o

Mowrish . . . A voung man
nearby said, ' Wow ! This is nearly
Y QrRaZing as IH:' FErle Viekid
”II:"I-!'EI'“"!F the Leather Goddesses
r,u_lf' Plroe! Bur whatever fiappened
next?” Harper gave the boy a

MATT LUCAS

CHRIS BOND is stuck with the
porcupines on the island - he
can’t get past them or the swamp.

Distract the porcupines by
shouting. On the island climb tree
and heed the warning not 10 go

further south.,

RAMSAVE option

The game has quite a large
vocabulary and although it won't
accept complex commands it
does have one labour-saving
feature (interestingly, one that s
missing from the two highly
sophisticated Magnetic  Scrolls
adventures  reviewed this
month). If, for example, you
have the key to a box there’s no
need to go through all the
rigmarole of sayving UNLOCK
BOX WITH RED KEY, you
simply type UNLOCK BOX and
the computer knows which key
to use. This is particularly useful
when you have to perform more
involved actions  with  other
objects (play the game to see
which ones). In effect it
compensates for the parser’s lack
of complexity and eradicates the
infuriating problem of knowing
what to do with an object but not
knowing how to say so.

CRL's version of the sci-fi
adventure doesn’t break any
especially original ground but
within the limits it sets itself it is
a compelling and highly polished
game.

OVERALL 8%

CUSTERD’S
QUEST

'How do you kill the
Necromancer without him firing
his terminal lenslok at you? " asks
a U2 fan from Harpenden (who
also happens to be this month's
Rigel's Revenge Superhero),

Throw the axe immediarely after
vou have thrown the bomb.

SUPERHEROES

crooked smile and gestinred
towiards s empiy glass, " Uh,
Rurtender! . the votng mn
interrugmed, wnderstanding o
tast. Hurper seitled slowly back
HJ'-H LI “l v &l rr.l.lr, IH': T i'g'“".:":f f{.‘
a private smile.

S0 claims an unnamed U2 fan
from Harpenden, the Rigel's
Revenge Superhero. Evervone
else is stuck on this adventure:
any hints would be appreciated.

Stumped? Victorious? Send
your tips and queries on
adventures old and new to
SIGNSTUMPS, CRASH,
PO BOX 10, LUDLOW,
SHROPSHIRE SY8 1DB.
The most interesting are
published but personal
replies are not possible,




HOW QUICK CAN YOU GET
AT YOUR SAVINGS WITH A
BARCLAYPLUS CARD?




CLANDESTINE
COMMUNICATIONS

Plied by free drink, PAUL EVANS gets
sociable on Micronet’s new exclusive
chatline

HI THERE! I'm back online with a new modem for my ST and | think the
VTX has risen again from the dead. So it"s back to normal and the long
promised Shades article

Just as | was getting ready to write it up, off goes the phone: it's David
Rosenbaum from Micronet begging me to put back the Shades leature
again in favour al Micronet's latest brainchild. Bedore | kinow it |'ve got an
aperating manual, access to the system and a bottle of wina! Why wina?
Well, it's common practice to have a press brigfing over these matters,
normally with lots of food and booze. However, Micronet decided 1o do
things a little differently

S0, what Is the latest add-on to the Micronet dalabase? Vs the launch
of an idea that's bean hanging around lor quite sometime now but not
many people have bothered with: leleconferancing Telaconferencing is
a sort of up-market varsion of the chatlineg: instead of the one-ling chats
‘metters are used to, you have a computer that can allow certain groups
of people to chat away without being listened to by unwanted guests
The chats are confined 1o the group's sereens only; you can allow certain
people to chat but throw others out, and thera are many ‘channéls’ that
can be used by differem peaple - like a CB but without the interruphions.

Such a system has many usas: club meatings can carry on privately
and business issues can be discussed. Until now, these systems have
been used rarely and only by business men, but by the time you read this,
Mitranet will be offering their teleconferancing system to the public,

Micronet's version is called TeleTalk and runs on a modilied PDP11
This is accessible via a gateway on Micronet page 700989811, The
pperating  software was written by Neil Newall, the programmer
responsible for the remarkable Shades scrolling software

| logged on to Micronet as requested by Dave for the world's first
on-line press briefing — hence the bottle of wine through the post. As |
passed through the gateway | wondered il Micronet had got their wires
erossed, since the opening screan was identical to Shadeas! However, |
followed the commands given, created my persona and password, and
was placed in the reception area. It turns out that the whola thing runs as
an adventure! On typing ‘look' in the command box | got the following
reply: ‘You are now standing in the thickly carpeted, finely decorated
TeleTalk reception area and you feel immediately relaxed by the
enviranment. Wast of you is the reception desk and to the east is a large
naticeboard. To the north a long corridor stretehes away, and above the
doorway 1o it hangs a sign reading To the conference rooms. Apart from
H|'| this r11:Ii1|I. ”'I"H:"-. a -.;||H. '1|,||||jrr'|“ an the floor [J(lIIIrIIH'| southwast
reading Trader Wie's — this way.'

Wow! TeleTalk is not an adventure, however: the style is such 1o make
the whole idea more usar-friendly and enjoyable, and allow intéraction
with other users. There is a large list of commands available to help you
and these are easily discoveraed by taking the seli-help lessons availal e
on-line, The whale kaboodla is set in a conference centre (called Hotel
California for some reason) and you can hold private discussions in any
one of the 30 rooms avallable, If you wanl a general chat with anyoné,
then just go to Trader Vic's bar which is just a general chatline for the
socially-aware person. You talk by using the commands SAY (message)
1o give a gant ral message 1o averyona in the same roam as you, or TELL
{user) (message) to give someone a message that no-one alse can listen
to. The 30 rooms, however, are for more private chals: you can hold club
meetings in them, or discussions on cartain topics. Ona definite use
would be meeting of Starnet or PBM “alliances’ to plan their naxt move
without the apposition finding out!

To use a room for, say, a conversation with a group of Spectrum
enthusiasts planning to destroy some Commaodore owners on Shades,
the first thing to do would be arrange a meeting. This can be done in a
few different ways: you can leave a message on each usar's mailbox
arranging the time to meet, i 1s impossible to arrange the room number
as no booking service is yet available. The leader then arrives five minutes
early and clams an empty room by going to the reception desk and
obtaining the key to an empty room (in true adventure style). On the othar
side of the room & a noticeboard on which people can wrile messages
The leader announces on this which room the meeting is being held in
When the others arrive they can read the board and type the simple
command GOTO (room number) whereupon they are transported
outside the required ropm. The leader is already waiting, so they can
enter and start the meating. Easy! However, what's 1o stop the enemy
getting in? Even easier! The door acts like a censorship system (ves, |
know it sounds crazy): it has a lock and a blind on the window, I anyone
is 10 be allowed in, you just leave the door open; if you want to know who
is coming in, then leave the blind open and lock the door The person on
the other side can knock and look through the blind 1o see who's inside
The leader can hear them and let them in if so desired. It the blind is
closed, then the conversation will not be imerrupled in anyway: knocks
can't be heard by the people inside and anyone outside is unable 1o see
wha 5 in

If the leader does not like what someane is saying, he can silence them
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by typing MUTE (name). This person’s comments will now be unheard
by anyone in the room until he leaves. Il someone starts causing trouble
the leader can throw them out of the room with no resistance; the
kf!‘,‘l'l-[]‘f]f.‘r has r;”;"i m_:[q: 1‘{|r|.1ru| Qver thie conversalion and rogm, 80 “'I!:
leader can lormulate a plan, go onto Shades, and kill every Commia in
sight!

What | have just outlined is just some of the many commands available
to the TeleTalk user. You can leave messages to each other by writing
MEMO's, These are stored in you "Memobox' and can only be accessad
on the TeleTalk compiter. If you nead someone who you Know 18 on
TelaTalk at the same time, then you can use the PAGE command
Eviryona on TalaTalk carries a radiopager on wihich peopla oan call you
it needad

Many adventure-style commands are available, such as INVENTORY
and READ (object), You can even type KISS (name) with succoess! |
suspect thal many commands are undocumented and are left up to the
user 1o discovear

Other aspects of the system include the information centre, This area
conlains a self-teach system for first-time users, a news seclion and a
file cantre whare archives are kapt (7). | suppose there will be a large
amount of gossip and amazing happenings Nlying about thal will add to
the atmospheare, We will have 1o wait and soe

So that's the theary, what about in practice? My first experience of
TelaTalk in action was at the aforementioned press on-line briefing. Initial
reactions were 'slow and confusing’: the normmal scrolling service now
available 1o Shades users has not yet been impleamented on TeleTalk,
although it's promised soon, 5o you have to make do with Viewdale
scrolling. While this is a very good piece of software, it's still a bit
confusing, Sometimes it doesn’t give you chance to see what's going on
as itis rather rapid in rewriting the area of the screen you were trying to
read, However, after about five minutes you gel usad to it and it soon
becomeas no problem. The same applies to the spead: | said it was slow,
but when you compare it with the normal chatlines, it easily oulpaces
aven Turbo as the chal appears near-instantly. It jJust seams Slow as your
mind thinks it's playing an adventure where responses are supposed 1o
be instant. When the scrolling system gets underway it will be a joy to
use.  There is only one thing that really gets to me about it and that is
the timeout feature. If you do not use the system for more than one
minute it asks you 1o key hash before allowing you to type anything, Mot
g0 bad you may think, but it often happens when you're just finishing a
long sentence, which is then lost. Alter a few attempts al the same
sentence it could make a grown man cry! Besides these niggles, and the
tadious typing of SAY or TELL belore each sentence, Tele Talk is really
fun 1o use ||||'|'| isa ||_|‘| mare versatile than ather chatlines It"s icdeal Tor dany
uaage and very convanient. Definitely worth the Micronet subscrnplion i
you just use TeleTalk alone! It's a good replacemant for Talkabout
addicts now the system is closing down, and Micronet's product
manager, Phil Godsell, sees it as a lot more upper-class, Yuppiene hera
we comel One thought occurred to me as | was talking 1o Phil: chats are
notl monitared so room is open for abuse of the systemn. Perhaps a police
sarvice will come into force, Finally, a charge is made lor connection 1o
TeleTalk (ala Shades) but it will anly be a few pence per minute

That's all for this months. See you next time for the long-awaited
Shades feature. Byel

MICRONET
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...NOT BAD, EH?

0K, so maybe using a cash dispenser machine takes
marginally longer than tuming the page. But not much. £
You can apply for a BardayPlus card the moment
you open a BardayPlus account.
And you can use your cash card in over 3,000 caih B
dispensers all over the couniry.
So you can get at your savings any time of day,
seven day a week, £
Of course, you also get a bealthy rate of interest on
YOHT SAVINGS.
Not to mention a free regular magazine and a free ¥
aceonnt opening pack.
You can open a BardayPlus account
if you're between 14 and 18 years old, B
BETTER OFF Just pop into any branch of Bardays

TALKING TO |

Wil give you the full desails and L4
ﬁ* BARCLAYS bave you sorted out in a flash.

4+ 4+ 4+ YOU'RE

¥ YOURE DNODER SINTEEN, YINULL NEED YOUR FARENTS Ol GUARDIANY SHaNATERE TEF (REVEATN A . ARD *
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T | ey original play features takes
you into a thrilling alien world
negotiate force fields
and take on fanatical
guerillas as you infiltrate their
headquarters.

Spit second timing and
nerves of steel are a must for
this fun packed program
where addiction will always

bring you back for more!
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through the toughest training
academy . Konami's arcade
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REVIEWSin FRONTLINE are printed for two purposes: one, so that you
the reader can enjoy a fairly full description of games that you have no
intention of b%}g. Two, so that, having enjoyed the description, you
might decide that you do want to buy the game after all. The primary
function of a review m ine like CRASH is undoubtedly to enable you
to make sense of all the brightly coloured little boxes on the dealer's
shelf, and to choose which ones you actually want to part with money
for. | also think that it helps to circulate ideas and a general awareness of
the computer gaming scene to add to ?rnur enjoyment of the hobby; |
always prefer reading bad reviews, but for utilitarian purposes — that is,
deciding what | want to buy — | admit that the good ones are maore useful.
And it has occasionally been the case that I've bought a game on the
strength of a review to be disappointed in it; it helps to know the
reviewer's methods and criteria. And so, for your own information, | shall
describe mina.

(Games are sent to me through the CRASH offices in Ludlow to my
home in Oxford, sometimes weeks before | have to write the review, and
sometimes days. No matter when they arrive, | always try to have at least
two sessions on a game. Often, if | like it, and | have a lot of spare time, |
play it much more extensively for the sheer enjoyment of it. If a game has
extremely complex rules and lots of reading material with it | try not to be
iritated by the extra time that entails, and remember what a delight it
would be it I'd actually paid for the game. Software which arrives with
instructions covering the back of an inlay has my sneaking sympathy,
although | try to suppress it.

However, | do want to be forced to waste my time with a game, even
if | don't enjoy having to plough through lots of salutory bu::k?mnd
material. A game which forces me to play for ten hours when | really only
have two to spare has certainly got something going for it. Some games
are impossible to play for more than an hour, either because | finish them
on my first attempt (that always has me pulling out the plug) or because
they're desperately boring. | usually go back to the desperately boring
gamas a day later, to see if they improve upon acquaintance (several

ave, quite significantly); some just get played for another hour.

It's much easier to write a review of a game I've played extensively and
enjoyed, The most difficult reviews to write are those of ?ames which |
can see are good but which | don’t like or enjoy myself. | don't entirely
subscribe to the view that reviews are necessarily a reviewer's personal
opinion, | hope | can see that some games which do not appeal to me at
all, and which | would never voluntarily play, have lots of strong and
interesting qualities which readers who like that sort of thing will enjoy.

That's why my reviews are predominantly descriptive. | give my opinion
very much ‘for what it's worth', and try on the whole to let you the reader
understand what sort of a game is on offer. But that doesn't mean that |
don't occasionally enjoy doing a really bad review of a game that | can't
stand . . . and | hope you enjoy reading them.

THE MORAL DILEMMA

Last year the question was raised in FRONTLINE FORUM about whether
it's morally justifiable to base games on war, Theco ndence raised
strong feelings on both sides. It's an issue which probably has to be faced
by any thoughtful wargamer, and is worth further discussion,

However, this isn't the place to debate the absolute moral issue of
whether war is ever justifiable. The universal moral standard, that is
always met — though never fully obeyed — in every society, condemns
murder. But it also commends bravery, when it takes the form of
defending one's immediate circle from danger; and it has to be true that

ME, MYSELF, |

with Philippa Irving

this overrides the killing of another person, and does not categorise it as
the murder which the same code forbids. Whether individuals choose to
rise above this distinction and categorise all killing as murder doesn't
alter the fact that the ‘loophole’ in human conscience isthere, and that's
why many sincerely people have felt comfortable with the concept
{and indeed the experience) of going to war.

So mueh for the irresolvable; the issue we're interested in is whether
buying and playing wargames implies moral agreement with war in
general is intrinsically wrong, or has nothing to do with the matter. Can
you be an ardent pacifist and yet enjoy a game which simulates closely
a historical battie? Or does such a game inevitably imply some sort of
acquiesence in the fact of the battle? Should the large-scale siaughter of
thnusgnds of men (to put it emotively) be used as the background for a
game

The attitude of mind implied in the last guestion {one that's quite often
raised, especially in connection with games based on recent conflicts like
Falkiands '82)is that a game is of necessity atrivial thing, because games
are played for pleasure. Most mental activities voluntarily undertaken are
undertaken in the expectation of pleasure. If you read about the battle of
Waterloo under duress, it is because you are doing it as part of a school
exam, If you read about it for any other reason, it is because you are
interested; you mean —if you're honest — that thinking about it and finding
out about it is enjoyable to you. If you decide to take history as your
subject at university orcollege, you do so—at least at first — because you
think you're going to enjoy history. Two years later, as you plough
through the book on Waterloo at half past three in the morning, you may
not see it like that, but basically your pursuit of know about
Waterloo is for your own enjoyment. The research historians who wrote
the book presumably gained pleasure from it, too, but nobody would
reasonably suggest that because people enjoy learmning about, thinking
about and even imagining the battie of Waterioo — a mater concerning
the deaths of many men — that books about it are wrong. Logically this
means that every unpleasant thing that has ever happened ought to be
hushed up.

The fact that we have a e based on the battle is merely an
extension of the principle. Those who play miniature wargames often
have a genuine and elaborate historical interest in the subject, and so —
sometimes — do those who play computer wargames. But it would surely
be wrong to think that a serious, grown-up 'historical interest’ would
sanction something intrinsically wrong, if it were intrinsically wrong.

This holds true so long as the battle or war is a fact, which cannot be
altered; and most wargames based on past wars are extreamely deadpan,
dry and factual. They reduced the experience to numbers, to a greater or
lesser extent. Ifa particular game does not have a two-player optionitis
more often because of memory restrictions than any bias to one side,
Eventhe potentially unsettiing Falkiands "82 was an unemaotional and dull
a game as could be imagined.

seems to me that wargames start to wander into dangerous territory
when they approach the ideological: when they assume an inclination
towards one side. Fantasy games irritate me in this respect, although of
course they bear no relation to the real world; it is always the straight-
limbed, clean-living humans from the south battling against the black and
twisted evil ghouls from the north. On the other hand, people have as
much right to write a game about a political opinion may haveasto
write a book or an article about it. It doesn't follow that the act of playing
the game will Im?ly acquiescence with the view, any more than reading
the book or article does.

| come to the unexciting conclusion that playing wargames has nuthlgg
to do with agreeing with or disagreeing with war. That remains as mu
aseparate issue from wargames as it does from books describing wars.
It is merely a differant way of exploring the same material.
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JUTLAND

Author: W G Munro

The company which producesthis
game, Specsim, describes itsall
as 'an axtramely small oparation’
with one previous game — i

at Midway — to its credit, | haven't
seen this but aithoughit anly
soldtoa customers, their
enthusiasm spurred on the author
to attempt a more ambitious pro-
ject; Dreadnoughts at Jutland is
the result.

Although the material that
comes the ram cassette
Is reproduced in an inevitably
basic fashion, it is encouraging to
see that for once an amateur con-
cem has taken the trouble to pro-
vide the tax:i, if mﬁ% full
documentation. at
Juttand comes with a substantial
photocopied 21-page manual.
The mechanics of the game and
technical details about the ships
are well described, but there is no
summary of the battie itself.
Although one can glean a fair
amount of information about it
from the rest of the matarial in the
boaok, this is a serious omission.
The author is clearly knowledge-
able on the subject; he ought to
have indulged his knowledge in
conden form for the benefit of
ignorant players ke myseif!

As far as | can gather, the battie
of Jutland took place on May 315t
and June 1st, 1916. The First
World War has never been any-
thing like as popular with wargame
dm%nm as the Second, partly
t i b ;ﬁg mﬁ

ewer interesting campaigns
partly because it still exists in the
minads of most people as an unjus-
tifiable holocaust which ht not
tobere-enactedasa .How-
aver, sea-battles are different from
the mud and squalor of the
trenches, and it was in the First
World War that machine first really
met maching in combat. No
machinas were more glamorous
than the new ‘superships’. The
first ‘Dreadnought’ was launched
in 18086, the invention of Admiral
Fisher. By the time it went into
actual combat it had been mod-
ified into the battlecruiser —a
design which relied on heavy guns
and speed rather than armour, the
theory being that a ship which was
fast enough to get out of trouble
quickly was at a greater advantaEe
than one which was simply thick-
skinned. The Germans also built
battlecruisers, but they had fewer

uns and were batter protected. In

e, 1heT proved to be the more
successful design.
his at Jutland
recreates what the designer
describes as this ‘exhaustively
sed’ battle. A prelimi

look at the rulebook is enough to
make it clear that this isa game full
of grim technical detail, aiming at
accuracy rather than playability.
Games about naval battles seem
to me to be either fatuous and

shallow, or overly technical and
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DREADNOUGHTS AT

Producer: Specsim, 59 Chestnut Road, London SE27
9EZ

Price: £14.95 (mail order from producer)

machine simulation orientated; the
only game that | can think of which
strikes a balance batween the
extremes is Silent Service. Dread-
nought at Jutlandis not a machine
simulation = there are no buttons
to press, and no control over com-
bat — but it certainly ralies on fac-
tual accuracy, and focuses atten-
tion on the ships rather than the
battle.

The player is O?h.ren a cholce
between contralling either the
British or German forces, or of a
two-player . The British
forces are divided into two fleets,
under the command of Admiral
Jellicoe and Vice-Admiral Beatty,
and subdivided into squadrons =
the basic units of play. There are
nine squadrons on the British side,
made ula of battlecruisers, which
are t with individually and do
most of the fighting, light cruisers,
which have no offensive capacity
and are used malnly for reconnais-
sance, and destroyers, which can
only fire torpedoes. Squadrons
contain only one class of ship, for
the sake of simplicity. The light
cruisers and destroyers are
anonymous, but the battie cruisers
have names and sets of statistics.
Each squadron is under the com-
mand of a flagship.

The turm sequence starts with
movement o ,‘given to each
squadron rather than to each ship.
The sguadron can be ordered to
change direction, by means of a
compass bearing and speed set-
ting. The maximum speed of each
ship in the squadron can be disco-
vered from the information screen
that can be called up at any time,
and although a squadron cannat
ﬁa nﬁamd to trave| faster ﬂ.ﬁnn its

p's maximum speed, the
s;g:rd can be beyond the
capabilities of certain ships in the
convoy. Maximum speed is one of
the things that ships lose rapidly
when they are damaged, and so it
is easy for ships to lose sight of
their flagship and fall behind.
Keeping a squadron together, par-
ticularly in low visibility conditions,
is one of the most important tasks
in the game.

The main screen is a stylised
view from the bridge of the flagship
of the squadron currantly under
consideration. Various pieces of
information are displayed ina
basic fashion below the pictorial
viewscraen: the time of day, the
direction of the view, the current
visibility, plus the course, speed
and position of the ship. The
screen shows a visual represent-
ation of what can be seenfrom the
bridge, with reference, largely, to
other ships. The player can choose
tolook with the naked eye, orgo to
two further degrees of magnifica-
tion representing binoculars and
telescopes. Ships seen ahead are
identified by name, If visibility is
reckoned to be good enough.
When itisnot, itis up to the player

todecide whether the ship in view
is friend or foe, There areno visual
clues givenin the rulebook, so this
judgement has to be based on
axperience. :

The position of all the ships on
the map—or those, at least, whose
paosition is known =is plottedona
graph, and a reading of this plotis
available only at 15 minute inter-
vals. While | accept that the plot
took time to prepare, and that it is
reasonable to expect to have an
update only infrequently, it is frus-
trating notto be able torefer to the
last plot while waiting for the new
one. lalsofound it difficult to make
sanse of the information illus-
trated; it is not at all clear what
represents what an the on-screen
diagram.

e are five scenarios to
choose from, even though the bat-
tle lasted for no more than a day.
Three recreate particular incidents
in that period, one allows you to
Elay through something that might

ave happened, and one, natur-
ally, allows you to attempt the
entire confrontation. Solemn
realism reaches its height in the

scenario ' Might Action’, which
sounds almost unbearably excit-
ing; *because of the very poor vis-
ibility it is quite likely that there will
be little or no contact or action dur-
ing this scenario . .. "

Combat takes place automati-
cally when enemy ships are within
range of each other, and it is dis-
played visually after the player has
entered movement orders. The
chances of hitting the enemy are
influenced by various factors,
including the visibility (which can
be affected by the ship having to
fire into the setting or rising sun)
and the gunning ability of the par-
ticular ship. Confusingly, hits on
the player's ships are shown from
the enemy's bridge. if visibility is
poor and the ship cannot identify a
target, the player is given the
chance to stop the attack.

Lesser ships — the light cruisers
and destroyers—are either sunk or
afloat. The battlecruisars, on the
other hand, go through a complex
damage sequence before finally
sinking. Their gun turrets can be
knocked out, reducing their effi-
clency in combat, their maximum

Alarger selection of letters than usual this month, thanks to the extra
space avallable in this FRONTLINE Special. Sometimes, due to the
usually ungenerous page allowance accorded to FRONTLINE, the
FORUM gets squeezed out altogether. Just because, one month,

you don't see any letters appearing, youmustn'ts

want any! All your letters are

uppose thatldon't

and filed, and you might be sur-

prised to see that something you sent months ago unexpectedly

turns up in print.

| welcome letters on all strategically-related topics. In fact, | wel-

come letters on any subject even v

aming ... a

on m, and, with
mainstay

related to computers or

nything written to FRONTLINE supports strategy gam-
major companies like the old
pulling out, such support is badly needed!

THREE POINTS

Dear Philippa

I'have followed FRONTLINE for
two years now, and | have decided
thatitis time to writeto you. Basic-
ally | want to cover three paints:
DIFFICULTY: All games are
difficult when first played, but once
cracked, they become easy. |
believe that the thing that makesa
game worth its money is the span

oftime betweaen the day you buy it
and the day you crack it. Some-
times ‘cracking' day can be soon
(Tobruk — four days) or it can be
maonths (Rebalstar, Level 8 — four
months). What | would like to see
in future games ara difficulty
levels, or a genarally harder game,
After all, wargames have been
going around for three to four




speed can be reduced, increasing
their chance of accidently break-
ing away from the squadron, and
general damage progresses

through five stages from nil to very

heavy. When a ship is damaged,
the player is given the option of
dataching it from the squadron. A
dam ship slows the squadron

down, but getting rid of it when its

n turrets are large reduces the

[ ar.
range of reality factors

'rulepinned’ is very great, and |
know that many people get satis-
faction out of that for its own sake.
While | like to =ee complexity in a
game of this nature, it is not
enough to make it enjoyable to
play. | found it very difficult to get
any satisfaction out of playing
Dreadnoughts at Jutland, as a
simulation it lacks atmosphere
and excitement, and as a game it
Is not interesting.

On the other hand, | realise that
soma people will enjoy the histori-
cal accuracy more than | am able
to, and there has certainly been a
lot of thought, research and
knowledge putinto a game which,

years, and us players must be get-
ting better to some ree,
BIGGER: With the advent of the
128's, with the exclusion of the
+3,doyou think game areas could
be b‘E%ar, include spaach, better
FX, with artificial intelligence and
other game enhancing functions?
Also, do you believe the 48K still
has arole to play in Spectrum war-
ming?

I'Y: We've had GAC, PAWandthe
3-D Garmes Maker, do you think
we'll see a wargames utility 7 | per-
sonally don't see why not, and I'm
sure you and a great numberof m
fellow wargamers would agree this
would certainly help boost the
admittedly low volume of Spec-
trum releases. The only danger is
that the market could be flooded
with bad games, but I'm sure one
ortwo might be good, and as | see
it that's all we'd need. Also, it
would help the players make their
own games; to implement theair
own ideas, or design a game
where another game fell short.

Anyway, now that’s off my chest
| can wish luck in the
FRONTLINE and hope you win all
the com cmmﬂa,

Graham Briggs, Grimsby nglg_f_

The difficulty of a wargame Is

Dear Philippa

| found your summing-up of
Pegasus Bridge very informative
and entertaining and | will be look-
ing out for it in the shops ;[h e
fully). If not, | will have tofall back
on Aggie (not literally). I'll check
out your rating then!

This wargame particularly
interests me as | would imagine
there are not many of your readers
who took part in this operationand
it is a very vivid memory to me.

You mention that the program
has some ground troops reset in
position. | imagine thesa consisted
of an assault force of six glider-
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for an amateur production, is well
presented, Youwill, | hope, be able
totell from my description whether
this is your sort of game.

Presentation 78%
All parts of the program run
smoothly, and the documeantation
is unusually good for an amateur

game
Graphics 60%

The views from the bridge are
reasonable, if functionally dull. The
plots are difficult to decipher

Rules 87%
Detailed, clear and ample,
although thera's a lack of broad
background

Authenticity 88%
Convincing
OVERALL 69%

A working modsl of Jutiand, which
some players will find intrinsically
more interesting than others

e ot T Susiet bl
bility’ of arcade is limited
only by their ability to bore the
player. But wargames, like adv-
entures, tend to lose their charm
once they've been solved, War-
es aren't quite as rigidly
finishable' as adventures -
give vfcmu the chance to bet-
ter your victory — but it's a great
tment to achieve a
‘substantial Allied victory® four
hours after you loaded the game
for the first time. That's one
reason why variable difficulty
levels are to be commended,
espeacially if the way that victory
is made more difficult Is imagi-
native.
| would like to see bigger war-
mes on the trum,
ﬁcauau really, the only way that
strategy games can be
improved is outwards. Sadly,
though, | den't think it will hap-
pan; it's a long time since I've
even seen a 128 option in a game
sent for review, which - when
you consider that only 128 Spec-
trums are on sale now = is a very
discouraging sign.
Now two letters on the subject
of my largely favourable
Pegasus Bridge review . .. e

A BRIDGE TOO FAR

loads of 2nd Oxf & Bucks who
crash-landed their gliders around
F‘e?lasmi bridge at the dead of
night and captured the bridge
ahead of the main body of Gth Air-
borne Paras who were toreinforce
this small group. There was a
counter-attack by a small group of
the enemy who came up the river
Ome by boat before the paras
arrived but this was beaten off by
Anti-tank weapons.

| hope | haven't bared you with
this but from your account,
Pegasus Brla%a does sound
interesting and authentic.

| am mora into adventures than

OVERLORD

Producer: CCS
Author: Ken Wright
Price: £9.95

This Is the second game that |'ve
reviewed in FRONTLINE which
deals with the famous Mormandy
landings, and last year | dealt with
a Commodore game in ZZAP! on
exactly the same subject. It seams
that the Overlord campaign, when
the Allied forces swept across the
narth coast of France in a well
planned but not often wall coordi-
nated aeffort to liberate Europe,
captures the imagination of war-
game designers. It was the largest
amphibious assault in history, it
was the turning-point of the war
that means most to us today, and
the dramatic nature of events
make it a parfect template for any
wargame,

The campaign had been inplan-
ning for over a year, and was
launched with five amphibious

wargames, but this is one | must
try. Sincerely hoping | am not your
oldest reader,
Mr D Drummond, Clacton-On-
Sea, Essex CO16 TDG

Dear Philippa

| read your review of PSS' Pegasus
Bridge in the Xmas copy of
CRASH magazine. This game
seemed the best of the bunch of
Spectrum wargames that have
been released recently, but after
quite extensive playing | find that
your review is uninformed and you
probably didn't even play the
game right through.

At the end of the game a
scoreboard flashes onscreen and

ives alisting of bridges captured/

Id/destroyed and a final points
total for each army. All this s on
screen for about FIVE SECONDS!
and than the screen goas blank. It
is impossible to read so your
efforts have been futile, because
at the end of the day you dont
know if you have won or lost! This
is probably the games biggest
fault but you failed to mention it.

Armoured and artillery units are
impragnable. Even though their
units are small, any amount of fire
powaer, air strikes or naval bom-
bardment can be unleashed on
them and it still falls to even
scratch their paintwork.

The third major fault is the non-
appearance of certain airborne
units. Sometimes they come into
play but on cther games (playing
the German side against the com-
puter) they don’t.

Perhaps in future you could
playtest the games a little longer
s there is not a plethora of war-
games released each month, and
put less emphasis on packaging,
historical accuracy and rulebooks.
The game itself is what is impor-
tant.

David Eltringham, Cleveland
TS185PJ

For my normal methods of
reviewing see the article else-
where in this issue, but | must
admit negli e of sorts over

Pegasus e. The copy

forces = assigned to their own
landing beaches — backed up by
three airborne divisions. It was two
members of that airborma division
whofirst touched occupied soil, at
sixtean minutes past midnight on
6th June 1944, Their plane landed
so abruptly that they were both
catapulted forward out of the
cockpit. This first contact was
rapidly followed by waves of
troops flooding onto the beaches.
The American divisions found
themselves scattered and uncoor-
dinated; unable to concentrate
thair attack force at any ona paint,
they ended up fighting
haphazardly wherever they met
resistance. lronically this disor-
ganisation probably contributed to
the success of the assault. The
enemy was unprepared and con-
fused, and was unable to discemn
any pattern in the landings simply
because thare wasn't ona!

By contrast, the landing of the
British Bth Airborne Division betw-
een the Orne and Dives rivers

which | had contained a very
obvious bug which fended to
crash play when - if | remember
correctly — | tried to attack with
more than one unit at a time. |
puzzled over this for some time,
and | knew that my copy of the

requested

the copy deadline and wouldn’t
load ... so rather than miss a
FRONTLINE altogether, | wrote
a review on what | had seen of
the game. As this didn't include
completing it {the bug always
stopped me), | couldn’t mention
- as | undoubtedly would have -
the clumsy ending. It is generally
my rule to play any game fo the
bitter end at least once.




came off perfectly, and they
achieved their preplanned objec-
tives within minutes. This, of
course, was the scenario concen-
trated upon in Pegasus Bridge.
More ambitiously, Overlord
attempts to recreate the antire
sweep of the campalgn. .

Overlord comes from Ken
Wright, who now has Waterioo,
Yankeeand Biitzkrieg to his credit.
Whereas the first of these two
games are battle simulations, both
Blitzkrieg and Overlord take a
long-range overview of a whole
campaign, complementing each
other thematically. Blitzkrieg was
basad on the first sweep of the
Axis armies into Europe, and Over-
ford takes up the counter-attack.

The most fundamental question
about Overlord is whether the
scale chosen is correct for this
kind of campaign. The Normandy
landings were tightly-packed,
individualistic events, and recreat-
ing them really requires attention
to detail and a degree of precision.
In Overford, we have divisions
represented by the usual square
counters baaring slightly dubious
symbols to identify them. In tha
context of these battles, they
seem large and clumsy and are, by
design, almost impoessible to man-
ipulate.

The on-screen appearance of
the game is ldentical to that of
Blitzkrieg and indeed the author's
garlier games. A clear, though
rather sparse map fills the screen
without extraneous clutter, and all
communication takes place in the
small message strip at the bottom.
One innovation is the reinforce-
ment box: a panel which floats in
the English Channel and allows the
player access fo the units of each
ofthe seven armies which have not
yet entered the game. The area
represented is the northern coast
of France, not unnaturally, but the
map goes southwards for quite a
bit further than | imagine itis gener-
ally possibie to move your units.
The whole map is seven times
larger than the screen (according
to the rulebook) and scrolls
smoothly by means of the cursor

keys.

e:{:he player has command of
seven armias: five American
corps, plus British and Canadian
forces. The division types are
divided into infantry, mechanised
and armoured units, and aach
corps has seven units. There are
also airborne divisions, which are
few in number and function as nor-
mal infantry when they've made
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their landing.

Thase units are defined only by
a morale rating and a percentage
strength. They do not even have
individual designations, though
which tends to make them seem
bland and somewnhat anonymous,
The way that the movement sys-
tern works makes it impossible to
place them precisely, however, so
a certaininterchangeability is use-
ful.

After selecting a difficulty level
from one to three (the morale of
your units is affected by the
choice) the game begins without
further preamble. Due to memaory
restrictions, and the large amount
of the program dedicated to driv-
ing the enemy's artificial intelli-
gence routine, there is no choice
of sides or option for a two-player
game.

The tumn structure, as in
Blitzkrieg is divided into a single
orders phase and a sit-back-and-
watch execution phase. At the
start of the game, however, all the
player's units are floating in some
nebulous region to the north of the
map. The continent is cccupied
only by enemy units which,
although thay disappearinto afog
of limited intelligence after the first
turn, are clustered in full and
frighteningly prolific view. The
invasion must in initiated on the
first turn, and to this end the first
thing the player does is to "acti-
vate" five beaches to land on from
a choice of twelve. The beaches
araeffectively points on the north-
ern coastlineg where units can be
brought onto the map, and are let-
tered A to L. Further beaches can
be activated by moving units close

to them.

On the first turn only infantry
units can be mobilised, and only
one can land on each beach. This
means that the strategic decisions
possible on the first turn are limited
to thechoice of landing areas—not
unimportant — and of the corps to
beusedin the first assault. Onthe
action phase of the first turn, the
chosen units are moved onto the
beaches. The thing to do in the
nexttumn isto get them offthem as
soon as possible, so that others
can be moved in. On the first turn
there is aiso an airborne units
aption, if a corps with such units
has been chosen for the initial
assault, The airborne unit can form
aspearhead by landingupto three
squares away from one of the
active beaches.

The movement orders ara
entered in much the same way as
in Blitzkrieq: the general ling of
advance of the corps isset by a
cantral, right and left flank posi-
tion; it is not possible to give
orders to individual units. Combat
orders are limited to a choice of
three approaches: whether to
attack any enemy unit that they
might encounter, not to engage in
combat at all, or to attack when the
general thinks there is a good
chance of success. Once these
orgers are entered for each army,
tha execution phase moves the
units in some approximation to
your intentions and then resolves
combat in a leisurely and intelligi-
ble way,

In combat, mechanised and
armoured units have the advan-
tage, and units with a low morale
are seriously at a disadvantage,
Terrain has its effect too, thoughit
is not possible to use terrain tothe
same advantage as one could in
the author's smaller-scale gameas.
In fact, the impossibility of posi-
tioning units precisely makes it
difficult to care much about this
aspect. The results of combat,
instantaneously displayed, are
somewhat monotonous: strength,
or effectiveness, is chipped off
units in 5% blocks. | have never
seen damage greater than 20% in
one combat round, although in a
single combat phase a unit might
suffer considerable damage from
repeated attack by enemy units
surrounding it.

The author lays great emphasis
on the artificial intelligence driving
the enemy, but the first thing this
routine is called upon to simulate
is confusion as the enemy dots

atout helplessly inresponse to the
unexpected invasion. But they
soon rally and come streaming up
to the beaches in alarmingly large
and solid numbers. The first stage
of the game is very much about the
problem of getting sufficient num-
bers of units onto the map before
the enemy closes in and makes it
difficult to move units off the
beaches. Quick inland movement
is essential, but going too far is
dangerous because the units get
trapped amongst the encroaching
Germans. Theidealistobuild upa
solid defensive wall along the
coast, with more than the initial five
beaches activated and all units in
play. Then the player can meetthe
German army onequal terms,
wear it down, and startto advance.

The difficulty is that the move-
ment system makes it hard to
manipulate the units into doing
anything sensible. Thelack of con-
trol over movement —uniquein the
Spectrum wargaming world to
Ken Wright's gamaes - is interest-
ingand unusual in its proper appli-
cation, but frustrating in this
scenario. It is true that most of the
divisions landed in disorder, but
the simulation —if itis supposed to
be a simulation of that aspect -
has very little reality.

There are no specific victary
conditions to strive for: play s
stopped if either army falls before
40% effectiveness, if Allied units
reach the right hand edge of the
map, or if all become deactivated.
Victory for either side is decided
puraly anthe respective strengths
of each army at the time of play
ceasing , which is infuriatingly
artificial. It is much more satisfac-
tory to have structured goals in this
type of game, especially when it
aims, as this one does, for sophis-
tication,

Despite thesa nagative aspects,
the potential for varied develop-
ment of strategy is very great and
this is certainly an extremely well
designed and well presentad war-
game. | would have no hesitation
in recommending its a purchase
and |I'miooking forward to the next
offering from the same keyboard,

Presentation 90%
Unimpeachabile
Graphics T1%

Clear enough, but rather unin-
spired

Rules 85%
The histoncal matenal in the
rulebook is excellent and thorough
but the instructions on gameplay
are badly structured and slightly
confusing

Authenticity 81%
Some of the historical atmosphere
is destroyed and abstracted by the
elumsiness of the units, but
despite that the general excite-
ment is maintained

Playability 79%
The smoothness of the orders sys-
temn makes it easy to play, but the
frustrating movement impedes
playability to an extent

OVERALL 84%

An excellent game with infuriating
aspects —worth buying




MATTHEW STIBBE outlines a few simple
guidelines to the design of a wargame from
initial scenario through to the finished article

THE ADVENT of computers has meant that wargames can now be
enjoyed without recourse to rule books or dice. Games like Desert Rats
and Annals of Rome have sold as well as arcade games, indicating a real
interest in wargames. The spirit of the dedicated still lurks
inside those games, however: as easy as they are to , somewhere
inside the computer there are as many sets of rules as ang;slahln top

. As a result, designing a computer wargame not as
straightforward as it seems, but with an eye for a and an idea of
what makes a game entertaining, almost anyone can: areasonable
strategg; game. In this article | to show how a such a game emerges
from a basic idea, to become a Igr.-‘ﬂﬂ::Igﬂf:i computer wargame.

The first stage is to decide which historical period is to be simulated.
This does not mean that wargames must be set in some school-book
past, though: they can just as easily be set in someimaginary future, such
as the gam=s that simulate a hypothetical war in Europe; although a
wargame is _sting the player against a simulated real life situation, that
doesn't necessarily mean it must have a definite anchor point in reality.
However, as *What would have happened if Hitler had invaded EngTIand ;
is a good starting ﬁ;’“‘ ‘What if Hitler had bad 30,000,000 tanks? ' is not,
mainly because t ame would be unbalanced, and partly because it
would not be a test of the player's abilities, since it has departed
from an accepted raality level.

« Filenanes LEEDE loon In Estrens Joon-In Battle Display Options
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T DESERT RATS
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Among my favourite are Eastem Front and Desert Rats, and
although these are quite old now, they both provide a chance to replay
histary with the player in command. Perhaps the acid test of a wargame
is whether the game unfolds exactly like the real historical situation if the
pl%er issues the same commands that were made at the time.

ere are several ways of implementing a wargame, and the next task
is to decide what scale to use. In my first game — based on the Vietnam
war — the smallest units that are available to the player are battalions.
These small units of about 800 men were the best compromise between
reality and the limits of computer power, to work out their moves, and
human . to remember where they all are! The war itself was a
series of small scale actions, and to use " units would have
completely taken away any tactical control of the war, leaving only a
strategic simulator. Even so, using battalions means that there will be
about 200 units in play at any one time, and to get round the problems of
human memory they can be given several orders at once to be executed
sequentially.

In mﬁatest game design of a tactical level set in modem , Ilhave
opted for platoon-sized units (about 30 men, or 3 vehicles) as the smallest
unit to which an order can be given. Eastern Front works at a divisional
level, and Desert Rats at a more detailed bri level.

A wargame is usually displayed on a scro I:ﬂ map, which shows the
terrain over which a battie is being fought. rd’s innovative LUMS

{Universal Military Simulator) uses a vamap to hills and
terrain, This is excellent for small battles, but is a litile Hmm trying

to fit a continent on the screen; nevertheless | think it shows the way that
wargames are going. | look forward to a sort of battle simulator in which
gﬁpﬂym will get a general's eye view, instead of, or as well as a map

| always begin with a proposal, which Is usually only a few sides. This
has two purposes: firstly it helps me to think through what | would like to
do with E:dgama. and secondly it helps me sell the game by giving other
Paopla an idea of what the game is about. | then expand on the ideas that

have covered in the proposal in my design, which actually says how the
minga the:’:_! | autlined in the game proposal work,
ong the way some things change, get added or . For
instance, my most recent game proposal for tactical cmrbd;ﬂ:upr;gdustud
the use of tactical airpower. It was only when | had worked out that a turn
should last only 15 minutes and th , a whole game no more than 3
hours (in game time), that | realised that it would take the length of an
average game for the aeroplanes to arrive. This had the useful side effect
that it allowed me to dispose of all the usual air defence equipment that
modern armies have, so making the game less complex to play and
program. On the other hand, with the Vietham gama, the use of tactical
airpower evolved to the stage where the current design allows for
airpower to be assigned fo actual units, or specific missions (like
E&mbmﬂ:ﬁ:mhlmw or tha Ho Chi Minh trail), as opposed to simply
ng ae "

Once you have a general idea about what the game will look like, and
what it will simulate, the next stage is to research the scenario. | usually
get and read all the books on a subject that | can, and at the moment my
shelves are filled with Vietnam books. General military reading is also
useful, for instance Von Clauswitz's On War is a fascinating study of
military strategy. General books and magazines about m affairs are
also useful reading, for instance Jane's Defence Weekly. In addition,

laying board and computer wargames gives a good idea of what can
done, and what can be improved upon.

Once | had an idea of how my Vietnam should work, | began my
research proper. | had three histories of the Vietnam war, from which |
derived the strategic and political elements of the game, and a huge book
called The Vietnam Order of Battle which cost a small fortune but which

DREADNOUGHTS at | JUTLAND

(HMS Lion as she appears in the game)

A SUPERB SIMULATION of the WW1 naval clash
* all 64 capital ships individually detailed
* 2-player and solo (British or German) play options with 5
scenarios and 5 difficulty levels
£14.95 incl P&P from: SPECSIM
59 Chestnut Road
for the 48k Spectrum London SE27 9EZ




lists all the units that were present in the Vietnam war. Although this
information is available in other sources it was invaluable to have all the
information o::lhated in ane bmkhlt is this sort of detailed information that
is en putting together a game.

Turning ga available information into a working wargame requires the
use of rules. These tell the computer what should happen in certain
circumstances. For instance in my game, when the US raises its
commitment to the war, the government's popularity falls. The difficult
thing is to work out by how much. | found that the best way of doing this
is to make a mini simulation. In the case of the political elements of
Vietnam | used a spreadsheet, with columns for each year of the war, and
rows for each of the variables. When | had entered the figures, | could
test out various strategies and see if they were realistic. From this testing
| medified the rules until | felt that | had a realistic working model.

For the resolution of combat | wrote a simple 'C' program to test the
effect of various units’ strengths in combat against each other. Another
way is to make an actual board game out of the rules, and use it to

playtest the e. This sort of experimentation is very important in
nmrmg a guo%a;nama: it is quite easy to do in BASIC, and even with only
a few variables and formulae, quite complicated models can be
developed, either for political simulation or for resolving combat.

Movement can be implemented in several ways, either using
continuous movement, where a unit moves smoothly and continuously
throughout the turn, or by using discrete steps, which correspond to grid
squares on a map. The latter is closer to board wargames, and is in
ways easier to implement, because it is easier to calculate howfastaun
should move in terms of squares than in pixels. The former looks better,
and is more realistic, but is harder to program.

In many games it is not how the unit moves but when. For instance, in
atactical wargame a unit might not receive its orders for several minutes,
and with a scale of 15 minutes to a turn, this requires some mechanism
for delaying the unit from carrying out its orders until it has 'received'
them.

The most difficult area is that of artificial intelligence: it is very difficult
to persuade a computer to think in terms of flanking and encirclement.
Instead you need to give the computer a set of rules for moving that
produce the same net effect. There are usually two levels in a computer's
play, the first being strategic; the second tactical. Crudely speaking, in
the strategic phase the computer decides which units are going where,
and in the tactical, how they are going to get there. This is done looking
several turns in advance. With many units in play it is hard to consider
each possible move in the light of possible countermoves, as is done with
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chess, so a mechanism needs to be built in to consider when to advance
and when to cut losses by withdrawing. These decisions also affect the
decisions the computer makes at a lower level: for instance, when on the
assault a computer might attack enemy units, and move directly toward
them. But when on the defensive, units will move away from and around
enemy units wherever possible. 5

Another possibility is to pick a scenario where the player will always
behave in certain ways and so preprogram a number of counter
strategies into the computer. In Desert Rats the computer always plays
very defensively with each unit moving in support of its neighbours. This
successfully represents the British manoeuvres, but computer
control the Germans lack the vigour that nearly won them the Desert War.
Yet another way is to respond to the player's moves as they are made
during a movement phase. This is a form of cheating, and allows the
computer to :'Eraq:u:hm;ip to the player’s strategy rather than predict it. In a
way, a human player is hand because the computer can always

examine the exact state of his or her forces, but the player cannot

examine the computer's.

Once the is written, it mg still need some fine tuning. This is
usually done by moditying the variables ina game, so that specific factors
are altered in a realistic or sensible manner during play. Other areas
which may need changing are the tables that work out who wins a battle,
g the speeds at which different types of unit move over different types

terrain.

Often the biggest problem with wargames Is deciding what to leave
out. As an example, when Chris Crawford produced a version of Eastern
Front for a larger Atari, he included a number of new options which he
was unable to fit into the smaller formats.

A simulation is, of necessity, a scaled-down version of reality. A
simulation deals with gmeml trends, not specific events; in my Vietnam
game | have included a variable called ‘outrages’ to simulate all the
different things that the world: ic bombing, defoliation,
atrocities and the mining of Haiphong harbour. | would have liked to
include a model of Ncr#n Vietnamese diplomacy and a model of the
American economy in the game, as these would have made it more
realistic. In the end, however, | left them out, because | did not think that
they pw?rnuﬂlg add anything to the gameplay while simply increasing its
complexity.

If you think of a me as a game of rules like Monopoly, then all
that is necessary is to make those rules as realistic as playability and the
constraints of your hardware will allow,
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MICRO GAMES ACTION

GREAT NEW AGGIE
BUYS AT GREAT NEW
B AGGIE PRICES

up to 20% off FULL-PRICE games
including p&p!

MAIL
ORDER

AND THEN THERE’S . ..

ACE 2Cascace (ames £7.20 (485, ©7 85 (128K)
ANDY CAPP Mirorsof £7.85
ARKANGID - REVENGE OF DOM Imagea 06 40 cassetis, £11 85 disk
ATFDugital It ion £7.95

MASTER| 06.40
BEDLAM [128K O Y £7 20
BLACK LAMP Firabird £F. 40
BLOOD VALLEY Gremiin Graphics £7.99
CHAMPIONSHIP SPRINT Elacinic Dreamns £7 59
COMPENDILIM Gremin D640
DAN DARE IT'frgn Games 06,40
DEATH OR GLORYCRAL ©7.20
DEFLEKTOR Gremiin Graphics 08,40
DRILLER incentwe £11.95 cassalte, 14,40 diss
DRUID i Frebrd 06 40
EYEPrigm £7.95
FEDERATIONCRL 7 .05
FIREFLY OceanvSpecal FX £6.40 cassette, £11 95 dsk
FLYING SHARK Firsturd £5 40
FRIGHTMARE Cascads Games [7.85
GARRIELD Tha Edge E7.20
GRYZOR Ocean £6.40
GUNSHWP MicroPrasa U786 cassetie £10.40 desk
THE HUNT FOR RED OCTOBER Grand Slam £11.85
HYSTERIA Software Projects 05 .40
Wnﬂﬁt?.ﬂl‘?

WARRIORS Elita ©7.20 cassatta, £10.40 disk
IMPACTASL £7.59
INSIDE OUTING Tha Edge £7.20
KNIGHTMARE Actainon 0799
KNIGHT ORC Rart.d £11.95
LOADS OF MIDMIGHT CAL £7 95
MADBALLS Ocean D8 40 casserte, £11.95 dak
MAGNETROM Frobird 6 40
MASK N Grembr Graphics 0640
MERCENARY Novagen ET 85
NEBULUS Hwson £5.40
MNOATHSTAR Gremin Graphecs £6 40 cassetie, £10.40 dsk
DUT ALWUS Goid £6.40
PHANTOM GLUB Ociar: £6.40
PHM PEGASUS Electronc Ans ©7 20 cassette, £11.85 dsk
PLATOLN Ocaar T7 83
PREDATOR Activizcn £7.99
PSYCHO SOLDNER Ocean D5.40
RAMPAGE Actwvison £7.59
RASTAN magne 06 40 cassete, £11.95 dek
ROADWARS Meabourna Housa £7.20
ROLLING THUNDER LIS Geoad £6.40
RYGAR US Gold 6,40
SCAUPLES irgin Games £7 95 casstte. £11.96 disk

SHACKLED US Gold £7 20 cassets, £10.40 cisk
SIDE ARMS GO £7 20 cassatha, £10.40 disk
STREET HASSLE Malbourna Houss 05,40

STAR WARS Domark £7 85
SUPER HANG-ON Actiasion £7 39
TELADON Dastirry £7.20
TETRIS Miroesolt D6.40 cassette, £10.40 dsk
TRANTOR - THE LAST STORMTROOPER GO 0540
WINTER OL YMPIAD Tynesart T6.40
WIZBALL Ocean 0640
YETI Desting £7.20
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SPECIAL DISCOUNT OFFER FULL-PRICE GAMES >
| would like to arder the following game(s) as they're at such fab and TITLE PRICE
groovy prices thanks to Aggie's sudden burst of generosity. |'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
{air mail) per order for all other countries.
g e P SUBTOTAL £
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T e e S L PR e 1S e P O L O
................................................................................................................. SHES PRICE
e R e N
PLEASE DEBIT MY VISA/ACCESS 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
7 TOTAL -
= MAIL ORDER, PO BOX 20, LUDLOW, PAYMENT
X At SHROPSHIRE SY8 1DB ENCLOSED £




FOR ONLY £9.99 £14.99 bisx)YOU CAN FIND OUT

THE DUCT

Zoom your way through a
network of tunnels in your
buggy avoiding the myriad of
hazards thal race 16 meet you,
beware the Aliens and barriers
that move around {he
circumference of the DUCT,

intrigue, humour
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HOW CAN SO M(.ICH F(lN
BE CONTAINED lN ONE BOX"

A colossal
compilation of original
gameplays and unique

challenges brought together in
one classic collection of action,

and entertainment.
More fun...more excitement
than even the most dedicated
gameplayer can handle at

any one time,

CBM e4/128

AUF WIEDERSEHEN MONTY
Lying low in Gibraltar, poor
persecuted Monty Mole's
whereabouls have been
leaked to 'Intermole’, who are
in hot pursuit.

MASK

Join with the forces ol MASKE,
skilfully commanded by Matt
Trakker and combat the
villalnous VENOM in their
quesl for domination of the

BASIL THE GREAT MOUSE
DETECTIVE

Will your powers of deduction
be enough to enable Basil to
rescue Or Dawson fram the
villainous clulches of
Professor Raligan?

T
[ERimTiiit T
RTHF T (VS
\ .r

'E*% Er
Li W i E

DEATH WISH 3
Modern day vigilante Paul
Kersey wreaks his own form ol
revenge on the seum and fAlth
that termrorise the streels o

Mew Yoark,

CONVOY RAIDER
The free world bs in peril, the
future of the country lies in
your hands, frighteningly

powerful weapons are al your
disposal and impodant

decisions must be made.

"nﬁ

JACK THE NIPPER IM
COCONUT CAPERS
Bankshed Lo Australia, our
favourite Hitle horror jumgps
plane 1o land in deepest,
darkest jungleland. What
havoc he goes on Lo creale s
limited only by your

[

SAMURAI TRILOGY

I an age in which honour was
revered, a class of warrlors sel
themselves apart 1o dedicate
Uhiedr Hves (o a perfection in
combat and discipline of mind

thal became a religion.

BULLDOG

Blast your way thiough infinde
lewels ol high speed space
acthon, penebrating your
enemies ouler defence wpstem
o reach and destroy the
POLON mothership,

HE-BOUMDER

Armed Lo the teeth, challenge
the might of the meddiing
overlord, toreturn bo o happy-
go-tuchy life as o

B..B. Bounder.

THE FINAL MATRIX THING BOUNCES BACK
Brave Nimrod, sent on a A quick hand and dogged
dangerous and apparently determination are needed if
endiess mission to rescoe you're to get anywhere with
olher Bioptons imprisonedon | Thing, as Gremlin's springiest
the sinister Matrix prison star bounces back in & new
network. adventure,
-:r..'d- ;5 -— =
- = =
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Gremlin Graphics Software Ltd.,,

Alpha House, 10 Carver Street, Sheffield S1 4FS.
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JTHE 1987 CRASH

READERS’ AWARDS

After spending many an hour sorting and compiling an absolute mountain of voting
forms, CRASH proudly presents the definitive Spectrum software awards for
1987...

BEST GAME
DRILLER
Incentive

HEAD OVER HEELS
Ocean

EXOLON

Hewson

With one in five of you voting for Incentive's
innovative eye opener, Driller swept the board
—but not without a challenge. The Jon Ritman/
Bernie Drummond game, d Over Heals,
came a very close and respectable second
with 16% of the vote. Raffaele Cecco’s first
Hewsonmasterpiece, the tramendous, attrac-
tive and ble Exolon, brought up the rear
with a credible 8%.

BEST PLATFORM GAME

AUF WIEDERSEHEN
MONTY
Gremlin Graphics

BUBBLE BOBBLE
Firebird

EXOLON

Hewson

The ﬁgﬂnrm game seems to be a dying breed
in 1988, but that isn't to say we didn't get some
great ones during 1987. With a tremendous
19% Gremlin's Auf Wiedersehen Monty just
came top. Following only 2% behind was the
very colourful Bubble Bobble and again com-
ing third, was Exolon. The same 8%, no doubt.

BEST SHOOT 'EM UP
ZYNAPS
Hewson

EXOLON
Hewson
WIZBALL .
Ocean

With a combined vote of 57%, Hewson games
dominated the shoot "em up award. When it
came down to pure mindless violence Zynaps
|ust had to come top, with 34%. Exolon—
always the bridesmaid never the bride — came
anotable second with 23%, while Ocean’s
Wizball received 6% and third place.

BEST ARCADE

ADVENTURE
HEAD OVER HEELS
Ocean

STORMBRINGER

M.A.D.
GAUNTLET
US Gold

No surprises here! Mot only is it a favourite in
the CRASH offices, but Head Over Heels also
gained a 26% winning vote in this category,
proving its popularity throughout the land. No-
one else came even close: second place
Stormbringer had 7% and the arcade licence,
Gauntiet, came third.

BEST SIMULATION
GUNSHIP
Microprose

COMBAT SCHOOL
an

TOP GUN

Ocean

You all had your minds made up on what was
going to win the Best Simulation award when
you filled in the forms way back in the Christ-
mas Issue. Even though they've only produced
two products on the gpﬂctrum the American
giants, Microprose, needed only Gunship to
get aimost half of the readership (43%) voting
for them. Trailing way behind, but still interest-
ing to note, came Combat Schoof (6%) and
Top Gun (5%, both from Ocean.

BEST SPORTS GAME
MATCH DAY I
Ocean

WORLD CLASS LEADERBOARD

US Gold

BOBSLEIGH

Digital Integration

Match Day Il gained an amazing 62% of the
vote in this little contest — thus giving no-one
eise a hope of winning. However, the golfing
classic, World Class Leaderboard, must have
appealed to all you Arnold Palmers out there,
gaining 15%. Calgary '88, Bobsieighwas
obviously inthe minds of the 5% that voted for
the Digital Integration simulation,

BEST ADVENTURE
THE PAWN
Rainbird

SHADOWS OF MORDOR
Melbourne House
KILLED UNTIL DEAD
US Gold

The adventure market was very quiet in 1987
but Rainbird still had lots to shout about when
they released the highly complex and intelli-
ent game The Pawn—andso did 15% of you
Hdnn't think they were ALL Rainbird employ-
eas). Melbourne House's Shadows Of Mordor

came a very closa second with 14% of the vote
—sadly Melbourne House seem to have forgot-
ten about adventure games now. US Gold
popped its head in with the detective/mystery
Killed Until Dead in third place (7%).

BEST STRATEGY GAME
s

TAI-PAN
Ocean

THE SENTINEL
Firebird Gold

Ican’t say that this was much of a surprise. Vul-
can has been at Number One in the Strategy
Chart almost since it was first started. And with
PSS now pulling out of the market (see
Frontline) CCS seams to have it sewn up. Vul-
can got 34% of you voting for it. Interestingly,
Tai-Pan and The Sentinel came second and
third, with 5% and 4% respectively — even
though they weren't téviewed in Frontline.

MOST IMAGINATIVE

GAME
DRILLER
Incentive

THE SENTINEL
Firebird Gold

HEAD OVER HEELS
Ocean

Driller certainly seems to have caught the
imagination of the CRASH readership. In a very
wide-spread category the Incentive game ?Dt
19%, for its amazing Freescape technique, fol-
lowed closely by Firebird's The Sentine/(15%),
anather game with impressive graphics, and
Head Over Heels (12%).

BEST GRAPHICS
DRILLER
Incentive

HEAD OVER HEELS
an

EXOLON

Hewson

Gaining more than twice the number of votes
as Head Over Heels that unforgettable game,
Drilfer (30%) again zoomed to the top. But as
far as REAL artists go (Freescapeisa graphics
generation program) Bernie Drummond, who
drew all the cute characters in Ocean's extra-
vaganza, must still be regarded as the Number
One Spectrum artist, Exolon—The Runner-Up
of 1987 - gained a respectable 12% in third

place.
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BEST MUSIC
TRANTOR — THE LAST
gg?nmrnoopsn

LIGHTFORCE
FiL

AGENT XN
Mastertronic

The synthesised four-channel sounds of GO!'s
Trantor appealed to 16% of you. The ageing
Lightforce and Agent X Il gained 5% and 4%.

BEST SOFTWARE

HOUSE
OCEAN

HEWSON
Us GOLD

If ever there was a two horse race thenthis was
it. Ocean and Hewson were streets ahead in
1987, with CRASH readers giving them 39%
and 32% respectively. Ocean can be remem-
bered for such hits as Top Gun, Wizball, Match
Day ll, Combat School and Renegade. From
Hewson we had Exolon, Zynaps, Nebulus and
Ranarama. The producers of many a licensed
game, US Gold gained 5% in third place.

BEST UTILITY

THE PROFESSIONAL
ADVENTURE WRITER
Gilsoft

THE ADVANCED ART STUDIO
Rainbird

Gilsoft's lar adventure creator got 21% of

voting for it. Two art programs, The Artist
iand The Advanced Art Studio came 11% and
1 EH?;. behind the winner. (Work that out if you
willl

BEST PERIPHERAL
MULTIFACE
Romantic Robot

SWIFT DISK

Sixword

THE MUSIC MACHINE
RAM Electronics

Manya +3 Ioadin blem were solved
with the Multi a. voted for the series
of 3 products. The Swift Disk interface got 7%
of you interested with a musically-minded 6%
of you voting for RAM's Music ine,

BEST PBM GAME
IT'S A CRIME
KJC Games

SHATTERED WORLD
Jade Games
MEGALOMANIA
Phoenix Games

Much has been said about the moral aspects
of KJC's it's A Cnme but it certainly created
much interest amongst the PBM fraternity with
27% of the vote. The immensely popular Shat-
tered World was just squeezed into second
place with 19% and Brendon's favourite,
Megalomania from Phoenix Games, in third
place with 10%.
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MOST EFFECTIVE
GAME

ADVERTISEMENT
GAME OVER
Imagine

BARBARIAN
Palace
LIGHTFORCE
FTL

So the scantily clad young lady from Imagine
and Maria Whittaker got you running to the
shops to relieve your pockets of money! Game
Owver and Barbarian gained 12% and 10% of
the vote, Lightforce again popped its head up
with 7% in third. .

BEST GAME

PACKAGING
DRILLER
Incentive

GUNSHIP
Microprose
STARGLIDER Rainbird

Big boxes were certainly the order of the day
for 1987. Driller, which got 21% of the vote,
carna complete with a novella and map model.
Gunship (13%), in true American style, came
with a great big mission manual and keyboard
overlay. And 10% of you didn't mind lashing
out 15 pounds for the lavishly packaged
Starglider from Rainbird.

BEST GAME INLAY
GAME OVER
Imagine

LIGHTFORCE
FTL
RENEGADE
Imagine

My goodness that Imagine girl doesn't half get
around a bit, As well as gaining an award for
affecting most of you with an advert Game
Over also had the Best Game Inlay. The, now
defunct, software company Faster Than Light
featured highly with , 8s did
Imagine's — both with 6% aplece.

WORST GAME
EASTENDERS
Tynesoft

MASTERS OF THE UNIVERSE
US Gold

SUPER SOCCER
Ocean

. It seems 1mni'c that cne of the faw that

the CRASH team could not get their

palms on should come top in this hated categ-
ory — sorry we couldn't wamn you. There were
many bad games about, though — Eastenders
only got 8%. US Gold's Masters Of The Uni-
verse gained, or rather attracted, 6%. The
hardly Super Soccer got.a meagre 2%.

MOST OVERHYPED
GAME

THE LIVING DAYLIGHTS
Domark

GAME OVER
Imagine

DORILLER

Incentive

Obviously, Game Overwas an amazing disap-
pointment to you all=but Imagine did a great
jobin promoting it. As did Domark with The Liv-
ing Daylights — they both gained 10% of the
vote. Was Drillernot the amazing ‘'new dimen-
sion’ it was cracked uptobe? It seems not. 9%
of you felt that you can go so far with promoting
a new idea.

EASIEST GAME
FEUD
Bulldog

RENEGADE

Ocean

CHRONOS Mastertronic
BARBARIAN

Palace

Tooeasy, said 15% of the readership. Perhaps
you'd all been using Mick Roberts's Playing
Tips.on Feud! Renegade, with 13%, followed
closely and leading Chronas with 8%, (| hope
you didn't use the mega laser) and Barbarian
(also with 8%).

MOST CHALLENGING

GAME
HEAD OVER HEELS
Ocean

THE SENTINEL
Firebird Gold
RENEGADE
Imagine
LIGHTFORCE
FTL

WIZBALL
Ocean

This is the programmers’ favourite category,
for it is only now that they know for sure
whether they got a game’s playability ‘' just
right'. Head Over Heels gets a second award
with 18%, Tha Sentinalfollows onits heals with
17%, and then all with 8% come Renegade,
Lightforce and Wizball,

MOST ACCURATE

CRASH REVIEW
DRILLER
Incentive

HEAD OVER HEELS
Ocean

COMBAT SCHOOL
Ocean

Yas, we thought so too!

LEAST ACCURATE

CRASH REVIEW
ARKANOID
Imagine

ACADEMY
CRL

RENEGADE
Imagine

Umm ... sorry about that.




MAY THE FORCEGO

WITH YOU!

You'll need it!! The reflexes and powers of a mere mortal will not be enough if
you accept the challenge of these four charttopping arcade conversions, together for the first time in one package.

GAUNTLET '1ue DEEPER DUNGEONS MAPS

Enter a world of monsters and mazes,
follow the paths of mystery and
combat, searching for food to
increase your health. Monsters and

ATARI

GAMES

ROAD RUNNER™

Cartoon’s most elusive
character has finally been
trapped in this comic all-

action extravaganza that
recreates those nailbiting
chases and the fast movin
excitement. Overcome all
the dirty tricks Wile E Coyote
can throw at you with ease,
agility and grace and a
haughty ‘Beep Beep’,
otherwise it's sorry,
goodnight and
‘Burp Burp'!

MET
Are you the one in a million who can
think in microseconds not minutes?
If so Metrocross is for you. A
chequered floor riddled with

ROCROSS™

legions of enemies will bar your way.
However, they're not your only
opponents in this quest for food,
treasure and magic potions - the
other players are also on the trail of
the same good bounty,

INDIANA JONES &
THE TEMPLE OF DOOM™
Pick up your trilby and trusty
bullwhip and don the mantle
of the legendary Indiana .
Jones! Prepare yourself for
your most dangerous
adventure yet. You will call
on all your reserves of
courage, strength and skill
to storm the evil Temple of
Doom and rescue the
imprisoned children
and the magical
stones of Sankara.

potholes, a barrage of obstacles that
hinder your progress and no go areas
that bring you to a standstill make
this race against time increasingly
impossible.

CBM 64/128 Cassette £9.99 Disk £14.99 Amstrad Cassette £9.99 Disk £19.99
Spectrum 48/128K cassette £9.99 Atari ST Disk £24.99

U.S. Gold Ltd., Units 23 Holiord Way, Holford, Birmingham BE 7AX. Tel: 021 356 3388.
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SPECTRUM 128
(ASS £7.95 DISK £4.95




- ‘
ay around with,
Jason Richs
Well done lad, that's €30 wort

We can't have American words
inthis column! Butit's toclate to
change the name of
Infogrames's excellently-drawn
Sidewalk now, bacause

Stephen Pettitt of Maidstone has
already sent these tips.

1 Find the hippie, ask wheara to
get tickets

2 Go to the record shop (with
two arches) and ask for three
tickets

3 Find Whacka, ask about the
fiver

4 Find Snake, say ‘The manwith
the flail sent me

§ Go to the record shop, say
“You really haven't any mora
fickets?’

6 Find the hippie, say "What do

he lucky winner
dson fram W tean for b
h of software on it’s w;

warnokd, the Tantastic
month I've got
on, and there

e also the -:,:r:-||'|5-'J|-.'-!l:-

t:::.i:;_![:-. but that's still a lot of
' il that soft-
i

PAVEMENT ?

you know about a stolen bike?’

7 Goto Germaine's house, ask
the same question

8 Gotothedead-end street, gat
the engine
9 Beat up all the gang members
to collect pleces of the bike
10 Find the punk girl and ask
‘What do you have for sale?’

11 As you walk past the alleys,
collect more pieces

12 Whenyou've beatenupagang
member, always go to the bar
and have a drink

13 Once you have every piece of
the bike and two Band Aid
tickets, go to the phone box
and tell your girlfriend that you
will be with her as soon as
possible

TACTICS

Digital Integration’s ATF,
reviewed lastissue, was liked all
round even though it missed
getting a Smash. And now you
can fly further with your
Advanced Tactical Fighter,
using these tips from

Luther Arkwright of North Kelsey.

The map will always show all
friendly and enemy forces, even
though only one or two units are
spotted by intelligence so they can
be attacked. Only sea forces of
gither side are at sea, so a cluster
of enemy ships can be easily
distinguished.

Since any enemy unit within
B0km of the ATF will be spotted, a
tight cluster of enemy units is a

good target.

Weaponry: 5 units of gun
ammunition is enough for almost
any mission. It is possible to carry
an extra Maverick instead, but it
isn't worth the points lost for killing
interceptors. The ASRAAM is of
little use, and steering it also turns
the ATF.

It's usually better to carry a full
fuel load than to carry a full load of
Maverick missiles. If a couple of
enemy bases are near your
starting point, the trade-off is
worth it. Usually range is an
advantage.

Speed: It's very rare for an ATF at
full speed to hit the ground in
Terrain Following mode. And at
that speed most interceptions are
from the front. It's worth slowing
down for the actual attack on the

T~

target — it takes a lot of hits to
destroy some targets, such as
bases.

The Maverick has a range of
sligmtly over 100km. The target has
to be in front of the ATF, and the
closer the target bearing is to the
ATF's heading the better.

Land and sea forces are usually
destroyed by one good shot; but it
usually takes two or three hits to
destroy factories and
communication bases. Bases are
very tough targets.

urning back to continue an
attack is a slow job, so it's worth
taking a slow approach to allow as
many shots as possible.

Interceptors are a nuisance. If the
terrain grid is switched off ahead-
on attack is a little easier to spot,
but a brief burst of cannon fire and
a slight turn to the left or right will
usually deal with the interceptor
and avoid any shots it's fired.

There are two ways of surviving
an attack from the rear. The
simplest is to turm away from the
intercaptor. If it on theleft
turn to the right. The pattern of
shots will then just keep missing.

There is a distinctive pattern just
before the interceptor breaks off,
and as you turn back toward your
original course you should get a
good shot at it.

Amore difficult tactic is to break
across the interceptor's line of fire
and then keep turning left and right
till it breaks off, giving you a very
close shot. This method keeps you
closer to your original course but
can get you shot down.

The automatic landing system
has a range of about 70km. If you
are not actually being attacked by
interceptors or SAMs you can stop
worrying about flying.

There is one hazard: badly-
damaged aircraft cannot maintain
height and speed when the
u iageis lowered, sodon't
do it till the last momaeant,

The end: ATFends when one side
oranother runs out of land and sea
forces, or when you've lost three
ATFs.

Two easy mistakes to make are
not lowering the undercarriage on
landing, and not noticing that there
is a SAM warning.

For maximum points, save the
last military unit till you've hit
everything else, though be careful
not to lose all your own units.

Enemy interceptors do not
appear to need a base to fly from,
but there will not be many flying.
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SA — SHINING AMULET

It's nice to see cartographers taking notice of the art department’s
pleas —all the maps this issue were sent in drawn in black and white,
just right. This one, for Firebird's Dark Sceptre, comes from 5 Wallis
of Aberystwyth (Mark Caswell’s home town) and wins him £30 worth 3
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ONE NEBUL AND

YOU’RE NOBBLED!

Following on from Issue 49's
tips for Hewson's Nebulus, here
are levels 3 to 5 from
Steven and Gregory Brock of
Mitcham in Surrey.

MNext month: levels 6 to 8.

LEVEL 3
THE TRAP OF
TRICKS

Walk left around the tower and
shoot the bouncing ball. Go in the
door and get onto the lift. Go up
and walk right. Wait for the
spinning nasty and let it knock you
onto the level below. Shoot the
bouncing ball and keep walking
right till the end platform
disappears. Go on the lift and go
up.

Walk left and wait at the door.
When the spinning nasty comes
near you, go through the door; you
should fall down on the other side.
Go up on the lift, then walk left
under the aliens and go up on the
lift, if nothing iz coming. Fall left
and wait for the alien to move right
and pass above you. Now wal
left.

Shoot the blocks, then walk left
and fall down onto the lift. Go up
and through the tunnel, then
immediately walk left and go
through the door. Walk left and get
on the lift. Go up and go through
the door to finish the level.

LEVEL 4
THE SLIPPERY
SLIDE

Walk right, up the steps, and jump
the aliens when they are down. Go
onthe lift and wait for the spinning
alien to appear. When he does, go
up and shoot the block on the
right. Walk left and shoot one of
the blocks; then allow yourself to
be pushed back by the slippery
latform and shoot the other
lock. (Don't press FIRE while
you're walking — it makes you
jump!)
Walk left and quickly climb onto
the lift. Go up and enter the tunnel
when the spinning alien gets close.
Walk left, and jump the middle
platform or it will disappear. Walk
left and go up on the lift. Walk
under the aliens on the other side
and shoot the block.

Mow go through the tunnel. Turm
right and shoot the block. Go
through the tunnel on the left and
shoot the bouncing ball. Go left
and shoot the other block. Go
back through the tunnel and go up
the steps. Fall onto the lift and go
up. Shoot the bouncing ball to the
right and walk onto the lift.

When the alien goes to the left of
the platform above, go up on the
lift. Wait till the alien goes left
again, then fall down onta the
platform below and jump the gap

to the right. (This might be a bit
hard!)

Gothrough the tunnel and climb
the steps on the left. Wait for the
left-hand alien to start moving up
just after the nearest alien moves
up, and then climb the steps till you
get to a flat bit where you have to
jump the middle platform because
it disappears.

Climb the step and shoot the
bouncing ball. Walk onto the lift
and go up. Walk right and fall down
when the bubbles aren't near you.
Shoot the two bouncing balls and
walk right. When you see six
platforms piled up, jump them and
walk right till you come to the end
of the platform.

Wait till the spinning alien comes
and let him knock you off onto the
platform below. Walk right off the
platform and go up on the lift. Walk
left and into the tunnel to complete
level 4.

LEVEL S
THE BROKEN PATH

Go onto the lift to the right and go
up. Walk right and stop just before
the alien. When it goes up you
must run undemeath it and jump
over the next platform, because it
disappears. Shoot the flashing
block on the right and fall down
ontothe lift. Goup, go up the steps
and go into the tunnel. Wait till the
eye is above you, then climb the
steps and go up on the lift.

Jump left and wait forthe eye to
go over your head. Jump again
and fall down the next gap; the
platform should disappear. Shoot
the flashing blocks on your left and
go up on the lift. You should get
knocked down by a platform.

Try getting back to the point
where you shot the block. This
time you have to fall onto the left-
hand platform, and it should
disappear. Go up on the lift. Walk
left and jump the gaps. Jump the
first eye as it moves down, then
shoot the left. Jump right, back
over the aye, then fall nght, onto
the lift. Go up, jump left when the
lift stops and walk under the aye,
Fall onto the lift and go up.

Walk left and wait for the
spinning alien to knock you onto
the platform below. Climb the
steps when the eye goes away,
then fall left. Walk under the two
eyes and walk onto the lift. Go up
and, if you've timed it right, a
spinning alien will arrive. Go in
when it comes close.

Climb the steps to the right,
dodging the eye, and go through
the tunnel. Climb right and watch
out for the eye. Wait for the alien to
go left and follow it, then go up on
the lift. Walk left and shoot the two
bouncing balis before walking
under both aliens. Carry on
walking left, go up on the lift, and
go through the tunnel on the left.
You've now completed level 5.
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Last month there was a level 1 map for Ocean's Platoon, and now | levels2 and3. Well done, Stav, these are just what the art
Stav from Sunderland has sent in these excellently-drawn maps for | department wants maps to look like!
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U.C.M. HERE
FIRST!

They're falling over themselves in the scramble to bring you Playing
Tips! Here's Dave Thompson, programmer of M.AD.'s LU.C.M

Ultimate Combat Mission, with the official hints for his new game.

W SNIPEers. Darchec |
right-hand sice o

i walk up 1o the snipers off-cantra 1o the right By do
can Kill them, Dul they miss you

To go along with Dave's lips there's a genuine v Hack = | don't
know where it came fmm but I'm sure the 5r'rnr:h'-r wﬂl know.

REM ULTIM
ATE ¢
REM A BEASTY |; A% BAT S ISSION
INK 0: 8o
SCHEE " DEH[JCLEAHEqS?S

HIGH NOON
IN BRAVESTARR

Tex Hex has met his match - leave,

with a bit of from bauktntﬂwn enter
a mn! Fly and the
mdh huﬂihmﬂu hﬂmg GntnthaBu*
hﬂﬁ':mm and talk; you beaﬂmdﬂm
enough for me and £30 worth of new town which has ”
softuar soits offoJeson, - sopeatec Kouswaking gt
half an hour of buying it, for ?’ m'mamw
ax

Hex (be

l{nuldawn W fire
Fhﬂnmelﬂﬂllﬁ:uﬂndmnﬂylng ﬁltnm-r-iﬁndmh
down, and tg.ltl'mmotmm?n buﬁtyhﬂh the original
mﬂmhumwmm %mm: oan release
Tt e ”f.,.-;
mmmmhl'gm mﬁﬂmﬁm thu

.enterand  dodging and m
@xami raluarﬂﬂu
Mﬂﬂh&htm Wmmwh game.

ON THE
THUNDERCATS
TRAIL

g printed a POKE 1 few tips for Elite's
1't comple hout a POKE = this
him time to get on

e from FrE nf

A: NEXT F
:62,90,50,44,1 14

2817

0,205 . Bs
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-SPALE ...
-TIME...

Lost and forgotten. A civilization
beyond our understanding and
machines beyond belief.

Ring Worlds — their purpose was
simple. To locate uninhabited worlds and
bleed them dry. But then something
went wrong. A programming fault?
Possible . . . but irrelevant because
hundreds of Ring Worlds are converg-
our Solar system devouring
erything in their path.

With an entire solar-system to
‘e@xplore, RING WARS features superb
3D aetion depicted in the most detailed
vectors you've seen.

Your squadron is scrambled and
you call up NavCom to plot your attack.
Your system planet chart is directed to
your main display while the outside view

is windowed simultaneously on-screen.
Multiple targets demand cool calculation
as you decide which presents the
greatest threat.

Armed with an array of
sophisticated intelligence gathering
devices you can probe your enemy and
engage. Your ultimate aim — to
penetrate the RING WORLD diving
d:—:-epar' ar:d deeper into its heart to
\ deliver ththllng blow. Can you escape

\.., before it m‘l:l's you.

._;-AN[I YOU'VE
-~ @0T TO

FIEHT THEM

"

Ring Wars — A computer game for the Commodore 64, Spectrum
Schneides/Amstrad, 1IBM PC and Compatibies and soon on AtarST
and Armiga. Cassette E9.95 Disk C14.05 (ST, Amiga and IBM £19.85)

Cascade Games Ltd.,
-3 Haywra Crescent, Harrogate, N. Yorks.
Tel: 0423 525325 Fax: D423 530054

I_______.______..___

RING WARS wallable i v [ all good wiare rataders and by mall ord
Indicate TS WY BOUIre, . ata the coupon and sand It ta: Dapt AW,
- rascant, I'I-urr'uua{u HB1 5BG, England.

MNAME_

ADDRESS.
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To celebrate the release of their latest arcade conversion, lkari War-
riors, Elite have decided to offer a trio of fabulous first prizes in this
great competition. On offer to three fortunate readers is a superb day
out at Land Rover for some pulse-pounding driving action across
thair hazardous * Lungla track’ terrain, plus a copy of the arcade con-
varsionand a T-shirt! Thirty runners-up will each receive a copy of the
game and a special T-shirt. :

Are you sitting comfortably? Then all you have to do is this: wewant
you to design a multi-terrain vehicle, Itcan be something inspired by
contemporary machines or some fantastic creation embellished with
a wealth of customisations suitable for alien landscapes. Whichever
you choose, it'll need to be practical enough to tackle the wide scope
of earthly and otherworidly lerritories it might encounter. There's only
one condition of entry: you must be at least 14 years of age by the time
the great day out amrives (for insurance purposes!).

Designs mustbe sentto us at:

CUSTOM ROVER COMPETITION,

CRASH TOWERS, PO BOX 10,
LUDLOW, SHROPSHIRE, SY8 1DB,

to arrive no later than May 9th, 1988, !

Asever, our expert panel of judges will decide the winners on merit
of design rather than simply on artistic talent — remember, it's the
thought that counts!
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£9.99 Cassette
£11.99 Disk
SPECTRUM 128
| £8.99 Not 48K
| Compatible
AMSTRAD
- £9.99 Cassette
£14.99 Dig
PC

CBM 64/128

INTER GALACTIC HAVOC! AME

=

wreck Mt for no more than Intergalactic tinpot trading ships.

o Omly the premier cadeis of the Stellar Imperlum’s pllot
academy will ever fMind oul and ILs upto Lo merciless Instruclors
to ensure that only the elite survive,

It's space age fremzy... IU's interstellar turmaoll... It's Bedlam!

TEORIC MAD HOUSE! IT'S SPAC

Will you endure the X12 Fighter Slmulator and emerge

an lce cool space fighter al the pinnacle of his powers or
like many more will you be reduced Lo a nervous, gibbering

E AGE.....
G
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program numbers as the program
map on the HS s spread betwean
user and factory presets. Most
synths now have an addition to
this section where the program
numbers can be renumbeared
internally,: To blend the voices of
two synths together doas not then
reguiré frantic re-organization of
the memory banks but a
transiation of the program
numbers to ones that will suit.
SYSTEM EXCLUSIVE: The
intaresting part. This is the section
of MIDI code that allows
manufacturars {0 set up their own
codes: itis not enough toenter tha
system’s exclusive code on its
own. Most manufacturars require
not only their own 10 but usually at
Ieast one or two sub-status
nurmbers. It is hera that volce
dumps take place, drum pattermns
are dumped, ete, etc. All aspects
that are parficular 1o that davice
and that manufacturer are
transmifted on the exclusive coda.
Al this point you wouid nead to

code list to access different areas
and it often requires several
commands to alter specific
perpherals.

SYSTEM COMMON:
Information common throughout
all MIDI systems and not exclusive
to one manufacturer: 'Song Pos'
and ‘Song Set' are usually found
on sequencers or drum machines,
It means that if you were to start
recording half way through a
complex plece the drum machineg
will pick up its chain of pattems at
the correct point and you don't
have to start from the beginning
evary time to get tha sequence of
events comrect

“Song’ will ask a drum machine
or sequencer to load a specific
song pattern from s memary,
naapﬂnding to.a number from 1 to
127 'Tune’ Is not often used but i
tells every instrumeant in tha chain
to make sure it s in tune,

SYSTEMS REAL TIME: These
are all short and simple. Theclock
ks & regular pulse that isinserted in

TECHONICHE

that all devices like drum machines
and sequencers Keap in parfect
synchronization. The commands
are usuaﬁ;.r ‘start’, "stop’ and
'eontinue’, which again are self-
explanatary.

AUX M GES: 'Local on/
oft’ tunes the keyboard fora synth
oft oron, derived from the |dea that
they kayboard is the local
controller as-opposed 1o a reamote
one

*All notes oft” is usually sent at
appropriate points in transmission
by sequencers to ensurethat there
are no notes left hanging.

‘Active Sense’ is a fallsate
against Instruments becoming
unpludged accldantally. If an
Instrument does not receive any
message within 300 milliseconds
it stops playing, This will avoid
horrendous noises in large set-Uups
and provides a neat way of circuit
testing in any set-up.

*Reset' does justwhatit says: it
retums an instrument ta & born-
again state complete with the

Spthere we are chaps: instamt
grudition, i you wish to follow the
subject up there are quite a few
books oul now on the subject
varying in price and complexity,
but you might like to try:

MIDI for Musicians: (£9.95) by
Craig Anderton, Published by
Musie Sales,

Understanding MIDI: (£4.95)
Published by Music Sales.
Musie Through MIDI: (E17.95) by
Michae! Boom. Published by
Microsoft.

The MIDI Resource Book: (£9.95)
Fh?'l gtﬂva de Furia. Published by

Full reviews of these publications
will pop up in later issues. in the
meantime | have a slack of latters
and guerias to get through and the
next issue will see the results of a
little midnight oil-buming onthesa.
All lattess and comments
welcome, as per usual, and

THE Spectrum has a cassette
5mra?: system that is ramarkably

raliabia by micro standards, but
etill glow and Inconverent
comparsed with more axpensive
systams. Thisarticle considersthe
pros and cons of cassatta filing,
and compares the alternatives.

Audio cassettes were not
designed to store data, so tha
computar has to turm numbers in
memory into sequences of tones
s0 that they can be recofded on
tape, Each file starts with a long.
continuous tone, intended to
make the tape recording circuitry
settle down befere valuable data
is recorded. Normally it doesn't
matter if you start loading in the
middie of this tone, but you
mustn't miss it completehy.

After the fong tone comes 17
byites of ‘header' data, holding the
file name, type, length and other

72 CRASH April 1988

SIMON N GOODWIN
gives the definitive
run-down on
Spectrum storage
techniques:
cassettes,
cartridges, wafers
and disks

information needed to makes sure
that the body of the file ends ug'in
the right piace, Then comes a
shorter tone, a pulse to distinguish
the next block from a header, and
as many data byles as the header
indicated,

The Spectrum writes files of
three different types: PROGRAMSs,
CODE and DATA. Programmers
can invent other file types, but
mast use schemes similar 1o the
standard one:

A PROGRAM file contains

rogram linesand variable values,
in the internal ‘tokenised’ form in
which the computer stores tham,
You gan specify a line-number for
ihe program to start from whan
you reload it.

Whenaprogram loads, thenaw
oode Is sorted over the top of any
BASIC you'd entered befora,
unless you typed MERGE, in which

case the new file is temporarily
stored after the existing code and
then intarleavad with the previous
program after loading has
finished. It can take quite a long
time for the computer to sort out
ail the MERGEd lines of a large file.

You canspeed up the saving
and loading of a program
cansiderably by typing CLEAR to
discard arrays and vanable values
before you SAVE. Samatimes it's
convanient 1o keep these values
with the lines in the file, bui often
they can berecreated (from DATA,
forinstance) and inthosa casesit's
usually a wasteof time and tape to
save boththe values and thecode
to work them out.

CODE files are copies of the
contants of an arsa of memory,
Their header contains the address
from which they were saved -
which you can overrula iater whan
youreload the file, if youwish—and
a length in bytes. A SCREENE file
is just a special case of a CODE
file; SCREENE tells the Spectrum
to use the area of memory from
address 16384 to 23295 ~ the
chunk of memory normally usedto
hold the display.

DATA files are probably the
ieast-used type of Spectrum fils.
Mast computers store data as a
stream of text, recorded and read
saquentially on tape or, battar still,
disk. The Spectrum can'teasily do
that, because itcan'tiurnthe lape
racordar motor on and off under
computer control. Data would get

refer 1o an exclusive message allciher commands and itensures | factory set voices. subject to the usual conditions.
- |
i & . paa i
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spread all over a tape if it was
output plecemeal as a program
ran

So the Spectrum lets you sava
arrays — tables of text or numbers
- ag if thay were programs. You
can reload thase later, without
upsetting vour program, but you
can only save one array at a time,
and there's no way 1o save single
undimensioned strings, although
the computer wen't stop you
trying!

VARIATIONS

The pilot tones and header take a
fair bit of time to pass the tape
head, and contain lots of usaful
information, so softwara houses
often craate files without headers.
These load more quickly and are
more difficult for people to copy
without permission:it's necessary
to lock through the program that
Ioads prior 1o the headerless file in
order 1o find the exact machine
code instructions that load it, so
youcan tell howlong itis or where
it should go.

The principle of storing data as
tones is very flexible: the higher the
pitch of the tone the more data you
can store on tape, since higher
pitches means faster pulses:
normal recordings contains
around 200 bytes a second.

S0 called 'hyperload' or "turbo’
cassetis routines use non-
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¥as TUb will back up most of your TAPE based software, including most of the recent
jerky loaders and those programs with a counter — converts lor reliable loading. Can
measure apead of faster loaders, maneges 100% accurately many biocks aver Sk,
etc, etc. Unrivalled. On tape at £7.50.

SPECTRUM TAPE TO DRIVE = TP5

A complets sofiware package (includes TUb) 1o transfer hundreds ol programs to
your drive = manages soma that hardware devices can not reach’ Jerky and counter
I':.':-ader:-l managed easily, but program not for the novice. Only £12 {+L1 on m/drive
cart]. INFORMATION énnr‘. covering over 400 tranafers, including many top 20 hits
£2.50 axtra with TP5.

M/DRIVE OWNERS - MICROMATE

The only complete package for midrive owners, and it pays for itselll These are just
some of its featuras: Format (up to epprox 104k), Glane, sactor aditor, recanditions
cartridgas, raf-' : and gives condition of files, ‘boot’ program, multiple ERASE.
ranama, true CAT. Copies tape to driva | curad), drive to drive, driva to tape. it has
s0 many features and is unigue YOU MUST HAVE THIS PROGRAM IF YOU HAVE

A M/DRIVE! £13.99 on m/drive cartridge.
CDODE COMPRESSOR, Z80 TOOLKIT

Code compressar = comprasses machine code = many uses, but ideal with hardwars
davices thal don't compress code. Only £4.50, Z80 Toolkit ~ An superb assembles
{iull screen editor), fast disassembler. single step to sea how m'c works, loader,
hex/dac toggle, Wwlarkal — ideal for ALL particularly beginners — only £7.88. State
TYPE of SPECTRUM + drive system whan ardering. E.g PLUS 3 or 128k with Opus
dise drive, M/drive cartridges £1.75 each (min -l?.

ALL PROGRAMS CARRAY DUR MONEY BACK GUARANTEE inot updates - phone
for prices of these). All prices inclusive gxcepl add £1 Eurape, £2 othaers, SAE for full
details, LERM DEPT CR, 11 BEACONSFIELD CLOSE, WHITLEY BAY, U, (el DR - 2530625)




ITECHL

Be sure to unplug this when trying
to usae the built-in drive. Tha white
wire goes to the tip of the external
MIC plug. The brown wira is the
signal earth, which should be con-
nacted to he shalt of both jack

plugs.

+3 TAPE

The +3 breaks with comvantion b
using a stereg connector for b
loading and saving, rather than
two sepdarate sockets. A stereo
plug — such as a mini headphone
plug — has an extra ring of metal,
insulated from the tip and thi
shaft; the shaft is the earth, as
usual. The rhmias signals into
the computer EAR) and the
tip carries them out (to MIG).
DON'T try to make a mono plug
work in this socket by jigaling it
around - you're alimost certain to

run into reliability problems. Geta
proper lead up, and curse
Amstrad for nol supplying ona!

Thefirst 10,000 +3s a to
have a fault that makas them rela-
tively unreliable when loading cas-
settes: the automatic leve! control
circuit seems way out of alignment
on many machines. I'm trying to
find out what Amstrad are going to
doaboul this, but so far I've drawn

NICHE

a blank. Has anyane any further
information?

ALTERNATIVES

There are two main aliernatives to

cassette recordings of data. Either

yout can opt for a eantinuous loop

::'1 tape, or a disk of magnetic mat-
al.

The tape loop approach is
cheap but now unpopular = the
drive Is simple, as it needs to
movethetape ata stéadyspeadin
one direction, but access to data
is slow because the entire loop
must pass the head before you can
be sure of lbading any particular
parl. Tape loops tend to bé expen-
sive, and the larger their capacity
thie slower they work,

Two types of tape loop drive
have been popular on the Spac-
trum: Sinclair's own microdrives,
which can store B5K of data on a
tiny cartridge, and Rotronics
Wafadrives, which record mora
slowly on larger tape cartri }
avallable in 16K, 32K and 64
lengths, Both are out of produe-
tion, but still available.

Microdrives are very impressive
whan thiey waork: they give a
theoretical maximum accass time
of seven seconds, and can load

TECHONICHE

48K in four or five seconds ona
good day. There are quite a few
utility programs around that let you
use microdrive files, butthe drives
are often extremaly unreliable.
Microdrive tapes sell for betw-
ven £1.50 and £2.00, There's no
shortage of them, as ICL and
British Telecom use them as well
as Spectrum and QL owners.
Microdrive royalties are one of the
main sources of revanue for
what's left of Sinclair Research -
the firm that was left with little
maore than debts when Sir Clive
sold his computer designs to
Amatrad.
When buying check that
they have the words 'Regd Dasign
App’ printed on the part that plugs
into the drive. Some tapes pro-
ducad In the early days did not
have this message, and lended to
have loose plastic floating around
inside the cartridge, which led to
reliability problems.
Middie pericd tapes had a very
thin copper spring at the front,
thaﬂm against the
; could work loose and
caise more trouble. Moder pro-
duction has a much fatter and
more slurdy spring. Shop care-
g.gllg asallt sorts are still avail-
The Microdrive needs an inter-
face called Interface 1, which can
cope with up to eight drives but

‘won't let

only runsone at a time. Interface 1
also provides a simple network
link. allowing several computers to
ﬂhtilf; infnm;atinn,_apgr:nciudas a
ra g&clﬂ ar senal printer port.

The Rotronics Waladrive |s an
all-in-pre unit, containing two tape
drives, plus senal and paraliel
printer ports. Waladrive
mechanisms are well engineared
and have been dirt cheap since the
manufacturers went bust, but the
tapes, or'wafas’, are slow, hard to
oblain and costly. The sole blank
wafa manufacturer, based in the
USA, has announced that prices
will double this year — and 64K
wafas already cost an extortionate
£4 a throw.

Afew good programs have been
cumrgrltﬂ_-.‘j to work vrtrtg the Wafad-
rive, but in géneral it Is incompati-
ble with most sofiware: the df’rluﬂ
grabs certain areas of memory anc
rams use them, |
wrote a full discussion of the quirks
of the Wafadrive in the Christmas
Special. Inbriel, avoiditif youwant
to use a wide range of commercial
software!

DISKS

Disks work much like tapes, but
record information In a series of

| g
| -

|

)

e e

———
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THE CRASH TECH TAPE

Don't forget that the Crash Tech
Tapeis still available, and includes
loads of helpful and useful routines
aimed at anyone interested in the
Spectrum's technicalities.

Side one of the tape contains
ZIP 2, a BASIC compiler and a
BASIC game to show off its

capabilities. There's a turbo tape
loader, and a BASIC program pro-
tection analysis routine. A simple
multi-tasking program allows
three 16K programs to run simul-
taneously in 48K, and a new

Disk system contact addresses;

Miles Gordon Technology: Unit
4, Chesterton mf& m’arﬂ
0223311665, i

in o
ton,

503 6GD. NEW Tel 0243 771688

Rockfort Products: 81 Church

Road, London NW4 4DP. Tel 01
2036143

character set (as seen on TV'). For
users of the Serial 8056 printer,
thera's also a machine code COPY
command.

For the musically-minded, side
two features a real-time sound
effects editor, a sample converter
to exchange samples between
Cheetah's SpecDrum and the _
RAM Music Machine, a SpecDrum
sound editor and four new Spec-
Drum sounds including a new

snare drum and an ‘orchestral
thump'l

Please send me a CRASH Tech Tape.

1 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
I am paying by VISA or Access with the special form below.

sEssEreeen EARE R R A A B R

et POBTCODE ...l

PLEASE DEBIT MY VISA/ACCESS ACCOUNTE
(delete as applicable)
EXPIRY DATE ........... .

R AR R R AR R R

CARDHOLDER'S ADDRESS (if diffarent from above)

SEND THIS FORM AND YOUR PAYMENT TO: TECH
TAPE, CRASH, PO BOX 20, LUDLOW, SHROPSHIRE
S5Y8 IDB




NORTH STAR™

Alone it stands, majestic and
proud... the final hope to Earth's
savagery and overpopulation...
North Star, a glorious space station
orbiting serene tranquility, 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 gonel

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 Cassente
Amstrad £9.99 Cassenre £14.99 Disk
Atari ST £19.99 pisk

' CBM 64/128

£9.99 Casserte £14.99 Disk

“FROM OUT OF

THIS WORLD... ¥ T

THE FIGHT
FOR THIS WORLD!"

VENOM™
STRIKES BACK

Incoming message on MASK
computer — “*We kidnapped
SCoTT and are holding
him on the moon. Unless you
surrenderthe entire MASK forces to
VENOM you will never see him
again."” Signed Miles Mayhem.

Matt is faced with a terrible dilema.
To agree to VENOM's demands
would give them total control over
the Peaceful Mations Alliance, but to
ignare their demands would surely
mean Scotts life.

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

g
Spectrum 48K Efﬂ* Cassette
CBM 64/128
£9.99 Casserte £14.99 Disk
Amstrad £9.99 Cassette_ £14.99 Disk

MSX £7.99 Cassette
= /T
//ﬁ /":3'\) I I,.,.x \ MASK™ AND THE ASSOCIATED TRADE MARK
& il ARE THE PROPERTY OF KENMNER PRRKER TOYS,
Al ! INC. (KPT) 1987
._r.lJ U L

WORLDS ﬂPﬂRT FROM QTHER SOFTWARE!

Grnulln ics Software Limited, Alpha House, 10 Carver Street. Sheffield 51 4FS. Telephone (0742) 753423




CRASHTIONNAIRE

WE HAVE WAYS OF MAKING YOU TALK!

It’s that time of year again when we ask loads of questions and find
out what you like and don’t like. Some questions may seem quite
nosey, but they all go to help us shape the magazine the way YOU

want.
So, please fill out this form to the best of your ability, and send it (or

a photocopy if you don’t want to cut up your CRASH) to CRASHTION-

NAIRE, CRASH Towers, POBox 10, Ludlow, Shropshire SY8 1AQ

to arrive here before May 9th 1988
The first form drawn out of Mailbag after this date earns the sender

£50 worth of software of his or her choice, plus a CRASH cap and T-

Shirt. The next four forms drawn earn their senders £20 worth of soft-

ware, plus a cap and T-Shirt.

THE BASIC STUFF

AREYOU...
MALE O
FEMALE =

HOW OLD ARE YOU?

--------------------

OCCUPATION

AREYOU ...

At school

At College/University
Working Full Time
Working Part Time
Unemployed

MONEY MATTERS

ONAVERAGE, HOW MUCH DO YOU SPEND
ON COMPUTER GAMES EVERY WEEK?
£9-£5 B
£6-£10 ﬁ
£11-20

More Than £20 Ij

HAVE YOU PURCHASED A UTILITY IN THE
LAST SiIX MONTHS?

YES |
NO H
if YES, please state type

||||||||||| B

T e T L T TR PP P}

............................................ -1

DO YOU INTEND TO PURCHASE A
PERIPHERAL IN THE NEXT SIX MONTHS?

YES
if YES, please state type

--------------------

||||||||||

-------

PUTEROR GAMES CONSOLEINTHE NEXT
SIX MONTHS?

YES

NO

it YES, please state make and modael

B T T T P L PR T TP T P T P

............

WHAT IS THE MAJOR INFLUENCE ON
YOUR DECISION TO BUY A COMPUTER
GAME (PLEASE INDICATE IN ORDER OF
PRIORITY 1-8)

Friend's Recommendation

Magazine Review

Advertising

Author

Producer |

ARE YOU WELL
READ?

WHEN DID YOU FIRST BUY CRASH?

100

o

DO YOU INTEND TO PURCHASE AUTILITY
IN THE NEXT SIX MONTHS?

YES
NO H
H YES, please state type

----------------------

------------------------------------------

HAVE YOUR PURCHASED A PERIPHERAL
IN THE LAST SIX MONTHS?

HOW MANY ISSUES HAVE YOU BOUGHT
SINCE THEN?

Il I =
SOME
if some, How many?

.............................

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

ON AVERAGE, HOW MANY OTHER
PEOPLE READ YOUR COPY OF CRASH?

HOW DO YOU GET CRASH?

Subscription
Reserved or delivered by newsagent
Off the shelf

THE BASIC STUFF

WHICH OTHER MAGAZINES DO YOU BUY/
READ? IN THE CORRESPONDING
COLUMN, IN ORDER OF PREFERENCE (1,
2, ETC), PLEASE MARK THE MAGAZINES
YOU BUY REGULARLY PLUS THOSE YOU
READBUT DO NOT PURCHASE YOURSELF

BUY READ

ACE

Computer & Video Games

Games Machine

Sinclair User

Popular Computing Weekly @
Your Sinclair

Other (Please Specify)

WHAT TYPE OF GAME DO YOU ENJOY
:}t‘.’hﬂﬂﬁ {IN ORDER OF PREFERENCE 1-
Adventures

Arcade Adventures

Shoot 'em ups

Simulations

|||||||||

IN GENERAL ...

PLEASE AWARD MARKS OUTOF TENFOR
EACH OF THE FOLLOWING FEATURES IN
CRASH

Adventure Trail
Advertisements
Charts

Classifieds
Competitions
CRASH Course
Editorial

Et Al

Forum

Frontiine

Jetman

King Grub

News

On The Screan

PEM

Previews

Results and Winners
Reviews

Robin's Scores
Money Saving Offers
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Subscription Offers ]
Techniche E
Tips

ANY COMMENTS ABOUT ANY OR ALL OF
THE ABOVE?

AR AR N RN RSN E LR R R E

|||||||||||

........................................................................

SOFTWARE COVERAGE

PLEASE RATE CRASH'S COVERAGE OF
SOFTWARE OUT OF TEN

News

Praviews

Reviews

REVIEWS

ARE THE REVIEWS DETAILED ENOUGH?
YES
NO

Ll

ARE THE REVIEWS LONG ENOUGH?
YES
NO

0 06 S, 8

ARE THERE ENOUGH SCREEN SHOTS?
YES
NO

L]

ARE THE COMMENTS DETAILED
ENOUGH?

YES

NO

HOW OFTEN DO YOU AGREE WITH RAT-
INGS?

Always

More Often Than Not
Occasionally

Rarely

MNever

L]

EERER

WOULD YOU LIKE TO SEE THE RATINGS
SYSTEM CHANGED OR IMPROVED?
YES

NO

HYES, how? ...

]

L R T T T T PP P

---------- fan

DO YOU USE CRASH AS A SDUHCE DF
REFERENCE WHEN BUYING SOFTWARE?

Always

Sometimes E
Never L]
WHAT DO YOU THINK OF THE STANDARD
OF CRASH'S COVERS?

Great

OK

Rubbish @

IS THERE ANYTHING YOU'D LIKE TO SEE
IN CRASH, OR IS THERE SOMETHING
WHICH YOU FIND PARTICULARLY
AGGRAVATING. CONSTRUCTIVE COM-
MENTS PLEASE . ..

.......................................................................

B T TR T T T
T T T T T T T T T T TR TR T e p———
B L L L T T TP

EEAEEEFEEEEEE RSB

WHICH PRODUCTS WOULD YOU LIKE TO
SEE INCLUDED IN THE CRASH
HYPERMARKET? (THESE NEED NOT BE
COMPUTER RELATED)

........................................................................

------------------------------------------------------------------------

OTHER STUFF

WHAT IS YOUR WEEKLY INCOME?
Up to £5

£5to £10

£10 to £30

78 CRASH April 1988

. .

£30 to £100
£100 to £200
£200 plus

WHERE DO YOU BUY MOST OF YOUR
CLOTHES

Large Retail Chains (Woolworth etc)

:Itig:‘h Street Fashion Shops (Next, Top Man
Specialist Fashion Shops

Other {Piuaa-a spenifr]

L]

B AR AR EEA RS AR

ELTETE T

DO YOU HAVE ACCESS TO A HECDRE
CASSETTE OR CD PLAYER

YES

NO

(1]

ON AVERAGE, HOW MANY SINGLES DO
YOU BUY A MONTH

ON AVERAGE, HOW MANY LP RECORDS
DO YOU BUY h MONTH

ON AVERAGE, HOW MANY CASSETTES DO
YOU BUY A MOHTH

ON AVERAGE, HOW MANY CDS DO YOU
BUY AMONTH

HOW OFTEN DO YOU BUY CANNED
DRINKS?

More than once a day
Once a day

Every other day

More than once a week
Once a weak

Less than once a fortnight
Never

EENERER

HOW OFTEN DO YOU BUY CRISPS,
SWEETS AND PEANUTS?

More than once a day

Once a day

Every other day

More than once a week

Once a week

Less than once a fortnight

Never

HOWOFTENDOYOUGOTOTHE CINEMA
Once a week

Every other week
Once a month

Every other month
Less than twice a year
MNever

ENNEENC-NEIEEE RSN

WHAT WERE THE LAST TWO FILMS YOU
SAW?

B T R T LIt LI

HDW OFTEN DO YOU BUY BOOKS

Once a week or more
Once a fortnight

Once a month

Lass than once a month

L]

WHAT TYPES OF BOOKS DO YOU BUY?
Horror/Fantasy
General Fiction
Film and TV tie-ins
Computer
Thrillers/detective
Histarical

War

Romantic

Sci-fi

Humorous
Non-fiction

IEEEREEERS

LI

HAVE YOU ANY OTHER HOBBIES APART
:rgghl PLAYING COMPUTER GAMES?

NO
i YES, enplain further

ErrEEERAR RN RS R EARE R R R R AR R R

CL]

EAEE R R RS RS

B e T LT T T R T TP T P e

BREEEEAEEE P —

EE YOU PARTICIPATE IN SPORT?
NO

L]

It YES, list vour three favourite spnr’ts

EEEEETS

DO YOU HA'H‘E ACL"ESE TO A 'H'IDEU HEC~
ORDER?

YES ]
NO

IF YES, HOW OFTEN DO YOU HIRE PRE-
HECOH DED TAPES?

Once a week or more

Once a weak

Once a fortnight

Once a month

Less than once a month

]

CIOCX

HOW OFTEN DO YOU BUY PRE-
RECORDED TAPES?

Once a week or more

Once a fortnight

Once a month

Less than once a month

DO YOU HAVE A BANK ACCOUNT?
YES
NO

EEEN

(=L

IFYES, PLEASE STATEBANK AND TYPE OF
AGEDUHT [DEF{JEIT CURRENT ETC'_I

FEIRE R RRE L T T T S T P P

L T T TP T PP TP

BEAEEEEEEE B4R

B S T TR LT

DO YOU HAVE A BUILDING SOCIETY
ACCOUNT

YES
NO F
IF YES, PLEASE STATE BUILDING SOCIETY

AND TYPE OF ACCOUNT (DEPOSIT,
CURRENT ETC)

EtamsErErEramtREE RS RAEEEY
T s L L L T T T T TT T rap——

----------- e R T e e PP TR

WHICH OF THE FDLLDWING TAKEAWA?
FAST-FOOD CHAINS DO YOU PREFER
(MARK 1-6)7

Macdonalds

Wimpy

Kentucky Fried Chicken

Pizzaland

Pizza Hut

Local Fish and Chip Shop

Other {plaas.a apa{;im

L LT SEsESEsEER AR EER TR A R

HEEEREE

PTTTTTT e

WHICH T"Iur ETﬁTIGN ﬁD YDU WATGH THE
MOST
BBC1
BBEC 2
ITv
Channel 4
Satellite

[11]

HOW MANY HOURS DO YOU SPEND
WATCHING TV PER DAY?

Up to one

One to three

Three to five

Five or more

HREE

WHICH RADIO STATION DO YOU LISTEN
TO?

Radio 1

Independent commercial

Local BBC

Radio Luxemburg

Pirate

I s S

..........................

AEEmEE

lllll e T T TP L e T T P
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3% O\ A SIX GAME ACTION PACKED
P47/ > COMPILATION FEATURING
A KUNG FU MASTER Battle the deadly
guardians and demons armed with nothing
more than your own martial arts skills. EXPRESS
RAIDER Hold ups, robberies and roof top fights ... a wild
west classic. BREAKTHRU from 400 miles behind
enemy lines, recover PK430. A revolutionary
T fighter in a revolutionary game. TAG TEAM
(A WRESTLING Body slams, drop kicks,
. . AN : backbreakers and flying head butts —
\ PSSy S stamina and teamwork are the keys to
G A 7 championship success. LAST MISSION
NS N Armed with the most sophisticated weapons
@_ > systems and guarded by a protective forcefield, return
é A i to your invaded galaxy to face the most startling of
b y
\ -'m

death defying odds. KARATE CHAMP Can you
master the Kicks, spins, reverse punches and
blocks needed to retain your title?

#7750 MUCH EXCITEMENT YOU Qo
< 72 WON'T KNOW WHICH WAY TO TURN! "NG=%.
| n 7{FC CBM 64/128 oniy £9.99 s £14.990m NS

o

U.8. Gold Ltd.. | Inits"2/2 Holjord Way. Holford, Birmingham
1 | s _— :
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Comrlopore
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SPECTRUM

AVAILABLE FROM YOUR FAVOURITE COMPUTER GAMES STOCKIST OR SEND
p CHEQUE/ POSTAL ORDER FOR £9.99 (casseTTe) £12.99 (p1sk) prus 80p pécp.
l—‘ ! !!‘" s ACCESS AND BARCLAYCARD HOIDERS TELEPHONE 01-278 0751.

"’1 Ouriaw PropucTtions, Tue O1p Force, 7 Cateponian Roap, LonponN
- N1 9DX.



THAN HUMANLY POSSIBLE!



MIKE DUNN has decided to hang up his beret
and brush for a mortar board and calculator,
and is busy studying to be a nuclear brain
geologist or something. From now on, MARK
CASWELL will be introducing your Spectrum
SCREENS, and so, without further ado . . .

9 STOP statement, S56:1

& As this is the Chinese year of the Dragon, | thought it would be nice to add
this colourful screen picey, courtesy of Jason Scoft from Lancaster.

.i_}{!ﬁ:;pl E
I::- f .{-' /!,
S ER

Ex 7

)

: :
-,r.fer::,j‘ i

f @
Bridee of Spies ERNOLD

4 A musical interlude now from the maestro of the computer screen, Matthew
Arnoid from Newport Pagnell in Bucks. After impressing everyone with his
excellent Communards picture a couple of issues back, he doth return with
another album cover piccy, this time from Bridge of Spies by T'pau.
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4 Meat is Murder says Gary Levitt from
Walthamstow in London, echoing
the thowghts of Morrissey and the
gang.

¥ Here's one dude | wouldn't like to
meet on a dark night: Night Wolf,
by Simon George of Oxford.

» Kevin Willcocks, from my old stamping ground of Sunbury on Thames, freely
admits that his picture entitled Freddy, was inspired by the Fraddy's Revenge
picture in issue 49, By the way, the short passage in the top right corner of
the screen is shown at the beginning of the film, so there,

SLEEF.
THOSE LITTLE SLICES
OF DEATH,

HOW T LOATHE THEM

Well, that just about wraps it up for
this month. Don’t forget to include
with your tape/disk a list of software
that you'd like if your screen gets
printed. Remember the new
software prize? It's £40 worth of
software for the best entry, and £10
worth for everyone else featured.
And ifyoudon’t want me to keep your
entries, you must send an SAE!

Keep your ego happy and your
software collection bulging: send
your screen dumps to MARK
CASWELL, ON THE SCREEN,
CRASH, PO Box 10, Ludlow,
Shropshire SY8 1DB.




From Ultimate’s classics to the cute and
quirky Head Over Heels, we've had our arcade
adventures in the strange 3-D of isometric
perspective.

But, says WILL BROOKER, some of those
first tentative steps in the new dimension
work better than today’s glossy games.

AY, way back when Hungry Horace was stiil a national
hero, 3D Ant Attack snari;?ced out under the Quicksilva
label. Its Softsolid graphics of the walled desert cgz
Antescher were hailed as astounding, and 3D Ant Atta
wedged itself firmly into Spectrum history as the first
game with truly three-dimensional views.

The next isometric blockbuster was Vortex's Android 2, released in the
spring of 1984. In gameplay it's just a 3-D version of the oid arcade game
Berserk, but the graphics (whic GFlnSt:‘?aua 96%) brought it up to this
magazine's Game Of The Month standard.

ogrammer Costa Panayi followed this up with the impressive TLL -
a fighter-plane simulation with a carefully worked-out dynamic playing
area. There's not a lot of game behind it, but the flying is enough.

The Softsolid technigue was soon followed b&tha rst 3-D ‘adventure
movie' — Hewson Consultants' The Legend Of Avalon. Its adventure
element is a bit dubious, and the term 'arcade adventure’ would be
disputed for years after its release, but the game was a great success
with its colourful, pseudoisometric graphics.

In 1885 the spate of high-quality isometric games continued:
Ultimate's classic Knight Lore was followed by another Vortex game,
Highway Encounter, and the next technical advance was Filmation 2. An
Ultimate invention, this allows graphics of K;g?hr Lore's quality to be
scrolled smoothly over a large playing area. Fllmation 2 was used for
Ultimate's Nightshade, but was soon knocked into a cocked hat by
The Edge's ngr%:f. ,
ven back in the golden year of 1986 there were unimaginative clones
which sometimes threatened to swamp all the review pages with thair
identical, and by then extremely boring, isometric screens. But some
games brought a breath of fresh air to the already tired genre: the
humorous Sweevo's World from Gargoyle Games, Ocean's surprise hit
M.OVIE., and Hewson's Quazatron, A Spectrum version of the
Commodore 64 hit Paradroid, Quazatron amazed everyone by being
superior to the inal.

Not so original but aiso well-implemented was Ocean's Batman, and
Quicksilva's Glider Rider deserves a mention along with Design Design's
Rogue Trooper for taking a gamble and naar;y succeeding,

Last year Ocean had a megahit with Head Over Heafs, M.A.D. had a
budget Smash with Amaurote, and Gargoyle brought out the first (and
probably last) Hbdmmaﬂon game, Hydrofool — the sequel to Sweevo's
World. CRL's 3D Gamemaker utility now enables avaeryone to rewrite
Knight Lore, and last November saw the first real isometric adventure,
Incentiva's Kazssr‘a.

Of course, whether isometric perspective presents a 'true’ 3-D view is
arguable —the player in these games is ' positioned’ somewhereupin the
air, outside the playing area, so any using the technique looks
forced, like a technical drawing. Though its representation of obiect and

S e —
3D Ant Attack Nightshade
Batman Quazatron
. | Head Over Heels Rogue Trooper
Highway Encounter TLL
Knight Lore
- - M

rooms may be highly effective, if we're going to nit-pick we can't say

isometric perspective gives a realistic

But the technique has proved
games, and it's pointless to damn t

view,

Ea’la-::ﬂ satisfactory for countless

em all for lack of realism.

More significantly, it will be interesting to see if the market for isometric

graphics ever dries
outdated and overused, just as it
Pacman clones.

up, and if the public will one day reject the genre as

once refused to accept any more

3D ANT ATTACK

Quicksilva

87 % Issue One
‘ ne day, one year, one
hour," says the
introduction, He and
She arrived in the walled city of
Antescher, ‘the signature of along
dead race, the city lost from the
world of men for days without
number’,

But the Ants of Antescher now
have your partner (either He or She
- unfortunately, this admirably
nonsexist feature is undermined
by the program's always calling
you a ‘hera’), and yaur job is to
rescue him or her with the help of
some heavy-duty grenades.

Complete one level and the
foolish girl (or boy) goes and gets
hersalf (or himself) captured again,
but this time further away from the
starting position. Waell, that's
Iife . .

Back in late 1983 when nobody
worried about glaring white
backgrounds, UDG-sized
graphics and poor sound, 30 Ant
Aftack was a wonder to behold,
But even if you overlook these
faults the fact remains that there
isn't much gameplay, and what
there is soon grows repetitive,
Next to modern software, 30 Ant
Aftack looks rather dismal,

22%




RUNIT
AGAIN!

TLL
Vortex

81% Issue 7

involves navigating a
landscape sprinkled with
houses, pylons, cliffs and

bridges in order to eliminate
‘enemy dots'. This top-priority
procedure (you don't know how
dangerous enemy dots can be f
you let them get out of hand) is
carried out by swooping low over
the ground (hence the title —
Tornado Low Level),

You always run the risk of
crumping your fighter against an
obstacle, and once five of the
dastardly dots have been wiped
out a new mission begins —it's on
the same landscape, but this time
those devils are hiding below
bridges and in the water and all
sorts of underhand places.

# Paying off old dots: despite an unlikely dot-destroying scenario, TLL flew well
along the border of arcade and simulation

TLL was seen as a masterplece
when it first appeared, and its
appeal has hardly diminished
since. The landscape |s described
in effective, clean washes of
colour and the fighter is well-
drawn, rotating smoogthly. The
whole thing handles really well and

though destroying evil dots is a bit
of an arificial exercise the
dynamics of the game come
together perfectly.

‘grhaps more a simulation than
an arcade game, TLL would, I'm
sure, still do well at a budget pn’;:&

BATMAN

Ocean

93% Issue 28

RASH's Overall comment
described this as 'a neatly
finished game which does
Batman proud'. But Ocean took all
the Batman mythos and promptly
forgot about it in an (admittedly
commercially successful) attempt
to cash in on Alien 8 etc - this
me has nothing to do with
atrman.

Even the main character graphic
shows a sguat little figure who
looks more like 8 Smurf than the
Caped Crusader. And the Batcave
has become some sort of
architectural monstrosity
furnished with conveyor belts and
spiked floors and populated by
creatures ranging from puppy
dogs to lion-headed mutants.

Ocean

97% Issue 39

‘ he best Ritman/

Drummond game yet =

it's even better than

Batman!' said CRASH. We read
on: ‘cuddly’, ‘cute’.

| agree; and that's probably

what puts me off Head Over Heels.

HEAD OVER HEELS

spies from the planet Freedom are
out to destroy the Evil Empire), and
the graphics look like something
you sea on  early-teatime
children's ITV (not that | watch it).
Yes, they're detailed and well-
animated; yes, they're cute if you
like that sort of thing; but there's
nothing to link them all together.,
As isometric arcade adventuras

-

,',".t..l.an.t e

| can do without poisonous
Marmite jars, stuffed rabbits,
reincarnation fish and doughnuts,
especially when their purpose in
the game bears no relation to their
appearance (why should stuffed
rabbits give you exira abilities?).
The scenario is unoriginal (two

CRASH April 1988
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» Reviewers loved the cuddly sprites and pointless quirks - but has
Head Over Hegls got its feet on the gameplay ground?

go this is probably the best of its
kind — thera ara lots of features,
and the graphics are technically
the best yet — but no way is it 'the
ultimate game'. | like mine a little
less silly and with a lot more logic
behind them.

5%

Ultimate

94% Issue 12

‘ heer perfection,’
anthused the
anonymous CRASH

reviewers of way back at the sight
of Knight Lore's Filmation
graphics.

The Filmation technigue allows
your sprité to physically interact
with onscreen objects In almost
any way, and with Knight Lore, the
tenuously-related sequel to
Underwurlde and Sabre Wulf,

Ultimate's programmers
surpassed themselves,
In this thrilling instalment

Sabreman (the player} must brave
the castle of the wizard Malkhior
to find the ingredients of the potion
that will cure his sudden
lycanthropy (Ultimate's
instructions take the form of an
epic poem, but manage to say
nearly the same thing). Fail, and
you must remain the werewolf

KNIGHT LORE

forever — but so what? He's a dam
sight cuter than Sabraman,

Melkhior's castle is divided into
rooms full of traps, structures and
useful objects, all of which can be
manceuvred using Filmation.
The avalanche of isometric games
in this style has lessened the
impact of Knight Lore's graphics.
Today they seem rather plain and
simple, though the old Ultimate
touches still stand out (the sprite
looking warily over his shoulder,
for example).

The game itself is a little
unsophisticated for our times, too:
essentially it's just a set of Manic
Miner-type problems of timing,
jumping and avoiding, and
Filmation only comes in useful for
making higher leaps.

Still, Knight Lore deserves some
recognition for having started off
the isometric-arcade-adventure
genre proper — it's just a pity tha
subsequent deluge was s0 he:ﬁ

= Filmation fame: Wiimate's Knight Lore was followed by a deluge of isometric
arcade adventures




Maybe he's had it redone, but it
never looked that way in the
comics, the TV series, the fiims
and the graphic novels . . .

All that aside, Batman is quite a
good game. The graphics and

animation are superior to
Ultimate's, and the Bat Devices
and Batpills which give Fatman
extra abilities add interest to the
gameplay. In fact, leave out the
pseudoBatman scenario and title
and I'm quite content with this,
3%

Ultimate

91% Issue 21

ightshade just scraped into

the Smash bracket, and the

autumn 1885 release s

now generally considered to have

marked the beginning of the end

for the former masters of
Spectrum software at Ultimate,

The gameplay is similar to

Atic Atac's: wandering around the

playing area (in this case a
medieval town) destroying
materialising nasties and

collecting ‘super antibodies' ta kil
off the four major villains. But the
real star of Nightshade is the
Filmation2 technique, which
scrolis the highly-detalled
buildings about and lets ?mu
effectively see through the walls in
8 cut-away view whenever you

NIGHTSHADE

pass behind them.

it's become a cliché that ‘the
trouble with Ultimate's games is
that they have great graphics but
no game bolted on', but in this
case it's undeniably true. Though

the pseudomedieval atmosphere

is strong and the characters are
well-animated, MNightshade is
extremely boring. It eventually
boils down to searching in vain for
the major villains, just for the
dubious thrill of getting killed by
them instead of by lesser
monsters for a change.

T

P Successful fusion: there are

strategy and arcade elements
to grapple with in
Quazatron

\Vortex

95% Issue 20

ou're a lone Vorton droid,

pushing a highly brainfrying

explosive device to the far
end of an alien highway to blow up
an enemy base.

The road is populated by various
gliens resembling anglepoise
lamps and other dangerous
household items (I gave them all
names once but that was ages
ago), and floating mines weave
across the tarmac in dances of
death.

Your only strategy is to block up
or kill off the nasties on your first
run, and then go back to get your
slave droids and the bomb.

Highway Encounter's graphics
are still impressive today; as in
TLL, the combination of flat

HIGHWAY ENCOUNTER

background colour and detailed
monochrome overlays works very
effectively. All the roadside
scenary is beautifully drawn, from
the crops in the fislds to the golden
sands of the beach. The only
trouble with the game is its
difficulty.

| still wonder at CRASH's
comment of the time it will be easy
to complete and | will probably get
bored with it' — after 2% years | still
can't clear the 30 zones and gat
the bomb to its destination within
the time limit,

P Beautifully difficult: Highway Encounter

SCORE

POWER

L1 | |=.
I

But Highway Encounter looks
great (better, in fact, than its
sequel — Vortex's Allen Highway,
88%/1ssue 29) and would
probably still sell as a budget

game.
66%

QUAZATRON

Hewson

94% Issue 29

s Klepto, a psychotic young

droid with a penchamt for

taking things apart, you
have been volunteered to get the
mutant drolds out of Quazatron, a
muftilevelled underground citadel
of ramps and lifts.

Klepto starts with a measly
pulse laser but can collect exira
weaponry by ramming other
droids and entering a grapple
sequence —really a subgame,

A test of strategy and reflexes
decides who wins the grappling
duel, If you successfully grapple

another droid you can take any
available weapons; if you lose, the
consequences ara usually fatal. As
yOU upgrade your weapons you
can take on ever more powerful
opponents, till you become the top
dog—and then it's time to mave on
to the next citadel,

'Quazatron s a true
masterpiece,’ said CRASH at the
time, and the comment is still valid.
Apart from the rather jerky
scrolling everything is faultless:
the graphics, the music, the FX
and the gameplay. Quazatron is a
successiul fusion of strategy and
the

%

arcade and desarves
recognition it's had.

Piranha

79% Issue 36

his licence is based on the

early Rogue Trooper stories

from the comic 2000AD,
Rogue is, as usual, trudging
around Nu Earth, this time looking
for the eight vid-tapes which show
how the Traitor organised the
destruction of the rest of the Gls
{you have to know the strp to
follow the scenario, really).

Nu Earth, which seems to have
shrunk a little in conversion from
comic to computer, is patrolied by
Morts and littered with ammo,
med-packs — and, of course, tha
tapes. And Rogue's biochipped
buddies Gunnar, Helm and
Bagman give onscreen advice
which isn't always particularly
useful (Gunnar rarely says
anything more inspiringthan 'Let's

ROGUE TROOPER

grease same more Nort scum’).

When all the evidence has been
collected Rogue can return to the
shuttle and wait for Cam Kennedy
to draw him some more identical
stu;ies (oops! that just slipped
out).

Despite the extremely tacky
presantation, this is an enjoyable
game. It's not hard to win, which
may put some off, but it provides
relaxing therapy when you need
your confidence boosted a little,
The graphics are detailed, varied
and recognisable, and though the
colour washes are used simply
they add interest.

Perhaps HRogue Trooper's
strongest point is the atmosphere
generated by the graphics and the
comments; it is, surprisingly, the
maost faithful conversion

yet.
59%
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‘ To celebrate the 51st edition of Britain's biggest-selling

Spectrum magazine, we've organised an astoundingly
easy-peasy competition with rewards beyond the wildest
dreams of even the wildest dreamers. CRASH's generous
streak means that we're throwing away 1001 weird, won-
derful and whacky freebies to all you lucky readers. The
first 1001 names to be drawn from a bulging sack with the
correct answer to the unbelievably simple question below
will receive any one of a magnificent multiload of pristine
prizes.

Scintillating isn't the word for this breathtakingly unique
selection of spoils: most people will receive a software gift,
but there are also many surprises awaiting future reci-
plems . . .

Anyway — on with the task. Question: This is CRASH
Issue 51. What number will appear on the cover of the Jan-
uary issue, 20017

Got it? Put your answer on the back of a post card or
sealed envelope, send it to the following address, and you
could be the fortuitous winner of, well . . . something!

As if you didn't know by now, our address is: CRUMBLY
CRASH COMPETITION, CRASH TOWERS, POBOX 10,
LUDLOW, SHROPSHIRE, SY8 1DB.

Entries to arrive no later than May 8th or you won't get

anything.



FRIGHTMARE is availabla now from all good software retallers and by mail
order: Indicate tha items vou require, complete the coupon and send it to:
Dept FMARE, Cascade Games Ltd., 1-3 Haywra Crascent,
Harrogate HG1 5BG, England.

FRIGHTMARE Commodore 64
FRIGHTMARE Spectrum 48128

FRIGHTMARE Amstrad CPC

FRIGHTMARE IBM PC

| enclose chequeipostal order for£_ made
ivaly, you may pay by Access, Viea, A

[
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“Now I lay me down to sleep, I pray the Lord my Soul to keep.
If I should die before I wake, I pray the Lord my Soul to take ..”
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fnghtmare - A computer game for the Commodore 64 Spectrum, Amstrad and soon on the IBM PC. Cassette £9.95, Disk £14.95 (1IBM £19.95].

Cascade Games Ltd., 1-3 Haywra Crescent, Harrogate, N, Yorks. Tel: 0423 525325, Fax: 0423 530054,
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It’s here-The return of Elvin Atombender!
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After two year 's wait at last it's arrived—the sequel to beat all sequels! Impossible
Mission |l retains all the fun and strategy of the original as once again you embark
on the challenge to find a safe route to Elvin and the final showdown where he will
meet his end! Search each room, find code numbers, objects and keys to help you
with your mission. You must avoid or destroy the guards 4

and robots that patroi the five towers or risk being
destroved yourself.

Successfully dispose of Elvin and your quest

is half over! Now your Mission becomes

truly Impossible as you strive to escape

the towers, avoiding guards, robots,

mines, trap doors and elevators

without detection!

T™

...Aunning into more trouble?...

...But where to next?...
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' . Why is the robot guarding that table?
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...\Who or what is lurking /‘“\
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...A message on the tape recorder?...

...[ould the final P.I.N. number be hera?...
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o) ULS. GOILIDE
NATIONAL COMPUTER @

Organised by Newsfield Publications Limited on behalf of US Gold, thNa
BIGPRIZESANDTHE CHANCETO COMPETE INTHE FINALS ATTHE PERO}

NEWSFIELD PUBLICATIONS is proud to announce
the first ever British National Computer Games
Championships open to all-comers. Six regional
heats with contestants competing in two categories
- Spectrum and Commodore 64/128 - will be
followed by two semi-finals with the qualifying
contestants going forward to compete againsteach
other on a stand built specially for the finals at the

new PERSONAL COMPUTER SHOW (formerly The
Personal Computer World Show) at London's Earls
Court. By filling out the entry form on these pages
you could be among the 324 first-round contestants
selected to play arcade games provided by
competition sponsors US GOLD and put yourself on
the road to fame and a big prize worth £1,000.

From May 14, a custom-designed travelling roadshow will take
banks of Spectrum and Commodore computers to selected
boys' clubs in six locations around Great Britain for the regional
heats. The qualifying competitors will aim to raise the highest
scores playing games specially selected from among the latest
US Gold releases.

The event — the first of its kind — is being organised by
Newsfield's magazines CRASH, ZZAP! 64 and THE GAMES
MACHINE. US Gold, market leaders in computer software, are
sponsoring the whole competition and providing all the prizes.
The National Association of Boys' Clubs, with over 2,000
affiliated clubs 200,000 members throughout the UK, is helping
to promote this exciting championship as well as providing
venues for the regional heats and the semi-finals.

So what do you need to do to get yourself selected for the
competition that could prove you to be Britain's best arcade
game high-scorer? For a start off you don't have to be a Spectrum
or Commodore owner, but to have a chance of qualifying you will
need to be able to achieve the best possible scores on the listed
games in the coupon — and remember, if you do qualify, not only
you will be playing in public but also in front of the British press,
so cheating now on the entry form will not stand you in good
stead later!

HOWTHE CHAMPIONSHIP WILL RUN

Six towns throughout the UK have been chosen for the regional
heats, so there should be a venue not too far from you (see the
separate list). The National Association of Boys' Clubs is already
running a qualifying competition among its own membership,
and they will be supplying three Spectrum and three Commodore
entrants to each of the regional heats. We will be selecting a

further 27 Spectrum and 27 Commodore entrants, from the
forms you send in, to attend each of the regional heats. This
means that in the first round a total of 360 contestants will fight
to go through to the semi-finals. The five best high scorers in
each format per regional heat will qualify for the semi-finals,
making a total of 60 contestants. And from there, the three top
scorers in each format will go through to the prestigious finals to
be held at the Earls Court Personal Computer Show.

THE PRIZES

Apart from the thrill of displaying your joystick prowess to the
world at large, there are some exciting prizes and mementoes to
be won. Every qualified entrant will receive a specially designed
certificate scroll to prove that they are at least considered among
the 360 best arcade games players in the country. Special
medals have been struck bearing the National Computer Games
Championship logo on one side and the Boys' Club logo and
year on the reverse; the 60 semi-finalists will each receive a
bronze version of the medallion, while those who qualify for the
finals will receive a silver medal. For the two outright winners, one
on the Spectrum and one on the Commodore, there will be gold
medals mounted in wooden display plagues.

US Gold are providing a mixture of hardware and software
prizes for both winners to the value of £1,000, with valuable
runner-up prizes for other finalists. On top of that, there will be
free software and other gifts for finalists and semi-finalists and
the chance to meet several famous personalities who will be
attending the events. But perhaps the most thrilling aspect will
be the chance to prove yourself the very best British computer
games player in front of the vast audience attending the Personal
Computer Show. And of course you will be featured in
Newsfield's magazines as such.

COMPETITION RULES, ENTRY
DETAILS AND VENUE DATES

The six regional heats, each comprising 30 Spectrum and 30
Commodore contestants drawn from the National Association of
Boys' Clubs (three per machine) and from Newsfield magazines'
entry forms will take place in the following towns:

May 14 - Birmingham
May?21 - Gloucester
May 28 - Belfast

June 4 - Edinburgh
June 11 - Leeds
June 18 - London

All days are Saturdays. Heats will be held in the momings. The
towns listed are correct at time of going to press, but the
organisers reserve the right to make last-minute alterations.
Qualifying entrants will be informed of necessary attendance
details in good time.




The semi-finals will be held in Leeds on August 16, and in
London on August 18; finals at the Personal Computer Show
over the three public days, September 16-18.

Friends and relatives wishing to attend the first round and
semi-finals will be welcome, but the NABC will be making a very
modest entry charge to non-contestants. Readers wishing to
attend will also be welcome — details will be published in future
issues, or you can ring the organisers’ office for details no sooner
than one week before these dates.

If you wish to put your name forward to qualify for Britain’s first
National Computer Games Championship, fill out the form as
smnmmmihhmﬁmdlttuthaliatedaddmas.hhiw
scores you give will be checked by experts both at Newsfield and

FOR ENTRIES IS APRIL 23.

1 NATIONAL COMPUTER GAMES CHAMPIONSHIP ENTRY FORM

1 Please write clearly, using block capitals.
|

1

1 | wish to put my name forward to qualify as a competitor. If
I selected to compete, | agree to abide by the championship
j regulations.

]

3 Please tick the appropriate box:

1 | wish to compete on the Spectrum: [ ]

1 | wish to compete on the Commodore: [ ]

: lam aged 18 orover: [

§ | am aged under 18: [ ] If you are under 18, your parent or legal
j guardian must sign here and print their name below:

I Parent’s Signature
T e VG st B R SR e
: Please tick the regional heat venue you would like to attend

- (] Birmingham

I ] Gloucester
j L Belfast

3 L] Edinburgh
g L] Leeds

(] ’_:l London

IFYOU THINK YOU ARE BRITAIN’S
BEST HIGH-SCORING COMPUTER

GAMES PLAYER GET YOUR ENTRY
FORM IN TODAY! CLOSING DATE

RYNAL COMPUTER SHOW AT EARLS COURT SEPTEMBER 16-18 1988

at US Gold. Entrants under 18 must ensure their form is
countersigned by a parent or legal guardian. All qualifying
entrants must be prepared to attend the venues they select on
the due dates. You may select to enter at any one of the above
listed venues. The organisers will accept no claims for travel or
subsistence expenses for contestants in the regional heats, All
contestants qualifying for the semi-finals can claim up to a
maximum of £10 for travelling expenses and will receive free
software from US Gold. Finalists will be given a free weekend at
the Personal Computer Show in London. During contests, the
decision of the appointed judges and stewards will be final and

no correspondence concerning administration can be entered
into.

THE

PERSONAL
COMPUTER

SHOW

CR
In case for any reason you are asked to attend a venue other than the
one you have already selected, please tick the next best alternative
for you:

[C] Birmingham

[] Gloucester

[ ] Belfast

[[] Edinburgh

[ |Leeds

] Lendon

In order to help us determine whether you should qualify to enter,

please give your high scores on two of the following five US Gold
Games:

OUTRUN RSO I o B e
INDIANAJONES high SCOMRIS: ........coeeeeeeiteeeneseeee e
7200 i h T N S et £ o | 2 AN e
GAUNTLETH T hey e SRS Bt S
RYGAR d b T R SRR (8 < M AN A

And your best score on two of your favourite arcade coin-op
machines:

1 Coln-0p Name I8! ......ceeeenssrsnes
2 Coin-op nama is: ........ccccvennnnr.

C— e B e R
sssssensanss NG SCOME IS

Complete the form and send it to THE ORGANISER, NATIONAL
COMPUTER GAMES CHAMPIONSHIP, NEWSFIELD LIMITED,
PO BOX 20, LUDLOW, SHROPSHIRE SY8 1DB. Successful appli-
cants will be contacted in plenty of time. Please do not ring or write to
ask, it only blocks up the phone lines! And good luck!




ASHES TO
ASHES, DUST
10...
SPECCY?

France Frey's First Law Of The
fmpermeability Of Materials states
that a specially-designed double-
seamed dust covar will, when
placed over a Spectrum, inhibit its
tendency toward dust equilibrium
with its environment. In other
words, thess jobs keep your
compuler clean, right?

The CRASH Spectrum dust
covers, which are by a curious
coincidence emblazoned with the
name CHASH, have been made to
four different sels of
measwements, to precisely fit four
different kinds of Specirums: the
garly rubber-keyed model the
Specirim +, the Spectrum 128
and the Spectrum +2.

And serfously, now, remember
this small investment COULD save
you big repair bills . .

£3.00-£4.00

HYPERMARKET

CRASH HISTORY BINDERS

Liovd Mangram’s four-part, 96-
page CRASH History was featured
IH Essies S5 A6, 48 asiel 49 7 s
CORNTEING .f.r.'| o priilf-our special
can be stored g custeom-designed
binder which is still aviailable
Hrrr:m..ﬂr ie CRASH Hypermarker,
( 'I"|"' |J|'l|'l'r'|4|r| .n\.:I

A 'J'IH the coniplere CRASH
felexes o reviews, tps g feirtires
whiich were featured fin the Christ
mias Special

Each binder comes with reprints

ARMLESS FUN
WITH THE
CRASH
T—SHIRTS

FOUR styles! Three of them

feature Oli Frey's most famous

CRASH paintings in full colour and

one T-shirt depicts a monster from

your worst nightmares - King

ﬁ’”b Wear it if you can stand the
ime.

i wernie: | @QNE LITTLE
T-SHIRTS
....................... £5.50 each
S— FORM GOES
EVIL EMPEROR ........................ M
.......................................... wHL
- v To M AR KE T
.......................................... XXL
KINGGRUB ..........ocoooemniirornn A, ML
........................................ w ANYTH ING
5 -
________________________ S of designer doobries with this single
e form! Please fill out the whole thing
________________________ £4.50 each using BLOCK CAPITALS and
SPECTRUM DUST COVERS ng to pa) t
........... mu fmf_'ﬂﬂﬂﬂﬂm NAME ... L s
u. " mnnm ----- CLELER TR TRy
................................ £3.25 sach R el o=
“E‘%T%" Izﬁ ARG SEANN NN R R EE s WE EEEEEERETE RS
....................... m E.mm : e e
s idelets os applicabie)
.................................. £4,00 each Carghaldar's rw-‘mm atva)
CRASH HISTORY BINDERS NAME
........................ £4.50 sach ADDRESS
POSTAGE AND PACKING POSTCODE ....cccunsernnns
All prices include VAT, postage and packing lor orders within tha EWNHE
it e .00 g M T T Svereies erii EXPIRY DATE

Pisase aliow 28 days for delivary, and rememoes (Fhal differend
Hema may amye separaboly

CONTINENTAL EUROPE /
OVERSEAS ORDERS ONLY: | AM
ENCLOSING P&P PAYMENT
FOR ITEMS AT £2.00 EACH.

P&P TOTAL: £

of all Llovd Mangram's CRASH
fookbacks (excluding 1987 since i
appeared i tfie Christnas Speictal )
el sevmie special areicles and arehi-
val material on the scory of the
Sprecienrme. With the CRASH His-
fory fowill ferim o wndgue CRASH
Toeaiak rr.l"r,l'.'r'.r |II_'J'.| I

Yo can order i Leder o o
the special form below, bur pleaye
be prepared to
for delivery.

1450

The three covers ara: Head Over
Heels's Evil E (Issue 39), a
maonster from Olf's interpretation
of tha Level 8 adventure Red Moon
(Issue 20), and the CRASH surfer -
the ultimate Spectrum sports
simulator, still wet from the waves
of Issue 19!
Eﬂ'{;-:e ;—;hu'tsare."ﬂ% cottonand
ar, 50 & 's
happy, an’;ﬂ;tm 're all a:m
two dramatically different sizes:
medium (M on the form) and
Grubb!sh ie extra extra large

Wit the wiseeal 28 days

PLEASE CHARGE MY ACCOUNT NO:

e T e

TOTAL PAYMENT ENCLOSED: £

- SY8 1DB

SEND THIS FORM TO
THE CRASH HYPERMARKET, PO |
BOX 20, LUDLOW, mmm.

N\

l
T ——

ARE YOU
IN A BIND?

If net, mu.ldbe——justwafrﬂﬂ

your SHes start

ﬁaw mkeupﬂmbumdr.m
a

EIIUB

Thess T-shirts are

ONLY available from CRASH'
and you won't find the distinctive
artwork on T-shirts anywhere else.

£5.50 each




BACK NUMBERS

Don’t miss out!

JAPR Sinciair talks to CRASH ® Stack Light Rifie» Run I Again: Missie Command
CRASHtionnaire results » the sarliest surviving back number!!
appears ® Run 1t Apain: Pengo

: boardgames, simulations,  strategy,
adventure ® the second-sariiest surviving back number!! (thar's enough eany back
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the same time — we knock 40p off

1887

J7FEB John Richardson: Jetman & CRASH Raviewers revealed & Mafch Day Challenge » Maps:
Fairiight B, Firslord, Avenger, Dandy

38 MAR Fanzines » Designer: Bernie Drummond & Maps: Cobra, |, Uiridiprm m MIDI

F;HTMIEE & Programmer: Steva Taylor ® Maps: Mosferaty, Double Take,

40 MAY Terminal Man retums  Playing Tips Supplement & Maps: Short Circuit, Antiriad, Con-
AMTTM IW' i TUINY i
, TArZAn,
41 JUN Programmer: Mike Singleton ® Industry today ® Adventure Trall Supplement » Maps:
Saboteur N, Head Over Heels » Multitrackars » 128 bugs

the total cost

® Orderany five or more issues at
the same time — we knock 20p off
each item

42 JUL 16 MK pull-out » mﬂiﬁnqmnmn Pete Cooke » Maps:

Monty, E
AIADE The +3 amives » Run i Again runs the Gauntle! clones ® Big troubls at The
Bug = CRASHtlonnaire results ® CRL's 30 Gameamaker  Maps: Enduro Racer, Fiash

PRICES

All back issues are now £1.20
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45 0CT it .ﬂq#: the kick-'em-ups @ The CRASH History Part One s in the for orders within the mainiand
arcades » The budget poocooom ® How stars are bom: salling your games » On The UK.
Screen logo winnars sMaps: Game Over, Wonder Boy CONTINENTAL EUROPE/
OVERSEAS ORDERS: £2.00 per

Issues 1, 2 and 5-16 now out of stock. SORRY! magazine including p&p
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I Placeacrossover the box containing the number(s) of the back issue(s)

NUMBER OF ISSUES ORDERED:
COST: £
DISCOUNT (IF APPLICABLE): £
TOTAL PAYMENT ENCLOSED: £

(cheque or money order made payable to CRASH or
Visa/Access credit card debit - form below)
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The three charts c?mp-lladml‘run&gm votes of E'FIASH readers is the
most realistic chart for gau popularity of Spectrumgames -
tthm%:;rtmm“ being played that get the votes, not the
games are in the shops this week or month.

And the votes areimportant. It's up to you to let us know what you
feel, so fill in the voting forms which live on the results pages and
in FRONTLINE to make your voice heard,

Ifyou don't want to carve up your issue of CRASH, we understand.
Use aphotocopy if you like, or copy the details from the voting forms
ont*ﬁ:mard. or the back of a sealed envelope, and send that to
us i

Apart from the satisfaction of registering your vote, there's always
the chance of winning a prize. Each month we draw 15 winners from
all the forms received - five for the HOTLINE, five for the

and five for the STRATEGY chart.
e of £40 worth of software (your choice, not ours) and a

CRASH T-shirt is awarded to the first slip drawn from the HOTLINE
votes, and another £40 of goodies and a shirt goes to the
ADVENTURE and £20 of goodies and a shirt goes 1o the STRATEGY

Four runners up from each ballot box collect a CRASH T-shirtand
a CRASH Hat.Soget those votes in tothe CRASH HOTLINE CHART,
CRASH CHART and CRASH STRATEGY CHART:

Well surprise, surprise! Yet again The Static (sorry) Strategy
Chart holds no shocks. The top four stay where they are with the
rest of the chart only moving one position. What more can you
say? The CRASH Readers' Best Strategy Game of 1987, Vulcan,
still holds the Number One spot for the umteenth month.

Vulcan lover, Andrew Franks of Snaith Nr Goole in Humberside,
scoops up the £50 worth of software available to the winners this
month = listing Desert Rats, Armhem and Battie Of Britain amongst
his requested games. He also gets a T-shirt along with the
following four runners-up. Malcolm Young from the seaside
resort of Seaford in East Sussex; Llifon Edwards of Liangefni
(easier to write than pronounce) in Gwynedd: Mark Thompsaon

After suffering badly from the Match Day || entry last month,
Exolon returns to Number One, with the CRASH Readers’
Best Sports Game of 1987 dropping to Number Three. Driller,
like Freescape, moves slowly but surely up the chart, Out Run's
initial appeal,.shown by last month’s entry at Number Ten,
seems to be diminishing with the game dropping to unlucky 13.

E£50 worth of software will be dispatched post-haste to this
month's winner of the Hotline Chart. Yes, Andrew Farguhar of
Huntly in Aberdeenshire wins such delights as Thundercats,
Nebulus and Mercenary which were listed among his choice of
software. He'll also receive a CRASH T-shirt, just like the

following runners-up. They are Robert Finlayson of Gi

whacky Wayne Walker who resides in Egham, Surrey; idlander
Miles Willmott of Matlock and Eddy Budd from Southampton.

1 (1) VULCAN 2

2 LORDS OF MIDNIGHT BEYOND

1
2
3 (3) ARNHEM CCS

4 (4) DOOMDARK’S REVENGE BEYOND

EBELSTAR RAIDERS FIREBIRD

PSS

PSS
PSS

5(6) R
6(5)] D
7 (8
8 (7

10 (9) THEIR FINEST HOUR CENTURY HUTCHINSON
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Hotline Top 20
- 1(3) EXOLON HEWSON
" 2(2) RENEGADE IMAGINE
' 3(1) MATCH DAY I OCEAN
4 HEWSON

5(7) HEAD OVER HEELS OCEAN

6 (5) GAUNTLET US GOLD
7 (11) ELITE FIREBIRD

o (6] MATCHDAY “ i Adventure Top 20

10 (8§ COMMANDO ELITE "1(1) THEHOBBIT  MELBOURNE HOUSE

11 (15) BUBBLE BOBBLE FIREBIRD 2 (4) SPELLBOUND MAD. |
~ 12 (18) DRILLER INCENTIVE 3(3) STORMBRINGER M.AD.

- 13 (10) OUT RUN Us GOLD 4 (7) THE BOGGIT CRL
- 14 () FLYING SHARK FIREBIRD 5 (2) LORDS OF MIDNIGHT BEYOND
i15(12) STARGLIDER  ___ RAINBIRD 6 (9) KNIGHT TYME M.AD.
16 (16) MERCENARY NOVAGEN 7 (11) LORD OF THE RINGS  MELBOURNE HOUSE

17 (11) COBRA OCEAN 8 (10) HEAVY ON THE MAGICK GARGOYLE GAMES
- 18 (») SUPER HANG-ON ELECTRIC DREAMS 9 (5] DOOMDARK’S REVENGE BEYOND

19 (19) BARBARIAN PALACE M 70 (8) RED MOON LEVEL 9
20 (13) PAPERBOY ELITE 11 (6) THE PAWN RAINBIRD

12 [! GE_E_MLIHS ADVENTURE INTERNATIONAL
Let's rljn_;rie that this month’s Adventure Smashes, Jinxter and 13 (16) DUN DARACH GARGOYLE GAMES
Guild Of Thieves—both f Rainbird=h d tati ffect
on the Adventare Top 20, as not much has happened i the last 14 (12) THE BIG SLEAZE PIRANHA
few months. Their CRASH Smash, Knight Orc, enters the chart 15 (») KNIGHT ORC RAINBIRD
for the first time at Number 15, with The Pawnat Number 11. '1 6 [ ! DRACULA CRL
Th | f 1 [} d rih of soffw, i
comes from Erackacll in Berkahire (a6 thay cay o the Promirm 17 _(20) BORED OF THE RINGS CRL
Bonds). Lucky old Graham Codd will be receiving a small CRASH 18 {14) KILLED UNTIL DEAD US GOLD

T-shirt and games such as Match Day Il and Combat School for his

128K Spectrum. The fortunate four who'll each be getting a T- 19 { fa FAIRLIGHT 2 THE EDGE
shirt this month are Anthony Goddard living in Oxford: Paul Gifford [!

of Brinkley in Suffolk; an XXL Sophie Sharp of Preston and Oliver 20 SHADOWFIRE —

Bayliss (he of the flamingo posteard fame) in Leatherhead,




SCORES

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
(though it helps)

SCORES is a monthly game-by-game list showing the whaole range of
scores on the very LATEST games [Jet Ser 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, 5o you can
measure yourself against not only interface-burners but ordinary mortals
oo,

And each month there'll be five winners picked at random from all the

entries received, regardiess of whether they're printed or not.
The first entry form drawn from the SCORES postbag each month will win
£40 of software of the winner's choice plus a CRASH cap and T-shirt, and
four runners-up will receive CRASH caps and T-shirts too. So dan't forget
to tell us on the form what software and T-shirt you'd like if you're a lucky
one — because every loser can win with SCORES.

BUBBLE BOBBELE Firebird
Sutinder Benipal, London N21 4207960
Nicholas Tellls, Harrow 2610000
Mark Thompson, Bristol 320000
COBRA Ocean
B Willlams, Llandudno 150060
Mark Cox, Darlington 105000
Fred Willis, Fort \Willkam

25300

COMBAT SCHOOL Ocean
Kristlan Gibson, Derty 166540
Lee Thomas, Burntwood, Staffordshire 162490
Tom Barnes, Bognor Regis 51056
DRILLER Incentive
Mark Thompson, Southport 1632490
Sean Roberts, Bloxwich 1238000
Matthew Payne, Churchdown 379890
ENDURO RACER Activision
lain James Wiseman, \Wooton Wanen, \West Midlands 2453541
Steven Hulse, Crewe 2368190
Nathan Furst, Tamworth 1852006

Mark Chappell of Northope in Lincolnshire wins £50 worth of software
{he sent his scores in on the special Golden Issue form) including Firefly,
Platoon, Scumball and Northstar — and, of course, a CRASH cap and T-shirt.

Runners-up, each getting a CRASH cap and T-shirt, are Simon Brown
of breezy Southsea in Hampshire, Matthew Wright of Witham in Essex,
Stefan Ratcliffe of Battersea (where even the dogs read CRASH), alsoin
Essex, and Brendan Fanning of Oldham in Lancashire,

Remember — any score sent in to SCORES can win you a prize.

ROBIN CANDY'S

EXOLON Hewson
Ben Powell, Kettering 1544400
Robert Green, Hurstpierpoint, West Sussex 983400
Andrew Green, \/alsall 68400
FLYING SHARK Firebird
Simon Brown, Porismouth 408240
lan Laws. Norwich 315100
Graham Fess, Kirkcudbrightshire, Scotland 123710
GAUNTLET US Gold
Paul Ratcliffe, Barmsley 16911194
Andrew Quick, Talbot 12978252
Clive Murray, Eastbourne 3386534
1K+ System 3
John Hicks, \Warrington 164500
James Sammon, Bradford 52200
Wayne Rogers, Southampton 50683
OUT RUN US Gold
Steven Hulse, Crewe 34755590
Richard Booth, Mirfield, \West Yorkshire 32963690
Michael White, Salisbury 1273620
RENEGADE Imagine
Val Cookson, Preston 1114950
Loulis Wilcox, Woobum, Buckinghamshire 1004950
Paul Knott, Harborough 172750
STAR WARS Domark
Paul Hadfield, Bolton 100570050
Simon Lennox, Castledowson, Co Londonderry 1577132
Mark Lawton, Stoke-on-Trent 1328249

SUPER HANG-ON

Electric Dreams

Robin Cavill, Dewsbury 12001760
Danlel Goulden, Reading 516000
Nick Drewett, Bushey 341008
THUNDERCATS Elite
Simon Ashe, Andover 192000
Andrew Waring, Chester 72505
Jonathan Roy, Glasgow 24700
ZYNAPS Hewson
Andy Lowe, Stoke-on-Trent 185100
James Watson, Dover 140500
Imran Rasul. Hemel Hempstead 40100

SEND ME YOUR SCORES

Send this form |or a copy| with your scares for up to three games to ROBIN
CANDY'S SCORES, CRASH, PO Box 10, Ludiow,

$Y8 1DB. Only genuine scores will be accepted; any improbably huge
scores will be iImmediately binned and the sender will be forced to lister to
Lioyd Mangram — a fate worse than sharing a desk with The Art Of Noise.

-----------------------------a--------------lﬂ------_---—------

. SRR e
POSTCODE ...
MY SCORES ARE:

GAME 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 IN THE CRASH HYPERMARKET:

The decision of CRASH's appointed judges is absolutely final
in all respects — however high your Jet Set Willy score
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CHAMPIONSHIP
SPRINT

Producer: Electric Dreams

o s computer controlled opponents L Eam—— R
Retail price: £9.99 and attempt to finish first over > Ready and steady but no go
Authors: Catalyst Coders |each three-lap race. Not only CRITICISM
having to contend with their digital et ;
ver fancied roaring around | adversaries, there are also . . : Imitating gameplay of the original
a racetrack at high speed? | hazards on the track: oil, water, | @ " And they said Super Sprint | Super Sprint but to stand another
Standing on the winner's | gravel, and a baby whirlwind do | was bad! Additions there may be, | dose of the same, well it could be

podium with a bottle of |their best to send the player | but improvements they aren't. My | fatal! (To the enthusiasm, at least)
champagne in one hand, and a | spinning off the road. However, | main gripe with both the Sprint | The only aspects that cheer up the
blonde in the other? Weil in this | helpisat hand inthe shapeof gold | games is the appalling collision | game are the vaguely decent
game, the player at least gets to | spanners: collecting four of these | defection. The track may bedrawn | pictures of racing cars in between
try the racing bit. Converted from | endows the player's car with | fo look smooth and circular, butif | courses. Championship Sprint
the  Atari coin-op game, | useful bonus extras for the next | you actually examine the limits by | suffers terribly from colour cllash
Championship Sprint gives one or | race, such as turbo boost and banging into the sides of the track | which makes the potentially
two people the chance to test their | higher top speed. Attheend ofthe | you ffﬂndarbinckyrrn otherwords | rubbish graphics even worse (if
driving skills on a Grand Prix | current race the cars are shown in | somebody couldn't be botheredto | that's possible), and gives the

racetrack. the pits, along with their placings, | use pixel collision detection and | game a generally untidy feeling.

Initially, participants are given | scores, and best lap times. settled for the easier, and less | There are no sound effects or
the choice of either racing on a Ifin a particularly creative mood, | accurate, character detection. If | tunes, which all detract from a
standard track or on one of their | the player can use the | this aspect of the game wasn't so | generally uninteresting,

own design, created using the | constructionsetto design devious r'nfun'aa‘_mg then it could be mildly | unimaginative game. If | didn't
track editor which is included on | tracks to delight or ann%y friends. | addictive. One of the plus pointsis | know any better, I_uy:l:nuld think it
the flip side of the tape. The | Selections are made by clicking | the track designer: it should | was budget game; it s defr_n:l:e.-ly
program then prompts for the | the cursor on a series of icons Fﬂngrhenlrhe lastability by a few | notworththe£9.99 asking price!
number of players and their | placed along the right-hand side | Weeks —if you can be botheredto | MIEK

chosen control method (joystickor | of the screen. These allow theuser | /0ad the editor, design your track, | @ " I've never been a great fan
keys). Once this is set, the course | to view the segments of track that | save your track, load in the main | of racing games, and often find
itself may be selected fromone of | are used to create the course, | game and then load in your saved | that | spend more time off of the

eight tracks. select obstacles to place in the | track (phew)! " track than on it. This was the

The game starts with four cars | drivers’ way and check a finished | PAUL case with Championship Sprint:
sitting abreast of the starting grid. | track for faults. Once completed, control of the car seemed very
The flag drops, and they're off! | tracks can be saved to tape for | @ " It was enough to have to put | loose and 'soggy’. Aggrieved by
Human drivers compete against | posterity. up with the tiny graphics and | the faultless performances of

e e s Pty e S B, i T T T R e R R e SRR B R T e B S T A et N A
PREDATOR D o [Pavl

“ Predator is mostly a waste * The movie is
time: after just one go | wwmmmm-onw
Producer: Activision could get through leveis 1 to part of the Predator game
Retail price: £9.99 4 by simply running alon;g with any suspense is the
price. o and hardly shooting a thing inlay — well-written, but not
Authors: designed by System 3, programmed by There are some excelléntly- helpful.
Source designed backdrops, and loading technique is a
mﬂoughammbuth farce. First you have to load
t's a typical Arncld | uncharted jungle. terrible colours things an unimpressive demo, then
Schwarzenegger role, familiar Schaefer is the last to make it all the way — on some levels you have to load in each play
from Conan The Barbarian, The | into the undergrowth. He finds the mﬂmwmm bya area (and none seems
Terminator and Commando: VIPs' crashed chopper with no of chocolates. And the different from the mm
and it's the same all-action Amie | survivors —yet no bodies either. ‘horribly mutilated’ victims and finally you have to
who stars in 20th Gentury Fox's Then he realises his team has of the eponymous predator rewind the cassette back to
recent movie Predafor, closely | vanished —butas he moves further are nowhere to be seen, the first level (situated
followed by System3 for this | into the jungle's depths, he Using joystick you can't ‘somewhere’ in the middie of
licence. discovers his fellow mercenaries throw a grenade or pick up a the tape - the game s to find
The game starts as Major Alan | one by one, mutilated and very , and to add it)!
Schaefer (Schwarzenegger in the | dead. mnﬂ to difficulty the When everything's finally
film) and his small force of Armed with grenades and a inlay is wvery unhelpful; loaded you're subjected to a
mercenaries rope-slide from a | powerful machine gun, Schaefer instead of telling you straight 10-second
hovering helicopter andbegintheir | runs through the horizontally- what you've to do it (every time you
hunt for missing VIPs in a dark, | scrolling jungle setting, using all F:l.';dmim of re hints “andm hidden behind
m ' ' LR MF
Predator's a good idea for Predator has addictive
-lmemammm elements - the hn;tc "“.
graphics. them before they you
m::rt‘ntahm;m‘llg: instinct is the obvious one -
sl i blood'n' :gm# few
guts a games,
talk of the inlay! when their worn

his wits and weapons to survive | | boring, repetitive and
guerilla ambushes and the attacks | | infuriating piece of
of vultures. He can soon find other | | Software, ™

weaapons, obviously dropped by
his murdered colleagues — and Schaefer had been briefed to
though they're helpful, an uneasy | expect guerillas, and they can be
feeling starts to roll around in the | disposed of quickly with his
back of Schaefer's mind, scalpel-sharp  reflexes  and




the computer controlled cars as
they zoom around the track, |
soon found that the game bored
me to tears. Graphically, it's
okay: the track and backdrops
are all quite nicely drawn, but
the cars themselves look a little
crude and simplistic. The
construction set is a nice idea,
but even with the facility to
design a track, | feel
Championship Sprint won't hold
your attention for very long. "

COMMENTS

Joysticks: Cursor, Kempston,
Sinclair

Graphies: a large range of
sections allow many varied tracks,
although the individual segments
are simply drawn

Sound: appalling. No tunes and
few spot effects

Options: definable keys, track
construction set and one or two
players

General rating: at a penny under
a tennar Championship Sprint is
vary bad value - even with a track
designer

ruthless firing. But can the horribly
mutilated bodies of his colleagues
really have been the work of
guerillas, or is there something far
more mysterious and malevolently
powerful lurking in the jungle?

To reinforce this notion, atelltale
triangular laser sight occasionally
appears and tracks Schaefer . . .

If he survives long enough and
beats the countdown clock, the
mercenary leader might find out —
and use all his military skills and
power to destroy the sinister
creature, the strange alien
predator in the jungle.

__/coMMENTS | __

Joysticks: Cursor, Kempstan,

Sinclair =

Graphics: superb character-

animation, but a poor 3-D side

view of the action

Sound: the meagre 'Schaefer

running’ sound is out of sync

hwim the sprite’s movements —
ardly scary

Options: two keyboard

General rating: if only the
game lived up to the inlay . . .

Presentation
Graphics
Playability

Addictive qualities
OVERALL

.ﬂ

IMPACT

Producer: ASL
Retail price: £9.95
Authors: Steven Tucker

ong ago, shrouded in the

mists of time, there was an

arcade game called
Breakout. This game was so
popular that it spawned a long line
of imitators, the latest of which is
ASL's Impact.

Following in the normal
Breakout gameplay, the player
faces 90 screens to be conguered
by demolition. 80 are preset, while
the remainder are user definable,
allowing the player to create
screans of his own design.

The majority of bricks only need
a single hit to destroy them; others
need several; s0Me are
indestructable, and to make the
situation even more confused,
50Me screens even contain
invisible bricks.

Wandering aimlessly around
each screen are small aliens,
which are destroyed on contact
with the bat or ball. Although these
aren't harmful themselves, they
occasionally release small white
bombs which incapacitate the bat
momentarily on contact, enabling
the ball to escape off-screen and
losing the player a life.

When hit, some bricks release
yellow tokens which can be used
to purchase one of nine pieces of
equipment to aid the player in his
task. These include slowdown, to
reduce the speed of the ball, a
torch to light up invisible bricks
and lasers for wholesale
destruction. Nine icons lie down
the right-hand side of the screen,
gach corresponding to the
available items. A black square
highlights the currently affordable
itern and as tokens are gathered
the square advances accordingly.
If any tokens remain unused at the
end of the level, they are converted
into an end-of-level bonus.

Five lives are provided at the
start, with an extra bat being

» Less of an impact on the Spectrum

PAUL

5
|
<1
'
| EH
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“ The attraction and addiction of simplistic graphics
M-tmmmm ! ilm’:

earned every 50,000 points. On
some screens a bonus is attained
by destroying in sequence, bricks
marked with the letters BONUS.
However, hitting them in any other

order doesn't gain the player a
bean.

_/coﬂmmL

Graphi e ig%

cs

lity 64%
qualities  668%

OVERALL 60%
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Producer: Firebird [ w  ilE o {
Retail price: £2.99 il : v s
Authors: R Spahl and [ el REEE] =|

T Gittelbauer

he salvation of the world is .

at stake. No time for * Shoot 'em ups hit the software shelves with monotonous

preliminary  explanations; regula m month and Xarax doesn’t stand out from the Joysticks: Cursor, Kempston,
just strap on a halmat, climb into a crowd: it's just a competent, rather unexceptional game. Sinclair
flying suit and embark on a Bombing and blasting is moderately ex at first, growing Graphics: as with most games
bombing run over enemy territory. nhaﬂnnﬁng as the Il‘nqﬂly progresses and finally becoming a of this ganre the

The display gives an aerial view chore. This is aggravated by the fact that monochromatic backgrounds
of the player's spacecraft flying enemy ﬂrI is difficult to see. if you want to while away an make the bullets hard to
over the vertically scrolling afternoon with some fairly conventional shooting then Xarax distinguish
landscape of land and sea. should fit the bill. " Sound: repetitive tune
Attacking alien vessels move In Options: definable keys
from the top of the screen, and General rating: in amarket full
ground bases fire from below. The of monochrome vertically
player's ship is equipped with . scrolling shoot 'em ups, Xarax
laser fire to combat airborne is easily forgotten
enemies and bombs to destroy
ground bases. A target constantly
superimposed on the screen 5
indicates where the bombs fall. ; o
A colourful panel to the left of stolen from Mirrorsoft's Moonstrike. Dﬂpl‘hﬂ'lh, Pmseqtatlun §4 %

the action informs the pilot of his the game is neatly set out and the ics are reasonably clear. Graphics 54%
score and the number of lives left. Colour is used well on the borders but is a bit lacking in the game Playability 52 %
QOutstanding - performance s itself, u; eventually becomes just a matter of remembering Addictive qualities  49%
rewarded by an extra life every the attack waves. OVERALL
10,000 points.

52%




Producer: MAD X
Retail price: £2.99
Author: Fernando Herrera

adventures but Rockford, hero

of Boulderdash and Rockford's
Riot, has returned in the
conversion of his own arcade
machine.

The game consists of five
worlds which are accessed
individually and carry their own
different themes. Each has four
levels, and comprises an
underground landscape of
boulders and strange inhabitants.
The object of the game is to tunnel
past the precariously balanced
boulders in order to collect a
specified amount of hidden
treasure within a given time limit,

Each location has its own
unfriendly natives and while all
cause death on contact, zome

It's four years since his last

explode, when strategically
squashed, to create more
treasure.

If Rockford's task becomes too
axhausting, the player can always

— [ Kam |

try playing Rockman, a platform
game featured on the reverse side
of the cassette and which scored
?ggus when it was first released in

MARK

| and colourful, altho
1 rather small and sp

* I've always been a great fan of the now-aging Boulderdash and
while some of the monsters from that famous game rear their
ugly heads here, there are many new features and fiendish
screen designs. Graphically the game is quite good, being bold
h Rockford himself does tend to look
‘ gy. Mot 'The ultimate version of Boulder
|_Dash as it claims on the inlay but a pretty decent imitation. "

“The new features In
Rockford prevent it from
being just a simple
Boulderdash clone. Such a lot
of attention has been putinto
the presentation, though,
that it's a pity the game falls
down on technicalities: the
scrolling is jerky and the

controls are sometimes
insansitive. These were
problems in the original

Boulderdash and instead of
improving thay seem to have
becomea worse, These
niggles don't completely
spoil the gameplay but they
do contribute towards
making Rockford an average
budget game instead of quite
a good one. "'

" The graphics on Rockford
might have been passable in
the days of the original
Boulderdash (Crash issue 12)
but now they're only to be
laughed at. The animated
characters and colour
haven't been changed, and
the only real game
differences are a 128K tune
plus new screens. Despite
the amateurish graphics the
playability and addictive
qualities are still there,
though, and with the
inclusion of Rockman it may
be worth a look. "'

RN
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Joysticks: Cursor, Kempston,

Sinclair

Graphics: colourful but dated,

with jerky scrolling

Sound: insignificant title tune

and spot effects

Options: definable keys, one

or two players

General rating: an old game

showing its age. The free
ame, Rockman, hardly
urthers its cause!

Presentation
Graphics
Playability
Addictive qualities
OVERALL

ARNOV, THE ‘WELL-KNOWN' FIRE-BREATHING
RUSSIAN,IS RUNNING, [UMPING, CLIMBING,

SWIMMING AND FLYING AFTER THE LOST TREASURE
OF BABYLON. COUNTLESS WACKY MONSTERS ARE OUT
TO STOP HIM ... EVER SNUFFED IT AT THE HANDS OF A

SKELETON ON AN OSTRICH? INCORPORATING NINE
LEVELS OF GAMEPLAY, KARNOV IS A VAST 4 WAY
SCROLLING GAME THAT COMBINES BOTH STRATEGY
AND FAST ACTION AND IN WHICH THERE ARE MANY

ROUTES TO SUCCESS.
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IKARI WARRIORS

Producer: Elite

Retail price: £8.99 cassette, £12.99 disk

Author: David Shea

band of revolutionaries
have stormed the jungle HQ
f General Alexander Bonn,

and are holding him hostage.
Unknown to the guerrillas,
however, he managed to send a
mayday message before being
captured. On hearing of this the
Ikari Warriors are rushed to the
scene to attempt a daring rescue.

Unfortunately the warriors'
plane crashlands some distance
from the planned Iz and the two
surviving warriors are faced with a
trek through densa jungle in order
to rescue the General, From here,
the mission may be undertaken as
a solo venture or with the help of a
friend controlling the second
Mercenary.

As the intrepid soldiers yomp
through the wvertically scrolling
landscape, they are attacked by
squads of enemy marksmen and
combateers. Equipped with a
limited supply of ammunition,
grenades and only six lives each,
they go about cutting a swathe
through the enemy ranks. As the
baddies are decimated, the
occasional bonus tile appears,
bestm-.rin? such goodies as
additional ammo, extra grenades
and fuel for the enemy tanks that
are to be found at certain
locations.

Boarding these tanks allow the
players to provide themselves with
some protection and, more
importantly, extra firepower.
Enemy zoldiers who get in the way
are squashed and the large gun
emplacemeants — which can also

104 CRASH April 1988

be removed by a well placed
grenade — are despatched with
relative ease. However, land mines
and grenades  are more
dangerous: contact with these
sees the tank bursts into flame
along with its passenger.

The Ikari Warriors" mission ends
only when their last life has faded
away, or when the HQ is breached
and the General escorted to
safety.

S 7777 —

** The release of Ikari Warriors
It;‘n: been eagerly awaited by
games playing fraternity
for quite a while, and the
question is, ‘Is it any good?'.
The answer: Well | like it, at
least! There have been a lot
of examples of this vertically
scrolling ‘massacre the
enemy' style of game since
tg ruhmnj;n of the l='::':la:u:hr:
mmando a couple of years
ago but lkari Warriors carries
on the tradition in fine style.
Graphically the game is
, with some very
mboesque main sprites
charging around causi
widespread carnage.
particularly liked the tanks
which our wa ering
friends can use to explosive

effect. Overall, a %rut game
in the classic Commando
mould. ”

i
[I1I11F S if]]] S

* Yes it's |kari Warriors, the game that seems to have been years
in the making. Is it really just a full priced U.C.M.? Well the
graphics are close, the layout is similar and the idea is almost
identical, so the answer must undoubtedly be ‘Yes'. It seams that
this game has suffered in the same way as games like Knight
Rider and Scooby Doo did. They have just taken so long to w-?uo
that the initial expectation wears off by the time they appear. lkari
Warriors has a nice tune at the beginning and there are a few
nicely detailed screens further up the scrolling landscape but
that's about it. There are problems with colour, as per usual, but
they can't be helped. It may be worth buying this just in curiosity
but | can't really recommend it. *

____[xam |

" The long awaited, much anticipated Ikari Warriors has finally
negotiated the conversion from the arcades. Graphically it has
survived the inevitable loss of colour content and detail: the
landscape is well defined and retains the boldly contrasting
features of the original. Crashing fiercely through the
wmwﬂl. dodging bullets, hijacking tanks and hurling
g es are mercenary pleasures which never seem to pale,

ailed missions are sufficiently frustrating to keep hardened
guerilla fighters charging back for more. A minor drawback is the
inadvertent camouflage of some of the mmw: being
zapped in the back by what looks like a harm piece of
vegetation can be infuriating at moments of tension.
Vigilant warriors are unlikely to be troubled by this and who
cares when you've got the crucial elements of an arcade game
in the comfort of your own home. "

it g ] [j]_‘ll

’_I COMMENTS [__

Joysticks: Cursor, Kempston,
Sinclair

Graphics: the constant
scrolling keeps the action
coming thick and fast

Sound: rough and tough tune,
but feeble effects

Options: Kempston mouse,
one or two players

General rating: if lkari
Warriors had come out when it
was first advertised it would
have been an amazing success
— however much more is
needed nowadays

Presentation
Graphics

Playability ;
Addictive qualities 769

OVERALL 76%




tures — Lords of Time, Red Moon and The

Price of Magik — come together in one
package. Each has been enhanced and enlarged
with more text than ever before — 60,000 mind-
expanding words creating magik and mystery
round every corner. There's a powerful new
parser, and most disc versions include stunning
digitised pictures that help to dramatically
heighten the atmosphere.

Threa of Level 9's most acclaimed adven-

What the press have said:

LORDS OF TIME: “Destined to become a classic” —
Computing with the Amstrad.

RED MOON: Best Graphical Adventure or Best
Adventure of the Year — Zzap 64, Crash, Amtix, C&VG,
CCl, and Amstrad Computer User.

THE PRICE OF MAGIK: “Another superb adventure . . .
their best yet” — Commodore User. Also a Crash

MANDARIN

SE]FTMH

Europn House, Adlington Park,
Adlington, Macclesfield SK10 4NP.

ENQUIRIES: 0625 878888 ORDER HOTLINE: 0625 879920

fand magik

The trilogy

Interactive fiction
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Spectrum (cassette) Plus 3 (disc) Atari ST
Commodore 64 (cassette or disc) Commodore Amiga
Amstrad CPC (cassette or disc) Macintosh

Atari XL/XE (cassette or disc)
Amstrad PCW (disc)

Amstrad PC, IBM PC
and compatibles

Apple Il (disc)

£14.95 £19.95
Available from all good stockists or order direct by sending a
cheque or postal order made payable to Mandarin, together with
your name and address. Price includes P&P. Access/Visa owners

Phone our hotline or send your card number with your order




ARKANOID — REVENGE OF DOH

Producer: Imagine

Retail price: £7.95 cassette, £14.95 disk

Author: Mike Lamb

n s everyone knows, 40,000
years ago the Arkanocid

pace Wars liberated the
universe from the tyrannical
dimension controller DOH. Mow,
having regained their strength, the
. aliens are making a comeback.
DOH has metamorphosised into
an even more venegeful form and
is hiding out in the 5|::aca ship
Zarg. Taking control of the
spacecraft Vaus |l = a modified
version of the original — the player
must penetrate the enemy ship
and exterminate the alien invader.

The Zarg consists of a series of

rooms comprising various
multicoloured arrangements of
bricks. These structures are

broken down by an energy bolt
deflected off the surface of the
Vaus as it manoeuvras deftly from
side to side. Different bricks have
varying levels of resistance: some
must be struck a number of times
before they can be destroyed,
while others disappear
momentarily only to regenerate;
only a few are indestructible.

ach room contains a generator
-which releases a constant stream
of hostile alien life forms. These
spinning, bouncing and revolving

___[Kkami |

creatures variously obstruct and
aid the movement of the ball. Thair
determined descent towards the
base of the screen comes to a swift
and sticky end on contact with the
valiant aus, which remains
impervious to their touch.

The destruction of specific
bricks triggers the release of a
variety of different energy
capsules. Identified by their
lettering, these have the power to
transform the molecular structure
of the Vaus on impact. The dextral
skill of the player determines
whether the spacecraft spawns a
twin, is shadowed by a ghost,
doubles in size, assumes extra
weapons (laser power, smart
bombs, extra energy bolts), flies
against a scrolling backdrop or
shrinks to a fraction of its size.
Special capsules also inject
random factorsintothegame.. . .

A screen display shows score
and current level. Generally, to
progress from one level to another
the screen must be cleared of
destructible bricks. Occasionally,
however, capsules are released
which bear a warp, allowing the
player instant access to the next
round.

bonuses thrown in. One
bat: it's
camoufl

* The Revenge of Doh is a very professional rendering of the
ugehg" Breakout theme. The graphics immediately mh your
eye: all the backgrounds are textured and the arra
bricks on each screen seems to make use of more colours than
the Spectrum actually has to offer. Gameplay is smooth, having
none of the problems with random speed changes typical of the
original Arkanoid, and collision detection is accurate, The variety
of capsules ensures that play is different enough to charm the
most reluctant addicts, tnipocillly with the element of random
minor drawback is the colouring of the
the same as the background and unintentionally
In the long run, this is just a small hiccup in an
extremely slick and well presented game. "

ment of

| MIKE f :

“* Arkanoid is the second of
the Breakout mes
featured in this month's
magazine, and is in my
opinion by far the best of the
two. Graphically the game is
great, with a very fast and
realistic ball being bounced
around some very clear and
subtly coloured screen
designs. Sadly, though, | do
have a very minor gripe, in
that on some of the paler
screens the bat tends to
lost in the background.

is a little disconcerting, anda
lot of concentration is
needed to keep one eye on
the bat, and the other on the
ball. As | said though, this is
the only slight blemish on an
othe enormously
enjoyable game; definitely
one for all Arkanoid fans. "
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surprisingly addictive
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“ The Revenge of Dah is just
another run of the mill bat 'n’
ball game. There are so many
similar games on the market
that nobody really takes any
notice of them any more. The
graphics are excellently
drawn and would look
fantastic on screen if only
they were against a black
background. But with a
highly complex background
=which is the same colouras
the bat and ball - you soon
lose track of what's
happening and die. On the
first couple of goes the little
tunes and jingles are very
inviting and add to the
atm of the game, but
after the tenth go they start
to get irritating and you feel
like kicking the monitor in! |
feel sorry for people who
own ona of the older
Spectrums because they
can't even pull the sound
socket out! Personally | don't
think this game will do very
well because of all the similar

mes that are around, but

r all fans of the original
Arkanoid it should be worth a
whirl. ™
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Joysticks: Sinclair

Graphics: superbly colourful
and very varied

Sound: tinny on the 48K,
repetitive and monotonous
128K title tune

General rating: there's even
progressin the Breakout world
— Revenge Of Doh proves it!

Presentation
Graphics

Playability .
Addictive qualities
OVERALL




Producer: Firebird
Retail price: £1.99
Authors: Probe Software

erlin Jnr has been left to
tidy up his master's
castle. Renowned for his

clumsiness, it's not long before he
releases the four talismen of
Trodor the Demon. Now the evil
one's power is free to roam the
castie and the only way to prevent
disaster is for Merlin Jor to restore
the talismen to their rightful place.
Each charm is split into four
segments, which must be returmnead
whole to one of the castle's four
temples.

Numerous demons traverse the
chambers, and contact with these
causes the player to lose energy.
However, finding a pentangle
restores Merlin Jnr's flagging
spirits. Although initially
defenceless, Junior Is able to hurl
bolts of mystic energy at the
baddies once he has found the two
spells which enable him to do so.

Objects vital to the success of
his mission include two keys - one
allowing access via the wooden
doors of the castle, the other
opening the metal doors of the
dungeon.

DEMON’S REVENGE

CRITICISM

® " .Just because games are
released at a budget price, some
software houses see it as a good
excuse to chumn out their worst
programs. Ckay, Demaon's
Revenge isn't totally naff, but it's
nearing the bottom of the barrel.
Graphically the game is okay but
the nasty demons are rather
simplistically drawn — especially
the skeletons, which hobble
around in an amusing way. This
very simple collect 'em up failed to
hold my attention for any length of
time. "'

MARK

@ “ Sorceror's apprentices are
traditionally dogged by bad
luck. Merlin Jnr also has the
misfortune of appearing in a
fairly insipid adventure. The
graphics are finely detailed and
create a grim atmosphere, but
they can't compensate for bland
and bungled gameplay. The
instructions are a feeble attempt
to make sense of a completely
illogical system. Pressing the

keys to select and drop an
object variously causes the
inventory to swap items around,

drop something completely
different, or place the desired
object in a totally undesired
place. Irrational and thoroughly
unaddictive. "

KATI

® " There is so much wrong with

this game: the characters are
badly defined, monochrome
sprites that move across the
screen in jerky diagonals. The spot
effects are just basic beeps and
there is no tune whatsoever. None
of the monsters look menacing
and they only kill if vou stay in one
place for about five minutes! The
idea of collecting objects isn't
exactly new, and since they don't
have any effect on what your
character can do, it seems a total
waste of time. "
ICK

! COMMENTS '

Joysticks: Cursor, Kempston,
Sinclair

Graphics: the main perspective
appears successful, but when the
characters begin to maove within it
tha game falls apart

Sound: very basic and lacking a
tune

Options: definable keys and three
levels of difficulty (Easy, Hmm . . .
and Heawy!)

General rating: poor enough to
give budget games a bad name

Presentation
Graphics
Playability
Addictive qualities
OVERALL
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Single or Double size.

* Compatible with a wide range of serious
and most games software. Can use Disciple discs.

% From MGT... the designers of the Disciple — Supported
by INDUG — The Disciple Users Group.

"'ul FOR FULL DETAILS BY RETURN POST, PLEASE SEND SAE

| MGT, Unit 4, Chesterton Mill,
\ French's Road, Cambridge

DISC/PRINTER W%

INTERFACE i @
Add the power
ands of

7
MILES GORDON TECHNOLOGY

THE ULTIMATE
SPECTRUM UPGRADE!

LOAD 48K PROGRAMS IN ONLY 3/ SECS! .
WITH THE pws D -

% Up to 780K storage with 3-5 or 5-25 discs.

% Instant transfer from cassette or disc with snapshot
button — up to 16 48K games or 6 128K games per disc. 3 DISC DRIVE

% Load/Save in an amazing 3-5 seconds | 128K in 10 secs.)
% Print screen at anytime with unique snapshot print.

to your SPECTRUM
(any model except +3)

49.95
INC. VAT
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SUPER PRICE ONLY
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Producer: GO!
Retail price: 128K ONLY £8.99 cassette, £12.99 disk
Authors: Beam Software

t takes many years to train a

cadet in the Steller Imperium’s

pilot academy, and at the end
of that time they very often feal that
they're ready to face anything. To
keep them in their place, the
instructors devised one last test:
the X12 fighter simulator, aptly
nicknamed ‘Bedlam’

From the title screen, Bedlam
offers both a one player game,
plus a dual player mode in which

___/mARK]

static targets proves fatal to the
ship, three of which are provided
for the mission.

To aid in the task, there are
useful items scattered around the
screen: flashing diamonds are
destroyed to uncover hidden
objects, including extra firepower,
additional lives and shields, while
collision with a teleport symbol
warps the player to one of the
game's four pinball tables. The aim

“ Bedlam is an impressive game to look at: the graphics,
particularly in the pinball bonus game, are colourful and have
some interesting features. The gameplay, with unsus

dangers lurking everywhere, is also unusually varied for a shoot-

‘em-up; by motherships, magnetic force fields and
pi | ?arms. the rammers have obviously tried to create
something out of the ordinary. Unfortunately the action isn't quite
fast eno to make the most of all these features. Control of the

spacec is sluggish (you always seem to be forcing the
joystick) and as a result the game lacks a compulsive edge.
Hardened blasters probably won't find this a drawback; others
should think twice before releasing their cash. "

“ Bedlam is a very
pandemonium breaks
s

name for this game, as complete
about the poor old

Wﬂuwmhwgnnﬂ.mmnl
formation ziw around equally well drawn and solid
backdrops. feature | particularly like is the bonus
tables that crop

nice, but MIMEO a real thing, the ball spinnin
-around the screen in a very realistic manner. Playability is
from the start, as huge formations of mean and bloodthirsty
mmm%mmmrh?mmmwh
uplnlon.&dhmhml#ha:klm“ ik e

S ears,
rawn alien

now and then. These not only

* ‘G0!'s best release yet'

ng price. ™

two pilots are given the chance to
co-operate in killing the aliens or, if
they feel particularly mean, trying
to kill each other,

There are 15 space stations, ten
moonscapes and four pinball
tables to breach before the
budding cadets can earn their
wings. Space station surfaces are
immediately difficult to negotiate
since they are bristling with radar
installations, guns, and missiles.
Further opposition is  then
provided by aliens vessels which
swarm at the player's craft in large
formations. These are shot to
award the player a hefty bonus,
but collision with enemy fire and

____[pauL |

* Now this is more like it. Just lately, products coming out of the
GO! offices have been disappointing to say the least, but by all
accounts Bedlam could be the game to turn GO! around. Although
coming from the same hmm; Slap Fight, Flying Shark and every
other vertically scrolling variant, Badlam has one great difference
= it's NOT monochrome! Gone are the frustrating shouts of,
‘What hit me?’ and 'l couldn’t even see that!'. The technique may
be old, dating all the way back to Lightforce, but | don't think I've
mmnww in such an impressive way before. Bedlam
sure is t the title suggests: constant action all the way
through with hardly any hold-ups. Its only flaw is that the game
tends to speed up and slow down in unison with the amount of
enemies on screen. If all you want is basic blasting fun then
Bedlam could be the one for you. "

here is to gain as many points as
possible, and hitting either a X2 or
a X10 scoring amplification factor
I8 the ultimate goal since the
player's sgore in the main game is
briefly multiplied by the relevant
amaount,

Also making their presence felt
are large alien motherships. These
heavily armed and armoured craft
can be destroyed for bonus points
and a very welcome shot of
invincibility, aithough each time
they are destroyed they become
mora powerful on their next visit.

|coMMENTS |__

» 'Colourful and interesting features’
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Joysticks: Cursor, Kempston,
Sinclair

Graphics: all the colour
without the clash, made frantic
with some fast animation and
scrolling

Sound: average spot effects
and poor tune

Options: definable keys and
one or two players or two
players simultanecusly
General rating: probabl
GO!"s best release yet. The
saquential and dual play
options add longer lasting
appeal, Sadly, ONLY on the
128K Spectrum

76%

770

Presentation
Graphics i
Playability 3%
Addictive qualities 75%
OVERALL T5%




BASKET MASTER

Producer: Imagine
Retail price: £7.95
Authors: Dinamic

ynics may call it just an

Armerican Warsion of

netball, but basketball is
fast, furious and athletic — and
Spanish programming house
Dinamic will have you jumping
through hoops in Basket Master,
CRASH's favourite basketball
simulation so far.

At each end of a basketball court
is a netted hoop, and players
attempt to throw the basketball
through the other side's hoop (a
goal, in effect). Two points are
awarded for each successful

+| throw or ‘basket’, and an extra

point if the throw is made from
outside a marked arc.

Five players make up a
basketball side, but Baskst Master
has been simplified to have just
one on each side, and there are
three skill levels to choosa from:
beginner, amateur, and NBA
(America’'s MNational Basketball
Association is the sport's main
grganisation).

laying against the Spectrum or
another joystick-wielder, you can
move in any direction and dribble
with the ball to keep it away from
the opposition. Players try to steal
the ball by constantly pressurin
whoever's carrying it an
snatching it as soon as it's not
protected by his body; Baskst
Master helps by indicating
onscreen when it's the perfect
moment for a steal.

And players can always
intercept the opposition’s shots
toward the basket.

Throws at the baskst can be

made in various styles, ranging
from the sky-hook to the
spectacular slam-dunk, which can
only be made from the zone
directly beneath the basket and
requires much more enargy than
other shots. A succassﬁ:? slam-
dunk is followed by a slow-motion
action replay with enlarged

NICK

I never was any good at basketball, and it shows when | play
this — whatever skill level I'm on the computer always wins! But
there are lots of little things to make Basket Master addictive: the
slam-dunk action replay, for instance, and (if you can master the
controls) some fantastic trick shot combinations.

The crowd doesn't give much atmosphere except by bobbing
up and down now and then as if it were on springs, but otherwise
Dinamic has done an excellent job on the graphics and
animation. Basket Master should be good for a into
simulations, but watch out - that computer is a dirty fouler! "

— 7Y

" Basket Master is an impressive game. The graphics are
extremely well-defined; the movement of the sprites is realistic
and shown in plenty of detail, particularly under the
magnification of the action replay; even the cheering audience
performs its own little actions.

Strategy is as important as quick reaction (just rushing in and
tackling your opponent only results in fouils), so the initial appeal
should last - the only drawback is that on all the levels, even the
beginner's, the computer is hard to beat. Still, presumably even
the Harlem Globetrotters had to work hard at first.

If you're looking for an unusual sports simulation and you're
not put off by stiff computer opposition, go for a slam-dunk with
Basket Master, "

= The all-important statistics
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graphics for you to glory in or
wince at,

After a basket has been scorad,
the ball passes to the other side,
which must then bring it forward
from its own basket.

Basketball is meant to have no
physical contact, but sometimes
when the pressure is on things can
get out of hand. Barging into an
opponent can result in a parsonal
foul; each player is allowed only
five fouls, and loses the game if he
commits a sixth.

The time remaining in each half
is shown beneath the main screan,
and when the half ends there's a
breakdown of baskets scored,
shots taken, free shots made, and
fouls committed.

Previous basketball games
include Imagine's own World
Series Basketball (Issue 23/81%),
Gamestar's Championship
Baskeilball (lssue 44/37%) and
Ariolasoft's One On One(Issue 21/
39%) Incidentally, cynics still
reading should note that
basketball was invented in 1891 -
a year before netball, which was
also originally American!

— ImaRk [ ___

“Go for the two-player
option in Basket Master — the
computer opponent s
almost impossible to beat.
When you have control of the
ball he piles in, nicks it, and
often scores a basket before
(2T s
asterisg

suffers because it's far too
hard to play properly. ™

__/commENTS [__

Joysticks: Cursor, Kempston,
Sinclair

Graphics: well-defined
cag‘;ﬁn charqf?;grs and a

s magnified action re
bring the Sgama to life s
Sound: simple title tune; few
spot effects

Options: definable keys; one
or two players

General rating: attractive,
enjoyable and action-packed

- but the computer opponent

ismuch too hard for beginners

Presentation TT%
Graphics 79%
Playability T2%
Addictive qualities B9%
OVERALL 73%
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Producer: El..illdug
Retail price: £1.99
Author: M Webb

eadly spores, so virulent

that even TCP can't

destroy  tham, have
overrun a laboratory. COne hope
remamns: the strong pesticide heid
i barrels throughout the building.
And the task in Spore is to collect
all the barrels on each level.

But the spores are continually
released from generator blocks,
and you must always be ready to
destroy them with your blaster =
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before thay infect Yo,
Rejuvenating flasks and protective
pills also help in the fight against
sporedom.

Flashing yellow barriers can
imprison you or block routes to the
vital pesticide — and though you
can destroy them by blasting

___/mike |

appropriate mirrors and squares

that, too, could release more

SR R

LS T e e G RN

torrents of spores.

__|coMMENTS |__

Joysticks: Cursor, Kempst
Binnlajr[mna wm:ﬂ t:'gajgh!]
duﬁnad ﬁ:mctm ‘

: ti
cpion oo
whmﬁnﬂ;;m_ﬂm joysticks, don't
[ i maze-construction

don't bu
oft by the slm;go FU!

control problems —
very addictive

Presentation
Graphics
Playability
Addictive qualities
OVERALL

GRAND PRIX TENNIS

Producer: M.A.D.
Retail price: £2.99

ver dreamed of playing the
Wimbledon final on centre |
court? Were you Bjorn to be | t

a star? Grand Prix Tennis gives
you the chance — grab your gear
and your racket and get ready to

pit your wits against a top
professional player (human or
computerl).

The contest is fought on a yellow
manochrome tennis court,
complete with umpire and players'
chairs. Each match consists of
three sets, and is played accaording
to the rules of lawn tennis with a
couple of minor alterations:
players don't change ends, and
the score table always shows
player 1's score as the first (in the
real game the server's score is the
first).

Strokes ranging from simple
forehands and backhands tio
complex smashes and lobs are
available. Service is controlled by
the FIRE button: make one press
to throw up the ball, a second to
make the shot.

At the end of a set the players
can take a well-earned break on
their courtside chairs, and the
interval can be extended
indefinitaly to act almost as a
pause option = though real stars
shouldn't need a rest,
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! CRITICISM '

I by Tha grnphlcs are dismal and

n-::lpla are barely
facwnlsa ; Grand Prix Tennis
is just a mlxtura of yellow and
black with white text, a waste of
everything the Spectrum is
really capable of. And when you
go to hit the ball it doesn't have
to touch the racket — a spot 20
pixels away seems quite
satisfactory. Grand Prix Tennis is
:urﬂ below average. "

® " The inlay calls this a ‘fully
accurate simulation' - but If
Wimbledon were like Grand Prix
Tenmis no-one would bother to
come. Thera's no atmosphere (no
audience or line judges, and you
don’t even change ends), and as
the ball swings in an unrealistic arc
across the court it looks and feels
like it"s attached to the net or your
racket by an invisible string.
Whether you hit or miss is a
question more of luck than of
timing and technique.

And the graphics don't give a
clear indication of whera the ball
has landed; budding John
McEnroes have some really good
excuses to rant and rave,

The thoughtless design of the

controls makes things worse. The
'ystn:k directions are the reverse
the obvious: playing a forehand,
naturally to the right of the player,
is effected by pulling the joystick

to the left. Instinctive reactions
lead to confusion. "

® "it's been proved that lawn
tennis can work on the Spectrum
- Match Point (Issue 8/89%) /s a
fine example — so | have no
sympathy with such a
substandard version as this. The
graphics may look impressive an
the glossy inlay (the same could
be said of Konami's Tennis), but
the programmer apparently didn't
know the first thing about accurate
collision-detection and smooth
animation.

And the very awkward control
method is unresponsive as well as
illogical,

If people must produce fawn-
tennis games, surely they should
learn by others ' mistakes — | mean,

who's ever heard of a 3-D
isometric tennis game?! "'
PAUL

! COMMENTS '

Joysticks: Cursor, Kempston,
Sinclair

Graphics: crude animation of
stick characters

Sound: simplicity at its limits
Options: definable keys; one or
two players

General rating: a poor attempt to
simulate a sport which can be
simulated well — with an absurd
control method

Presentation 26%
Graphics 30%
Playability 20%
Addictive qualities 20%
OVERALL 23%




Producer: Mastertronic
Retail price: £1.99
Authors: Shaun Southern

shoaot "am up capabilities, now

is the time to give Proof Of
Destruction, POD has deliberately
avoided any feeble scenario in
favour of pure, unadulterated
blasting.

In this case, the battleground is
an interconnecting grid which
spans an optional background of
scrolling rainbow colours, and
your POD (or PODs, for there is a
two player option) can be directed
anywhere along this matrix.

liens generally approach from
the top of the screen and are
swiftly despatched by the POD's
blasters. The resultant explosion
also destroys a piece of the grid
and while the section heals within
a few seconds, the gap s
impassable and  effectively
restricts movemeant of both aliens
and the POD.

Each level is timed, the aim
being simply to stay alive until the
timer runs out. An extra life is
awarded every time a level is
completed and thus tha game anly

I fanyone has ever doubted your

ends when all lives are lost during
a level.

! CRITICISM '

® "Yawn, there aren't many
games that | almost fall asleep in
the middle of, but POD is one of
the exceptions: within a few
games it had bored me to tears. Alf
it seems to consist of is a few
psychedelic, eye wrenching
screens with tons of aliens pouring
out bullets at your craft. This goes
on screen after screen; blam,
blam, blam. Graphically POD is
okay, but in the playability stakes,
it'’s more or less a non-starter, "
MARK

® " Yuk! What garish colours
and terrible sound. And as for
graphics —=where are they? Each
screen is just a grid with loads of
little dots, lines and blobs,
representing aliens, their bullets
and your gunshots. Just to make
it @ven more confusing your ship
looks like the aliens’'! The
simplistic and difficult nature of

the gameplay soon proves

repetitive and
boring. "
NICK

ultimately
|
|

@ " Take a basic shoot ‘em up, |
strip it of irelevant scenario, take |
away the sound, throw in a flashy |
background and you're left with
POD. The grid is an innovative |
idea, controls are smooth and the
aliens fly in suitably devious
formations. Unfortunately there is
no atmosphere to complement the
gameplay: sound effects are
extremely limited and the rainbow
scrolling merely obscures the
action. Remove this and you're left
with an uninspiring grid plus some
very repetitive gameplay. One to
avoid.
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per min. off peak.

DESIRE
LONDON E14 9TW

1 RECKON T'LL STAY IN
| THIS EVENING, I'VE GOT A

FEELING SOMETHING'S GOING
T HAPPEN.!

e

HOW D

‘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

icare

=

Lo
s ol

.
B

f COMMENTS ' |

Joysticks: Cursor, Kempston,
Sinclair

Graphics: the garish
backgrounds make POD a strain
on the eyes |
Sound: below average, lacking |
orginality

Options: definable keys, ane or
two players

General rating: a very poor shoot
'em up with little lastability |

Presentation
Graphics
Playability
Addictive qualities
OVERALL

21%

‘PESIRE’ LETS ME CONTACT

EEREE

SHCH FLan!

—

b —

PHONE Now 0] 8] (9] 8]

UNDREDS OF NEW FRIENDS
...] NEVER THOUGHT THAT
COMPUTERS COULD BE 4

WHO COuLD THAT
HAVE BEEN..? SOUNDS
h INTERESTING! g

e
o

ITS BREEN MiCE
TALKING TD vou

BBIE MET

N

A

problems answered.

STRANGER!

GI_-IAT'I'EH‘ 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

NOW THAT T HAVE
'DESIRE " TILL NEVER
SPEND ANOTHER
EVENING IV ALONE !

5)5)5) B)E)E]
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PIAATTC PIID
VIDEOFACE

VIDEOFACE digitiser takes pictures from
a video camera or recorder and turns them
into standard hi- res Spectrum screens.

Vil )H)L AMER

FO CORTINUE OUR CELEBRATION OF THE rEAROFTHERDEDT
WE ARE PROLID T r-lh'.lh,[nr ITHER SET OF URICHIE OFFERS T4
FPECTRUM OWMERS r.-. i the VIDEOFACE, £15 OQFF THI '-!..|'i--'-f.'
OFF THE MULTIFACE 128 YOU NEVER HAD 1T SO GOOD

IAC .l IPRINT.

AT LAST: THE MOST VERSATILE AND YET
EASIEST TO USE SPECTR_UM PRINTER INTERFHCE

ULLY compatible with
and with

LTIPRINT anytime
» butlt-in MULTI

mnltl ure EVEFIY SPECTRUM OWNER G
o SHOULD HAVE ONE N

Bl

wliiare: 4 & 428

As long as you know how to lkoad a game, MULTIEACE will COPY it at a touch of a button!
Having saved a game, you can continue it or re-save later as you progress. Programs will re-load even
without MULTIFACE artached and run where you stopped and SAVED.

MULTIFACE can ako save SCREENS onfy and COPY SCREENS to printers.
Pt has a bu-rh -in HUJLTF TGCILKFT ml:h mrqu- I"xrlrm-:. to m.dyrmadlflp programs - fmmj fa.r hackers' || =

mulﬁmrr‘ anr* maltiface 12&
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NOW YOU HAVE
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viliiare: thce-r-

5P£crnum+3 -~ THE BES'r HDD'DN
FOR mULTIFACE 3

dumps. i
128K+ 3 Basic does, Iﬂnil Iunl‘tin

“AGOOD REASON TO BUY SPECTRUM + 3:" ...,

“THE PLUS 3 DISC SOLUTION” ... ...

e e S S e SR S

one. Lots of other 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
fime for Depeche Mode but not far so
hot for computer software. Slow,
unreliable and frustrating were
some of the kinder terms used for
the medium.

Now there’s the 128K + 3, a games
machine that has all its software on
tape and buill in disc drive . . .
Guess what Romantic Robot has
produced?

Multiface 3, that's what. Plug it
into 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
run. 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
mare. 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. Memary can be
displayed as hexadecimal, decimal
or text. All of the 128K+ 3's 128K of
Ram can be fiddied with, not just
the 48K's worth that Basic has
access fo.

You can also print out areas of

the middie 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 Multiface, alas.

Multiface also compresses stuff
automatically, and doesn't Save
empty areas of memory. 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
misbehave 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
wunderful device, indispensible
even - I'm not giving mine back
without a fight. | expect to see the
usual extra programs appear for the

/
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the MULTIFACE's
ready to look for
Once 1t finds it

MY LIVES ARE INFINITE;
™ PHﬂTE{:TED E‘r’

I

) 5 an infinite lite hinder. Install it into
or | 28, load a game, pres
button and LIFEGUARD

ntinite |-",-"{ e

ammunition, etc

e
--“}"!

memory and screens in a variety of best in due course (Genie et al),

different forms. The Multiface 3 can whersupon not owning a Multiface 3
do the same types of graphics wili brand one a complete loser®
r.:::ummmﬂr EXCERPTS FROM REVIEW IN

be the same — you'l win again and again

and for £6 95 DNLY'

SRR

and a couple of shaded screen

| enclose a cheque/PO for £ . incl. p&p to UK & Europe

— MULTIFACE ONE

MULTIFACE THREE
Name ... .. Card expiry -

MULTIPRINT
Address

£ 1000 Overseas
£390950 MULTIFACE 128
£ 9950 G ENIE 128

LIFEGUARD

ROWAL 1€ BOBP 1 JE " 4D 54 Deanscroft Ave, London NW9 BEN ‘aea 24 hrs TN mitm 01-200 8870

; ;":"l|| |.~'-:‘|. |f'- ]r"[_l Lcore '*'I|T‘IL"'¢'I"

£ 29.95 [3 VIDEOFACE DIG szp £44.000]
£ 69500 MUSIC TYPEWRITER [ 7950
" SPECTRUM+3 DISCS £ 2750 SPEC. +3 TAPE LEAD £ 29850



FOLLOW TH
JOIN THE

zx SPECTRUM y

A FREE COPY OF A Fil
WITH EVERY SUBSCH

CHOOSE ONE OF THESE GREAT
GAMES FREE WITH YOUR
CRASH SUBSCRIPTION

TOUR DE
FORCE

Can you gain the covetad yellow |arsey in
Gremiin's grand prix cycling game. Tou.rﬂs
Force s ‘a delightfully pl ya%ie

"with ungirﬂfa'nd&ddlctwe y 'said

the reviewers inlssue 43 (66% Ovesall), This
humorous kttle game will prove popular
with any cyclng fan.

BASIL THE
GREAT
MOUSE
DETECTIVE

In the first of an exciting new licensing deal
with Walt Disney you cantake the role of the
epanymous rodent in this exciting arcade
adventure. Your mission is 1o find your okd
friend Doctor Dawson, who was kidnapped
by the evil Professar Hatugasn Tha
aimospheric graphics and sound make
Basil The Groat Mouse Defectivea
guaranteed favourite with all cartoon fans.

114 CRASHApril 1988

MASK I

CRASH reviewed MASK Il back infssus 48
giving it acredible 81 %, saying' MASK ifis
atop class game'. The tie-in element was
very strong in this sequel which certainly
proved popular with the reviewers. You can
speed over all types of terrain usinga
chaoice of three vehicles - a sporis carfjet,
an ammaured truck and an all-terrain
vehicle. Every mission has its own
objectives making MASK Il exciting and
addictive,

CYBERNOID
THE

FIGHTING
MACHINE

Through a new marketing deal Gramlin
Graphics have got their hands on Hewson's
latest amazing game (sae page 12 of this
issug for more info) — and now so can you.
Raffaele Cecco, of Exolon and Equinax
fame, gained a masaive 96% from the
CRASH reviewers for his latest arcade
quality game, Jump in his amazing fighting
miachingand blast away all and sundry, The
ultirriate in shool "em up funl

BLOOD
VALLEY

Normally Biood Valley (reviewed on pa

41 in this issue) would set you back £9.99,
but with asubscription deal you can get the
fantesy game, based on the Dusimaster
series published by Armada, free. Blood
Vaieycanbe played by one or two players
= fun for all the family!

DEFLEKTOR

Tha programmear of Highway Encountar
and TLL, Costa Panay, spawned this
puzzling and addictive game. Using a
series of mimors and other assorted
polarisers, fibre optics and absorbers you
must guide the laser from one end of the
mazs to the home recaiver — thus
compieting the circull. The concept is
simpie but the resulting game is fisndishly
difficult. We first lookad at if in Issue 47,
when it gained 77%. 'Simple, but clevery
effective’, commented one enthusing

reviewer, 'it's very addictive' said another,

"VENOM

STRIKES
BACK

Toappear on the Spectrum s00n . . . Inthe
third of the MASK series you must
penatrate the VENOM base and rescue
your son, Scott Tracker, Eradication of the
avil Miles Mayham would also be nice - il
was he who kidnapped Scott in the first
place. Sure lobe anather great game in the
MASK saries,

NORTHSTAR

Another Exolonclone it may be-but there's
no doubting the superb implementation of
this Jon O'Brien programmed game. The
reviewers raved about it in lzsue 49 -1
gainad 8 CRASH Smash - saying ‘the
graphics are superb' and 'it"s compeliing
and successful’. It's not just a simple shoot
‘am up = Norfhstar requires strategic
panning as well as a strong irigger finger.




GREMLIN AND
SUBSCRIBERS

TASTIC 417\ GAME
T I o N and just £4.95 to existing subscribers

As all good gremlins know, you can't afford to be So be sure of your copy of CRASH every month and
without your latest isqua of CRASH if you want the subscribe NOW! Every new subscriber can choose one of
luwdowq on the high jinks of the Spectrum computer | the games opposite FREE with their subscription.
world. Missing your issues of CRASH means you'llbel If you're already a subscriber then you can renew your
missing outon... subscription with this offer and also receive a free Gremilin
Graphics game.
B The most UP-TO-DATE and DETAILED review section If you're a subscriber but don't fancy renewing just yet
B IN-DEPTH and EXTENSIVE tips on the latest games you can choose any one of the games on offer and pay a
| B FEATURES packed with the information YOU want to know mere £4.95.
& B every aspect of Spectrum gaming ~ strategy, adventure and PBM Justfillinthe form and 12 issues of CRASH will be yours.
B hardware reviews by the real EXPERTS REMEMBER all subscribers avoid those embarrassing
[e B home entertainment — VIDEQS, BOOKS and TOYS magazine price increases AND are guaranteed a copy of
¥ B hundreds of extras — posters, tapes and 3-D pictures CRASH EVERY MONTH.
i B BRITAIN'S BEST SELLING COMPUTER MAGAZINE
‘i L el R R L R L R L T L b e
~ # SEND THIS FORM TO:
i GURU DENISE | FOLLOWED THE GREMLIN SUBS OFFER CRASH PO BOX 20 LUDLOW  SHROPSHIRE SY8 1DB
2 Dear Guru Denise , My choice of game is:
I { | just couldn’t resist your generous offer. | hope I've filled the form in
i properly. | understand that . . . . [ ] CYBERNOID - THE FIGHTING MACHINE
1 If 1 want to join your CRASH subscribers | enclose a cheque or postal
! j order for £18 (or £25 for surface mail outside mainland UK, oreven £38 ] BASIL THE GREAT MOUSE DETECTIVE
for air mail outside Europe) made payable to NEWSFIELD LTD. I've also
1 L ticked one of the games below, which | shall be pleased to take off your [[] NORTHSTAR
3 hands for no char;ile,
4 And that if I'm already a subscriber, and want to have another 12 fun [ MASKII
! packed issues, | alsoindicate my subscription number and starting issue.
165 But if I'm already a subscriber and don’t want to renew, just take the [] BLOOD VALLEY
1 a3 game, | understand that | can choose any one of the games and get it for
1 l.!. 4.8b — a real bargain. | will also quote my subs number, (] VENOM STRIKES BACK
i ] DEFLEKTOR
o Please tick appropriate box:- [ TOUR DE FORCE

[ ] |would like to follow the Gremlin's example, joining the CRASH
. d o
subscribers and receiving a free game fill in SR L %
[ I'malready a subscriber and like the idea of a freegame, so I'd like subscription and free game should be sent '
to renew my subscription starting with Issue | L

My present subscription number is C PLEASE USE BLOCK CAPITALS!
[] lam an existing subscriber and would like to receive my game at a

special subscriber price of £4.95. i NAME

My p t a:ub&uriptinn numw .5 CHJIIE --------------------------------------------------------------------------
e R T S S e Sl e : sy
[] lenclose £18 for a CRASH subscription and freegame = soreveessrmsmcinnsniinsananes v POSTCODE .....................

| enclose £25 for a CRASH subscription and free game for outside

mainland UK - surface mail | Access

B 8

| enclose E38 for a CRASH subscription and free game for outside
Europe — air mail

.

[ ] lenclose £4.95 for a subscription copy of one of the listed games _ —

This offer is subject to availability and closes on May 4 1988,
Subscriptions orderad by April & will start with Issue 52.
Subscriptions ordered between April & and May 4 will start
with Issue 53.




OIN-OP
PRODUCERS are
iving away licences
eft, nght and centre
this month. Activision
have recantly gained the computer
ame rights to four arcade hits.

's Afterburner, the hugel
succassiul flight simulator, is the
ane that everyone's looking
forward to, but it won't be out until
the end of the year, They also have
the amazing R-Type, licensed
from Irem, in which you blast your
way ﬂ'l-mugh the monstrous Bydo
ampire. Sega's other two
Activision deals come in the form
of 8D and Time Scanner. In SDI
you must seek out hostile forces,
and Time Scanner puts you at the
controls of a sophisticated pinball
machine,

Ocean, voted the Number One
software house of 1987 by CRASH
readers, try to sustain their

EASTER
EXTRAVAGANZA

success into 1988 with three
tremendous arcade tie-ins. The
game to play in the arcades at the
moment is Taito's Operation
Wolf, and in a few months time,
courtasy of the Manchester
software house, it'll be the game
to play on your home computer,
Ocean are also sitting on
Typhoon, from the Konami arcade

ame, and SNK's Gueriilla Wars.

| three shoot 'em ups should be

released In autumn,

DEATHWISH

You can'tkeep agood garme down
and following Ocean's huge
SUCCESSes (89%, Issue
44) and Grean Beret (B8%, 1ssue
28) come Target Renegade and
Vindicator

— Grean Beret II. In
Target R you're back on
the streets beating up punks and

1 e
!.."TEF
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B The Dark Side: sends your Spectrum to a new dimension

Beastie Boys fans as only you
know how. What's been seen of it
so far suggests something even
better than the original. Both
games should be out in the very
naar future,
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As far as CRASH readers were
concerned the biggest and best
game of 1987 was, without a
doubt, Driller (37 %, Issue 47) —
scooping five awards. Its graphics
generation system, Freescape,

Eco 354, |l

NTEEEREEREEREN
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took 14 months to programme and
Incentive ara determined to make
the most of the innovative
technigue. The next game to come
from the small Aldermaston
software house is The Dark Side,
also programmed by the Major
Developments team. It's set 200
years further into the future on the
moan Tricuspid (also the name of
a valve in the heart — Biology
minion). Your main objective is ta
pravent the giant weapon Known
as Zephyr One from destroying
Tricuspid. Your equipment

rises nothing more than a
futuristic space suit, a guad laser,
a protective band, and a jet pack
for extra mobility.

The Dark Side makes use of all
its predecessor's features and
several new ones, At £9.95 (€5
‘cheapar than Driller) it should sell
as well as CRASH hot off the
press.

GOTHIK
ADVENTURE

The ME awaited Gothik from

is now ieady for refeasa
at £7.95. You play the partof a
young warrior who must find the

i




six parts of an imprisoned Grand
Wizard and reunite them with his
trusty robe. The parts are trapped
inthe humble abode of an evil lord,
cu‘r:l'ﬁriadng four dark towers, each
of which has seven floors. In true
arcade adventure style you can
obtain an array of mediaeval

Hﬁlsing (the one usually played b
Peter Cushing in the horror films
must, with your help, try to rid
mankind of the evil Count Dracula
yet again. Everywhere horrible
beings make their presence
known, the decorations move,
there are faces in the mud, and

P He's Gothik, have you?
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objects and spells to help you in
Enur st; battle your way from
umble 'pune’ to victorious

battiemastar.

Following in the remarkably
successful sales of Sidewlze
(44 %, Issue 50) comes Crosswize
= Sidewize Il from the same
&npular programmers, Steve

etherill and Colin Grunes (who
also programmed Nodes Of
Yesod and Heartland). it claims to
be'the most tachnically innovative
shoot "em up ever written for the
Spectrum’—we'll just have to wait
and see! It features constantly
changing, animated backdrops
with an ominous alien to defeat at
the end of each level = much like
evary other Nemesis clona.

GREMLIN BYTES

The Magic Bytes label (previously
distributed 'I:"risme nmwj{;rdutunct
Ariolasoft) recently bean
bought by Gremlin Graphics who
will be marketing a whole range of
Eﬂﬂﬂh’ﬁ products under the title.
First off will be the rinky dink Pink
Panther.

The famous cartoon character
takes a job as the butler of a
wealthy home owner, but the
devious feline finds the
opportunity too great to miss; he
decides to relieve the rich
employer of all worldly
possessions. It's not as easy as
chucking the stuff out of the
window though. Oh no: as in the
popular cartoon series, you must
avoid the detective advances of
the infamous Inspector Clouseau.
The game is enhanced by a
version of the legendary tune.

The secand release on the
Magic Bytes label is the ghoulish
Vampire's Empire. Dr \an

) m =g
.............

)

skulls in the very stones. Thase
powers must be overcome in your
quest to find the light ray with
which you can bury Count Dracula
for ever. You can trek through the
400+ rooms from mid-April,
There's nothing like a good old
beat 'em up to get the crowds
running to the software shops, and
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Shoot or be shot in Cascade’s 19 Part 1 — Boot Camp, out soon. The game

follows a ‘grunt’ (foot soidier) through the rigours
will feature the recruil in a real war. The programmers

it was really like. Can you stand the pace?

Mmumnﬁnlmm

Gremlin Graphics have just the
thing. Hercules, that well known
slayer of the damned, comes
chopping his way on to the
Spectrum at the end of April.
Hercules has murdered his
sleeping children due to a curse
laid upon him by his wicked
mother Hera (she won't be getting
much for Mother's Dayl). In
response to his pleas for mercy,
the gods send him to the stem
King of Argos (no relation to the

chain store, we trust) who sets
Hercules 12 terrible tasks. He
needs your help to complete them
before the gods get tired of his
attempts.

Gremlin's next release
Alternative World Games, which
should be in the shops now, takes
you all round the world to compete
in arange of national pastimes. It's
obviously a parody of the Epyx
Winter/ World Games series
featuring offbeat events such as

» Another gift from the gods

iy .:-;::!j ?{.v T
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pole climbing, boot throwing, sack
racing and running up walls! Each
country has its own alternative
national anthem —for example the
Can-Canin France. Amultiload, of
course,

20TH CENTURY FOX

Following in the controversial
steps of Game Over (Ocean),
Barbarian (Palace) and The

L of the Amazon Wornen
(US Gold) from Martech comes
Vixen. This game seems destined
to reach new depths of sexismin
software. You play tne part of the
Foxy Lady of Granath (really) who,
with her magic whip (honest!),

must enter a cave complex and
destroy the evil creaturas that
prevent her progress. The
animation of Vixen and her fox
double are digitised from the real
thing (whatever that is),

Grand Slam (farmerly Argus
Press Software) have a whola
batch of Interesting releases for
the next few months. First off, on
the Quicksilva label, is Chubby
Gristle - a story about a fat man
whao wants to get fatter! Then
coming in June, on the Grand Slam
label, thera's Peter Beardsley's
International Football. Based on
the exploits of the famous
Liverpocl/England footballer and
from the same programmers that
brought you Gary Lingker's
Football (52%, lssue 49) it's said

over four different landscapes and
should be available in late June.
The latest in armoured vehicles
should be out in August {just in
time for the Motor Show).
Roadstar XRi, which takes you
across land, sea and air, comes
from talented programmer John
Phillips of Nebulus (B5%, Issue 47)
fame. Then, for release in
September comes another shoot
‘em up, Netherworld, Asimodius
- The Angel Of Death is another
arcade adventure from Hewson
waiting for a November release.
Following closely after that is
Raffaele Cecco's (CRASH
Smashes, Exolon and Cybernoid
— The Fighting Machins) next
mysterious game, as yet withouta
narme.

to be better than Match Day I,

Accolade (the produceis of
Hard Ball, Ace Of Aces and Psi-5
Trading Co.) have recently signed
up with Electronic Arts for the
release of their next sports
simulation, Mini-Putt. Their latest
sports release is based on the
whacky activity of crazy golf, The
game comes complete with theame
courses {films, countries and
arcade games) and three types of
obstacles. Power and precision is
needed to master this [atest
comical releass.

Hewson's releases for the next
year contain many exciting
products. Next from the Abingdon
offices comes Marauder, written
by Mark Kelly. In the same style as
Commando it scrolls vertically

ALTERNATIVE SOFTWARE have
announcad their imminent release of
BMX Ninja at £1.99, Using your cycle
ninja you must battle agalnst
skateboarders, tellow BMX riders and
ninja scooters, It's all a test of skill and

CURIOUSER
AND CURIOUSER

endurance; will you be able to produce
thie bunny hops, wheelies and back flips
abie to outwit your fellow contestants?
In true budget style, again from
Pontefract-based Alternative, there's
Future Bike Simulator, programmed by

softstorm Developments. Straddle your
|et-powered armoured bike and prepare
to battle with fellow riders as you race
through death alley. it comes from the
same team that brought you M.AD. s
UCM (BT%, Issue 47).

Following Hewson's tremendous
success with their first Rack-1t release,
Ocean Conguerer (Issue 45, 77%), comes
Battle Valley. From central HO you must
capture all the terrorist bases and destroy
the enemy missile. You are aided by a
chopper to rebuild broken bridges and a

tank to protect you from the aggressive
enemy forces - all for £2.99]

Budget software names get crazier all
the time. Top Ten Hits have Dusty Droid
And The Garbage Gobbiers, OK Yah!!-
featuring Simon, the super yuppie and
Don't Say It, Spray It!. Then from
Firebird you'll be seeing Muggins The
Spaceman, Ninja Scooter Simulator,
Blow Out and Pogo Stick Dlympics.
Mastertronic not wanting to miss outon
the fun, have got Super Trolley
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PLAY A BATTLE Ol-" WITS IN CORPORATION T
Encounter a critical race against time for survival

Brilliantly designed, Corporation is a game
of high skill and mental agility - challenging

even for the advanced strategist.

reach the aster
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Mail Order: Activision (UK) Ltd,, Units 3 & 4 Lloyds Close, Finedon Road Industrial Estate,

Northampton NN8 4SR.

Tel: 0933 76768.

Commodore programming by Daryl Bowers. Spectrum and Amstrad programming by Simen Freeman Gra phics by Focus.
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PRIL is going to be one

helluva month as far as

comedy videos go. Kicking

of the month to a

mendous start is the

hilarious Fortune
(Rank, 15). It stars the wild dwarf,
Bette Midler, alongside the
equally funny Shelley Long Both
are having an affair with the same
man, then, unexpectedly he diesin
a mysterious accident - this is
when the fun really starts! It's out
now.

Alsa from Rank this month you
can see Richard Chamberlainin
the sequel to the poor 1985
second remake of King Salomon'’s
Mines (it was first made in 1937
1550) Allan Quatermain And
1 :

The Lost City 0f Gold (Rank, PG).
Both the prequel and sequel were
shot at the same time!

Burt Reynolds can be seen this
maonth in the ludicrous Malone.
Reynalds plays an ex-ClA agent
who must stop a megalomaniac
(our own Brendon Kavanagh?) from
taking over America.

In May from Rank comes Matt
Dillon in Big Town (Rank, 18).
Dillon stars as an up and coming
gambler trying o make it biginthe
city. It starts off strongly but the
storyline peters out towards the
end,

Parts Four and Five of the Crime
Story series are on the shelves
now. in Part Four — The Vegas
Connection (New World Video,
15) Lieutenant Mike Torello is
given the job of uncovering the
mob's connections in Las Vegas.
Part Five — Luca's Fall sees
Torello finally set for the Mafia
boss's day of reckoning.

2 (New World
Video, 18) enters the rental shops
at the end of April. As in the much
better Creepshow, the superb
harror novelist Stephen King,
provides the three short stories.
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FUN TO COME

DOMINIC HANDY on video

Sadly even King's undoubted
talent can't rescue this cheap-
looking mavie. (Watch out for King
in the final segment as a truck
driver.)

otner. A Nightmare On Ein
another,

Street 3: Dream Warriors

arner, 18} is released on April 18,

Lan , the
original girl of the street in Part 1,
returns to unravel and rescue the
thoughts of a collection of suicidal
teenagers in a mental asylum. It's
agreat improvement on Part 2, and
well worth watching for the
tremendous visual effects.

After appearing in the terrible
Burglar last month
Goldberg returns with the much
more successful, * Jack
Flash (CBS/Fox, 15). Goldberg
plays the part of a computer
operator in the big city who gets
contacted (through her computer)
by an american agent trapped
behind the Iron Curtain. Goldberg,
as per usual, carries the whole
movie on her shoulders —and does
a great job.

David Lynch's superb cult
movie, Blue Velvet, should have
reached your screens by now.
Isabella Rossellini and Dennis
Hopper play a kinky nightclub
singer and a sadistic kidnapper/
drug dealer respectively. Blue
Velvet was very powerful in the
cinema, but | have my doubts
whether it can be carried over to
the small screen. Certainly not for
the weak stomached!

The end of April finally sees the
release of the hilarious Raising
Arizona (CBS/Fox, 15). Starring
Nicholas Cage and Holly Hunter
in a hilarious comedy about an odd
couple who kidnap a child because
they can't have their own. Your
need to have a strange sense of
humour to appreciate it to its full.

Hillls Cop I1{CIC Videc,
15)is all set for release next month,

W
|

Axel Foley (Eddie Murphy), the
wise-cracking Detroit cop, returns
to Beverly Hills to uncover the
Alphabet murders. Allthe old team
are back, plus a few new ones - like
Brigitte Nielsen, and the
director, Tony Scott, (of Top Gun
fame) whose influence is very
evident.

CIC also have Brian De
Palma's The Untouchables (CIC
Video, 18) waiting to burst into your
home. Sean Connery (who has
since gained an Oscar nomination
for his performance) stars with
Kevin Costner {who can currently
be seen on the big screen in No
Way Out) as the tough cops in the
age of prohibition. Anyone whose
seen the recently re-run TV series
{on which the film was based) will
know how fascinating and
enthralling the whole storyis. Don't
miss it! Ennio Morricone again
provides a superb soundtrack.

Getting on into May you can
expect to see two great comedies
— both from RCA/Columbia.
Roxanne stars the tremendously
talented and highly regarded
Steve Martin as afire chief whose

undying love for a young girl (Daryl
Hannah) can not be stopped —
even by the tremendously long
nose he has. Then following quickly
in its footsteps comes Woody
Allen’s latest self-indulgent, but
comically amusing, film. Radio
Daysis another trip down memory
lane reliving the times when all the
family used to huddle up around
the wireless for a bit of
entertainment and fantasy. All
good, clean fun. | wonder if they'll
bring out Video Days as the follow-
up next century!

Lastly, all of you that have been
waiting for five years since E. T. first
came out in the cinemas will be
happy to hear that CIC Video have
finally gained the video rights for it,
and are set tc release itin, .,
Autumn. Well that's mare precise
than 'possibly never’ which was
Spielberg’s first reaction to the
suggestion of a video release. ET.
is the biggest grossing film EVER,
taking an amazing $700 million
worldwide, and gaining nine
Academy Award nominations, so
the release should be guite an
pccasion,

ABOUT

'TIMES

OR ALL those aspiring

Yuppies out there —there is

now a newspaper for YOU!

Early Timesis aimed mainly

at the 8-14 year old group
and is published weekly from Garth
Publications, The independent
newspaper for young people’
shows strong influences from
‘guality’ newspapers, such as The
Independent (indeed it was this
paper that provided the inspiration
for its founder Dr Barry
Weightman), providing clearly-
produced photographs and a large
amount of illustrations.

Early Times covers a wide range
of subjects chosen for their
specific interest to children. There
are sections on cookery
(containing recipes similar to those
on the BBC's Why Don't You?, lot

100

of TV coverage (mainly on the
soaps) and general informative and
review sections on film and
theatre. Early Times also has a
large amount of news from all parts
of the world of interest to or
concerning the younger
generation — like the Winter
Olympics, the televising of the
House of Commaons and aven such
issues as the Russian involvernent
in Afghanistan. There is a also very
interesting (but rather cynical)
‘agony aunt’ column = youngsters
also have problems - and a
comprehensive listings section.
Early Times is definitely worth
looking out for — and has a lot of
backing from newagents soit's not
hard to get, thank goodness. But
fifty pence is a large chunk out of
someone's weekly pocket maoney.




WINNERS 6?;:5:255

| | 4RG; Nicholas
| | ORS; Steven Cooper, Cloveland TS5 8U.J;

Issue 49

Leroy Bagwell of Devon EX10 00U was
o joyad] when we told himn that he'd won the
fabulous Philips compact disk porable stereo
system that Hewson ware giving away in he

our Smash Hits wordsquarne competition, He
also recaives ona of the 51 coples of the Four
Smash Hifts compilation = containing such

s as Exoion, Rang Rama, Uidium + and

ynaps. Due o an ediforal cook-Lp we siated
we were giving away 25 copies of Four Smash
Hits, we are in Fact glvm? away FIFTY. So il
youi'rie in the bottom 25 of these 50 renners up,
count yoursell lucky! They happen tobe . | |
Andrew Wilson, Esses RM2 8QD; Johnston
Orr, Scotland ML10 6HT; Peter Wilson,
Cleveland TS28 OHXN; James R Bould,
Sheffield 530 4WL; Alyn Bailey, Dorset BHS
2TX; Stephen Martin, London N135DT; M T
Hannam, Sou S028HZ; M T :
%, Wis
Midlands W52 0AJ; Jonathan Bell, Surrey
KT21 1NG; J M Stewart, West Midlands BS0
; Cleveland TS8

Andrew Brookes, 5.Yorks S10 1NL; Sean
O'Donnell, Lincolnshire LN12 1PX;
Nicholas Holland, Berks SL8 2EY; Richard
A Lamb, Surrey GRO BHZ; Simon Penfold,

HERE’S LOOKING AT HEWSON

Gwent NP2 1GP; A Goode, Birmingham 842
1LW; Matthew B Davon PL160OEP; Mr
R Meliish, Berks RG12 3DA; Jon Stevens,
Suffolk COTO 0OOH; David Thomas, Middx
LUBS SDM; Carl Hasketh, Lancs BB1 24
lan McKay, Leads LS14 2DJ; Kevin Moses,
Clovaland TS19 8UW; Jonathan Ford, Wilts
SN104LN; Mr Colin Davies, Herts 5G1 4HB;
Adam White, Lincoln LNS OEY: D Wymn
Jones, North Wales LL41 3HD; David
Merrotl, Essex 886 BNU; Greg Singer,
Aberdesnshire ABS 6LW; Richard Grump,
Kent CT18 5PU; Jose Pedro Maeirsles
Ferroira, POATUGAL; Adam Va n,
Northants NN12 8X0; Mr 5 Walls,
NG18 3HT; D Wands, Scotland V36 0HD; M
Edwards, Kent ME1 25L; J D Doggett, Harts
ENG ZAP; Simon Miller, Herts S64 9PRA;
Simon A Blackwell, Coventry CVI 4EX:
James Cockram, Essex CO4 5JF: Plerre
Scotney, Bristol BS20 880Q; Pater
Robinsan, Kent CT3 4MA; Nicholas Pater,
Cumbria CAZ8 8XJ; Matthew Sanderson,
Morthampton MM2 8TE: Liam Parnell,
WY¥orks HDY 1XB; Darron Mauger,
| Islands; Mr M Conway,

Mﬂ‘?ﬂ-lda' L6 S5HT; lan Hargreaves,
Oxfordshire QX7 SNT.

INCENTIVE

Issue 49

Holograms were the order of the day in
Incentive’s Dnller competition. The five lucky
winnars who found the two solutions to lan
Andraw’s problem, will sach receve & framed
hologram of the composer OMenbach, They
ang;

Matthew Stott from ihe West Midlands W10
BUE; David Pearce from Clevetand TS8 GH.:
Jay Ford of Bucks 512 10F; Wayne Gooch
from Gwynedd LL3O 1TF and Michasl J
Brown who livesin Yorks. The 30 nanners up,
who each recaive a hnlﬁgphlc homorgram
sticker and a copy of Drillor, are

Kaith i . Surrey KTS BHG; Carl
Thompson, Tyne & Wear NE10 OHL; Steve
Barge, Glos GLE BBE; Cralg Si on,
Scofland KA1 5DX; Robert oW,
Mewcastle NE15 OMR; Anthany Gallagher,
Lincs LN11 BTY; Stewart Anderson,

ITALL ADDS UP TO A TERRIFIC

M.reland BT4 2EG; Jullan Rex, Avon BS9
3BG: Vanbrabant Francis, BELGIUM;
Jorgen Jacobsen, DEMMARK: David G
Thompson, London E4 8MA; David J Haire,
Staftordshire; David Garland, Norfolk NA1S
1NL; James Moor, Cleveland TS15 0JZ:
Paul Maclean, W.Sussex AH15 085: David
Gill, Birmingham B11 1HA; Glen Huckman,
Essex 8512 8AG; John Studholme, W.¥orks
BOD7T 2PP; K P Foster, Cleveland T518 aLH:
lan Hopper, Kent MES S5EH; David Allison,
Glasgow G44 4RAX; Richard Tonswall,
Suffolk IP28 TLO: Andraw Pryde, Cleveland
T517 8PQ; Craig Rore, Glasgow G46 60H;
Mr M J Clapton, Lincs NG34 BEP; Simon
Harrison-8mith, Chester CH4 TEU: Peter
Watson, Lancs BL2 50X; David Duross,
Staffs ST90EZ; Andrew Watts, Staftts WS14
BBA; Mark Coster, Surrey KT17 3.8,

ﬂu!u:ﬁ«wlmarﬂm I+ compatition g

Smnshad e Jamies
somawhers in the Wast

out af the words. International s,
The 20 runnans-up who each get a copy of tha

arg

Sheppard, Lecontiald HU1T TNY; J J
Fsnn, Hants 504 SAF: Mrs
Bedfordshire LUS 4B.J: Mr F

Ponny Wostley,
mmmn,buwmﬂ‘nm

Midiands W14 6LT, who made 7137 words.  Andr »
Karata Plus’ he

A SMASHING COMP WITH SYSTEM 3
Issue 49

Tyt
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Allwinners, please allow 28 days for the delivery of your prizes, All queries
regardmg competitions run in CRASH should be sent to Frances Mable,
c

H, PO Box 10, Ludiow, Shropshire SY8 1DB. Please don't ring

Frances as she has enough trouble
5.

reading through all your entries as it

PBM

ESTABLISHED SOCCER PBM. Cash
m}mmg w'“;ﬁ“n“ 'm“ rm
3 an 4

Contact: Neil Kurz, 8
Harlow, Essex CM17 OLH.
LOOKING FOR A new PBM to play? Well
- Lol T G
¥ 1 - 5 FT
CRASH BACK Landevon, Dawes Close, Dobwalls, near
HUMBEHS Liskeard, Cormwall PL14 6JG.
' PBM win the league titie, a brand new
; football manageme muam.mm
| HAVE CRASH for sale. Contact: lan | the best win cash prizes Send
Buck,  Cuckoo  Pen, . | 974" to: FDS, 85 (
MW" ston, Mariborough | Colliers Wood, London SW19 264
S5SN8 35A. Tel: 026485 286. FREE CRICKET PBM - simply enciose a
T T
%M'mﬁm %'mm-m iy
I St e b | B o e
048 525 237 ask for Andrew Holme. TN34 3RR.
CRASH FOR SALE Issues 17 to 40. Good
condition £35 ono. Including P&P. Tel: ER
051 334 1459 after 4.30pm ask for Dave OTH
Wilkinson, : DUNGEON MASTER GUIDE and
mm#&mmzm ruwmmm
binder, £35, mmdm Write to: , 53 Shephall Green,
Contact: Graham Persson, 46 Stevenage, Herts
Street, Leith, Edinburgh EHG SER. BEST w.mm 19 CRASH

ARE YOU INTO Tre Habbit and Lord Of
4 3 5 wm

R

Maghul, Merseyside L1 660.

If your ad isn't featured this month, don't despair! We'll do our best to get
it in ASAP ono (as they say in classifieds), and if the worst comes 1o the
worst (which it hasn't for three months now, but we're still waiting) you
can always send the ad in again.
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BE A PIRATE OF

THE AIRWAVES

T ': Ly o _.".’_-r'
COMPETITIC
B A
HEWSON'S Cybernoid, the lean mean fighting machine, has
spared to success this month with a CRASH Smash rating of
96%. Contracted by the Federation to deal with a pirate raid, the
sleek, sophisticated ship has an arsenal of weapons to wipe out
the insidious invaders, But imagine for a moment what it must be
like for the pirates: one long round of drudgery, taking bit parts
in other people's games, emptying the Federation coffers with
nothing but a rattling, shuddering heap of junk machinery
between you and the cool, dark sky. The heroes get all the good
ships, insurance rates are astronomically high and the chances
of you returning home to enjoy the odd tot of rum and a bit of
laserplay are slim. Even in the 23rd century a pirate’s lotisnot a
happy one.

Wouldn't it be great, therefore, if you could design your own
customised battle machine — one with just as many extras, add-
ons and innovations as Cybernoidhas and more? The Federation
run would be far less dangerous then; you might even make it
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WITH A CORDLESS TELEPHONE FROM

'

home to enjoy some of your well-deserved spoils in the cosiness
of your personal pirate den.

Would-be pirates look no further — CRASH is giving you the
chance to design your own machine. Just draw the best
equipped pirate ship you can think of, with as many boostérs,
blasters, fixtures and fittings as you like.

Two outright winners, whose entries are Ludged to be the

most innovative designs, will be rewarded with a Commtel 828
cordless telephone — a great way of communicating with other
pirate ships.

Five second-prizewinners will steal away with a Cybemoid
sweatshirt, while 25 runners-up will receive a copy of the game.

So, grab your pencils and send your entry to: COME TELL
HEWSON COMP, CRASH, PO Box 10, Ludlow, Shropshire
SY8 1DB to arrive by May 3.

Make yourself happy — win that "phone!
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Screen shot from CBEM version.

Have you got
what it takes...

..tobe an RT
undercover cop?

CBM 64/128 £9.99, £11.994
SPECTRUM 48K £8.99,
AMSTRAD £9.99:, £14.994
ATARI ST £19.994

AMIGA £24.994

LLS. Gold Ltd., Units 23 Holford Way, Holford, Birmingham B6 7AX. Tel: 021 356 3388
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