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VAILABLE NOW
THE LEGENDARY COIN-OP CONVERSION
FOR ONE OR TWO SIMULTANEOUS

ral U P L A Y E R S

General AleWider BOWL C.I.F. US Forces q u a r t

in Cen A r ner ica — has been seized by a band of

revolutionaries and held captive in his own h e a d e r s .  Before his final capture he relayed a
mayday which you and your buddy picked up.
Y our plane crashlands in the dense jungle some distance from the headquarters. After deciding
Whether to go it alone or attempt the rescue together you set off. You are deep in guerilla territory.
on all sides gather trained marksmen and combateers, determined to stop you. It soon becomes !
apparent that you lack the supplies to win, but win through you must
Ambush enemy tanks and use them yourself Collect fuel and grenades left by the ene
retract. Show no mercy, for you are the Ikari Warrior.RELEASE DATE: 28 March 1988-• to t •
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Gremlin Game Pack
Auf Wiedersehen Monty *  Thing Bounces
Back *  Mask *  Death Wish *  Jack The
Nipper II in Coconut Capers

5 Cassette 1
Game Packs 1 1

for only

Hitpack Top 10
Collection
Saboteur *

Saboteur II *  Sigma 7
*  Critical Mass *  Airwolf *  Deep Strike

*  Combat Lynx *  Turbo Esprit *  Thanatos
E3ombiack II. All games are Spectrum,

Commodore and Amstrad cassette compatible./ C
/
9
1
_  i
D
a i \ \ _ \ \ \ _ \

C S

mr•-fr
Ittzz
a
p

i 9
.
9
9

each

te;

CA

C A S S E T T E S  Z
.
7 / 7 / 7 0 0  
M U
,
\
- _
\ \ S )

/'/ WOOLWORTHSAc mtettainment



Strategy Mbar:l i d g a  Irving
tontributore: hiatMen Melo

E WAIL Roger Kean, Paul Sumner,
P.tui hiLiz.„4 J
u
l i a n a
u
r a

Editorial Oirootor: Roger keen
Pubertal. Controller: N M  Western

Otrector Mark*. Kendrick
Design I  Layout Wayne Allen,
Yvrirma Priest Melvyn Fisher

r
t
m
l
o
n
l
i
e
t
t
p
l
i
=
1
,
1
e
n
a
t
n
a
n 
R
i
g
n
a
l
l  
•

M o l i n e uffineell Nick Ortbiu=.
Robed Minichame

6
o
u
t
c  
S
t
r
e
e
t  
b
e
l
o
w
.  
S
h
r
o
p
s
h
i
r
e  
S
W
!

',101001
.

0584 5851

= 1 1 =
A z
t i l m
i s p r
i  
R o
g e
r  
B
e
n
n
e

Andrew Smalls
Alsol•atit .111Cite Morns
?S' 105841 4603 011 (05841 5552

w a.  OMER
Carol kirlsei
SUBSCROMONS
Denise Robert;
PO Bost 20, Loam. Shropshire S)T TOO

Typeset by the Tortoise Shea Press_
Ludlow Colour cognation by Semi

Watiace %ad. Landon NT

PTInted in England by CarlisleMNimt• hiewlown Trading Estate,
;a CA', 7P11?-- a member of Me
Distribubbn by COMM, reiostlek

CHASM Ltd. 1988

VER DESIGN 81 S T R A
OLIVER FR

TOTAL 98,590
laVEIRE 90.822

Frances Mable
On Pound

ssistinti
Simon N Gocalwin

FEATURES
35 T H E  B E S T  O F  B R I T I SH

In an exclusive ontennew Roger Kean, former CRASH editor, talks to the
greatest software house ot them all - Ultimate

49 S T R A T E G Y  SPEC I A L
Double the normal size. Pt illippa Woks at some moral dilemmas and Matthew
Strike shows how you design a wargame

57 T H E  B EST  O F  1987
Yon voted for them, now see the results

83 L O O K I N G  F R O M  A N O T H E R  A N G L E
in a break from the norm Will Brooker takes a fresh look at the world oil 3•1)
tames

92 N A T I O N A L  G A M E S  PL A YER S
The hrst ever British Computer Games Championship - enter now'
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DO IT YOURSELF

N E W S
The revival ol the C5

29 L L O Y D  M A N G R A M ' S  F O R U M
Its raining, says Lloyd We know. says a reader
.41 P B M  M A I L B O X  •
The POM convention w ha t  a lovely time we all had

42 A D V E N T U R E  T RAIL
I! finally settles down, with two Smashes

46 C R A S H  C O M M S
Gel into Shades

61 N I C K  R O B ER T S ' S  PL A YI N G  T I PS
Bruiser Nick helps you bath those baddies in Ptatoon, Thundercals and

C M to name but a tow

71 T E C H  N I C H E
Jon Bales explains MIDI and Simon N Goodwin solves a  few StorageproNems
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I can't wail
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What your video recorder can exec.( t and a newspaper for youngsters

68 G O  F O R A D R I VE .  .
in a Land Rovr,1 with Elite

77 W E  W A N T  TO  K N O W  .  .
and only you can help in the CRASlitionnalre

87 P L E A S E ,  T A K E T H E M
we lust have to get rid of 1001 prizes

122 D O N ' T  C A L L  U S .  .
draw a pirate ship and one of our cordless phones

Ocean's Pam Patterson as he collected Me
!rooky tor being The Best Software house 011901

They packed the streets, they
waited in anticipation for It was
coming soon. They didn't know
when It was coming or  what I t
would be like - only that It would
arrive S o m e  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 near ly al l
about It. When I t was coming,
how much I t woul d be  -  they
even knew that It wouldn't come
out o f  t h e  dr ai ns,  a s  fi r s t
expected. They knew the next
CRASH w o u l d  b e  o n  s a l e
April 2/1'
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Last Issue I exclusively revealed the
stunning truth behind CRASH
editorials: they're written at the last
minute and flow from desperation Well
this is no exception' its  written in my
final minutes at CRASH, which makes
the last days of the Roman Empireseem
like a M ler Weir and I'm sure everyone's
desperate to see me fl ow away

There's no room to wax nostalgic -
and Philippa Irving would scratch it with
her combat boots anyway_ But (in the
tedious tradition of Oscar-winners) I'll
just thank a few people. Well, half the
population of Ludlow: all the unsung
heroes and heroines of CRASH, (When
did you last hear a hero sung? And have
you noticed how everyone always
thanks the unsung heroes and
heroines, to the point where they must
feel like Oklahoma?) Marto& Wayne,
Roger. Oh, David, Tortoise Shell Press
everyone in photography and fi lm
planning and printing and accounts and
advertising. Fran and Glanys who type
letters, Karl who takes them to the Post
Office - the magazine would never be
produced without their work and
Patience, yet they miss out on the
boldface bylines.

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

So. I'll lake a Iasi look at httle Ludlow,
its thousand minarets glimmering in the
twilight g i v e  my regards to Broad
Street a n d  hand over to

Oh. that'll be me. Steve Jarratt's the
name. Some of you may recognise me
from ZZAPI where I have been working
formerly as a reviewer, and latterly as
assistant editor to my very good friend
Julian Hignall, for the last 13 months.
Just in case you're the slightest bit
interested, I come from Tividale in the
Black Country (West of Birmingham),
have a degree in Chemistry (a fat lot of
good Mat did me!) and I'm 22 (OK, so I
had: I'm 251.

My interests he heavily on science
fiction, fi lms, computer games
(surprise, surprise) techno stuff and
music ffavoueles. Rush, Peter Gabriel.
Genesis, UK -  even though I can't get
hold of the albums!).

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

The second new reviewer takes the

106 Arkanoid - Revenge Of Doh 42 J inx ter Rainbird
Imagine 44 Loads Of Midnight CRL109 Basket Master Irr•agine 20 Magnetron Firebird

108 Bedlam GO! 14 POD Mastertronic
11 Black Lamp Firebird 100 Predator Activision
18 Blood Valley Gremlin Graphics 24 Rastan Imagine100 Championship Sprint Electric 103 Rockford MAD.

105

Dreams 20 Shackled US Gold
12 Cybemoid Hewson 18 Side Arms GO1
107 Demon's Revenge Firebird 110 SpOte Bulldog
43 Federation CRL 10 Star Paws Software Projects23 Frightmare Cascade Games lg Teladon Destiny110 Grand Prix Tennis MAO. 25 Thing Players42 Guild Of Thieves Rainbird 102 Xarax Firebird
104 lkari Warriors File 61 Yeti Destiny101 Impact ASL 25 Zolyx  Firebird

ADVERTISERS INDEX Waggon g
Activision 2 8 . 1 0 2 - 1 0 3 ,  119 Imagine • 21,90
Barclays Bank 45,47 Incentive 2g
Cascade Games 6 8 - 6 7 . 88-99 KJC Games 40
Communications M e d i a 111 Lem 73
CRASH Mail Order 55 Mlles Gordon Technology
CRASH Hypermarket 94-95 Ocean 6 .  16, 22, 48, 00, bic
Database Software 105 Outlaw 8 o

:E 31 Rare 31
Electronic Arts 28-27 Romantic Robot 112-113

'Elite Systems 2-3 Specsim 53
THE GAMES MACHINE 32 US Gold 1 4 - 1 5 ,  39.59, 79. 91. 123
GO! 70,88 Woolworths 4
Grand Slam 33 WTS Electronics 30
Gremlin Graphics 3 4 , 56, 76 ZX Guaranteed 8

lumbering form of Mark Caswell. from
Aberystwyth. Mark is a keen compute,
gamer and has a wide range of
experience across 8- and 16-bit games
I'm sure you'll find his opinions most
helpful. Mark us 23, big and not of
Austrian/Egyptian descent,

I know you will all be pleased to hear
that CRASH is once again the biggest
selling computer magazine in Britain,
just pipping C&I/G to this coveted title.
Our c irculat ion is  currently  hovering
below the 91.000 figure. which goes to
show t hat  t he  Spec trum market  is
certainly NOT in a decline. Good news
indeed!

More good news is to be had for ail
those of  you wh o  spend hours  and
hours sweat ing ov er computer and
arcade games  t o  get  that  legendary
highscore_ Newsheld,  in  conjunction
with US Gold. the National Association
of Boy s  Cubs  and Montbultd, have
instigated the les t National Computer
Games Championships ,  Interes ted?
For the lowdown on  the highscores,
stroll on over to page 92_

'Till next month.

THE NEXT CRASH
•  ATEI SHOW REPORT -  apologies are due tor the ommission of
the report on the 44th ATEI show from this month's contents, Next
month, the report will be here in all its glory -  honest!
•  TIPS SECTION SPECIAL - Nick Roberts has his work cut out
when CRASH features a 16-page tips supplement, bulging with hints,
tips, POKEs and maps
•  CRASH CHALLENGE -  the challenge returns once more
III COMPILATIONS - a round-up of games anthologies
•  ON THE SCREEN -  more pixelated pictures
•  AND PAGES AND PAGES OF TIPS AND REVIEWS
It's all in CRASH Issue 52, on sale Thursday April 28

REVIEWS
April's  auspicious

S M A S H E D !
12 C Y B E R N O I D

Exoion author, Raffaele Cecco, produces his best game ever!

42 G U I L D  OF THIEVES
Have you got what  it takes to become a member of the guild

42 J I N X T E R
Magnetic Scrolls have all the luck

H O T  S H O T S
7 5 %  a n d  o v e r

80 A R K A N O I D  - REVENGE OF DOH
The best bat 'n'  ball release yet?

108 BE DLAM
Can you pass the academy's test in GOrs latest frantic shoot
'am up

76 M A R I  WARRIORS
The long awaited Elite game meets with mixed reactions

24 R A S T A N
The violent return of Imagine

10 S T A R  PAWS
It's a dog's life in the budget market

F U L L  I N D E X
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NeEilAPS
THE MAGNIFICENT
5+2?
Citroen and Clive Sinclair are likely to
loin forces on a deal set to take the
motor industry by storm. The
innovative designs of the battery
powered C5 and internals of the 2CV
are to be combined in a unique attempt
to create a motor car for the more
ecologically-minded consumer The
last old-style 2CV rolled off the
production line late last month all
along its slow speeds and homely looks
have appealed to the more
environmentally concerned motorist
(2CVs and Greenpeace stickers often
go together). Following extensive

market research, the manufacturers
have expressed an interest in creating
an even more ozone-friendly vehicle,
and the C5 with a small unleaded petrol
engine - a compromise to give the car
more power - seemed an ideal
candidate. The first 2CV5s (only a
provisional name as yet! ace likely to go
into production late next year. The
alternative car will be significantly
cheaper to produce and run; the
Department of the Environment has
even suggested the possibility of a
reduction in road tax

THREE DISKS
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, OlYmpic
Spectacular and indoor Soccer.

EASTER COMPILATIONS
OCEAN is releasing a compilation
game pack in time for the Easter
holiday. We are the Champions.
available from 17 March, comes in a
twin cassette gift box, for E9.95. The
games included will be System 3's
1K+ (91% Issue 49), Activisioes
Rampage (69% Issue 49), imagimrs
Renegade (89% Issue 44), Palace
Software's Barbarian (85% Issue 41)
and Electric Dreams Supersprint

DESTINY OF THE YETI
DESTINY SOFTWARE are running a
competition in connection with their
first release Yeti (61%, page 17), and the
winner could receive up to 130,000

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

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 i14 99 and
112.99 respectively.

(58% Issue 46).
Databyte's latest release is The Spy

Trilogy - a compilation of Spy vs Spy
(93% Issue 19), The Island Caper (53%
Issue 41) and Arctic Antics which has
never been released on the Spectrum
before. The trilogy is produced under
licence from Ant  Star Software Inc.
USA and will retail at i9.95 on cassette
and £14.95 on disk.

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

To be considered for this mammoth
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,

ondon W5 5DF

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

CRASH READERS'
AWARDS 1987
JERSEY March 12, the Hotel de
France, site of the Newsfield organised
Computer Arena 118 - a software
industry conference, the first of its kind
ever to be held in Britain - was also the
moment when the CRASH and RAP!
Readers' Awards were presented

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

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

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

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
Managing Director, art supremo Oliver
Frey

Ofigaf swept the board, and kept Incentive's Ian Andrew on his teat ill night

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

+3 MASTER DISCS
007 TRANS-MASTEL 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 transfer;

TAPE-TO-DISC. Can even transfer games such as Enduro-Racer.
DISC-TO-DISC. Useful for making "sately' Back-Up Discs.
DISC-TO-TAPE. As above, but Saves onto a tape

007 nwts-mtar ui  E 1 0 . 9 5  on YOUR Disc.
DISC DOCTOR. Use to PROTECT/UNPROTECT. ERASEJUNERASE or list in Hex,
Decimal or reveal TRUE Basic. Includes DISC HEADER READER.

007 DISC-DOCTOR-16.95 011 YOUR Disc.

MENU-MASTER. Insert your Discs and press a key and Full CAT held in a
record (Uoto 2300 Records), Can SEARCH & find any INSTANTLY.
007 MEINI-RIASTEL—S5•95 cm nun owe_

Pnces )voted assume )1X1 tiviare a Disc 412 Ii amply Disr
Postage 111( nomaral Free EtaOce +El Elsesetare •E2

12-611MANTIES i t  CI) PI aterkiertem le t " Onowelli. kw% lowastire lot I I I  N il 5712
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Cybernoid - The Fighting
Machine - will excite your senses
more than any other game. It's
action-packed excitement right
from the start. Incrgdible 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 Retook'
Cecco who gave you Exolon.
Stay with the hit games from
Hewson!

SPECTRUM
Cassette E  7.99
+3 Disc E 14 . 9

AMSTRAD
Cassette E  9.99
Disc E 1 4 . 9 9
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STAR PAWS.___
Producer: Software Projects
Retail price: £2.99
Authors: Software Creations
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been a c c l a i me d  a s  a
galactic delicacy for many

years. Af ter being hunted t o the
edge o f  ex t inc t ion,  i t  h a s
subsequently bec ome very rare.
and thus  very valuable — to the
point of forming a highly prized unit
of intergalactic currency.

Now, on a distant planet, a band
of uns c rupulous  c r o o k s  a r e
breeding the Griffins in an attempt
to flood the market, destabilise the
monetary sys tem o f  t he  whole
universe and allow them to seize
power in the ensuing chaos_

No problem:  send for Captain
Neil Armstrong.  He' l l  s oon sort
them out_ Well,  he  would have
done, but  for an error in the astro
telex. Instead of  sending for the
clean-cut h e r o ,  t h e  g a r b l e d
message asked for the Inspector
Clouseau o f  t h e  S t a r fl e e t
Tasidorce — the bungling Rover
Pawstrong.

Transported t o  t h e  c rook s '
hideout, Pawstrong has to kill or
capture all t he Griffi ns there t o

"I t 's  a dog's life for poor old
Rover Pawstrong.  Sent to a
desolate pl anet t o captur e
those priceless birds, is he
dog enough to manage i t?
Star Paws is quite fun to play,
using a l l  o f  t h e  v a r i e d
weapons a nd contraptions
to outwi t the speedy Space
Griffins. I  must  admi t  that
they do look very much like
distant relatives of that other
turbo-charged b i r d ,  t h e
Road Runner ,  and l ike the
Coyote i n  t h a t  f a m o u s
cartoon, Rov e r  ( a k a  t h e
player) has a very hard time
trying to catch the Griffins.
The bonus puzzle is a nice
Idea, but with the pressure of
the time limit and difficulty of
co-ordination, the bonus is
quite an elusive prize! This
amusing a n d  f un  col l ect-
'em-up is certainly worth the
small asking pr ice."

complete his task, To aid him, a
Starfleet ship occasionally drops
supplies, consisting of explosives.
transporters, rockets, and missile
launchers, all of which help him to
apprehend the runaway birds. A
bonus s l i d e  p u z z l e  I s  a l s o
available, complet ion of  which is
rewarded by extra points.

Energy is one of Rover's biggest
problems, represented b y  t h e
lightly roasted Tasty Space Griffin
in the bot tom left-hand corner of
the display. As  Rover's  lifeforce

lio• Watch the birdie

ebbs away, bits of flesh disappear
to leave the bony carcass beneath
Failure to find food to quieten his
rumbling turn results in a pile of
bones, and one very dead Rover.

Once he has either captured or
zapped a  Grif fi n,  a  Starfl eet
scoutship lands and takes it off of
his paws. This leaves Rover free to
chase the remaining elusive fowl
across the planet, and also under
it, by  us ing t he mining tunnels
entered b y  leaping d o wn  t h e
nearest shaft_ A map and mining
lamp can be collected to help him
to make light of the situation_

Such is  t he task that  Captain
Rover Paws t rong fi nds  hims elf
lumbered wi t h.  Le t ' s  hope  h e
doesn't make too much of a meal
of it

ILA B I R D S  N O
L E U E L

IP. Underground, overground, wandering tree

/NICK
" I  really enjoyed Star Paws
when it came out on the CfloS
and i t hasn't lost any of its
addictiveness in conversion
to t h e  S pe c t r um .  T h e
graphics are all well  drawn
with c a r t o o n - s t y l e
characters a n d  de t a i l e d
backdrops. There's a decent
soundtrack t h a t  p l a y s
constantly i n  t h e
background a n d  s o m e
sound FX ,  but  w i t h bot h
going at the same time it can
get very irritating. Star Paws
really has plenty of variety: if
you go down one of the many
holes with a mining lamp on,
you enter  into a completely
different sub-game wi th a
maze of tunnels and special
objects to collect; if you pick
up the bonus puzzle, you get
a sl iding pi ctur e ga m e  t o
complete for  a  bonus.  The
gameplay is made tough at
first because you have to let
go of  the direction keys to
jump. This is soon mastered.
though,  and merely adds to
the game's chal lenge.  Star
Paws i s  a  ver y enj oyabl e
arcade g a m e  t h a t  h a s
survived the conversion from
the Commodore very well.

r •„, A WI
1 1 0 4  1

" As  a  budge t  ga m e  Star
Paws is extremely good value
for m one y .  T h e  c a r t oon
humour o f  t h e  c a n i n e
Captain's di l emma I s  ver y
engagingly por t r a y e d —
especially t h e  l egendar y
Tasty S pa c e  Gr i ffins.  The
surface a n d  under gr ound
locations, the vast arsenal of
helpful items and the bonus
puzzles m a k e  f o r  s o m e
exciting a n d  v a r i e d
gameplay. De f e a t i ng t h e
dastardly bi r ds  w i t h  t h e
appropriate w e a p o n s
becomes an interesting test
of dextral  skill — there's no
way you can simply outrun
them. There are a couple of
minor d r a w b a c k s :  t h e
parallax scroll ing is slightly
jerky a n d  m a noe uv r i ng
Pawstrong i n t o  t h e
appropriate pos i t i on  t o
collect equipment from the
boxes i s  s l i ght l y  m o r e
awkward than it needs to be.
These cer tai nl y shoul dn' t
dissuade you f r om buyi ng
the game,  though,  which at
£2.99 i s  one  of  t he  most
attractive bargains around."

COMMENTS I
Joysticks: Cursor. Kempston,
Sinclair
Graphics: 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 11,99 itshouldn't be missed!

Presentation
Graphics
Playability
Addictive qualities
OVERALL

751'6
68%
77 %
75%
776/0



(BLACK LAMP
Producer: Firebird
Retail price: E7.95
Authors: designed by Graham Everett and Steve Cain,

programmed by Software Creations
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happy one, he observes as
he t r udges  o u t  o n  a n

impossible miss ion t o  fi nd nine
enchanted lamps. The problem is
he's in love,

Well, it 's  not  actually being on
love that's the problem, its that his
loved one is the king's daughter,
Princess Grizelde And the king is
more t han  s l ight ly  peev ed a t
Jack's interest  i n  h is  daughter.
after all, who wants someone who
wears silly hats and hits everyone
with a pig's  bladder for a son-in-
law?

So King Max im has dec ided to
get rid of Jack by sending him on
a crusade t o retrieve these nine
lamps, including the revered Black
Lamp o f  Allegoria.  Onc e safely
housed in the castle treasury, the
lamps were stolen, and ever since
the Kingdom of Allegona has been
plagued by strange and unearthly

P A U L

creatures,
Jack sets out  af ter consult ing

his friend Pratweezle the sorcerer,
who endows him with two magical
powers: rec uperat ion (a l lowing
him to cheat death a few times),
and energy bolts which Jack can
fire from his belt buckle.

And the buckle-dusters come in
handy o n  Jack 's  t ravels as  he
encounters w i t c h e s ,  c r o w s ,
goblins, werewolv es  and  -  t he
arc hnast ies of them all -  dragons.
Energy lost in being beaten up can
be replenished wi t h  f o o d  a n d
drink, and other collectible objects
include shields and weapons.

Once each lantern is  found, it
must be taken to a chest (there are
20, all around the land of Allegona).
Each c h e s t  h a s  n i n e
compartments, e a c h  o n e  a
different colour. Jack has to place
each c o loured lant ern i n t o  i t s
correct compartment - and defeat

" Black Lamp is  mos t  unp lay ab le  J ol ly  J ac k  t ak es  ages  t o
respond to frantic movements of the joystick or keyboard, which
is infuriating in such a fast action game. And because of poor
game design most of your precious time is spent retracing the
jester's footsteps 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.  Despi te the slow-moving sprite, Black
Lamp is mildly effective."

11w 'Zapping wicked witches and wailing werewolves with one hand, grabbing
the odd chicken leg with the other,
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la. Great pigs bladder, shame about the playability: Black Lamp

a fi erce dragon t o  ge t  a t  t he
eponymous black lantern.

Once t he lanterns have been
returned t o  their rightful places,
peace and tranquillity will return to

IMARKI

' A t  first glance Black Lamp
looks interesting. The high-
score-table p i c t u r e  i s
impressive -  especially the
two flickering lamps flanking
the day's high scores -  and
the graphics are OK, with a
porky little spr i te wobbl i ng
around n i c e l y - d r a w n
backgrounds.

His movements ar e very
sluggish, though,  and after a
f ew g a m e s  B l a c k  L a m p
becomes boring.  There's  too
much wander ing ar ound to
find the action, and when you
do it's usually just shooting
creatures.  Black  Lamp is  a
barely average col lect-'em-
up -  it looks bright, but the
lantern of interest soon goes
o u t "

Allegora And,  a s  i n  a l l  good
stories. Jack will get to marry the
beautiful princess.

KATI I
" Jester  Jack is an attractive
little fellow, j igging through
the countryside with his pig's
bladder, a n d  t h e
monochrome m a g i c
kingdom is well-drawn, with
enough detai l  t o  ge t  y ou
interested a n d  pl e nt y  o f
scope for exploration.

Zapping wi cked wi tches
and wailing werewolves with
one hand while grabbing the
odd chicken leg to fill your
ever-rumbling bel ly is qui te
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 c ut e  t h e  j ol l y
jester a n d  h o w e v e r
attractive t h e  fe l l i ng o f
grumpy g o b l i n s ,  t h e
gameplay just isn't difficult
enough. E v e n t he  dr agon
which jealously guards the
black l amp o n  each level
doesn't o f f e r  m u c h
opposition; i t  takes onl y a
few s hot s  t o  m a k e  t h e
dastardly demon disappear
in a disappointing flash. "

COMMENTS
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
Graphics
Playability
Addictive qualities
OVERALL

75%
66%
48%
64
0
/0

5 7 %
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Producer: Hewson
Retail price: E7.99 cassette,

E14.99 disk
Authors: Raffaele Cecco and

Nick Jones

12 CRASH A 988

• •



C. Y• /3* E• R• N• 0* l• 13•

ates have ransacked
Federation's s t o rage
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minerals, jewels, ammunit ion, and
the latest in batt le weaponry. The
player takes the pad of  the brave
Cybernoid. picked to retrieve the
valuable c argo and dest roy  t he
pirate hoard

Apart f rom human adversaries,
the Cybernoid also has to batt le
his way  t hrough t he  planetary
defence system that the dastardly

ii

pirates have activated in order
stop the hapless hero f rom com-

ng his mission. Add to that the
limit imposed on returning all

- cargo for each level, and it can
be seen why only the brave - or the

, foolhardy -  volunteer f or  these
tasks

The Cy bernold  I s n' t  ent irely
defenceless, though:  apart  f rom
the s tandard lasers, his  arsenal
also Consists o f  bombs .  mines ,
shields (used t o  prov ide limited

inCibilityl, b o u n c i n g  b o mb s ,
heat-seeking missiles Need-

_ s ay  that  stocks of  these
limited. although collec-

the yellow canisters occa-
sionally dropped by  pirate ships
Increases t he current ly selected
weapons stock by one.

Other I tems that  may  be  col-
lected inc lude t he  Federat ion's
stolen booty. objects that alter the
appearance of  the player's craft

• extra external weaponry that
be used on the more difficult
ns„

-As t h e  Cy b e r n o i d  t r av e l s
• t hrough t he pirates ' fl ick-screen

territory, he is hampered by their
activated defence systems. These

' t ake the shape of  gun emplace-

b. When the going gets lough, the lough
just blast everything in sight

" Fantast ic !  Who needs 16-
bit  machines when Hewson
and Raf f aele Ce c c o  c a n
produce games  like this on
the 8-bit  Spec t rum.  Cyber-
nold is  perfect  in every way
that a  c o mp u t e r  g a m e
should be:  it  has excellent
sound, excellent  graphic s
and excellent  colour, In fact
I c a n n o t  fi n d  a n y t h i n g
wrong with it at alit  The ani-
mat ion is the best  I've seen
for a long,  long t ime,  and
the way you can add equip-
ment  to your ship to make it
s t ronger is  great ,  too.  The
backgrounds  a r e  a l l  we l l
drawn,  as  are t he sprites .
Unders tandably  t h e r e  i s
some colour c lash but  this
is bearable and even adds
to the ef fect iveness of  the
explosions.  There's  a good
128K t une constant ly  play-
ing in  the background and
the s p e c i a l  F X  ma k e  i t
sound even better.  As  I 've
said bef ore,  i t ' s  t he  l i t t le
extra touches  that  make a
game enjoyable to play, and
Cybernold h a s  p len t y  o f
these: v o l c a n o e s ,  a n i -
mated cannons,  and scrol-
ling borders  al l  mak e  t he
game pleas ing t o t he eye.
Well done Hewson:  the ult i-
mate S p e c t r u m a r c a d e
g a me ! "
NICK

" Cybernout  t h e  s e n s a -
t ional m e a n  fi g h t i n g
machine,  collec t ing c argo
and fi ring bombs  t h e  idea
isn't  ex ac t ly  unus ual  b u t
the s lickness of its presen-
tat ion c e r t a i n l y  i s .  T h e
graphics,  remin is c ent  o f
Exolon and  Starquake, are
ext remely  c o lou r f u l ;  t h e
dest ruc t ion of  each Cyber-
noid s hip Is ac c ompanied
by an  ex plos ion s o  s pec -
tacular i t ' s  a lmos t  wo r t h
losing a  l i f e t o  wat c h t he
effect! T h e  n e s t l e s  a r e
numerous  and have s ome
engaging characteris t ics:  I
part icularly  l i k e d  t h e
wriggly  caterpillar that car-
ries o n  s q u i r mi n g  e v e n
after mas t  of  its segments
have b e e n  b l o w n  a wa y .
Immediately  p l a y a b l e ,
Cyberno4d g e t s  gradua l ly
more a n d  mo r e  dif fi c ult .
After a  wh i l e ,  p rog res s
inevitably bec omes  a mat -
ter o f  sac rifi c ing a  l i f e t o
find out  h o w t o negot iate
new screens.  The gat nep-
lay, c omplement ed by  t he
atmospheric  mus ic ,  grows
very a d d i c t i v e .  C a l l i n g
Spec t rum o w n e r s
everywhere - this is one ver-
s ion of  a we l l  es tablished
theme t hat  i t  wou ld  be  a
pity to miss.

" An arcade game in your
own h o me  -  you'd bet t er
believe it. Cybemoid Is one
of the mos t  addict ive, play-
able, at t rac t ive and down-
right  unbel iev able games
you're ever likely to meet on
the Spectrum. All the points
that people used to crit icize
on t h e  S p e c t r u m c o u l d
never be  lev elled a t  Raf -
faele Cecco's latest master-
piece. T h e  g raph ic s  a r e
as tounding -  fantast ic use
of c o l o u r  a n d  a ma z i n g
detail.  The (opt ionally) con-
stant s ound o n  t he 128K
complements  t h e  g a m e
superbly. Cybernold sure is
one h e l l u v a  fi g h t i n g
machine -  t h e  weapons
available a r e  m e a n  a n d
monstrous,  m a k i n g  t h e
act ion rea l l y  c ompuls iv e.
Cybernoid defi es all adjec -
tives; i t  j u s t  h a s  t o  b e
played to be believed a n d
once you do play  it ,  you' ll
never leav e i t .  i f  only  a l l
Spec t rum games  were like
this!
PAUL

I
the extra w

a level has
cargo collec ted,  t h e

d then heads for the level
'Where h e  i s  inf ormed

or not  he has collected
enough c argo t o  warrant  biEiing
given a bonus I f  not, one Cyber-

! noid ship is last, and the player is
transported to the next level.

•

COMMENTS

Joysticks: Cursor.
Kempston, Sinclair
Graphics:  Cybemoird 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 on/off
General rat ing: the formula
may be old, but everything
else is new or improved. Raf-
faele Caccot  best game to
date -  if only it were bigger!

Presentation 9 3 %
Graphics 9 6
1
%
Playability 9 5 %
Addictive qualities 96 c
1
/0
OVERALL 9 6
6
/ e
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A T  LAST'
A  W O R T H Y SUCCESSOR I D

T H E EVER  P O P U L AR  M AT C H  DAT
F O O T BAL L  SI M U L AT I ON

A  G AM E  WH I C H  HAS
R EM AI N ED  I N  T H E READERS

C H AR TS F OR  3 YEAR S

Wr i tten once again by Jon Ri tman and Bernie Dr ummond this NEW Match Day is the
CCHAlt of all the customer feedback and advice on how to create the pinnacle in computer  soccer.

Pit yourself against the CPU or with 2 players-full league or cup competition with unique code - save facility.
Jump, head,  volley and kick (using the kick meter) to move the ball from player to player wi th automatic

deadball scl ups and goalkeeper control.
O ND C T I O N  S Y S TE M
I N e n s u r e s  
r e a l i s t i c  
b a l l

ricochet and the action comes with
full music and sound FX
if you want the very best in foot
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8 . 9 5 o n e  choice... MATCH DAY II withmulti-menu system makes the home
c o m p u t e r comealive. Omen is the registered trademark of Ocean Software Limited
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YETI

Presentation 57%
Graphics 66%
Playability 61%
Addictive qualities 56%
OVERALL 61'

)
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Producer: Destiny
Retail price: E8.95
Authors: Christian Urquhart and Mike Smith
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mysterious s u b j e c t  o f
Tibetan legend and myth,

has been grant ed t he  ult imate
accolade of  a computer game of
his own. In this case there is no
speculation a s  t o  whet her t he
notorious Yet i exists or  not ,  he
tramps across the t it le screen to
assure the player of his existence.
The object of this game is to catch
him.

The Yeti is extremely shy, and
the larges t  p a r t  o f  t h e  ques t
involves t r a v e l l i n g  t h r o u g h

I NICKI
"Yell  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 Exolon then you've
done the right thing because al though they look alike, Exolon Is
ten times better.

M A R K I

uncharted territ ory  t o  fi nd t h e
beast. Beginning in the mids t  of
hostile oriental caverns the search
moves on to counter the perils of
the s nowy  landscape. Buddhas,
invincible mini-monks, rivers of fire
and my s t ic a l  fl y i ng  mons t ers
impede y our progress :  c ont ac t
with any of  these means instant
death.

To counter these dangers, the
player is armed with the famous
Lee Enfi eld r ifl e and  a  l imit ed
supply o f  g r e n a d e s :  e x t r a
ammunit ion and shields are also

" I  must admit that the idea of a Yeti hunt in a game is quite novel
-wel l  I 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; I 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.

7.7';717CLM Mr2MM
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For sale: one ski-bike, going to the highest buddah

K A T I I
" Yet i is  very reminiscent  of  Exolon, even down to the ef fect  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 gl i mpse befor e  h e  myster iously disappears.  T h e
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.  I f 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
your life (annoying when you Only have three). These elements
reduce Yetes initial playability but with such high quality graphics
and some compelling gameplay a little persistence should go along way.

scattered a r o u n d  t h e
environment. H o w e v e r ,  t h e
important p r o b l e m  i n  t h e
punishing Himalayan c limate i s
keeping t h e  h u n t e r ' s  b o d y
temperature up. Earthenware pots
full of  valuable nourishment have
been left around the area to help.

As progress is made further into
the depths  o f  each o f  t he four
levels, the Option of a snow mobile

becomes av ailable.  M i s s  t h e
entrance t o  it s  garage,  though,
and t he journey is  cont inued on
foot.

The end of each level brings the
hunter t o  c amp,  where he  c an
replenish a m m u n i t i o n  a n d
grenade supplies  and  grab t he
Chance to restore his body  heat
before recommencing the search.
Reaching the fourth level sees the
Yeti c o me  wi t h in t h e  play er's
grasp. Catch him and the journey
is c omp le t e .  F a i l  a n d  t h e
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

CRASH Apri11988 1 7



SIDE ARMS
Producer: GO!
Retail price: E8.99 cassette, E12.99 disk
Authors: From a Capcom arcade machine
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megalomaniac. i s
threatening to exterminate

the Earth.  Immediate retaliatory
action i s  nec es s ary  a n d  s o
Lieutenant Henry  and  Sergeant
Sanders a r e  as s igned t o  t h e
mission. The i r  aim:  t o  Infi lt rate
Bozon's underground emp i r e ,
locate t h e  e n e my ' s  u l t i ma t e
weapon and destroy it.

Converted f r o m t h e  a rc ade
game, S ide Arms  allows one or
two play ers  t o  part ic ipate i n
combat ac ros s  a  v ar ie t y  o f
horizontally s c r o l l i n g
monochrome backgrounds.

Immediately t h e  e n e m y
unleashes its defence: all available
manpower i s  a l e r t e d  a n d
combatants appear in a variety of
forms to do battle.

As t h e  in t rep id  as t ronaut s
advance, they have the chance to
improve their cache of weapons.
When destroyed, s ome enemies
leave collec table bonus  pods .
Basic pods  increase fi re power
and improve armour but each also
contains a  series  o f  addit ional

BLOOD VALLEY
Producer: Gremlin Graphics
'=?Mall price: E9.99
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represent opposite sides of
the same coin; B
l
o o d  
V a l l e y

Jives t he player t he chance t o
savour the experience of both.

The Hunt  is an annual contest
which takes place in the Valley of
Sad. The hunter is the tyrannous
reptilian Archveult, his quarry is an
unarmed slave released into the
valley for the hunt ing pleasure of
the malev olent  r u l e r  a n d  h i s
henchman.

The roles of hunter and hunted
are des igned f o r  t w o  play ers
although there is a solo option. The
player acting as the slave has three
different charac ters  t o  c hoos e
from. Thief .  Barbarian and Priest
are each given several objectives
to complete prior to their escape.
This involves destroying several of
Archveutt's primary  allies and, in
the c as e o f  t he  thief ,  s tealing
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 quest.

The mov ement s  o f  Arc  hveult
and his quarry against the various
landscapes of  the Valley of  Gad
are s hown simultaneously on  a
split s c reen display .  Unf riendly
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battle improvements .  A  specifi c
number of  shots  t ransforms the
pod i n t o  another weapon;  one
shot for increased speed, four for
a mega bazooka launcher, and so
on. The  weapons  in a  player's
arsenal c a n  t hen  b e  selec ted
individually from the keyboard.

Play is  div ided into a series of
stages. At the end of each, enemy
fire culminates in a laser-belching
monster, who must be defeated to
allow e n t r y  t o  t h e  n e x t
underground level.

The game comes complete with
its o w n  s oundt rac k  int ended,
presumably. to inspire you as you
approach B o z o n ' s  u l t i m a t e
weapon, t h e  Mo b i l e  A r mo u r
Sentipet.

( C R I T I C I S M

•  "  Another s h o o t  ' e r n  u p
conversion fails t o hit  the mark.
Strip away  all t he hy pe (this is
definitely not a 'classic shoot 'em
up'), t ak e  a wa y  t he  gimmic k y

valley i n h a b i t a n t s ,  r o b b e r s ,
vampires, trolls and demons must
be defeated b y  hand t o  hand
combat. Food,  go ld  a n d  ot her
collectable bonus  objects  boost
stamina r a t i n g  a n d  inc reas e
bargaining power.  When invoked,
an opt ions  sc reen al lows  eac h
character to use different potions
and items.

Ordinarily Arch veult 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 right of the screen
displays the stamina level of both
characters, distance travelled and
amount o f  go ld  collected.  Th e
Hunt lasts five days and a clock
displays the countdown.

1 C R I T I C I S M

•  "  & c u d  Valley is  intenoed t o
combine fantasy adventure wit h
elements of role play and strategy.
Unfortunately, once you've waded
through a l l  t h e  explanat ions .
you're confronted by nothing more
than a  s ub-s t andard a r c a d e

S P E E D

sounctracK, and you're left with a
rather average game. The action.
far f rom being as breathtaking as
the promot ion c laims ,  i s  s low.
Even w i t h  ma x i mu m s p e e d
bonuses t h e  as t ronauts  d o n ' t
seem to get very far and spend a
lot of time travelling through empty
screens. Scrolling is uneven and
collision de t ec t ion  annoy ing ly
inaccurate. The graphics are no
more ou t s t and ing  t h a n  t h e
gameplay. The atmosphere they
create c a n  b e  q u i t e  ee r i e ,
especially a g a i n s t  t h e  b l a c k
background but this element isn't
really exploited to Its full potential.
Side A r m s  i s n ' t  a  c omple t e
disaster -  after a few turns it even
becomes addic t ive,  b u t  a t  t he
inflated price it's probably best to
give it a miss . "
KATI

•  " On first investigation, Side
Arms s e e m s  j us t  l i k e  j us t
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le Run for your life - now you're the hunted

adventure. Gremlin have tried to
include s o  many  elements  that
only t he mos t  bas ic  ones  -  of
killing a n d  collec t ing objec ts  -
stand out, The objects, once you
have them,  s eem t o  bring lit t le
benefit other than the dubious one
of a prolonged life, The graphics
are remark able o n l y  f o r  t he i r
inconsistency: o b j e c t s  a n d
enemies appear and disappear at
random. The scrolling, combined
with a  s t r a n g e  fl ic k -s c reen
procedure. i s  unev en a n d  t h e
weird, ghos t ly  mus ic  c a n  d o
nothing t o resurrect the spirit  of
this barren and bitty game.
KATI

Po Side Arms, top head,
bottom legs

another ordinary shoot 'em up
game with appalling colour. On
second investigation i t 's  sti l l
just an ordinary shoot 'em up!
The graphics are confusing, the
colour i s monochromatic a nd
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 i s  a l most  ni l .
There are some places i n the
game that are quite pleasing to
play -  but not many. This game
lets d o wn  GOt 's  us ual ly  h igh
standard.
NICK

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

•  " Af ter sit t ing through almost
half a n  hour  o f  l oadi ng y ou
eventually fi nd that the game
wasn't worth the effort! The idea
of slaying everything in sight is
fun for  a while and extra things
like br ibing trol ls add a  l i ttle
spice, but  the lack of  a  tense
atmosphere a n d  r ea l  var iety
soon ki l ls any compulsion t o
continue. There's the choice of
playing t h r e e  d i f f e r e n t
characters but it you load in one
and don't  l ike i t  you have t o
reload the entire game.  I t you
want a  good two player game
then look elsewhere.
NICK



is pretty bland visually, with some
large, b u t  ra t her  unimpress ive
monochromat ic s prit es  bat t l ing
across a  v e r y  s i m i l a r
monochromatic b a c k d r o p .
Control of  the main character is
frustrating, as  he  of ten takes a
fraction o f  a second too long 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 m y  m a n  wi t hou t  e v e n
touching him. Al l  of  these factors
added to my initial feelings about
the game, and in the end was  left
with a vague, 'why  bother?' sort of
feeling. "
MARK

COMMENTS

Joysticks: Cursor, Kempston,Sinclair
Graphics: bland and
monochromatic
Sound: terribly grinding and
repetitive
General rat ing: a very poor and
disappointing arcade licence

Presentation
Graphics
Playability
Addictive qualities
OVERALL

4
.
5  
0
/
0

•144%
-16%
43%

4 3
0
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s•  " The packaging of Blood Valley

is quite good, wit h a bed sheet-
sized instruction leaflet that clearly
sets out the aims of the game, but
on t he graphics  a n d  gameplay
side -  forget it. Visually the game
is totally dire, with crudely drawn
and badly  animat ed s t ick  me n
hobbling a r o u n d  a  v i l e
background. Garneplay  i s  n o t
much better, becoming repetitive
and ult imately  dull .  I  bec ame
totally b o r e d  o f  t h e  w h o l e
caboodle a f t e r  o n l y  a  f e w
attempts. Admit tedly  there is  a
game of  sorts lurk ing around in
there, but Gremlin will have to get
a bigger shovel to t ry and dig itOut
MARK

COMMENTS

Joysticks: Cursor, Kernpston,
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
once

Presentation
Graphics
Playability
Addictive qualities
OVERALL

55%
45%
43%
35%
41 %

TELADCW
Producer: Destiny
Retail price: E8_95
Authors: N i ck  Eatock

0  nce again the Universe is
under threat: the evil ruler
Teladon i s  p l o t t i n g

destruction from his hideout deep
in the labyrinthine structures of the
moon 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, loc at e t he self -destruct
button a n d  in i t ia t e  Te ladon ' s
demise.

The moon is  surrounded by  a
series o f  c onc ent r i c  m a z e s
connected b y  r o c k y  t unnels .
Avoiding t he edges  of  a  s teep-
sided 3 - 0  crevasse t he  player
searches f o r  a n  ex i t  i n t o  t h e
complex below.  Enemy  vessels
attack a n d  occas ionally  c reat e
laser beam fences which must be
destroyed: a  mov eable  t arget
allows direction of the hoverbike's
laserlire.

Collision wit h any  obstac le at
average s peeds  means  ins tant
death, but  travelling at very s low
speeds causes the bike to bounce
rather than explode. Excessively
slow progress is detrimental to the
player's oxygen level, though, as
signalled by a decreasing meter.
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Once located,  a  ho le  i n  t he
ground allows access to a maze of
3-0 p a s s a g e s  i nhab i t ed  b y
hostiles which are best avoided.
The task is  aided by  collectable
icons which represent extra lives.
laser supplies, oxygen bubbles or
keys for use in the tunnel below.

As t he player nears  Teladon
itself the surrounding tunnels and
mazes bec ome shorter,  Hav ing
reached t h e  c ent re,  t h e  s e l f -
destruct i s  ac t ivated a n d  t h e
Universe liberated from doom.

CRITICISM

•  T e l a d o n  i n v o l v e s  a n
interesting c o mb i n a t i o n  o f
elements_ However,  f or a  game
which boas t s  t w o  c omplet ely

different areas of  play, it  doesn't
offer much variety. Hurt ling down
the tunnels requires So much care
that t he race soon turns into a
ramble; at tempts  t o inject  some
speed in t o  t h e  proc edure a r e
swiftly halted. The maze sequence
lacks compuls ion since you have
very lit t le power to combat  alien
fire and there's  lit t le t o  collect.
Zapping enemies  g iv es  mi n o r

IN. Two different game environments

satisfaction s ince they have t he
annoying power of  regenerat ing
whenever you return to a location,
Gameplay is initially quite difficult
and, unless  you persevere, y ou
definitely won ' t  get  hooked.  20
levels in  t he same monotonous
mould are unlikely to lead to majoraddiction.
KATI

•  "Af t e r  playing a nd greatly
enjoying Yeti, I held high hopes
for Teladon. But alas, it was not
to be.  What  I  di d fi nd was a
graphically average, col lect 'n•
blast maz e game wi th one or
two interesting ideas. Al though
fun at  first, I  soon tired of first
zooming along a canyon at full
pelt o n  a  j et  bi ke,  a nd then
descending to the subterranean
mazes to battle it out with the

guards (who s imply  pot ter up to
you on their little scooters and
blast you t o  bits),  Teladon is  a
merely a v e r a ge  ga m e ,  a n d
although not disastrous, I leave
you w i t h  t h e  t i me-honour ed
piece of advice: 'try before youbuy'.
MARK

•  " I n  t ry ing t o  c ombine t wo
inemory-exhaustive game types,
Teladon 's programmers have had
to compromise.  The  blend is  a
repetitive and ult imately tedious
mongrel of  a game. No t  only  is
Teladon boring,  bo t h  part s  are
very t o u g h  t o  p l a y .  T h e

perspective scrolling in the tunnel
section is  too jerky and the laser
sight too s low to permit  accurate
blasting of hostiles. The game also
comes t o an abrupt  end i f  you
don't  decelerate in time to shoot a
force field, because the player is
reincarnated on the same spot on
which he expired, and is forced to
Sit repeatedly through the static
effect unt il all lives are gone. The
maze sect ion is  made extremely
difficult by the laser-toting aliens,
arid luck is  at  a higher premium
than skill. The final nail in the coffin
is t he lack  o f  variat ion in  bot h
sections,' even the pretty graphics
can't s a v e  T e l a d o n
mediocrity and I  adv ise against
buying itPAK

COMMENTS

Joysticks: Cursor, Kempston,Sinclair
Graphics: lacking in variation andcolour
Sound:  a poor repetition of
uninspiring sound effects
General rating: a mediocre game
whose potential has not been fullyrealised

Presentation
Graphics
Playability
Addictive qualities
OVERAL
L

67%
65%
46%
45%
49%
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RASTAN

Addictive qualities 79%
OVERALL 85 Vo

Producer: Imagine
Retail price: E7.95 cassette, E14.95 disk
Authors: Icon Design from a Taito coin-op
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Maranna, is  the only  man
tough enough t o  liberate

his kingdom from the evil influence
of the wizard Karg• In an attempt
to gain cont rol o f  t he barbarian
race t he nefarious necromancer
has released a host of beasts and

I KATI1

(L2eigo
,

The wizard has enlisted a grisly
crowd o f  allies ,  ranging f r o m
docile looking lions to ghoulishly
aggressive d e m o n s .  T h e i r
instincts are to attack on sight, and
the more humanoid beings have
seemingly unlimited shot power.

Rastan c an fi nd and collect  a

" Hacking and hewi ng thr ough hel lfire demons,  Rastan the
dragon-slayer, barbar ian warr ior  supreme,  slashes hi s way
through some surprisingly subtl e designer  graphics.  Pastel
shades and di fferent gradations of  grey,  pierced by sudden
splurges of red, turn Mar anna into a bleak and hostile world.
Rastan himsel f i s  smoothl y ani mated a nd al l  the  di fferent
ducking, fighting and jumping actions are clearly defined.  A
game whi ch concentr ates o n  ki l l ing mar audi ng fi ends i s
obviously limited in terms of depth but the swinging ropes and
the bonus collection system ensure ample variety. Difficulty is
well graded (the first level even has a practice rope) and your first
go takes you just far enough to keep you hooked. As you're given
the chance to start again where the last game ended there's no
laborious repeti tion of  levels you already know off by heart.
Pastan is slick and compell ing — anyone remotely interested in
the barbarian cause and those new to the sport have nothing at
all to lose.

demons upon the land.
Protected only  by  leather and

bearing his trusty sword.  Pastan
hacks h i s  w a y  a c r o s s  a
horizontally scrolling landscape of
underground pas s ages .  g r i m
citadels a n d  r o c k y  c l i f f s .
Unexplored parts  o f  this  host ile
terrain are connected by flights of
steep steps and ropes swinging
perilously o v e r  lak es  o f  fi re.
Remote a r e a s  b o a s t  d e a d l y
streams and lava fl ows;  contact
with eit her o f  t hes e results  i n
instant death.

IP. A continuing saga
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%sten: climbing the rope to success

1 NICK
" Hasten is another coin-op that doesn't seem to nave the same
addictiveness on the Spectrum than i t 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 t he m  y ou j ust go  straight thr ough a s  i f  nothi ng ha d
happened! In some places you could mistake it for a large 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 t h a t  t h e  g a m e  m a y  ha v e  h a d .  Rastan i s
disappointing.

number of helpful items including
more powerful weapons ,  bonus
shields, m a n t l e s  a n d  a l s o
medicines w h i c h  r e d u c e

" I 'm all for hack 're 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 I 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."
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vulnerability. Some enemies carry
jewellery which bear a variety of
mysterious powers .  a n d  mo r e
devious opponents attempt 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 s hould al l  o f  Rastan's  fi ve
incarnations be lost, the player is
given the option of starting again
on the last level visited. This option
is offered three t imes after which
Rastan's ques t  is  started again
from the beginning.

The barbarian k ing's  miss ion
reaches i t s  c l imax  i n  a  fi na l
confrontation wit h Karg himself .
The wiz ard takes  o n  t he mos t
powerful form he knows: the body
of a soul-sucking dragon. Only the
most legendary of heroes has the
power to pierce his hide,

COMMENTS
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
Graphics
Playability

80
85%
839/0



CASSETTE
SPECTRUM A m S T R A D

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,
the bouncers. On a hot,

steamy night In 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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The t casualty of war is innocence.



Producer: Firebird
Retail price: E l  .99
Author: Peter Cooke

T he objective of Zolyx is to fillIn a n  e mp t y  s c reen b y
enclosing a r e a s  w i t h

straight l i n e s ,  w h i c h  t h e n
automatically fill with colour. Lines
are drawn by  a cursor whic h is
directed around the screen, and
constantly m o v i n g  b a l l s  a r e
avoided s ince contac t  wi t h t he
cursor, o r  a n y  p a r t  o f  a n
incomplete line, 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 t o  t he nex t  level.  Fo r
every percentage above 75 bonus
points are awarded.  Each level
successfully completed sees an
extra ball is added to the screen.

Producer: Players
Retail price: E l  .99
Author: Colin Swinbourne
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is under threat  o f  nuc lear
war. T h e  B a l l ,

representative o f  t h e  A s t r a l
Harmony Co u n c i l .  a n d  h i s
intergalactic pos tperson courier,
Thing, have been sent to liaise with
the Dingalinger Overlord.

On arrival. the Overlord refuses
to meet with the Ball until the Thing
has c o mp l e t e d  t e n  t a s k s .

Half way through the week and still things to do

I C R I T I C I S M

•  " When Zolyx was first released
on the Commodore it was met by
almost u n i v e r s a l  a c c l a i m .
Surpnsingly, this conversion is an
unmit igated d i s a s t e r .  N o
satisfaction is  to be gained f rom
transforming t h e  s c reen;  t h e
blocks have different textures, are
divided by  thick black lines and
combine t o  f o r m  a n  u g l y
patchwork of motley patterns and
hues. The  k iller ball,  int roduced
specifically f o r  t h e  Spec t rum,
makes l o n g  s weeping s t rok es
across the screen impossible, and
effectively cripples play. Definitely
not recommended.
KATI

•  "  This g a m e  i s  j us t  s o
unattractive a n d  unaddi ct i ve
that is isn't even wor th E1.99!
The gr aphi cs w e l l ,  a r e  a
couple of blobs and dots worth
mentioning? Colour is restricted
to j u s t  o n e  p e r  s c r e e n,
occasionally bei ng gar ish and
limited t o  unsatisfactory d o t
shading. The idea is too simple;
attempting t o fil l  i n 75% of  a
screen wi th shadi ng i sn't m y
idea o f  fun.  Per haps i f  there
were a  f e w  mor e  enemi es i t

Equipped wi t h  not h ing b u t  a
telephone b o o k ,  a n d
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  o f
teleport booths.

A series  o f  fl oat ing capsules
contain objects  which the Thing
must collect and use in the correct
combinations. The  Dingalingers
try to obstruct his work, but the
Ball is  equipped with a  phased-
plasma servocannon whic h has
the power to stun.

If all the puzzles 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  a n d  al l ,  a r e
doomed.

1 . A  T E C E P H O A E  B O O K .
2  H E A D A C H E  T A B L E T
3 . R  n o u n °  O F  R A A U A I T I O A .
4 . 1 1 0 T H I n G .
S . A O T H I O C .
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Score 00710 L e v e l  02 L i v e s  1
Time 0 6 0 Z

10- A  major disappointment on the Spectrum

might  have perked up a bit ,  but
otherwise i t  j ust l ooks l ike a
failed fi r s t  a t t e m p t  a t
programming on a ZR81! "
MCK

•  " Zolyx is very similar to an Atari
game I owned about five years ago
called Oix.  Th e  idea i s  s imple
enough, so what do Firebird think
they are doing? They have taken a
simple, but  pleasantly frustrating
game idea, and turned it into this
totally unplayable pile of you know
what, Graphically  Zolyx is  totally
dire, a l t hough gameplay  — i f
possible — is even worse. Firebird
have me s s e d  t h e  g a m e  u p
something rotten, Whatever you
do, DON'T buy this.
MARK

" Ai though arcade adventures are common on the Spectrum,
Thingl's tidy presentation and humorous graphics help it stand
out from the crowd. Gameplay is moderately slow, sometimes
with per iods dur ing whi ch there i s nothi ng t o do but  pl od
forwards. The shooting action is also a nuisance, in that Thing
frequently runs into the hostile Dingalingers, resulting in some
short-lived games!  The  str ong brain-teasing el ement w a s
enough to keep me playing, though,  and if puzzles are your
poison, I  would suggest you exchange a couple of coins for
Thing!.

'M A R K
-
1

" Thing! is quite nice, graphically, with a couple of rather cute-
looking characters fighting off the treacherous Dingalingers, and
attempting t o  compl ete t he  tasks s e t  by  t he  Dingal inger
Overlord. These puzzles are quite simple, but are challenging all
the same, and will probably take several games to solve. Once
completed however I feel the game will lose its appeal, but until
then, just keep going!

r e
-
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"The  ridiculous storyfine of
Thing' warns you not to take
this game too seriously, and
the car toon style graphics
create a n  atmospher e o f
absurdity. M o s t  o f  t h e
problems are just an excuse
to make some very silly jokes
(it's easy to work out what to
do with an American Express
card, but what do you do with
a C R A S H  r evi ewer  ? ) ,
Whether you like this sort of
thing depends entirely on the
depths to which your sense
of humour  i s  pr epar ed t o
sink. E l  .99 doesn' t  s e e m
Such a bad deal to me. "
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Joysticks: Cursor, Kempston,
Sinclair
Graphics: serve their purpose
Sound: simpler than simple
Options: definable keys
General rating: Zolyx started off
as a simple and effective game on
the Commodore 64, the
programmer has tried to make it
what it isn't — complex

Presentation
Graphics
Playability
Addictive qualities
OVERALL

COM M ENT
-
S
-
1

Joysticks: Cursor, Kempston.
Sinclair
Graphics: the cartoon
characters are extremely
attractive arid cute
Sound:  jolly title tune with spot
effects
General rating: a very
playable and comical budget
game

Presentation
Graphics
Playability
Addictive qualities
OVERALL

74%
79%
M%
80%
73%
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MAGNETRON
Producer: Firebird
Retail price: E7.95
Author: Steve Turner
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made his first appearance
In the citadel of Ouazatmn

INICKI .r
"Magnetron ha s  the  same
old graphics,  the same ol d
Ideas a n d  t h e  s a m e  o l d
gameplay a s  t h a t  o t he r
Graf tgold game.  Guazatron.
You can get a bit of fun out of
it to begin with by zooming
up and down the ramps and
doing death leaps from the
top of high ridges, but once
this novelty has worn off you
are left with a monotonous 3-
D game.  Ther e  a r e  s om e
reasonable ef fects i n  t h e
game, l i ke t he  patter n o f
Magnetron spr i tes maki ng
an oval shape in a starry sky
at the  start,  but  not  much
else. Grappling with robots is
extremely confusing at first,
and o n l y  h a v i n g  a  f e w
seconds t o  c om pl e t e  i t
makes t he  mat ter  wor se.
Magnetron has little new on
offer a n d  doe s n' t  r ea l l y
deserve c l o s e r
examination.
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Seven of  his bes t  f riends
have been captured,  and

are being he ld  i n  a  max imum
security prison.  His  miss ion:  t o
rescue a n d  lead t hem bac k  t o
safety.

The g a m e  beg ins  wi t h  t h e
armour-clad Kein standing on the
first level o f  t he prison.  As  he
travels t h rough t h e  ma z e  o f
comdors he comes across barred
prison doors ,  opened s imply  by
blasting them.  Behind these are
either one of his friends, a guard.
Or more often than not  an empty

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

IMARK
" Long a go,  ther e  w a s  a
Commodore g a m e  ca l l ed
Paradroid. This game was so
successful t h a t  I t  w a s
followed by Ouazatron on the
Spectrum, and its hero, KLP-
2, now  r etur ns t o  star  i n
Magnetron. I  k n o w  w h a t
you're p r oba b l y  s a y i ng,
'Surely by  now  thi s game
type is dead and buried?' But
no; t he  same formula has
been used t o pr oduce yet
another e pi s ode  i n  t h i s
Paradroidesque s a g a .
However, I  must say that I
actually l i ke t he  game:  I
found disabl ing the  enemy
droids a nd tr acki ng dow n
and destr oyi ng t he  power
plants q u i t e  e nj oy a bl e .
Admittedly a ny one  total l y
bored with this type of game
won't fi nd anything new i n
this latest offering, but if you
have b e e n  off-pl anet,  o r
stuck down a dark hole for
the l ast few years,  take a
look.

SHACKLED
Producer: U S Gold
Retail price: E8.99 cassette, 02 .99 disk
Authors: Choice from a Data East coin-op

cell.
On dis c ov ering o n e  o f  h i s

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 h o l d s  a  d i f f e ren t
weapon. a n d  onc e  gained a re
displayed as icons which can be
scrolled t hrough a n d  us ed  a s
desired.

Sword, axe, and spear-wielding
guards make their presence felt,
and K e i n  los es  energy  point s
whenever they attack him. Bonus

le 'Disappointing Ouazatron follow-up'
under theirarmed s at el l i t es

control.
KLP-2 is  immediately  beamed

aboard the first satellite, where his
task i s  t o  n e g o t i a t e  t h e
mult icoloured 3 •D landscape of

MARK!

I NICK I

ramps a n d  wa l k wa y s  wh i c h
comprise each station, locate its
four reactors and deactivate them.
The stability of a reactor is entirely
dependent o n  t h e  c omb i ned
charge of its positive fuel rods and

"Magnet ron s hould hav e been c al led Ouazatron I I  s inc e i t ' s
merely a n updated version of  the prototype rather  than an
original game in i ts own right.  The few elements which are
significantly different actually spoil the playability of the game.
Admittedly the monochr ome Quazatron l andscape has been
given a n  injection of  much-needed colour ,  but  impressive
graphics can't  sal vage insipid gameplay.  I n Cluazatron t he
grappling s e que nc e  w a s  e x c i t i ng a n d  unpr edi ctabl e;
Magnetron's icon puzzle lacks a competitive edge and becomes
increasingly repetitive. Nei ther  the reactor  problem nor  the
grappling sequence are complex enough to sustain anyone's
interest for very long.  Trudging monotonously from one to the
other is a process which is best avoided.

"Ther e have been plenty of Gauntlet variants over the last few
years, but unfortunately most of them have been pretty poor
affairs. Shackled on the other  hand,  al though not graphically
brilliant, is at least playable. The dungeons are nicely drawn and
although the scrolling is jerky and character movement slightly
wooden,  this didn't spoil my enjoyment too much. In tact, I found
the game quite entertaining. It's not exactly the new Gauntlet —
but it's better than most of the other imitators."

"Gauntlet has spawned so many clones it's hard to muster any
enthusiasm at the prospect of another one, but at least Shackled
has added t he  comparative sophistication of  3 -0 .  Dashi ng
around the mazes in a desperate attempt to find your friends and
keep them safe (disorientated prisoners have a  tendency to
wander of f )  ha s  a  realistically frantic touch.  The  battl es
sequences themselves ar e reminiscent of  a  comi c str ip as
weapons and bodies disappear in a cloud of dust. The scrolling
is slightly jerky, and you don't get more sound for your money
than one or two (admittedly atmospheric) spot effects. With a
little more attention to detail this merely good game could have
become an excellent one.

"Comi ng from US Gold this game is a bit disappointing. The tiny
graphics and frustrating movements don't  exactly make the
game addictive. It's very similar to the rest of the Gauntlet clones
that litter software shelves around the country, all of them exactly
the same in graphics and ideas. Shackled does however  have
some fresh things in it: the way you rescue people from their
bonds and then inherit whatever weapon they had is a new idea,
but the two player mode is terribly frustrating when player two
gets left behind and player one has to stop while he catches up.
Shackled is well presented and has adequate sound effects but
there are simply too many similar games on the market. "



its ne ga t i v e  i nhi bi tor s.  B y
swapping fuel  r ods KLP-2 can
manipulate t h e  c h a r g e s
sufficiently to cause the reactors
to shut down or overload.

The droid inhabitants of  the
stations a r e  c o m p l e t e l y
unsympathetic to his mission and
although KLP - 2  doesn't  ha v e
enough firepower to counter them
directly, he  can 'grapple ' wi th
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 a l l  f our  reactors a r e
deactivated, t h e  s t at ion s hut s
down allowing KLP-2 t o beam
boldly on to the next.
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Joysticks: CurSbr, Kempston,
Sinclair
Graphics: an improvement on
Quazatron - more colour
combined with intricately
detailed objects
Sound: only a few
unimpressive spot effects
General rating: playable, but
Certainly not as good as
Quazatton

Presentation
Graphics
Playability
Addictive qualities
OVERALL

72%
67 %
56
0
/0
4 9
%57%

items are available throughout the
dungeons including coins to boost
Kein's energy level, keys to open
doors, r ings that increase shot
speed, necklaces which speed up
the player 's movements,  a n d
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 mus t
collect the correct key. and lead
his freed companions to the exit.
The next level is then entered and
Kein cont inues  h is  ques t  unt o
either his energy runs out, or  he
has l i ber ated a l l  o f  h i s
companions.

COMMENTS!
Joysticks: Cursor. Kempston,
Sinclair
Graphics: miniscule
characters on a plain and
simple background
Sound: very few atmospheric
spot effects
Options: one or two players
General rating: a convincing
arcade licence, but lacking
originality and content

Presentation
Graphics
Playability
Addictive qualities
OVERALL

68%
85%
73%,,69%
•472

FRIGHTMARE
Producer: Cascad e Games
Retail price: E9.95
Author: R o n  Ashley
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stores primaeval memories
which seep into our dreams.

Frightmare dares the  player t o
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 d r e a m  z ones ,  t rav el l ing
through a surreal world of ruined,
crumbling statues, net work s  o f
skeleton t rees  a n d  r o o ms  o f

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
from z o m b i e s  t o  s c a r l e t
disembodied hands, these can be
countered b y  a  ser i es  o f
collectable weapons. Holy  Water
kills a l l  monste r s  i nstantl y;
revolvers (for which you also need
to collect bullets), crucifixes and
random poti ons have  a  mor e
selective effect .  O t he r  i c ons
increase your  abil ity t o  jump,
represent extra lives and allow you
to warp to different rooms.

As the inner self is penetrated.
the dr eam state,  recorded i n

Po Frightmare: look before you leap
blood-red skulls.  I n  t rue dream
Fashion, t he  ability t o  j ump i s
weirdly enhanc ed -  deat h b y
falling is a strange impossibility.

letters at the top of the screen,
alters accordingly. Beginning with
a '  bad dream' the state slowly
advances t o  fi nally  bec ome a

I NICKI
" I  didn't know that my darkest dreams were full of badly drawn
characters, colour clash and irritating gameplay, but that's what
the nightmare adverts say, so it must be true! The best thing
about nightmare 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 wi th the word Tr ightmare' scrawled across the top.  If
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. "
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I KATI
" Like a recurring dream, the
promotion of Frightmare has
been h a u n t i n g  t h e
magazines with monotonous
regularity f o r  m o n t h s .
Unfortunately, t h e
realisation is never  as good
as the dream. Nevertheless,
nightmare i s  enter tai ni ng
enough. T h e  m a c a b r e
graphics cr eate a  fittingly
ghoulish atmospher e  a n d
even the control  method -
somewhere b e t w e e n
jumping a nd  floati ng -  i s
expressive o f  t he  sur real
ambience. T h e  r e a l
nightmare, however ,  i s the
price. As a platform arcade
adventure i t ' s  ha r dl y  a
pioneering b r e e d .
Unremarkable spot effects,
messy col l i si on detect i on
and slightly clumsy controls
mean that  i t  doesn't  even
rank as one of the best of its
type. Frightmare can get very
addict ive, but  C9•95 is a high
price to pay for  some fairly
standard fare.

I MARK
" Thank goodness my worst
nightmares ar en't  ha l f  a s
Creepy as  the  guys i n this
game! G r a p h i c a l l y ,
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 s o m e  r a t he r  na s t y
looking adversar ies t o  b e
either k i l l ed o r  avoi ded.
Although the game is initially
playable, with a very athletic
hero bounci ng ar ound the
screen, I  s oon discovered
that it was little more than a'
run a r o u n d  c o l l e c t i ng
enough objects to continue
through t o t he  next,  even
more bi zar re pa r t  o f  t he
nightmare' t y pe  o f  game.
Although qui te  chi l l ing a t
first, s a dl y  I  f ound  t ha t
tedium soon sets in. "

'nefarious frightmare'. After that all
you have to do is 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.

COMMENTS
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
Graphics
Playability
Addictive qualities
OVERALL

73%
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57%
57%
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It's ZOO in the evening. You've just finished
another meal. You should do your homework 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.

the authentic handling of NATO ally
hydrofoils US, Italian and Israeli
76mm water cooled naval gun,
Harpoon and Gabriel missiles

•
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8 real life missions and
on-screen maps

TM 8.© 1937 LucashIm Lid (11L) All hp eserved Screeo shots represent C64 version
°thus may vary
Elecironic Arts software isavailable no a wide range e4 home compuiers wrcluding
Commodore C64, Commodore Amiga, Atari ST, IBM, Spectrum and Amstrad
Electronic Arts. 11-49 Station Rd Langley. Slough Bwkshire. S13 BYN England.
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gripping, pylon-shoving racing
action. Speed in spades. Trick
turns. A swarm of other planes to

outfly and outmonoeuver - or collide
with.

All in 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 that recall the days when speed
kings were the heroes of the skies.

GeoBee Air Rally. Strop yourself
in, grab your joystick and open the
throttle. You're in for a whole of a ride.

Created by Steve Cartwright, Gene
Smith, Mike Nowak and Russell lieblich.
O M

Amtga (E19.99i, Commodore 64/128 Disk
(E14.99), DC Spectrum 48K/128K/-1-
((7.99) and Amstrad CPC Cassette
(C9:99) and Disk E14.99),  Commodore
64/128 Cassette (E9•99) coming soonl
Mail Order: Activision IUK) lid,  Units 3 &
4, Lloyds Close, Fined on Rood Industrial
Estate, Northampton NN8 4FR. Tel: 0933
76768,

AM E  FL
DtPf ;E

TM & 1 9 8 7  Activision Inc. All rights
reserved. Amiga screens shown. Screens
may vary depending on computer system.

,



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
right we would be the very best magazine ever printed. As it is,
CRASH l ike any other  publ ication is a  col lection of  individuals
working hard to get  most of I t r ight most of the time -  arid even
succeeding now and again! However,  for  letter of the month,  and
that all-important E30 worth of software. I 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
i 6•• BITS
Dear Lloyd
Weil, the fiftieth edition of CRASH
has been and gone, and I thought
it was about time I put pen to paper
and whinged about the state of
CRASH, the software industry, life,
etc.

The former to begin with. I must
admit, despite being an avid
CRASH fan for many years, that
since the considerable price rise.
the magazine has if anything, got
thinner. Gone are the days of 130--
140 page issues which kept me
reading for many an hour. But, as
my English teacher reminds me,
quality is more impo tent than
quantity, 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, c
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software now please' - and onto
more wide-ranging matters_

Upgrades. Let's be honest here,
who among my fellow Spectrum
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 (?) enough to have a 18-
bit owning friend who takes great
pride in showing me the latest
software ('I don't believe US Gold
did such a good job on the
Spectrum version .  . O f  'So the
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 selling up
and saving for the latest in gaming
technology. But having seen all
these games on the 16-bit
machines, every single one seem.;
to lack that extra level of addiction
that the Spectrum versions had.
My friend plays each new game for
a week, and then it collect s dust in
his disk box, while I play games
such as Match Day II for months
and still come back to them a year
hence and play them again (for
example I have just dug up Minder
by OK'Tronics and begun playing

that again). And that's after paying
a fraction of the price for new
software. Such sentimentality,
however, cannot halt the flood of
upgrading Spectrum users
enticed by superb graphics and
attractive sound (Or should it be
the other way round? Never
mind _ .  ). I would still advise
anyone thinking of making the
giant leap to keep their Speccy:
they won't get much for it after all.
and at least it means you'll still be
able to play Match Day fl
it  O c e a ndon't do a 16-bit conversion.

Partly on the subject of the Atari
ST. I see that Silica Shop are still
advertising it at the *new' price of
E299. The very same advert hasbeen with us since pre-1987 PCW
Show - hardly very new. Still, time
-  as one great time traveller once
said - is relative, and I 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').
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
up with an oily line to 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
Go!! take the award for the corniest
in the shape of 'Tomorrow's
software today'. (A million speccy
owners now murmur, 'Well if that's
tomorrow's software then I hope
tomorrow never comes).

I 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
annoying factor is the repetition of
screen shots between it and
CRASH. If I've just bought CRASH
I want to see different pictures of
different parts of the game - not

the same ones I saw in CRASH.
Null said?

All good things, as they say,
must come to an end. Although
that excludes my wafflings I think
it's about time I 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
New Year can go to the CRASH
team, who - despite odd
exceptions a l l  keep the mag to a
very high standard. Vorsprung
Durch Technik as they say in all the
best car commercials
Nigel Palmer, Norwich

During my occasional forays into
THE GAMES MACHINE office, I
get to see and play more 16-bit
games than you can shake a stick
at. And to a large extent I agree
with your views: the majority of the
releases thus far are very pretty to
look a t ,  a n d  p o s i t ive ly
terpsichorean to  listen to  -  but
they play like a brick. There are the
odd one o r two a t  which th is
criticism cannot be levelled, but if
you rate playability higher than the
merely aesthetic, t h e n  t h e
evergreen Spectrum s t i l l  h a s
plenty t o  o ffer in  th e  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 £ 2 0  mark),  se lling  yo u r
Spectrum and software collection
would appear t o  b e  a  fa lse
economy.

CRASH a bit thinner? Well, yes
and no (how's that for an equivocal
answer?). But sometimes you're
up against unarguable financial
facts, and the men with the books
at our Gravel Hill office say that
compared t o  t wo  years a g o
CRASH is not quite as profitable
as i t  was -  probably because
there's more colour in  i t  now.
Some issues a re  thicker than
others -  it depends a bit on the

time of year. and after Christrnas
each year there have been thinner
issues, Prior to Christmas there
were several fatter CRASHes too
you know.

LM

PLAY IT
AGAIN, LOKI?
Dear Lloyd
In the dim, dark past belore I
started reading CRASH, I read
Sinclair User for many months. In
their June 1986 issue there was an
article about a new
Superspectrum, the ZX Spectrum
Loki. This machine was to be
similar in specification to the
Amiga but at a fraction of the cost,
In the August 1986 of CRASH you
denied that such a machine
existed, but after reading the
article in Issue 50 about MGT's
superclorie 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 pixels per line and 64
colours). If you then check these
features against the SAM
specification, you find that all
these features are available on
SAM. In fact, SAM would advance
on the Loki's graphic handling by
allowing 512 pixels across the
screen, and the normal 192 lines if
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, I hope that SAM does make
it onto the market because I
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
CPCs with the Sinclair name stuck
onto them.

Clive Sinclair's humble machine
is a technological miracle, but as
Amstrad's only care is to make
money and not consider existing
users I say to MGT, 'Good luck and
bring back Sir Clive's pioneering
s pi l l  which in Amstrad's hands
seems to have gone down the
drain'.
Ian lacy,  Ilkeston, Derby

After a  l e n g t h y  t e l e p h o n e
discussion, S i mo n  N  Goodwin
assures m e  t hat  t here i s  lit t le
ground f o r  a n y  c ompar i s on
between the two machines. Unlike
SAM. the Loki has never and will
never exist outside of a few sheets
of t yped paper, s imply  out lining
the features Sinclair deemed to be
necessary i n  a  nex t  generat ion
machine-cum-Spectrum c l o n e .
Also, a  f ew o f  the features you
ment ioned aren't really applicable:
the Loki was to inc lude sampled
sound and hundreds o f  colours;
SAM is essentially a ZX Spectrum
but with slightly improved sound
and limited attnbute problems.

LM

SPECTRUMS £ 1 4  inc. + Free Game VIC 20, C+4 £22 Inc
SPECTRUM 128 £16 inc. AM STRAD 464 £32 inc. +  Free Game
SPECTRUM +2 E I S  Inc. + Free Gems 064 P.S.U . tor sale E 2 0  inc.
SPECTRUM +3 £24 C64 £22 inc. + Free Game
SPECTRUM P.S.U . for sate E10 C16 £16 inc.
SPEC JOYSTICK IWTERTACE ter sae E5.50 BBC £32 inc.

ELECTRON £19 me.

TIPS DEFICIT
Dear Uoyd
There are a number of issues I'm a
bit cut up about here. For a start I
am infuriated about the attitude of
Henry Shades towards the
Spectrum (Issue 49). That sort of
attitude is killing humble Spectrum
owners who don't have E299
kicking about to buy an expensive
computer. I have an original 481<
bought first-hand for E45 in
February last year. Does Mr
Shades think that Driller, Exolon,
and Head Over Heels are not
improvements on games such as
Scuba Owe and Afic Atac. To pick
GFL Championship Football is not
a very good example of assessing
Spectrum games. Spectrum
games are competing avidly with

COMPUTER REPAIRS
Fixed Super Low Prices!
Inclusive of parts, labour and VAT

I  week turnround
*  SPECIAL OFFERS

FIRST AID
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the Commodore,  Amstrad and
Atari games, and they are rising in
standard rapidly. I may be an old
' luddy-duddy ' but I don't  think
that Spectrums are ancient. When
you can purchase Speccies for
E50 why not save yourself £250
and get one? You won't  regret it.

My final complaint  is about the
Playing Tips section. In Issue 49.
of the nine pages there were only
three POKEs and five tips. Two
pages were wasted with an advert
for the' new' +3 (put it somewhere
else) and an amazing five pages of
maps were used. These maps do
not have to be so big do they? Just
make them neat and smaller -  not
mega. I do not rate maps to be as
important as tips and POKE& So
Nick, more tips and POKEs
please, and if you can't be
bothered to test them bring back
LM to playing tips.

I still like CRASH though.
Reviews are excellent, having
more than one opinion. The
competit ions are okay (we want
more) and Oli Frey's artwork is
excellent. Forum is good for letting
off steam, and special indexes and
features like Run It Again are very
interesting. Keep up the quality
that has enabled you to reach
issue 50 and still be the best
Spectrum mag around.
Chris t opher Harby, Sleaford,
Linos

Thank y o u  f o r  t h e  fi n a l
compliments Chris, but  I feel (as
art old hand so to speak) I  must
defend Nick and say he does a fine
job of the Playing Tips. I feel most
people would agree that maps are
an import ant  f acet  o f  t he t ips
section, giving aid in playing while
not 'cheat ing* as with POKEs or
hints. However,  it 's  also true that
all maps and no words make for a
dull section, a n d  s ome months
maybe we're guilty of filling space
with maps  that are printed bigger
than they need be. But  a deficit of
POKEs a n d  t ips  c an hardly  be
Nick's fault, for he merely checks
and collates the information sent
into him: he can't pnnt POKEs he
hasn't got! Get the message? The
tips section is only as good as the
stuff sent in, so get working!

LM

REVIEWS RUN
OUT
Dear Lloyd
I am writing to complain about the
accuracy, or rather the lack of it, in
many of the reviews in Issue 49.

Firstly, the review of Out Run.
The resounding opinion amongst
my friends is that this has been
vastly underrated. I agree that the
mult iload 481<, is to say the least, a
pain the backside. The graphics
are extremely well detailed, and
the animation is great, especially
the movement of the car as it
negotiates hills and turns. I have to
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 snoula nave
been given in the high eighties. If
not a Smash.

This leads me onto Rampage,
which, in my opinion is sheer
violence, sheer brilliance. 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
proceedings.

Gary Lineker's Superstar
Soc c er. . .  AAARGH!  This game,
to put it politely, is PURE CRAP
(there's an oxymoron for you!)
How on Earth did that game pass?
When your opponent is about to
kick off, you can run up and snatch
the ball from him, and
consequently score.

Scruples i
s  
a n o t
h e r  
g a
m e  
w h
i c
h

the locals think has been
underrated. When played
amongst friends, the game is
great. it merits approximately
80a/o.

Not having IK+, I perhaps
should not comment on this, but
do the graphics really merit 9 0
0
/ 0 ?

Having Gauntlet 11 and Gauntlet,
I agree that they are very similar.
Has the overall appeal dropped
27Q/ci in a year? I doubt it very
much.

Usually, the reviews are

accurate, but I felt I had to
comment on the aforementioned
games. Incidentally. what
happened to World Class
Leaderboard arid The Double.
Why were they not reviewed?

Here are a couple of general
comments about the mag:
When reading the Scores page. I
experienced cieja vu. Was it an
error or was it deliberate?

When printing competit ion
winners, how about pnnting 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 TOM, and it
won't  be the last. Congrats. again!
Scott McGlashan, Glasgow

The perennial argument
,  A n d ,  a sever, t h e  a n s w e r  t o  y o u r
disagreement o f  r e v i e we r s '
ratings is down to personal taste:
the rat ings and comments given
to each game are based solely
upon the feelings of the reviewers
in question. You can't  expect to
agree with all of  the ratings all of
the t ime -  we only try to give as
comprehensive and  unbiased a
review as possible to help guide
your dec is ion t o  purchase t he
game. For instance, I 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,  i t  can be  very
playable. A s  f o r  Rampage,
thought it was tedious and a waste
of  t ime -  and I don't  even get to
write reviews any more!

Since t he rev iews ment ioned,
Mike Dunn has left the reviewing
team t o  purs ue h is  ac ademic
quests and is replaced as of  this
tssue w i t h  t w o  v e r y
knowledgeable n e w  rev iewers .
However, Nock (wit h whom you
appear to agree with most of  the
time) i s  s t a y i n g .  T h e
subscription was something of an
error, alt hough o n e  t hat  many
reapers s p o t t e d ,  h a p p i l y
assuming t o their benefi t that  it
didn't  really make sense the way it
was. Sorry about that.

LM
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ADVENTURE
DEFICIT
Dear Lloyd
Although I agree with you that
Peter Hoar's letter (Issue 50) did
appear more cynical than strictly
necessary, I feel that several of his
points are ones I (sadly) have to
concur with. Although I have been
a faithful CRASH reader since
Issue 11, I have decided not to
renew my subscription as I, like Mr
Hoar, feel that CRASH has been
going downhill for some time. I am
not going to accuse CRASH of
daylight robbery or indirect bribe-
taking (in the form of
advertisement contracts), but I do
sympathise strongly with Mr
Hoar's points on adventure
games.

I am an adventure game fan, like
many others. and to me the
difference between Derek
Brewstees old reviews and the
new ones is obvious. The first
difference is an easily noticed one
-  Brewster had six summary
ratings: Difficulty, Graphics,
Presentation, Input facility,
Response and General Rating, as
well as five percentage ratings:
Atmosphere, Vocabulary, Logic,
Addictive quality and Overall. The
latest reviews have only one rating
-  Overall -  although Knight Om in

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
Oro review -  a Smashed game -
only gave a very general
impression of the first part of a
three-part game. More detail
would not have gone amiss -
some more quotation to give the
flavour of the game, some
description of the complicated
parser (giving, as it does,
commands such as FOLLOW, GO
TO, RUN TO etc), some mention of
the way the characters interact
(DENZYL, 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 -  I was
worried by its complete
disappearance just after Derek left
-  'they're not going to drop it now
that he's gone, are they?'. I
thought at the time, and felt
incredulous when I turned to the
SIGN STUMPS section in Issue 50.
The unthinkable had happened -
twice - yes. CRASH published
TWO COMPLETE (almost)
SOLUTIONS! Not only this, but it
had happened 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
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behalf of this unfortunate being,
and assured us it would not
happen again. It didn' t . . .  unt il he
left,

It is very sad that whoever was
responsible for this did not realise
how the printing of such an
obscene thing can completely ruin
the enjoyment of a game or
prevent people from buying it. This
letter may not have been of such
great importance in the two
solutions in question, but the
former still applies_ It is not a
simple matter to 'just not read it' -
the temptation is too great for
many adventurers (myself not
included, as I do not have any of
the games in question, but I know
how people feel) who later curse
themselves for their weakness.
Lead us not into temptation!

Another point is the
disappearance of SIGNPOST (I
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
upped and went, which is why I'm
writ ing to the FORUM and not
there.

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

Obviously, budget games are
more numerous than budget
adventures, but if there are so few
budget and mail-order adventures
that they can be 'rounded up
occasionally' (I doubt it), why
bother rounding them up? Surely
such a small number could simply
be reveiwed when they come out (I
assume that Issue 50, by the way,
contained such a 'roundup).

I also recognise that you are not
personally responsible for editorial
policy, and for this reason I am not
basing any attack on you
personally with this letter.
However, you are. 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 adventurers, I am
willing to believe that they do play
adventure games (although it
appears they play arcade games
more often), but your somewhat
incongruous reply seemed slightly
unclear. (By the way, if the
reviewers are such keen
adventurers why do you later on in
the magazine state that 'an
interest in adventures would be
useful' for new CRASH
employees? I hope it is because
CRASH is trying to repair, in part,
the gap left by Derek Brewster).

I do hope CRASH is not
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gradually phasing out the
adventure game world. tt 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
surveys - or perhaps a tendency
in the computer game world to
cater less and less for minorities
such as adventurers or strategy
garners (I do not play many myself,
bull have noticed that the strategy
section of the magazine is also
dwindling and In issue 50 is
pushed up against the adventure
section - are they to be eventually
rounded up into iust an 'adventure
and strategy' section?)

Perhaps these developments
are only a temporary disturbance.
My subscription is still good tor a
couple more issues -  maybe
CRASH can persuade me to
chan9e my mind and renew it. I
certainly hope so.
Simon McGregor, London NW3

I certainly shan't apologise for my
reply t o  P e t e r  Hoar 's  letter .
because if people write stupid and
calculatedly offensive letters full of
deliberate misinformation a n d
cheap inuendo,  then they can
hardly expect a sympathetic reply
-  even though his did earn him the

DON'T MISS
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bumper software bundle; the first
time i ever recall awarding it in a fit
of pique!

Everyone will have to accept
(and may well expect) that when a
talented special ist wr i ter  l i ke
Derek Brewster stops working for
a magazine after four years, there
is bound to be a very great change;
and to be a touch cynical about it.
no-one r eal l y l i kes  c ha nge s
(whether they be good or  bad).
which can often explain the more
savage criticism in these cases.

It i sn't really a  case o f  not
catering to what you refer to as
'minority' interests -  adventures
have always been important to
CRASH -  but they have become
decidedly l e s s  i mpor tant t o
software producers i n general,
simply because hardly anyone
buys enough to warrant the cost of
producing them.

The result has been, as we have
all seen, that almost all Spectrum
adventures available now come
from independent individuals a t
budget prices on mail order. No.
there's nothing vvrong with that
except technically the only way we
can tell you where to get them from
is to print the address and tell you
what money to send, which in turn
means we  are legally bound to
refund you in the case of  your

having any complaint, 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 m a r k e t  h a r d l y
warranted all of his time on every
issue.

And ther e  i s  a  significant
difference between a  budge t
arcade game from a company like
Code Masters, widely available in
numerous shops in its thousands,
and o n e  f r om a n  individual,
produced a t  home wi th a  r un
sometimes on l y  i n  t h e  l o w
hundreds and available only by
post at the risk of the sender.

Among t h e  n e w  reviewers
working on CRASH, and generally
at Newsfield, are several who not
only enj oy  pl ayi ng adventur e
games and do so regularly, but are
also quite expert on the subject
itself (why take arcade experts

who e n j o y  t h e  occasi onal
adventure off their job for one that
always takes so much more time
to assess? -  the reason for the
wording in the ad you refer to).
Their impact has hardly been felt.
All I can ask you to do is be patient
enough to see how they work out.
No edi tor i al  pol i cy  he r e  a t
Newslield i s  cast i n concrete;
things change all the while. Quite
possibly adventures won't merely
be r ound ups,  a n d  certainly
strategy and adventures are not
intended to merge i n the near
future. The  results of  our  next
CRASHtionnaire will be interesting
-  tel l  us  how  you feel  about
adventures that way -  as you told
us tha t  Ocean w a s  t he  bes t
software house last year in the
Readers Awards d i d  Ocean
bribe all of you to vote for them?

hope you feel, Simon -  since
your letter was constructive and
polite -  that I  have answered it
more logically a nd completely
than you think I did Mr HOW'S_

LM

What an exhausting set of answers that proved to be! Sorry If it
sounded long-winded,  but sometimes you can't do a reply in two
lines. How about a few more constructively jolly letters next month?!
And if you have something to say, send it to
LLOYD MANGRAM'S FORUM,  CRASH,  P O  BOX 10,  LUDLOW,
SHROPSHIRE SYS 10B. I'll try and fit you in.
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Bowl or Bust! Fred and Barney want to go bowling but Wilma has
other ideas   a n d  guess who's left holding the baby?
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based on the famous Hanna Barbera cartoon characters.
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C64/128 cassette E9.95, disk E14.95.

Atari ST and Amiga 09.95.

01988 Henna Barbaro Productions Inc.

GRANDSLAM ENTERTAINMENTS LTD.,
VICTORY HOUSE, LEICESTER PLACE. LONDON VVC2H 7NB. Telephone: 01-439 0666 G R A N D S L A M
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Between 1984 and 1986, when games were
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.•
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GAME b e c a m e  a
household name in software
households just weeks after
Jetoac and Pssst were

released i n  1 9 8 3 ,  get t ing t h e
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 UltimMe's first releases
was astonishing -  they were packed
into only 16K of memory.

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

addicts IF

1

Two more 16K releases followed -
Cookie and TranzAm -  and when
CRASH was launched in 1984 we were
treated to the even more complex 48K
games, Lunar Jetrnan and Abc Atae,
Between 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%. mating Ultimate the magazine's
most highly-praised software house of
all time.

Ultimate s quirks as well as its games
made i t  legendary: f o r  instance,
Ultimate Play The Game was actually
the trading name of Ashby Computers
And Graphics (ACG), immortalised in
Atic Atac's Key Of ACG and Sabre
Wulf s Amulet Of ACG.

lt all made for good stories, so
computer journalists clamoured over
the phone and even hammered at the
front doo r  f o r  t hat  all-important
exclusive interview. But  the harder
everyone tried, t he more adamant

Ultimate became about  i t s  press
silence -  and indeed very little was
known about the software house, which
never even showed i t s  wares a t
exhibitions after one early experiment.

The nearest anyone got to a foot in
the door was when CRASH found some
favour with Uttimate'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•a-Zouch, Uttimate was wholly
owned by one family: two brothers,
Chris and Tim Stamper, and Tim's wife
Carol. With one or two other
programmers - or '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
lalooch and produce games.

And it was as though the games
really did speak for themselves:
magically, Ultimate avoided the
'criticisms usually attracted by
standoffish organisations in the
professionally friendly entertainment
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 4. And when
rumours circulated, originating from an
ail-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-roost-
cloned piece of software after the word
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, when
someone has been on top so long
detractors start sowing seeds of gloom,
and as Ultimate slid CRASH readers'
letters were harping on the similarity of
so many later Ultimate games.

Looking back, though. it seems
incredible that Ultimate kept its
supreme position for so long, always
producing original games that went
straight to the top of the sales charts.
Despite its tall from fame, it remained a
major label, and after a rumour 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 Ultimate 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

I he Ultimate software label 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, Rate 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 for its zoo. Sitting on the
western edge of the village is a very
large 18th-century mansion, part of
Manor Farm.

This is the home of Rare, protected
by rambling outbuildings, barns and a
crowd of noisy cockerels and chickens.
It's an elegant though rather
dilapidated building, gradually being
repaired by theStampers, arid its calm,
very country-English extenor belies the
power of the technology within.

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

And what illuminates Rare's
operation is the Stampers' intimate
working knowledge of their hardware.
Very little equipment in the mansion is
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 much as
their imagination that kept Ultimate
playing the game so long.

WHY ULTIMATE FADED

I started with the most obvious burning
question: why did Ultimate disappear
about l ib  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.

'I 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 on 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 iike Bubbier and Cyberun'
Tim insisted that was the post-Stamper
Ultimate's work.

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

Chris - at 29 the younger, quieter
brother, who concentrates on coding -
broke on: 'What was the last one we
developed as a team? It was Guntroght,
I 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 before Gun fright Ultimate
had come in for magazine criticism -
Sabre Wolf is a copy of Aric Atac, Akio 5
is a copy of Knight Lore, and so on.

'It was funny to read the reviews.'
recalled Chris. 'A lot of the earlier
reviews were 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 advertise.
the product got a bad review - and I
was actually told by a few of the other
companies that they thought the
problem existed as well - and I'm sure
it's still there now.

'So we steered clear of speaking to
anyone, and if they liked the product
great, and if they didn't I wasn't
bothered, because it the sales were
there people were buying it.'

FANS

Most software houses get as much
criticism 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.
SO to 60 letters a day, and had to have
someone fully employed just to deal
with it

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

'We could have expanded, like some
companies did, with a large fan club and
giveaways and posters to buy, and we
could have said •If you like (Aerate, buy
the games, buy sweatshirts', but in fact
we gave them all away.

'II anyone asked us for a sweatshirt
or a cap we said 'Well, you can have
it o r  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 Ultimate's string of huts, the
Stampers never employed hordes of
young playtesters as the old Imagineused 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*

No 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 easier to look at a product you
haven't worked on, because you can
look at it with an open mind, It's so
difficult for us to criticise or comment
on our own games.'

MYSTERY

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

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



fans - so I demanded the definitive
company answer. Was there ever a
trailer in unar Jerman?' I asked.

After a cautious silence. Tim replied:
'Well. I never got far enough! I once saw
a picture in a magazine with a trailer.'

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

'I wish they had contacted us!'
And so the mystery persists. But

mystery was Ultimate's fifth name Was
it a conscious policy to be mystenous?
Was it seen as good PR'

'No it wasn't, said Tim, 'that's the
way it turned out, we were so busy
producing a few products a year and
making sure they were nght I think
while we were full-time Ultimate, we
only had two Chnstmas mornings off.
and that's how hard it was.

'We worked seven days a week. Sam
till I or 2 in the morning. I don't feel it's
any good having engineers who only
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 ' H i s  voice trailed off,

'I 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
is excellent. It's a nice rural setting with
chickens all over It's a farmhouse and
we 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 middle of some
suburb or city centre.'

Still, the 6-acre Manor Farm isn'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 morning 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 'I t  takes 6
months to develop a good game and by
that time you've probably had three or
four other ideas.'

'We scribble them down and file
them away.' Tim went on, 'and then
when we're ready to start a new team
off, we lust go through the files and
decide which one to produce, which is
best for the time of year and the current
trends

Continuing Sabreman's adventures, Underworlds was eclipsed by the sophis-
tication of Knight Lore

'But obviously a lot of the hardware
can't handle ' One  for the future!' we
say. I'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 to America and Japan, to give up
all that dedicated hardware and
memory and work with the I 6K
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 cassette at
that time h e  was onto a winner.

'I think it was easy for other Japanese
and English companies to copy, but for
the home computer and the UK he
really did it first, and it was lust a

Almost all of Rare's staff posed outside Manor Farmhouse, Left to right: Carole Stamper (company secretary), Tim
Stamper (graphics director), Chris Stamper (software director), Rachel (secretary), David (sound dept), Mere (software
head), Paul (software), Steve (graphics), Kevin (graphics),

l i d  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. p y

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

'Still, it's an incredible machine and
it made the British market. without
doubt. I think it's very similar to the
Nintendo 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 Spectrums extremely limited
sound could have posed a problem for
Ultimate's programmers - one
common criticism in the old days was
that Ultimate games needed better
music and sound effects.

'Well, yes,' admitted Chris, but I
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 on
his first confrontation with a l b
-
b i t
machine a n  Amiga, say. But neither of
the Stamper brothers is particularly
impressed by the much-hailed 16-bit
revolution.

Tim Stamper: 'I haven't seen
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CRASH
REVIEWS
The Ultimate label
Aleen 8 95% issue 15
Abc Atac 9 2 %  Issues One & Two
Bubbler 7 8 %  Issue 41

90%Issue28
92%Issue25
94% Issue 12

95% Issue One

Cyberun
Gun fright
Knight Lore
Lunar Jetman
Martianoids   5 8 %  Issue 40
Nightshade ....... 9 1 %  Issue 21
Pentagram 9 3 %  Issue 29
Sabre Wulf ........ S m a s h  Issue 6
Llnderwurlde 9 2 %  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 they're out
there and people have seen them, they
say 'I don'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
Ultimates 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 for
it. If a I6-bit machine Is going to sell
about three or four million, you can be
sure we'll be out there with product for

But if it sells 250,000 - I don't think
any 16-bit owner is going to buy two
copies of one product, so the maximum
you 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-I984 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?. I asked. It was Tim
who answered

'We were having a severe problem
with the number of (illegal) copies. And
I think going from 0.50 to £9.95 was a
bold step we took. The price was was
gradually creeping up. and I 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 19,95
to say 'Hey. you're not copying my
game. I 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. I 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  I don't know whether we could
have made any more of an
improvement:

AHEAD OF THEIR TIME

• Knight Lore was finished before Sabre
Wolf Tim suddenly said. *But we
decided the market wasn't ready for it.
Because if we released Knight Lore and
Alien 8 - which was already half-
finished - we wouldn't have sold Sabre
Wulf

'So we sold Sabre Wulf, which was a
colossal success, and then released the
other two. There was a little bit of
careful planning in there. But they could
have had Knight Lore possibly the year
earlier- we lust had to sit on it because
everyone else was so far behind.'

Careful planning is the hallmark 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
Nintendo. But Chris and Tim had
discovered the dedicated console
through their contacts in the Japanese

At times strongly reminiscent of Underwuricia. this is Wizards And Warriors,
an original Nintendo game
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Sabra wait, written after Knight Lorafl

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
available 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 to show
Nintendo 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 Theo. 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 goingto 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 rt.'

'A lot of UK companies are beginning
to look overseas.' Chris added, 'and to
look at machines which are not
available in the UK. We did that 2 years
ago. And I think it puts us in a very
unusual situation

'We now have four freelance teams,
and they are really trying to take
advantage of the situations we
developed. There is not another
company 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.'

Tim: 'We actually act, I suppose, as
Nintendo'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
Konami and Tait°, 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 not 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
either finished (one was done 2 years

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

'There is a difference in style and
there is a deference in what makes a
good game for the US and Japan,'
mused Tim. 'I think we understand now
what that difference is. And our success
rate proves that.
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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 essential
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 on the
280 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 turn his graphics into
animated movies for viewing on
computers. The price of memory is
dropping, so that future could come
soon.

But 'very few people know we're
here,' said Tim, 'very few people know
what we're doing. And I'd just like to
make people aware ot 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, I 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 a doubt.

'I think this countrys very conducive
to that - c o l d ,  it's damp and
everyone's sitting indoors
programming. Britain should be
produc ing the Number One games, and
it's not happening. I feel that as 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 multiforrnat
sister THE GAMES MACHINE
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"A firstrateconversion ofa first
rate arcade game"
ZZAP 64 - 72AP SIZZLER
66 Great graphics, good sound.
perfect playabihty, what more could
you dsk for?" c G  HIT

"Gauntlet is definitely the most
exciting coin-op conversion ever for
the 64. For sheer fun and hours of
entertainment value this is game
the best yet,”
COMMODORE USER - SCREEN STAR

SCIL EEN S W I M  0110114 V41414444 S I S I T E M N

66 A super sequel to the much
loved dungeon based shoot 'em up.
As much of a blast as the first,
and about twke as addictive."
YOUR SINCLAIR

US. Gold Ltd., Units 213 Hollord Way, Hollord, Birmingham 66 7AX.

66 A corker fast action and superb
gameplay."
SINCLAIR USER - SINCLAIR USER CLASSIC

66 The game's brilliant!"
AMSTRAD ACTION MASTERGAME
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GET I TO  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  ma in  goal  i s  to  become the  richest,

toughest and most notorious gang in the city.

FREE 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:—
LIC GAMES, PO BOX 11, CLEVELEYS, BLACKPOOL, LANCS FY5 2UL.
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What a  sellout !  He l d  a t  t h e
Porchester Hall,  London,  on t he
20th February, an estimated 1200
PBMers v is ited t he third Brit ish
PBM convention — it was busy to
say t he least! Many  companies
had stands, and there was plenty
on display.

RAIDERS!
A new company on the scene was
K I R GAMES (4 Higher Lidden
Road, Penzance TR18 4NZ), who
were displaying their new game
RAIDERS OF GWARAS. This is a
Fantasy RPG set upon the world
of Gwaras, which is  div ided into
fifteen c o mp l e t e l y  d i f f e r e n t
countries — one of which you come
from. There are 37 types of  race
(thirty of which are humanoid), and
you mu s t  a l s o  d e c i d e  y o u r
character's occupation. Character
progression i s  a c h i e v e d  b y
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 o f  hand moderat ed
character development seems to
be a quality offering, and at El per
turn you certainly can't  grumble.
Start up costs E3 f rom 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
9UA) a n d  a s  s u c h  h a v e
successfully negot iated wit h the
AUSTRALIAN WIZARD company
to run their game WORLDS I N
CONFLICT in the UK- The game is
very similar in style to the TV epic
(sic) 'V% with alien invaders and
freedom l ight ing humans  ( t he
player can be either).

I feel that this sums up WORLDS
01 CONFLICT very well indeed. It
looks like a  good game (but  a

OH! WHAT A LOVELY
CONVENTION
BREN DON KAVANAGH reports on the pomp
and razzamatazz of the third British PBM
convention, and reviews some exciting new
PBM games
complex one,  Spellbinder don' t
recommend it  for beginners) and
is played on a convincing map of
the world as we know it_ The game
has t h e  u s u a l  f ea t u res  o f
attributes, technology  levels et c
and t he combat  and economics
look f un .  S e n d  a n  S S A E  t o
Spellbinder for further details.

OTHER NEWS
HISTORICAL ENGINEERING are
launching a new game f rom The
Stable, T h e  Te mp l e ,  G r e a t
Wilbraham CB1 5JF on May 1st. A
game is ent it led WORLD WAR II
where the player takes the role of
a powerful wart ime personality. It
certainly sounds fascinating.

WAVENEY GAMES (28 Diprose
Road, Cort e Mullen,  Wimborne,
Dorset BH21 30Y) have launched
a s imple simulat ion of  the Stock
Market en t i t l ed  SPECULATE! ,
which s h o u l d  a p p e a l  t o  t h e
economically minded.

MITRE GAMES (Unit 6 ,  9
Brighton Terrace.  London S W9
90J) report  that  they 've bought
rights to TRIBES OF CRANE. while
DIGGER G AME S  ha v e  j us t
released t h e  i m p r e s s i v e
STREETWISE — I'll let  you know
more when I can find their address!

LABORATORY h a v e
introduced MAGELORDS O F
DORM ( f or  in f o  wr i t e  t o  Th e
Laboratory, 1 8  R i d g e  Ne t h e r
Moor, Liden, Swindon,  Wilts SN3
6NB which is a development from
their prev ious  game FURTHER
INTO FANTASY. Start up is E2 and
turns cost El .50 thereafter. Worth
trying.

PROJECT BASILISK (PO Box
24, Sheerness, Isle Of  Sheppey.
Kent) has launched a new game
entitled t h e  v e r y  s i m p l e
CREEPHOUSE, and costs E4_50
for five turns.

Possibly t he  mos t  interest ing
new game at the convention was
VORCON GAMES ( 5 9  Juniper.
Birch Hill.  Bracknell, Berks RG12
4ZG) THE TIME SENTINEL. I t
costs E5 to start (including a few
free turns) followed by a charge of
E1.50 p e r  t u r n _  I  c a n
wholeheartedly rec ommend y ou
to s p e n d  a n  S S A E  f o r  a n
Information s h e e t  i f  y o u ' r e

irterested.
HARROW POSTAL GAMES

(161 B u t l e r  R o a d ,  H a r r o w .
Middlesex HA I  4DX)  us ed t he
convention t o  p r o mo t e  t h e i r
excellent l ic ens ed game,  T H E
WEAPON, t h e i r  q u i e t  b u t
interesting game OMEGA VICTOR
and t o  launch their n e w game
entitled ALBI ON.  a  c omput er
moderated fantasy game which
uses h u m a n  modera t i on  f o r
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
important part  of  the game. This
game would suit the strategist who
enjoys convincing people to play
his way. It costs E5 to start up. and
turns c os t  E2  eac h  thereafter.
Meanwhile HPG have t wo more
games under development: VAL E-
IMPERATOR a b o u t  G e r m a n
barbarians struggling against Non
Player Character (NPC) Romans,
and MOVING FINGER, a time warp
game due for launch later this year.
I wait in anticipation. .

We've a l l  hea rd  we i r d  a n d
wonderful games  b e f o r e ,  b u t
how does REVENGE O F THE
MANY-LEGGED MAN-EATING
MUTANT TIGER HOUNDS FROM
OUTER SPACE sound? It 's f rom
ALCHEMISTS GUILD (PO Box
114, Kidlington, Oxford 0X5 IDS)
and is basically a single character
RPG set in a somewhat bemusing
future society. The start up pack
includes (among other things) a
rulebook (brief but to the point) and
a background book  (some may
like it, some may not). The game
format isn't exactly original but the
implementat ion certainly Is. The
designers hav e c reated a  very
amusing society to roleplay in. It's
the brainchild of two young ladies:
Amanda Kerr and Newsfield's very
own Philippa Irving. Turns  cos t
either E l  .75 (s tandard t urn) o r
E2,50 (as before but with a bit more
detail) so this fortnightly deadline
game may  be  out  o f  reach f or
some of you, but those interested
should certainly t ry  t o  fi nd out
more.

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

A pleasant surprise for me was
to bump into Jon Woodall  and
Andrew D o d d  o f  O D D E
FELLOWS & CO (designers and
moderators o f  MEGALOMANI A
and ORDER OF CHAOS). Andrew
Dodd was proud to inform me that
he finally had understandable info
sheets for these two games— write
to 'Stoneleigh', Holly Lane, Upper
Ellwood, Glos GL16 7L2.

By the way, did you know that
the winner of  t he the dedicated
Ci&VG game of IT'S A CRIME was
Paul Sc ulpher.  wh o ' s  a l s o  a
CRASH reader! Heh Heh!

FANZINES
KIRKWOOD is a fanzine currently
being prepared for launch f rom
'Legend House', 40 Green Ridges,
Headington. Ox f ord 0 X 3  9PL.
Produced on an Apple Macintosh
SE linked t o a laser printer, t he
editor of Kirkwood hopes to use a
combinat ion of quality writ ing and
high resolut ion computer graphic
illustrations t o  c reat e a  h i g h
standard publication. One of  the
aims of KIRKWOOD is to introduce
RPG players to the world of PBM,
although t he content  wi l l  by  no
means b e  l i mi t e d  t o  t o p i c s
encouraging this. The first issue
will cos t  E l  and  inc ludes PBM
based articles. All the same, this is
a fanzine worth watching.

DARK BLADES
As far as the companies present
were c onc erned ,  t h e  m o s t
aesthetically pleas ing game o n
display had to be DARK BLADE
by S T A N D A R D  G A M E S  &
PUBLICATIONS (Ar lon Hous e .
Station Ro a d ,  K i n g s  Langley .
Herts WD4 8 0 ) .  What  a gem —
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 Iwo free turns
isn't bad a t  all.  Turns  are only
E1.25 each with no hidden extras
— this one is going to be a winner.
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ADVENTURE
TRAIL
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In the wake of Derek Brewster's more down to
Earth reviewing methods. CRASH has been fortu-
nate enough to engage the talents of one Samara, a
shapely being of charm, wit and intellect who, from
now on, will be guiding you on your travels through
the twilight world of the imagination. Take it away
Sam

GUILD OF
THIEVES
Rainbird/Magnetic Scrolls,
t  15.95 disk only
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Thieves 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, theMaster Thief has devised a test:
explore an island and thoroughly
sack it of all available treasure
before returning.

The adventure begins in the
Master Thiefs 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 descriptions.
even without i he graphics much-
praised on other formats, arc
extremely atmospheric; 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 along the
piano keys or try your skill at
potting the billiard balls.

The treasures are often quite

easy to locate but difficult to
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 obviousnessof 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
quite dangerous as you can't stop
the command once entered and

1



A D V E N T U R E T R A I L

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 a RAMSAVE command.
Constantly saving to disc gets a
little tedious, especially in anadventure 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.

JINXTER
Rainbird/Magnetic Scrolls,
115.95 disk only
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Guild of Thieves to
Aquitania and the magician

of Turani — Magnetic Scrolls'
latest adventure deals with a land
in which luck is running out

The good fortune of Aquitania
depends on the safekeeping of
the bracelet created 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
is jinxed.

Finding the right bus home
seems an unusual stroke of luck—
until you get run over
disembarking. You recover your
senses and realise that only a
guardian angel could have
prevented you from dying.
Seconds later the Guardian
(certainly not an angel by the
looks of his sleazy herringbone
overcoat ) 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 you 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

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) is be
displayed.

The Guild of Thieves easily
lives up to its reputation: a well-
crafted scenario, immediately
accessible puzzles. and a flexible
parser make this a must for the
compulsive adventurer. Even at
the comparatively high pricc, it's
a steal.
OVERALL 9 0
1
) / 0

an atmospheric and humourous
reply.

Aquitania's characters are
depicted realistically. Burly
bakers and prim postmistresses
are oblivious to the seriousness of
your quest — they're far too busy
with their own lives. To get them
to break off and pay attention it
is necessary to project your
imagination towards their needs
rather than your own_Interaction is 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 ir time to 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 can still
cripple progress later in the
game. Fortunately there is a
SAVE (though no RAMSAVE)
option.

Magnetic Scrolls' parsing
improves with every game, and
l imie r accepts 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.

One small drawback,
noticeable because it's
practically the only one. is the
longwindedness 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
is even more laborious where
complex actions, for example

LOADS O F
MIDNIGHT
CRL, E9.95
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Midnight. t h e  a g e  o f
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 f o r sales and software
success. At present Ludo, owner

us
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t o v e n z h o u s e  t t o o e l  b e F o n eb i n  t h e  g e n t n e  o  t h e  b a n k
r o n e , s t  n o n e O p o r t e n  u n c L e .
t h e  D i n  r o n e s t . S n o L L  F o o t p a t h s
L e o  e o e o v o h e n e  , s a v e  r o n
n o n t h o o s t  0 0 0  n o n t h w e . s t .

Ito Imitation Is the sincerest form of flattery

of a small company and Ludwig's
son, is in possession of the crown.
He must prevent i t  from falling
into the hands o f  the wicked
Gloornpork a t  a l l  c o s t s .
Unscrupulous a n d  p r o u d ,
Gloompork i s  d riven  b y  a n
overwhelming desire to use the
crown's power t o  become the
ultimate software giant. Ludo
and any followers he can recruit
must gain the  cooperation o f
other inhabitants o f  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,

striking a match, are concerned.
No special skill is required to
work out how to open a box of
matches and take out a match, so
why the need for a series of
pedantic commands? A feature
which allows the program to
perform the action for you would
have been a welcome addition to
an otherwise excellent game.

The Pawn was open to charges
of obscurity; The Guild of
Thieves improved on that and
limie r 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.
O V E RA L L  9 2 5 ' 0

irreverently recrea ted .  T h e
graphics, w i t h  t h e i r  b le a k
outlines of peaks and hills against
even bleaker skylines. arc almost
indistinguishable f r o m  t h e
originals. On-screen messages
appear t o  in fo rm you  o f  the
passage o f  t ime, and wolves,
more indifferent than hostile.
occasionally appear t o  sta re
piercingly into your eyes.

As a spoof it's very slick, but
this slickness ultimately lets the
game d o wn .  T h e  scene i s

carefully set at the expense of the
puzzles a n d  g a m e p l a y ,
travelling t h r o u g h  t h e
recognisable 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 p ro b le ms'  occasionally
gleans interesting replies b u t
could h a ve  b e e n  developed
Further. There is a RAMSAVE
option a n d  graphics ca n  b e
switched off for extra speed.

All t h e  e le me n ts o f  a
competent g a me  a r e  th e re ;
unfortunately they don't quite
gel into a good one,
OVERALL 5 5 %  Op.

CRASH Apri11988 4 3
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FEDERATION
CRL, £9.95
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strong sense of responsibility
because once again the fate

of the  Universe lies i n your
hands. A s  a  member o f  the
Federation's secret service you
have been assigned to the case of
Erra Ouann. the alien scientist
who hijacked the Flagship Ouann
Tulla in order to scfi the secrets
of its engine plans it) the evil
Empire. Should he  reach his
destination. the Federation will
be powerless t o  combat the
forces of the Empire who can
then step in to  dominate the
known Universe.

The adventure begins i n  a
leaking air bubble on board your
ship. Sparks are flying from the
instruments and black smoke
obscures everything. You can't
breathe. so your first objective is
to find a ir.  Once this initial
urgent task is  completed you
must find your way through the
shattered hull of the flagship and
survive long enough to continue
the investigation on a  distant

KENTILLA
B NIONKMAN from Hornsea
asks:
I 'in part three how dcl frighten
away the robbers?'
2 'How do I make a German
uniform in part four.'
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s c r L i h h i n g ! '
I t  s h p u t s .  a s  m o s s  o r  m e t a l
b r i s t l e s  e n q u I r  g o u . . .

Federauon positively bristles with excitement

alien planet. T h e  adventure
winds through a series of cargo
bays, c ontrol  dom e s  a n d
futuristic corridors, a nd  th e
suitably a t m o s p h e r i c
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 he treated

I Bang shells.
2 Get kit. polish and blankets.

EUREKA
TONY GRIST wants to know
where to find the oars.

In the sapne place as the boar.
Search the vegetation 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 Kith the wad of
German notes. Whisper 'Maltese
Bullfinch to  the librarian.
Negotiate Central Park between 6
am and 6 pm.

tactfully) you arc alone. Objects
are scattered around to help you
and range in complexity from a
neon weapon to a humble tube of
glue. T h e  puzzles. mos tly
involving the use of these objects.
are challenging b u t  n o t
infuriatingly difficult. Sudden
death is an ever-present danger
but special commands include a

LORD OF THE
RINGS

IAN FLYNN can't get into Bree
or cross the bridge at the end of
part one. How is it done?
Well •  •

Knock on the lunch, give your
name and wait. To cross the
bridge after you have killed the
riders. become Froth,.

SUPERHEROES
e just completed Riecl s

ReYenge at TOO pm on the 7th of
ehruary. The following

message appears on the screen:
Harper raised his near-empty
glass. drowned its content.% and
replaced it on the bar with a

A young Man
,pearhy said. 'Wow! This is nearly
as amazing as the time you
iltfrated the Leather Goddesses
of Philo! But whatever happened
nest?' Harper gave the boy a

crooked souk and gestme41
towards los empty glass,
Bartentlet ". the young man
interrupted, understanding at
last Harper settled slowly back
upon Ins stool. his eyes creased in
a private smile.

So claims an unnamed U2 fan
from Harpenden. the Rigers
Revenge Superhero. Everyone
else is stuck on this adventure:
any hints %%,Itild he appreciated.

MATT LUCAS
CHRIS BOND is stuck with the
porcupines on the island - be
can't get past them or the swamp.

Distract the porcupines by
showing. On the island climb tree
and heed the warning not to go
further south.

RA MSAVE option
The game has quite a  large

vocabulary and although it won't
accept complex commands i t
does have one  labour-saving
feature (interestingly, one that is
missing from the  I w o highly
sophisticated Magnetic Scrolls
adventures r e v i e w e d t h i s
month). I f .  for  example. you
have the key to a box there's no
need t o  g o  through a l l  the
rigmarole of saying UNLOCK
BOX WI T H  RE D KE Y ,  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 w i th  othe r
objects (play the game to see
which one s ).  I n  e ffe c t i t
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.

CRI:s version o f  the sci-li
adventure doesn't break any
especially original ground butwithin the limns it sets itself it is
a compelling and highly polished
game.
OVERALL 7 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
Rigers Revenge Superhero),

Throw the axe immediately after
you have thrown the bomb.

Stumped? Victorious? Send
your t ips and queries on
adventures old and new to
S1GNSTUMPS, C R A S H ,
PO B O X  10 ,  L U D L O W,
SHROPSHIRE SY8 1DB.

The most interesting are
published b u t  personal
replies are not possible.
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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 tor my ST and I think the
VTX has risen again from the dead. So it's back to normal and the lone
Promised Shades article

Just as I was getting ready to write It up, oft goes the phone: it's David
Rosenbaum from Micronet begging me to put back the Shades feature
again in favour of Mocronet's latest brainchild Before I know it I've got an
operating manual, access to the system and a bottle of wine! Why wine?
Well, it's common practice to have a press briefing over these matters,
normally with lots of food and booze. However. Microoet decided to do
things a little differently.

So, what Is the latest add-on to the Micronet database? It's the launch
of an idea that's been hanging around for quite sometime now but not
many people have bothered with: teleconferencing. Teleconferencing is
a soil of up-market version of the challine: instead of the one-line chats
'netters 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 la the group's screens only: you can allow certain
people to chat but throw others out, and there are many 'channels' that
can be used by different people - like a GB but without the interruptions.

Such a system has many uses: club meetings 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.
Mictonet will be offering their teleconferencing system to the public.

Micronet's version is called Teleralk and runs on a modified PDP I 1
This is accessible via a gateway on Micronel page 700999911. The
operating software was written b y Neil Newell, the  programmer
responsible for the remarkable Shades scrolling software.

I 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 I wondered if Micronet had got their wires
crossed, since the opening screen was identical to Shades
, H o w e v e r ,  Ifollowed the commands given, created my persona and password, and
was placed in the reception area. It turns out that the whole thing runs as
an adventure! On typing 'look' in the command box I got the following
reply 'You are now standing in the thickly carpeted. finely decorated
TeleTalk reception area and you feel immediately relaxed b y the
environment. West of you is the reception desk and to the east is a large
noticeboard To the north a long corridor stretches away, and above the
doorway to it hangs a sign reading To the conference rooms. Apart from
all this detail, there's a sign standing on the floor pointing southwest
reading Trader Vies - this Way:Wow! Tote Talk is not an adventure, however the style is such to mak.

,the whole Idea more user-friendly and enloyable, and allow interaction
with other users. There is a large lost of commands available to help you
and these are easily discovered by taking the self-help lessons available
on-line. The whole kaboodle 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 available. If you want a general chat with anyone.
then lust go to Trader Vic's bar which is lust a general chatline for the
socially-aware person. You talk by using the commands SAY (message)
to give a general message to everyone in the same room as you, or TELL
(user) (message) to gem someone a message that no-one else can listen
to. The 30 rooms, however, are tor more private chats: you can hold club
meetings in them, or discussions on certain topics One definite use
would be meeting ol Stamet or PBM 'alliances' to plan their next move
without the opposition finding out!

To use a room for, say, a conversation with a group of Spectrum
enthusiasts planning to destroy some Commodore 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 user's mailbox
arranging the time to meet. It is impossible to arrange the room number
as no booking service is yet available The leader then arrives five minutes
early and claims an empty room by going to the reception desk and
obtaining the key to an empty room an true adventure style). On the oilier
side of the room is a noticeboard on which people can write 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 room. The leader is already wailing, so they can
enter and start the meeting. Easy! However, what's to stop the enemy
getting in? Even easier! The door acts like a censorship system (yes, Iknow it sounds crazy)
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is to be allowed in, you lust leave the door open: it 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 to see who's inside
The leader can hear them and let them in if so desired. If the blind is
closed, then the conversation will not be interrupted in anyway: knocks
can't be heard by the people inside and anyone outside is unable to see
who is in

lithe leader does not like what someone is saying, he can silence them
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by typing MUTE (name). This perscxi's comments will now be unheard
by anyone in the room until he leaves. If someone starts causing trouble
the leader can throw them out of the room with no resistance, the
keyholder has complete control over the conversation and room, so the
leader can formulate a plan, go onto Shades, and kill every Commie on
sight!

What I have lust outlined is lust some of the many commands available
to the releTalk user. You can leave messages to each other by writing
MEMO's. These are stored in you 'Memobox and can only be accessed
on the Teleran( computer I f  you need someone who you know is on
releTalk at the same time, then you can use the PAGE command.
Everyone on Teleran( carries a radiopager on which people can call you
if needed.

Many adventure-style commands are available, such as INVENTORY
and READ (oblect). You can even type KISS (name) with success!
suspect that many commands are undocumented and are left up to the
user to discover.

Other aspects of the system include the information centre. This area
contains a sell-teach system for first-time users, a news section and a
file centre where archives are kept (?). I suppose there will be a large
amount of gossip and amazing happenings flying about that will add to
the atmosphere We will have to wait and see.

So that's the theory, what about in practice? My first experience of
Teleran( in action was at the aforementioned press on-line briefing. Initial
reactions were 'slow and confusing': the normal scrolling service now
available to Shades users has not yet been implemented on Teleran(
although it's promised soon, so you have to make do with Viewdate
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 it is rather rapid in rewriting the area of the screen you were trying to
read However, after about five minutes you get used to it and it soon
becomes no problem. The same applies to the speed I said it was slow.
but when you compare it with the normal challines, it easily outpaces
even Turbo as the chat appears near-Instantly. It lust seems slow as your
mind thinks it's playing an adventure where responses are supposed to
be instant. When the scrolling system gets underway It will be a ley to
use. Th e re  is only one thing that really gets to me about it and that is
the timeout feature. II you do not use the system for more than one
minute it asks you to key hash before allowing you to type anything. Not
so bad you may think, but it often happens when you're lust finishing a
long sentence, which is than lost. After a few attempts at the same
sentence it could make a grown man cry! Besides these niggles, and the
tedious typing of SAY or TELL before each sentence, Tele Talk is really
fun to use and Is a lot more versatile than other chationes. It's ideal Its any
usage and very convenient. Definitely worth the Mocronet subscription if
you lust use releTalk alone! It's a good replacement for Talkabout
addicts now the system is closing down, and Microme's product
manager, Phil Godsell, sees it as a lot more upper-class. Yuppienet hero
we come! One thought occurred to me as I was talking to Phil: chats are
not monitored so room is open for abuse of the system. Perhaps a police
service will come into force Finally, a charge is made for connection to
releraik (alai Shades) but it will only be a few pence per minute

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

EXTRAS
TELETALK. Look out tor CRASH meetings tor Speccy owners
conducted by yours truly on Teleralk, Watch the o a r d  t

n o r  detaiis

of meeting times etc.
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GRYZOR

The coin-op s h  hit from
Konami now for your home-
micro  This fantastic
conversion with al l  the
original play features takes
you into a thrilling alien world
n e g o t i a te forcefields
and take o n  fanatical
guerillas as you infiltrate their
headquarters.
Split second timing and
nerves of steel are a must for
this fun packed program
where addiction will always
bring you back for more!

i SOLDERS INF FORTUNE

Survive to become a captain
through the toullest training
academy. Konami's arcade
blockbuster h a s  already
reached No 1 in the Gallup

charts with this superb
conversion f o r  y ou r
home-micro.
Featuring all the game-
play o f  t he  arcade
original, Combat School

offers a  real challenge
to the toughest thoroughbred
gamester.
Seven gruelling events, plus a
penalty stage and if you don't—

you're out!
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ME, MYS
REVIEWSin FRONTLINE are printed for two purposes: one, so that you
the reader can enjoy a fairly full descript ion of games that you have no
intention of  buying. Two,  so that, having enjoyed the description, you
might dec ide that you do want  to buy the game after all. The primary
function of a review magazine like CRASH is undoubtedly to enable you
to make sense of  all the brightly coloured litt le boxes on the dealer's
shelf, and to choose which ones you actually want to part with money
for. I also think that it helps to circulate ideas and a general awareness of
the computer gaming scene to add to your enjoyment of the hobby: I
always prefer reading bad reviews, but for utilitarian purposes -  that is,
deciding what I want to buy I  admit that the good ones are more useful,
And it has occasionally been the case that I've bought  a game on the
strength of  a  rev iew t o be disappointed in it ;  i t  helps t o know the
reviewer's methods and criteria. And so, for your own information. I shall
describe mine.

Games are sent to me through the CRASH offices in Ludlow to my
home in Oxford, sometimes weeks before I have to write the review, and
sometimes days. No matter when they arrive, I always try to have at least
two sessions on a game. Often, if I like it, and I have a lot of spare time, I
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 I try not to be
irritated by the extra t ime that entails, and remember what a delight it
would be if I'd actually paid for the game. Software which arrives with
instructions covering the back of an inlay has my sneaking sympathy,
although I try to suppress it_

However. I do want to be forced to waste my time with a game, even
if I don't  enjoy having to plough through lots of  salutary background
material. A game which forces me to play for ten hours when I 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 I finish them
on my first attempt (that always has me pulling out the plug) or because
they're desperately boring. I usually go back to the desperately boring
games a day later, to see if they improve upon acquaintance (several
have. 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 games which I
can see are good but which I don't  like or enjoy myself, I don't  entirely
subscribe to the view that reviews are necessarily a reviewer's personal
opinion, I hope I can see that some games which do not appeal to me at
all, and which I 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. I 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 I
don't occasionally enjoy doing a really bad review of a game that I can't
s tand. . .  and I 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. The correspondence 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

NTLINE
I with Philippa Irving

LF, I
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 is there, and that's
why many sincerely good people have felt comfortable with the concept
land indeed the experience) of going to war.

So much 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 battle? Or does such a game inevitably imply some sort of
acquiesence in the fact of the battle? Should the large-scale slaughter of
thousands of men (to put it emotively) be used as the background for a
game'?

The attitude of mind implied in the last question (one that's quite often
raised, especially in connection with games based on recent conflicts like
Falklands '82)is  that a game is of necessity a trivial 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 or college, you do so -at  least at fi rst-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 knowledge about
Waterloo is for your own enjoyment. The research historians who wrote
the book presumably gained pleasure from it, too,bu t  nobody would
reasonably suggest that because people enjoy learning about, thinking
about and even imagining the battle of Waterloo -  a meter concerning
the deaths of many men t h a t  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 game 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 -
s omet imes -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 extremely deadpan,
dry and factual. They reduced the experience to numbers, to a greater or
lesser extent. If a particular game does not have a two-player option it is
more often because of memory restrictions than any bias to one side.
Even the potentially unsettling Falklands '82 was an unemotional and dull
a game as could be imagined,

It 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 apolit ical opinion they may have as to
write a book or an article about it. It doesn't follow that the act of playing
the game will imply acquiescence with the view, any more than reading
the book or article does.

I come to the unexciting conclusion that playing wargarnes has nothing
to do with agreeing with or disagreeing with war. That remains as much
a separate issue from wargames as it does from books describing wars.
It is merely a different way of exploring the seine material.
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DREADNOUGHTSAT
JUTLAND
Producer: Specsim, 59 Chestnut Road, London SE27

9EZ
Author: W  G Munro
Price: E14.95 (mall order from producer)

The company which produces this
game, Specsim, describes itself
as 'an extremely small operation'
with one previous game Carr iers
at Midway— to its credit  I haven't
seen this game but although it only
sold to a few customers, their
enthusiasm spurred on the author
to attempt a more ambitious pro-
ject; Dreadnoughts at Jutland is
the result.

Although the matehal that
comes with the program cassette
is reproduced in an inevitably
basic fashion, it is encouraging to
see that for once an amateur con-
cern has taken the trouble to pro-
vide the text. If not the frills, of full
documentation. Dreadnoughts at
Jutland 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 battle itself.
Although one can glean a fair
amount of information about it
from the rest of the material in the
book, this is a serious omission.
The author is clearly knowledge-
able on the subject: he ought to
have indulged his knowledge in
condensed form for the benefit of
ignorant players like myself!

As far as I can gather, the battle
of Jutland took place on May 31st
and June 1st, 1916, The First
World War has never been any-
thing like as popular with wargame
designers as the Second, partly
because it (presumably) contains
fewer interesting campaigns and
partly because it still exists in the
minds of most people as an unjus-
tifiable holocaust which ought not
to be re-enacted as a game. How-
ever, 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 machine in combat. No
machines were more glamorous
than the new 'superships'. The
first 'Dreadnought ' was launched
in 1906, 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 advantage
than one which was simply thick-
skinned. The Germans also built
battlecruisers, but they had fewer
guns and were better protected. In
battle, they proved to be the more
successful design.

Dreadnoughts at Jutland
recreates what the designer
describes as this 'exhaustively
analysed' battle. A preliminary
look at the rulebook is enough to
make it clear that this is a game full
of grim technical detail, aiming at
accuracy rather than playability.
Games about naval battles st3ern
to me to be either fatuous and
shallow, or overly technical and
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machine simulation orientated; the
only game that I can think of which
strikes a balance between the
extremes is Silent Service. Dread-
nought at Jutland is not a machine
simulation — there are no buttons
to press, and no control over com-
bat — but it certainly relies on fac-
tual accuracy, and focuses atten-
tion on the ships rather than the
battle.

The player is given a choice
between controlling either the
British or German forces, or of a
two-player game. 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 up of battlecruisers• which
are dealt with individually and do
most of the fighting, light cruisers,
which have no offensive capacity
and are used mainly 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 battle cruisers
have names and sets of statistics.
Each squadron is under the com-
mand of a flagship.

The turn sequence starts with
movement orders, given to each
squadron rather than to each ship.
The squadron 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 cannot
be ordered to travel faster than its
flagship's maximum speed, the
speed can be beyond the
capabilit ies 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 bridged the flagship
of the squadron currently under
consideration. Various pieces of
information are displayed in a
basic fashion below the pictorial
viewscreen: the time of day, the
direction of the view, the current
visibility, plus the course, speed
and posit ion of the ship. The
screen shows a visual represent-
ation of what can be seen from the
bridge, with reference, largely, to
other ships. The player can choose
to look with the naked eye, or go 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 it isnot, it is up to the player

to decide whether the ship in view
is friend or foe. There arena visual
cluesgiven in the rulebook, so this
judgement has to be based on
experience.

The posit ion of all the ships on
the map— or those, at least, whose
position is known — is plotted on a
graph, and a reading of this plot is
available only at 15 minute inter-
vals. While I accept that the plot
took t ime to prepare, and that it is
reasonable to expect to have an
update only infrequently, it is frus-
trating not to be able to refer to the
last plot while wait ing for the new
one. I also found it difficult to make
sense of the information Illus-
trated: it is not at all clear what
represents what on the on-screen
diagram.

There 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
play through something that might
have happened, and one, natur-
ally, allows you to attempt the
entire confrontation. Solemn
realism reaches its height in the

A larger selection of letters than usual this month,  thanks to the extra
space available in this FRONTLINE Special. Somet imes,  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,  you mustn't  suppose that I don't
want  any! All your letters are read and fi led, and you might  be sur-
prised to see that something you sent months ago unexpectedly
turns up in print.

I welc ome letters on all s t rategically-related topics. In fact, I wel-
come letters on any subject  even vaguely related to computers  or
gaming a n y t h i n g  writ ten to FRONTLINE supports strategy gam-
ing on the Spectrum,  and, with major companies  like the old
mainstay PSS pulling out, such support  is badly needed!

THREE POINTS
Dear Philippa
I have followed FRONTLINE for
two years now, and I have decided
that it is time to write to you. Basic-
ally I want to cover three points
.DIFFICULTY: All games are
difficult when first played, but once
cracked, they become easy. I
believe that the thing that makes a
game worth its money is the span

scenario 'Night Action', which
sounds almost unbearably excit-
ing; 'because of the very poor vis-
ibility it is quite likely that there will
belit t le 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 playerhas
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 bndge. 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 a r e  either sunk or
afl oat The battlecruisers. on the
other hand, go through a complex
damage sequence before finally
sinking. Their gun turrets can be
knocked out, reducin9 their effi-
ciency in combat, their maximum

of time between 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
months (Rebelstar, Level 8 — tour
months). What I would like to see
in future games are difficulty
levels, or a generally harder game.
After all, wargames have been
going around for three to lour



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
detaching it from the squadron. A
damaged ship slows the squadron
down, but  getting nd of it when its
gun turrets are large reduces the
firepower.

The range of reality factors
*rulepinned ' is very great, and I
know that many people get satis-
faction out of that for its own sake.
While I like to see complexity in a
game of this nature, it is not
enough to make it enjoyable to
play. I 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, I realise that
some people will enjoy the histori-
cal accuracy more than I am able
to. and there has certainly been a
lot of thought. research and
knowledge put into a game which,

years, and us players must beget-
ting better to some degree.
BIGGER: With the advent of the
128's, with the exclusion of the
• 3. do you think game areas could
be bigger, include speech, better
FX, with artificial intelligence and
other game enhancing functions?
Also, do you believe the 48K still
has a role to play in Spectrum war-
gaming?
DIY: We've had GAG, PA Wand the
3-0 Games Maker, do you think
we'll see a wargames utility? I per-
sonally don't see why not, and I'm
sure you and a great number of my
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
or two might be good, and as I see
it that's all we'd need. Also, it
would help the players make their
own games: to implement their
own ideas, or design a game
where another game fell short.

Anyway, now that's off my chest
I can wish you luck in the
FRONTLINE and hope you win all
the coming campaigns.
Graham Briggs, Grimsby DN36

5BT

The difficulty of  a wargame is

Dear Philippa
I found your summing-up of
Pegasus Bridge very informative
and entertaining and I will be look-
ing Out for it in the shops (hope-
fully). If not, I will have to fall back
on Aggie (not literally). I'll check
out your rating then!

This wargame particularly
interests me as I would imagine
there are not many of your readers
who took part in this operation and
d is a very vivid memory to me.

You mention that the program
has some ground troops reset in
position. I imagine these consisted
of an assault force of six glider-

for an amateur production, is well
presented. You will, I hope, be able
to tell from my description whether
this is your sort of game_

Presentation 7  8 %
All parts of the program run
smoothly, and the documentation
is unusually good for an amateur
game

Graphics 6 0 %
The views from the bridge are
reasonable, if functionally dull. The
plots are difficult to decipher

Rules 8 7 %
Detailed, clear and ample,
although there's a lack of broad
background

Authenticity 8 8 %
Convincing

OVERALL 6 9 %
A working model of Jutland. which
some players will find intrinsically
more interesting than others

one of the major considerations
in its worth. The 'repeat playa-
bility' of arcade games is limited
only by their ability to bore the
player. But war games, like adv-
entures, tend to lose their charm
once they've been solved. War-
games ar en't  qui te as  r igidly
'finishable' a s  adventur es -
most give you the chance to bet-
ter your victory -  but it's a great
disappointment t o  achi eve a
'substantial  Allied victory' four
hours after you loaded the game
for t he  fir st time.  That 's one
reason w hy  var iable di fficul ty
levels ar e t o be  commended,
especially if the way that victory
is made more difficult is imagi-
native.

would like to see bigger war-
games o n  t h e  S pe c t r um ,
because really, the only way that
strategy g a m e s  c a n  b e
improved i s  outwards.  Sadly,
though, I  don't think it will hap-
pen: i t'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 m y  l a r ge l y  f a v our a bl e
Pegasus Bridge rev iew PI

A BRIDGE Too FAR
loads of 2nd Oxf & Bucks who
crash-landed their gliders around
Pegasus bndge at the dead of
night and captured the bridge
ahead of the main body of 6th Air-
borne Pares who were to reinforce
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 pares
arrived but this was beaten off by
Anti-tank weapons.

I hope I haven't bored you with
this but from your account,
Pegasus Bridge does sound
interesting and authentic.

I am more into adventures than

OVERLORD
Producer: CCS
Author: Ken Wright
Price: E9.95

This is the second game that I've
reviewed in FRONTLINE which
deals with the famous Normandy
landings, and last year I dealt with
a Commodore game in ZZAP! on
exactly the same subject. It seems
that the Overlord campaign, when
the Allied forces swept across the
north coast of France in a well
planned but not often well coordi-
nated effort 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 perfect template for any
wargame.

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

wargames, but this is one I must
try. Sincerely hoping I am not your
oldest reader.

Mr D Drummond, Clacton-On-
Sea, Essex C016 7DG

Dear Philippa
tread 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 I 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 on screen and
gives a listing of bridges captured/
held/destroyed and a final points
total for each army. All this is on
screen for about FIVE SECONDS!
and then the screen goes blank. It
is impossible to read so your
efforts have been futile, because
at the end of the day you don't
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
impregnable. Even though their
units are small, any amount of fire
power. air strikes or naval bom-
bardment can be unleashed on
them and it still fails to even
scratch their paintwork.

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

Perhaps in future you could
playtest the games a little longer
as 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
TSUI  5PJ

For m y  nor mal  methods  o f
reviewing see the article else-
where in this issue, but  I  must
admit negl igence of sorts over
Pegasus Br i dge .  T h e  c o p y

forces -  assigned to their own
landing beaches - backed up by
three airborne divisions. It was two
members of that airborne division
who first touched occupied soil, at
sixteen 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
their attack force at any one point,
they ended up fighting
haphazardly wherever they met
resistance. Ironically this disor-
ganisation probably contributed to
the success of the assault. The
enemy was unprepared and con-
fused, and was unable to discern
any pattern in the landings simply
because there wasn't one!

By contrast, the landing of the
British 6th Airborne Division betw-
een the Orne and Dives rivers

which I  had contained a  very
obvious bug whi ch tended to
crash play when -  if I remember
correctly -  I tried to attack with
more than one unit at a time. I
puzzled over this for some time,
and I knew that my copy of the
game was  faulty.  I  r equested
another. I t arrived a day before
the copy deadline and wouldn't
load s o  rather than miss a
FRONTLINE altogether, I  wrote
a review on what I had seen of
the game. As this didn't include
completing i t (the bug always
slopped me), I couldn't mention
-  as I undoubtedly would have -
the clumsy ending. it is generally
my rule to play any game to the
bitter end at least once.

PI



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

Overlord comes from Ken
Wright, who now has Waterloo,
Yankee and Blitzkrieg to his c redit
Whereas the first of these two
games are battle simulations. both
Blitzkrieg and Overlord take a
long-range overview of a whole
campaign, complement ing each
other thematically. Blitzkrieg was
based on the first sweep of the
Axis armies into Europe, and Over-
lord 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 Overlord, we have divisions
represented by the usual square
counters bearing slightly dubious
symbols to identify them. In the
context of these battles, they
seem large and clumsy and are, by
design, almost impossible to man-
ipulate_

The on-screen appearance of
the game is identical to that of
Bhtzkrieg and indeed the author's
earlier games. A clear, though
rather sparse map fills the screen
without extraneous clutter, and all
communicat ion 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 to the units of each
of the 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 I imagine it is gener-
ally possible 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.

The player has command of
seven armies: five American
corps, plus British and Canadian
forces. The division types are
divided into infantry, mechanised
and armoured units, and each
corps has seven units. There are
also airborne divisions, which are
tew in number and function as nor-
mal infantry when they've made
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their landing.
These 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 somewhat anonymous.
The way that the movement sys-
tem works makes it impossible to
place them precisely, however, so
a certain interchangeability 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 memory
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 turn 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 ol the
map. The continent is occupied
only by enemy units which,
although they disappear into a fog
of limited intelligence after the first
turn, are clustered in full and
frighteningly prolific view. The
invasion must in init iated 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
are effectively points on the north-
ern coastline 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 the choice of landing areas- not
unimportant -  and of the corps to
be used in the first assault. On the
action phase of the first turn, the
chosen units are moved onto the
beaches. The thing to do in the
next turn is to get them off them as
soon as possible, so that others
can be moved in. On the first turn
there is also an airborne units
option, if a corps with such units
has been chosen for the initial
assault. The airborne unit can form
a spearhead by landing up to three
squares away from one of the
active beaches.

The movement orders are
entered in much the same way as
in Blitzkrieg the general line of
advance of the corps is set by a
central, 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
orders are entered for each army,
the 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, though it
is not possible to use terrain to the
same advantage as one could in
the author's smaller-scale games.
In fact, the impossibility of posi-
t ioning 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. I have never
seen damage greater than 20
0
/ 0  i n
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

about helplessly in response 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. The ideal is to build up a
solid defensive wall along the
coast, with more than the initial five
beaches activated and all units in
play. Then the player can meet the
German army on equal terms,
wear it down, and start to advance.

The difficulty is that the move-
ment system makes it hard to
manipulate the units into doing
anything sensible. The lack of con-
trol over movement - unique in the
Spectrum wargaming world to
Ken Wright 's games -  is interest-
ing and 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 i f  it is supposed to
be a simulation of that aspect -
has very little reality.

There are no specific victory
condit ions to strive for: play Is
stopped if either army falls before
4014 effectiveness, if Allied units
reach the right hand edge of the
map, or if all become deactivated_
Victory for either side is decided
purely on the 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 these negative aspects,
the potential for varied develop-
ment of strategy is very great and
this is certainly an extremely well
designed and well presented war-
game. I would have no hesitation
in recommending its a purchase
and I'm looking forward to the next
offering f rom the same keyboard.

Presentation 9 0 %
Unimpeachable

Graphics 7 1 e / 0
Clear enough, but rather unin-
spired

Rules 8 5 %
The historical material in the
rulebook is excellent and thorough
but the instructions on gameplay
are badly structured and slightly
confusing

Authenticity 8 1 %
Some of the historical atmosphere
is destroyed and abstracted by the
clumsiness of the units, but
despite that the general excite-
ment is maintained

Playability 7  9 %
The smoothness of the orders sys-
tem makes it easy to play, but the
frustrating movement impedes
playability to an extent

OVERALL 8 4 %
An excellent game with infuriating
aspects -  worth buying



P A N  31: ATT
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  wargarnes 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 wargamer still lurks
inside those games. however: as easy as they are to play, somewhere
inside the computer there are as many sets of  rules as any table top
game. A s  a  result ,  des igning a  c omput er  wargame i s  no t  a s
straightforward as it seems, but with an eye for accuracy arid an idea of
what makes a game entertaining, almost anyone can design a reasonable
strategy game. In this article I hope to show how a such a game emerges
from a basic idea, to become a fully-fledged 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 some imaginary future, Such
as the game-% that s imulate a hypothetical war in Europe; although a
wargame is , s t ing the player' against a simulated real life situation, that
doesn't necessanly mean it must have a definite anchor point in reality.
However, as 'What would have happened if Hitler had invaded England?*
is a good starting point, 'What if Hitler had had 30,000,000 tanks?' is not.
mainly because the game would be unbalanced, and partly because It
would not be a good test of the player's abilities, since it has departed
from an accepted reality level.
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Among my favourite wargames are Eastern Front and Desert Rats, and
although these are quite old now, they both provide a chance to replay
history 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
player issues the same commands that were made at the time.

There are several ways of implementing a wargame. and the next task
is to decide what scale to use. In my first game b a s e d  on the Vietnam
war — the smallest units that are available to the player are battalions.
These small units of about BOO men were the best compromise between
reality and the limits of computer power,  to work  out their moves, and
human memory,  to remember where they all are! The war itself was a
series of  small scale act ions, and  t o  use larger 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 my latest game design of a tactical level set in modern Europe, I have
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 brigade level.

A wargame is usually displayed on a scrolling map, which shows the
terrain over which a battle is being fought. Rainbird's  innovative UMS
(Universal Military Simulator) uses a perspective map to display hills and
terrain. This is excellent for small battles, but is a little limiting when trying
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to fit a continent on the screen: nevertheless I think it shows the way that
wargames are going. I look forward to a sort of battle simulator in which
the player will get a general's eye view, instead of, or as well as a map
display.

I always begin with a proposal, which is usually only a few sides. This
has two purposes: firstly it helps me to think through what I would like to
do with the game. and secondly it helps me sell the game by giving other
people an idea of what the game is about. I then expand on the ideas that
I have covered in the proposal in my design, which actually says how the
things that I Outlined in the game proposal work.

Along the way  s ome things change. get  added or  dropped.  For
instance, my most recent game proposal for tactical combat suggested
the use of tactical airpower. It was only when I had worked out that a turn
should last only 15 minutes and therefore, a whole game no more than 3
hours (in game time), that I realised that it would take the length of art
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
modem armies have, so making the game less complex to play and
program. On the other hand, with the Vietnam game, the use of tactical
atrpower evolved t o the stage where the current des ign allows for
airpower t o  be  assigned t o actual units,  o r  specifi c miss ions (like
bombing North Vietnam or the No Chi Minh trail), as opposed to simply
being aerial artillery.

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, I usually
get and read all the books on a subject that I can, and at the moment my
shelves are fi lled 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 military affairs are
also useful reading, for instance Jane's Defence Week ly  In addit ion,
playing board and computer wargames gives a good idea of what can
be done, and what can be improved upon.

Once I had an idea of how my Vietnam game should work. I began my
research proper.  I had three histories of the Vietnam war, f rom which I
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: S P E C S I M

59 Chestnut Road
for the 48k Spectrum L o n d o n  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 collated in one book. It is this sort of detailed information that
is necessary when putt ing together a game.

Turning the available information into a working wargame requires the
use of  rules. These tell the computer what  should happen in certain
circumstances. Fo r  instance in my  game.  when t he US  raises it s
commitment  to the war, the government 's popularity falls. The difficult
thing is to work out by how much. I found that the best way of doing this
is to make a mini simulat ion. In the case of  the polit ical elements of
Vietnam I used a spreadsheet, with columns for each year of the war, and
rows for each of  the variables. When I had entered the figures. I could
test out various strategies and see if they were realistic. From this testing
I modifi ed the rules until I felt that I had a realistic working model.

For the resolution of combat  I 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 t he game. This  sort  of  experimentat ion is  very important  in
making a good game: it is quite easy to do in BASIC, and even with only
a f ew variables  and  formulae,  quit e complicated models  c an b e
developed, either for political simulation or for resolving combat.

Movement c an  b e  implement ed i n  several way s ,  ei t her us ing
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 many
ways easier to implement, because it is easier to calculate how fast a unit
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
a tactical 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 f rom 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

54 CRASH April 1988

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
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enemy units wherever possible.
Another possibility is to pick a scenario where the player will always

behave i n  certain way s  and s o  preprogram a  number o f  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 Brit ish manoeuvres, but  under 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 respond to the player's strategy rather than predict it. In a
way, a human player is handicapped because the computer can always
examine the exact state of  his  or her forces, but  the player cannot

examine the computer's.
Once the game is written, it  may still need some fine tuning. This is

usually done by modifying the variables in a 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,
or the speeds at which different types of  unit move over different typesof 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 hewas unable to fit into the smaller formats.

A s imulat ion is ,  of  necessity, a scaled-down version of  reality. A
simulation deals with general trends, not specific events; in my Vietnam
game I have inc luded a variable called 'outrages ' t o simulate all the
different things that appalled the world:  strategic bombing, defoliation,
atrocities and the mining of  Haiphong harbour. I  would have liked to
Include a model of  North Vietnamese diplomacy and a model of  the
American economy in the game, as these would have made it more
realistic. In the end, however. I left them out, because I did not think that
they would add anything to the gameplay while s imply increasing itscomplexity.

If you think of a wargame 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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NYSTERiA Smware Pr 5sects Et. a',
fit • SyFiern 3 E
- 9 9RAM wARRJORS 614. E720 £ 1 0 . 4 0  thsk
IAAPACT A,Si E7
tALSADE OUTING The Edge (7.20
KMONIPAARE Actvitwon [799
KNIGHT ORCRant •d El .95
LOADS OF ANDAVONTCAL E7 95
MADBALI Sa a r MAO cassette. EH 95 dell
ataGAIETR0
4
/f r e b r c l  
E t  
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MASK II &emir Gredace CB.40
MERCEMARYNeyagen E7 25
Wank H a sscr Et 40
NORTNS1AA Caerian Guiana te 40 cassette. VOA MP
OUT MINUS Goad EB 40
PHANTOM CL te  Oben it 40
FWMPECASUSEleceonc Arts E7.20 cassette E11.95 tisk
PLATOCNCkqanc7 95
PREDATOR Acfivunt2 99
PSYCHO SOWilEil Ocean E6.40
RAMPAGE At-LVS ( 7
9 9RA5TAN enagne E6.40 cassene, El l SS cis*
ROADWARBOAsboLne INSE E7,20
ROLLING 1NUNDERUS Cold Et 40
A yam; G o i t  E6.40
SCRUPLESIAro Games [795 meet& El 1 95 cide
SKACKLED US Goid E720 caketto, E10_40(sek
SODE ARMS GO E720 cassette El 0.40 desk
STREET HAS FkA lsOunv  tim e  Ce 40
STAR WARS 3ornark E7 95
SUPER HANG-ONActrogmf E7 99
2EIADONDevnir C2 20
ITTRISUIrrorsoitE6A0 cassette, EIO 40 MP
TRAAITOR - THE LAS r SIORMTROOPERGos 1 0
WINTER OL ritirla rriesse  25 40
WIZBALL Ccean C6.40
PUP Dest,mi (720
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ME  DUCT
Zoom your way through a
network of tunnels in your
buggy avoiding the myriad of
hazards that race Ito meet you,
beware the Aliens and barriers
that move around the
circumference of the DUCT.

THE FINAL MATRIX
Brave Nimrod, sent on a
&aliquots" and apparently
endless mission to rescue
other Broptoris imprisoned on
the sinister Matrix prison
network

A colossal
compilation of original
gameplays and unique

challenges brought together in
one classic collection of action,

intrigue, humour

FOR ONLY L9.99 (z14.99 DisK)YOU CAN FIND OUT
AUF WILDERSEHEN m a ny
Lying low in Gibraltar. poor
persecuted Monty Mote's
whereabouts have been
leaked to 'Intermote', who are
in hot pursuit.

THING BOUNCES BACK
A quirk hand and dogged
determination are needed if
you're to get anywhere with
Thing, as Gremlin's springiest
star bounces back in a new
adventure.

Gremlin Graphics Software
Alpha House, 10 Carver Street, Sheffield SI

MASK
Join with the forces of MASK.
skilfully commanded by Matt
Trakker, and combat the
villainous VENOM in their
quest for domination of the
world,

BASIL THE GREAT MOUSE
DETECTIVE
Will your powers of deduction
be enough to enable Basil to
rElcUr Dr Dawson from the
vilitaksous clutches of
Professor Ratigan?

:S.'
el • , '

DEAM WISH 3
Modern day vigilante Paul
Kersey wreaks his own form of
revenge on the st um and filth
that terrorise the streets ol
New York.

CONVOY RAIDER
The free world N in peril the
future of the country Nes in
your hands. lOghtentrigly
powerful weapons are at your
disposal and important
decisions must be made.

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

JACK THE NIPPER INcoconut GAM RS
Banished to Australia, oare
favourite mile horror jumps
plane to land in deepest
darkest lungieland What
havoc he goes on to n
e a t ,  i slimited only by your
imagination.

SAMURAI TRILOGY
lit en age In whir h honour was
revered. a class of warriomeit
themselves apart to dedk ate
their lives to a perfection In
combat and dim Milne of mind
that became a religion.

BULLDOG
Blast your way through tolliate
levels col MO speed spore
ag flan. penetrating your
enemies miler defence system
lo teach and destroy the
POI ON mothmhip.

RE- BOUNDER
Armed to the teeth. challenge
the might of the meddling
overlord, to return loos happv
go lucky We as a
13—B.-Bounder

Screen shots from various formats.

CBM 64,128
1111=1=
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A W A R D SBEST GAME

DRILLER
Incentive
HEAD OVER HEELS
Ocean
EXOLON
Hewson

With one in five of you voting for Incentive's
innovative eye opener, Drillerswept the board

but not without a challenge The Jon Ritman/
Bernie Drummond game, Head Over Heels.
came a very close and respectable second
with 16% of the vote. Raffaele Cecco's first
Hewson masterpiece, the tremendous, attrac-
tive and playable Exolon, brought up the rear
with a credible 8%,

BEST PLATFORM GAME
AUF WIEDERSEHEN
MONTY
Gremlin Graphics
BUBBLE BOBBLE
Firebird
EXOLON
Hewson

The platform 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
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came top. Following only 2% behind was the
very colourful Bubble Bobble and again com-
ing third, was Excitor?. The same 8%, no doubt.

BEST SHOOT rEM UP
ZYNAPS
Hewson
EXOLON
Hewson
WIZBALL
Ocean

With a combined vote of 57a/0, Hewson games
dominated the shoot 'em up award. When it
came down to pure mindless violence Zynaps
just had to come top, with 34%. Exoten
always the bridesmaid never the bnde -c ame
a notable second with 23%, while Ocean's
Wizball received 6% and third place.

BEST ARCADE
ADVENTURE
HEAD OVER HEELS
Ocean

1 STORMBRINGER

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

1987
M.A.D.
GAUNTLET
US Gold

No surprises here! Not only is it a favourite in
the CRASH offices, but Head Over Heels also
gained a 265
(
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proving its popularity throughout the land. No-
one else came even close: second place
Stormbringer had 7% and the arcade licence,
Gauntlet, came third.

BEST SIMULATION
GUNSHIP
Microprose
COMBAT SCHOOL
Ocean
TOP GUN
Oc ean

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

BEST SPORTS GAME
MATCH DAY II
Ocean
WORLD CLASS LEADERBOARD
US Gold
BOBSLEIGH
Digital Integration
Match Day II gained an amazing 62% of the
vote in this little contest -  thus giving no-one
else a hope of winning. However, the golfing
classic. World Class Leaderboard, must have
appealed to all you Arnold Palmers out there,
gaining 15%. After Calgary '88, Bobsleigh was
obviously in the minds of the 55'o 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-
gent game The Pawn- and so did 15% of you
(I don't think they were ALL Rainbird employ-
ees). Melbourne House's Shadows Of Mordor

came a very close 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
VULCAN
CCS

TAI-PAN
Ocean
THE SENTINEL
Firebird Gold

I can'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 seems to have it sewn up. Vul-
can got 34% of you voting for it. Interestingly.
Tal-Pan and The Sentinel came second and
third, with 5% and 4'"/0 respectively -  even
though they weren't teviewed 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 got
19%, for its amazing Freescape technique, fol-
lowed closely by Firebird's The Sentinel (1 Pk),
another game with impressive graphics, and
Head Over Heels (12%).

BEST GRAPHICS
DRILLER
Incentive
HEAD OVER HEELS
Ocean
EXOLON
Hewson

Gaining more than twice the number of votes
as Head Over Heels that unforgettable game,
Driller (30%) again zoomed to the top, But as
far as REAL artists go (Freescape is a 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 125(0 in third
place.

CRASH Apri11988 5 7



BEST MUSIC
TRANTOR — THE LAST
STORMTROOPER
GO!
LIGHTFORCE
FTL
AGENT X II
Maste rt ron ic

The synthesised four-channel sounds of GOl's
Trantor appealed to 16% of you. The ageing
Lightforce and Agent X li gained Vlo and 4%.
BEST SOFTWARE
HOUSE
OCEAN
HEWSON
US GOLD

It ever there was a two horse race then this was
it. Ocean and Hewson were streets ahead in
1987, with CRASH readers giving them 39%
and 325/0 respectively. Ocean can be remem-
bered for such hits as Top Gun, Wizball, Match
Day II, 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 ARTIST
Softek International
THE ADVANCED ART STUDIO
Rainbird

Gilsoft's popular adventure creator got 21% of
you voting for it. Two art programs, The Artist11 and The Advanced Art Studio came 11% and
16% behind the winner. Mork  that out if you
will!)

BEST PERIPHERAL
MULTIFACE
Romantic Robot
SWIFT DISK
Sixword
THE MUSIC MACHINE
RAM Electron ics

Many a ,
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with the Multrface 3. 26% voted for the senes
of 3 products. The Swift Disk interface got 79'0
of you interested with a musically-minded 6%
of you voting for RAM's Music Machine.

BEST PBM GAME
IT'S A CRIME
KJC Games
SHATTERED WORLD
Jade Games
MEGALOMANIA
Phoenix Games

ilk

Much has been said about the moral aspects
of KJC's It's A Crime but it certainly created
much interest amongst the PBM fraternity with
27% of the vote. The immensely popular Shat-
tered World was lust squeezed into second
place with 19% and Brendon's favourite,
Megalomania from Phoenix Games, in third
place with 10%.
58 CRASH Aprill988

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
Over 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
Microp rose
STARGLIDER Rainbird

Big boxes were certainly the order of the day
for 1987. Driller, which got 21% of the vote.
came complete with a novella and map model.
Gunship ( 1 3
0
h ) ,  i n  
t r u e  
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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 Rain bird.

BEST GAME INLAY
GAME OVER
Imagine
LIGHTFORCE
FT
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 Lightforce. as did
Imagine's !Renegade - both with 6% apiece,
WORST GAME
EASTENDERS
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MASTERS OF THE UNIVERSE
US Gold
SUPER SOCCER
Ocean

It seems Ironic that one of the few games that
the CRASH team could not get their sweaty
palms on should come top in this hated categ-
ory - sorry we couldn't warn you. There were
many bad games about, though — Eastenders
only got 8%. US Gold's Masters Of The Uni-
verse gained, or rather attracted, 6D/0. The
hardly Super Soccer got a meagre 2%.

MOST OVERHYPED
GAME
THE LIVING DAYLIGHTS
Domark
GAME OVER
Imagine

DRILLER
Incentive
Obviously, Game Overwas an amazing disap-
pointment to y :u all b u t  Imagine did a great
job in promoting it. As did Domark with The Liv-
ing Daylights — they both gained 10% of the
vote. Was Dnlier not the amazing 'new dimen-
sion' it was cracked up to be? 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 Mastertron ic
BARBARIAN
Palace

Too easy, said 15% of the readership. Perhaps
you'd all been using Nick Roberts's Playing
Tips on Feud! Renegade, with 13%, followed
closely and leading Chronos with 8%, (I 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
FIL
INIZBALL
Ocean

This is the programmers' favourite category,
for it is only now that they know for sure
whether they got a game's playability 'lust
right'. Head Over Heels gets a second award
with 18%, The Senrineifollows on its heels with
17%, and then all with 8% come Renegade,
Lightforce and Wizbak

MOST ACCURATE
CRASH REVIEW
DRILLER
Incentive
HEAD OVER HEELS
Ocean
COMBAT SCHOOL
Ocean

Yes, we thought so too!

LEAST ACCURATE
CRASH REVIEW
ARKANOID
Imagine
ACADEMY
CAL
RENEGADE
Imagine

Umm s o r r y  about that.



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

G A U N T L E T
I
: T H E  
D E l  
F I R D L
I N G I O
N S  
N A
P S

Enter a world of monsters and mazes,
follow the paths of mystery and

combat, searching for food to
increase your health. Monsters and

ATA R I
G AME S
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1 _I • t t ,, t o f  A b

/

MAY THE FORCE GO
WITH YOU!

ATA R I
GA ME S

ROAD RUNNER'TM
Cartoon's most elusive

character has finally been
trapped in this comic all-
action extravaganza that

recreates those nailbiting
chases and the fast moving

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'!

METROCROSS
I
" •

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

1 .7
0

M i l c A l t r

Cifl ariTTET(777•
L. •  ' 1

• • • •

4
1
k
O
Z
"
J
r
-
,
.

4=milme• • • • • • 1 1 1 •

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.

ATARI
.G A M E S

INDIANA JONES &
THE TEMPLE OF DOOM"
4Pick up yourtrilby 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.

namco
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 E9.99 Disk E14.99 Amstrad Cassette 0.99 Disk E19.99
Spectrum 48/128K Cassette E.9.99 Atari ST Disk E24.99

U.S. Gold Ltd., Units 2'3 Hollord Way, Holford, Birmingham B6 7AX. Tel: 021 356 3388.



FAR AWAY IN A LAND
WHERE TIME STOOD STILL

A SUDDEN ROCK-FAIL
THREATENS TO KILL OUR HERO

M2 5NS • Telephone 061 832 6633 • Telex 689977 OCEANS G
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There's some really excellent software around these days — just
take a look at Cyhernoid. the fantastic new Howson game (more
about that later). This month I 've got some excellent maps for
Dark Sceptre a nd Platoon,  and ther e ar e  also the compl ete
solut ions to Bravest arr and Tel ramex.
The prizes this month are back to r30,  but that's still a lot of
software to play around with. The lucky winner o f  all that soft-
ware is Jason Richardson from Wincanton for his Bravestarr tips.
Well done lad, that 's  E30 worth of software on it's way to you. .
.

PAVEMENT?
We can't have American words
In this column! But it's too late to
change the name of
Infogrames's excellently-drawn
Sidewalk now, because
Stephen Pettitt of Maidstone has
already sent these tips.

1 Find the hippie, ask where 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 man withthe flail sent me
5 Go to the record shop. say

You really haven't any more
tickets?'

8 Find the hippie, say *What do

1

you know about a stolen bike?'
7 Go to Gerrnaine's house, ask

the same question
8 Go to the dead-end street, get
the engine

9 Beat  up all the gang members
to collect pieces 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 When you've beaten up a gang
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

GARY LINEKERPS
SUPER STAR
SOCCER

Dribble, dribble, pass, GOAL,
lest one back over the halfway
line, ten press-ups (well, that's
what my games teacher says).
Matthew Hickling of Bradford has
some tips on Gary Lineker's
Footy Game.

First select your options:
Speed= 10 x normal
Centre = ioystick
Coach = computer

When you start playing keep
right pressed on the joystick: when
you've taken the centre, dodge the
opposition's players, and when

you're near the goal make as if
you're going down.

The goalie will dive that way and
then walk into the goal with the
football.

Before the opposit ion takes the
centre, keep right pressed. and
you'll take the ball off the centre
forward.

Do the same as before, tackle
the opposit ion and make the
goalie dive the other way.

Continue this throughout the
match, but remember to go the
other way after halt-time!

ATF
TACTICS
Digital Integration's ATF,
reviewed last issue, 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
either side are at sea, so a cluster
of enemy ships can be easily
distinguished.

Since any enemy unit within
80km of the ATF will be spotted, a
tight cluster of enemy units is a
good target.

Weaponry:  5 units of gun
ammunit ion 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 ATE

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

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

The Maverick  has a range of
slightly 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
communicat ion bases. Bases are
very tough targets.

Turning 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 a head-
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 turn away from the
interceptor. If it appears on the left
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.

A more 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
undercarriage is lowered, so don't
do it till the last moment.

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

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.

SHORT INVADERS
Remember how John Morris
found a hidden fruit-machine
game in Ocean's Short Circuit
(revealed in Issue 49)?

Well,  now Stephen Pett it  of
Maidstone has discovered more
secret software. Follow these
directions to get a
Space Invaders game in
Short Circuit.

From the fruit machine: r, link, load
'DROP', drop blue passcarci, I,
play the fruit machine till you've
collected two 10p pieces, I, d. I,
u, u, search desk, get red
passcard, d. cl. r, u. u, I, I, use red
passcard on locked door, r, cl, d, r,
u. use 10p on desk

1
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It's nice to see cartographers taking notice of the art department's
pl eas- all the maps this issue were sent in drawn in black and white,
just right. This one,  for Firebird's Dark Sceptre, comes from S Wallis
of Aberystwyth (Mark Caswell's home town) and wins him £30 worth
of software.
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NEBUL US

Hold down N, E, 8 and
CAPS SHIFT all at the same time.
You now have infinite lives. Press
CAPS SHIFT and the number of
the level you want to get to.

Cheat Mode Motel's gone up-
market with a new paint job —
and it seems to have attracted
more guests. This month we've
got cheats for Nebulus,
Combat School, Amaurote and

GARFIELD

On the title screen, hold down
SYMBOL SHIFT and an the letters
in the word GARFIELD, Then hold
down CAPS SHIFT and any
combination of keys 1-5 to be
transported to a different screen.
(You can work out by experiment
which c
o m b i
n a t i
o n  
w i
l l  
t
a
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e  
y
o
u

where.)

Garfield, all f rom the Heavy Mob
(Andrew Cadloy, Danny Fox and
Alex Wright),

They must be pretty heavy to
fi ll up four suites ' A V / i t
package tours!
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COMBAT SCHOOL
Move your aiming cursor so that
half of it is actually on the target.
When you fire, your number of hits
will go up but the target will stay
intact. Using this cheat you can getat least ten hits per target!

A N A  m u  T E

Completed

When you start the game , move
your droid into the Vim flat district
and press FIRE. Get killed and
start a new game. You wilt notice
that Viminal is shaded over: from
now on, in every go you have
Viminal will be automatically.

TAKING THE
TERROR OUT OF
TERRA MEX
Jason PaSk of Lancashire sent in
this solution to Ouicksilva's
Terramex
Get Hoover, u, put Hoover in
inventory. I, get medium-sized
gunpowder barrel. d, r, select
Hoover, u. get expanding bridge.
r, get manifesto, r, gel silver lining,
r. get unicycle, r.

Get umbrella, I, I, select
umbrella, d. get flute, select flute,
r, r, get ball, jump down well. I, I. get
flashgun. r, r, r, select acme
expanding bridge, r, select flute, r,
r, jump on spring, select flute, lump
lathing over hole. gel bellows, get
spurs, go down rope, I. I, select
flute. I.

Select acme expanding bridge,
I, u, r. r, r, select bellows, enter
balloon, u, pull left, put bellows in
inventory, r, get antiradiation pills,
select umbrella, float down, float
down, r. get large gunpowder
barrel, select medium gunpowder
barrel, enter cannon, select
umbrella, float down, I,
• N o w  see the note
In The Formula Room at the end of
this solution; then r, r, get beer
barrel, r, r, get energy crystal, I, go
down on lift. I, keep lumping left on
bridge, I, I, get battery, I, jump on
trampoline, get switch. I, select
umbrella, d, I. get coat hanger, I,
select energy crystal, put crystal
on plate, jump into teleport, select

pills. I, get pile, select pills. r, r,
select switch. lump up at switch
plate, r.

Wait for bucket to take you to
the other side. r. r. r. gel button, I,

jump at switch. I, wait for bucket
to take you to the other side, I, I,
select pills, jump into teleport, I,
down on lift, down on lift, down on
lift, select Saver line, walk into
anvil, r (bottom way), r.

Get cup of tea.1.1, r (top way), u,
r, select silver cross, r, select
formula, r, give the professor these
Things in order: formula, coat
hanger, battery, atomic pile,
button, cup of tea_

AND THAT'S III

IN THE FORMULA
ROOM
In the formula room, each
character has a different way of
receiving the formula

Fortisque-Smith: select cricket
ball and walk left
Big John Caine: select spurs and
walk left
Herr Krusche: select beer barrel
and walk left
Wu Pong: select flashgun and
walk left
Henry  Beaucoup:  select unicycle
and walk left

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.

Next month: levels 6 to B.

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 is coming. Fall left
and wait for the alien to move right
and pass above you. Now walk
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
on the 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
platform and shoot the other
block. (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.

Now go through the tunnel. Turn
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
let. Wait till the alien goes left
again, then fall down onto the
platform below and jump the gap

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

Go through 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 5
THE BROKEN PATH

Go onto the lift to the right and go
up. Walk nght and stop just before
the alien. When it goes up you
must run underneath it and jump
over the next platform, because it
disappears. Shoot the flashing
block on the right and fall down
onto the lift. Go up, 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 fortheeye 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 lump the gaps. Jump the
first eye as it moves down, then
shoot the left. Jump right, back
over the eye, then fall right, onto
the lift. Go up, jump left when the
lift stops and walk under the eye.
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 t imed 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 t he eye_ Wait for the alien to
go left and follow it, then go up on
the lift. Walk left and shoot the two
bouncing balls 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. 1
1 1 1 1
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Last month there was a level I  map for Ocean's Platoon, and now
Stay from Sunderland has sent In these excellently-drawn maps for

•

4 1 1
1
1 1
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. • •
• _

I l evels 2 a nd 3. Wel l  done,  Stay,  these a r e  j ust w ha t  t he  a r t
I depar tment wants maps to look like!
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U l a n  HERE
FIRST!

- T

They're falling over themselves in the scramble to bring you Playing
Tips! Here's Dave Thompson, programmer of MA. D. 's U.C.M
Ultimate Combat Mission, with the official hints for his new game.

The first problem which you may encountuf is the three-man attack
Start oft by killing the soldier on the far nght-hand side, come to the see,
cif the screen, walk forwards till you're level with the other Iwo, and ther
1 urn sideward and blast them to pieces

Wnen you're approaching the two snipers perched on the end of the
platform. make sure you're at the right-hand side of the screen.

It a bazooka man appears when there's no chance of getting te I
keep on walking forwards. This will force the man into the explo., .
leaving you the bazooka.

At the beginning of level two, all you have to do is lump across the win
mesh instead of following the pathway_ On the second section walk a',
close to the edge of the mesh as possible

One maior tip. walk up to the snipers off-centre to the right By doing this
ou can kill them, but they miss you

To go along with Dave's tips there's a genuine Beasty Hack-I  don't
know where it came from, but I'm sure the sender will know.

•  1
•  o

•
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/
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1 2 0
•  o 3 0
•  ,
oso 4 0
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REM ULTIMATE COMBAT MiSSIONREM A BEASTY HACK 1987PAPER Or INK
 LOAD "SCREENSOs BORDER 0:CLEAR 24575"

PAPER 8: INK 8: BRIGHT& OVER 1: PRINTAT 0.0;: LOAD " "CODE
POKE 36337.0: POKE 43734,0
RANDOMIZE USR 44744

1.

f
•

I •

HIGH NOON
IN BRA VESTARR
Tax Hex has met his match -
with a bit of help from
Jason Richardson of Wincanton
you should be able to defeat the
baddie in GO!'s new space-
cowboy shoot-'em-up.
Bravestare

Now this town ain't big
enough for me and E30 worth of
software - so it's off to Jason,
who completed the game within
half an hour of buying it, for
these tips.

First move left till you find the flying
saddle: mount this by pulling
down, and fly to the mountain
which is at the moment the only
other thing on the map, except for
the town. Enter the cave and
examine it. Leave and fly to the
mine entrance which has now
appeared on the map, enter and
examine it, release the
townspeople and talk to them,

leave,
Fly back to town and enter the

Exchange; talk and exchange
kerium for money. Go to the Bar
and talk; you will be asked if you
are willing to pay for information,
and you must answer 'yes'.
Remount the Saddle and fly to the
new town which has now
appeared. Keep walking right and
you will, at the end , be attacked by
a different-looking man. This is
Tex Hex (b00000,9.

Kneel down and continually fire
till he disappears -  I find this the
best method.

Fly back to the original town and
enter the Oil; examine and release
Tex Hex. Now fly to the Hexagon.
the final place on the map, and
walk right till you find the flying
head. Kneel down and fire,
dodging and occasionally
iumping, till the head is destroyed.
Then you've completed the game.

ON THE
THUNDERCATS
TRAIL
It's about time Playing Tips printed a POKE and a few tips for Elite's
Thundercats. You see. Skippy can't complete it without a POKE - this
might stop some of his little tantrums and leave him time to get on
with On The Screen!

The POKE is from The Tetal Men; the tips are from Andrew Road of
I oswich and Mike • Sicippy' Dunn of Ludlow!

On level 3, the a r c h  for Tygra, don't  go too far left I l a y  neat
start Kill all thetaddies and keep moving left for a fee
, n d s  w i l l,inping over anything except the armed baddies, thi ,  tight ir,

Irne way
.Every now and then a white shape appears Kill it and 1
1
-
3 P i

In square form
Some extra lives are hidden in the white shapes. too, sr, it , L.  are de

on lives collect them.
After a low minutes you may see the sword, but don't collect e or you II

luso the fireball
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.  o ' 1 3 0  FOR F=64000 TO 64013
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a ir 1 4 0  READ A: POKE F,A: NEXT F

•  • 1 5 0  DATA 49,0,0,205,86.5,62,90,50,44,114.
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There hasn't been much response to last months competition to
produce a map of all the levels of Gremlin's Northstar- so instead,
just try to do as many levels as you can.

This month I want you to map as many levels of Cybernoid as
possible. The closing date is May 3rd and the best one will receive
E30 worth of software and a Howson sweatshirt. Four runners-up
will also receive a sweatshirt. Send in your entries, along with any
other POKEs, tips and m t o  the usual address •
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SPACE
TIME.. .

RING WARS Comtroodere 64 E14.95
RING WARS Spectrunt 481128 El4 95
RING WARS Arnstred CPC El4 95
RING WARS IBM PC 09115

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 b u t  irrelevant because
hundreds o f  Ring Worlds are converg-

n our Solar system devouring
erything in their path.

With an entire solar-system to
explore, RING WARS features superb
30 action depicted in the most detailed
vectqrs 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 o f
sophisticated intelligence gathering
devices you can probe your enemy and
engage. Your ultimate aim — to
penetrate the RING WORLD diving
dee0trOo
s
d 
d e e p
e r  
i n t
o  
i t
s  
h e
a r
t  
t
o

deliv6v..ihq:killing blow. Can you escape
before itistilb you.

Riig  Wars -  A uomputar WIMP tor the Commodore 84. Spectrum,
Schneleer/Amutreil.  IBM PI: eimi CompatitOes and SOCH1 on AtoriST
end Amiga CatielOittl E9.95 Dials E14.95 1ST. Amiga and IBM E118.1151.

Cas c ade Games  Ltd.,
1•3 Hay wra  Crescent ,  Harrogat e.  N. Yorks.
Tel: 0423 525325 Fax: 0423 530054

RING WARS le available now tern all good software rut:leers and by coati actlet
Indicate the itern14 you mg( Jiff& mmplate the coupon and Stir id it to
. D e p t  R W ,Cascade Games Ltd...1-3 Haywre Crescent Harrogate HOI 5130, England.
orL;Hil CXJ1' ?4hr Ordetline on 0423 504663
Alt prices  inc lude PaP,

NAMF

DISK Q TY

E9,95
113.95

E9.95
QT'r TOTAL E

TOTAL

ADDRESS
T E L
I et c lose clatqua/postel order tbr L . _  made payable to Cascade Genies Ltd.
Alternatively, you may pey by Access. Visa. American Express or Omaha Club.

1
1

1 I Iuani
No

Please allow 28 ck3ys 113r delivery
Cascade Games Ltd.. 1-3 Haywhe Crescent
Harrogate HOI 580, England.

C A S S
E
T T E

Eloise
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To celebrate the release of their latest arcade conversion, Ran 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
their hazardous 'jungle track' terrain, plus a copy of the arcade con-
version and 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: we warn
you to design a multi-terrain vehicle. It can 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 otherworldly temtones it might encounter. There's only
one condition of entry: you must be at least 14 yams of age by the time
the great day out arrives (for insurance purposes!).

Designs must be sent to us at:
CUSTOM ROVER COMPETITION.
CRASH TOWERS. PO BOX 10,
LUDLOW, SHROPSHIRE, SYS 1DB,

to arrive no later than May 9th. 1988
As ever, 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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Will you endure the t 12 lighter Simulator doll emerge
.7 an Ice cool space lighter at ihe pinnacle of his poweN or
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/  wreck fit for no more than Intergalactic ['lipid trading ships

/
'  
O
n
l
y  
t
h
e  
p
r
e
m
i
e
r  
r
a
d
e
t
s  
o
f  
i
l
t
e  
S
t
e
l
l
a
r  
I
m
p
e
r
i
u
m
'
s  
p
i
l
o
t

academy will eler lind out and its upto to merciless Intitrerioll,
to eitsure that only lite elite sunite
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JON BATES
expounds on the
MIDI implementation
charts, the maternal
side of the family, and
recommends a little
bedtime reading
THE owner's manual of the synth
of your choice for guidance about
the MIDI codes') Ho, Ho, Ho. I
expect Sinclair had a few more

4

good Ickes up thetr sleeves, since
to most people these codes are
about as clear as swampwater.
Well never mind. I'll try to be as
accurate and useful as possible

Gather round all synth and
interlace owners and see what
Them charts mean
Fortunately, all MIDI
implementat ion charts follow the
same format and should even be
the same size which makes
comparisons between different
models quite easy. By fl ipping
through the chart you should have
a fairly good idea of what your
synth/module/drum machine is
capable of receiving and
transmitting. Having got thus far
there may well be other charts in
the manual or obtainable from the
makers which will enlighten the
darker corners of the protocol, but
more of that later. Let's look at a
basic chart and see what it all
means. The following is a chart

O w. . .
,  
0 .
1 m
s I
,

Me wl.

Nam

. 0 1 , y N o M  001
Nato COE

7...ON P a r •
Chi

PION 1 1 .
-
.•
-
•

ConirM Chong.

Ch 0 . 1 9 m

DoON,
Ototteget

11-up Wont

Prc•Fsol Chong.
0••••

Soot Pot
Sone Sm
TONE.

ie . . . .  h al  Noe  C l k
.
g h

Cmomandt

ko•  Mo•mtios L o C d
,  C P O
,  O n

Mi Ne tt.  0
, 7A . . *  Strop
••••••

Nome

Electone HS Series
MIDI Implementation Chart

Immo.t.tod

VnH y  •  I t2 7
441 •  . 0

0 '1  7 1 •  17112 to2-02

, MO N. OM P o t .  M o d .  2 O ffiNi OM M 0 0 1 0
Nod. 2 WO W O ff 7
0 0
,  M o d .  
I  
0 0 1 . 1
,  
O F
F  .
1 0 1
0 0

1,6

i to rO tto '
,
• •
7

tom •  -  1 2 7

15•12 to n

•  •  •

1215104i• 2 2 5 0  . °
4
*
0 4 2 0 2
7
1 *

3350 01 .12

• Co ,  IS •  Yr54 0 -7  . 4 4 4 4 4 , 1
• •  Ro l m to 2=144w' . . Y . 0 9 . .
00 0 5   N•f•I SI mr•O .
5
9  • • • • •  
I 0 1 , 4
1

•  •

•  •  •

SPAN. PCM)

O . , .  7  1  t 1 0 1'

.o ro d i t

Lw
LV
P.

. 8 , 1 7 0 0 0
,
4
,
0
,
1 M

rot4rocm.
U.
L.
LOAD
Avoolon Chord

Lit

LOAD
M o o n .  O w.
Ito.bnrmi Oontimn•
Us I .  P .

E ITECHEINICHED

f rom my mult i-keyboard called an
HS6 which I have found to be a
wonderful mother to me - mother
keyboard that is.

Taking it f rom the top, there are
four vertical columns
- f u n c t i o n ,transmitted, recognized, and
remarks. All pretty self-
explanatory, so or with the first
horizontal section.

BASIC CHANNEL The
instruments transmit on channels
1 2 and 3. The remarks refer to
Upper Keyboard. Lower
Keyboard, and Pedal Keyboard.
For many synths this section wilt
have channels 1 to 16 for both
transmitted and received with the
remarks 'memorized.  This means
that it can receive and transmit on
any channel from 1 to 16 and that
it memorises the last channels it
was set to. Continuing, the HS witl
recognisechanne115 but only play
its percussion on it. By,way of
explanation here, the instrument
has a set of sampled, velocity-
Sensing drums but it will only
recognise input patterns: it will not
send note on/off information
regarding the percussion out to
another drum machine.

Channel 16 is the control
Channel. Its function is to send and
receive control messages -
nothing else. 'Changes' ref ersto a
function available on the
instrument which alters the
transmission channels and
separates some of the tone
generation areas of the instrument
so that it can transmit on 4 and 5.
When it receives on 4 and 5 two
new areas are opened up to
individual MIDI control, these
being the Arpeggio Chord and
Lead (the latter is a monophonic
section), Thus the HS6 can be
seen as five FM tone modules plus

sampled drum section and a
separate channel for control
messages.

MODE: the HS is only capable
MIDI mode 3, the most usual of

odes. A quick glance at the guide
t LAI ed at the bottom of the chart

hows us that this mode is
lyphonic. As this is the only

ode the instrument will respond
'Messages' are defunct,

docated by an x  'Alt ered'  is also
redundant statement, This would
e the mode an instrument would
ter when it receives a request for
unavailable mode but as this

struments mode is fixed, it won't
dge from mode 3.
NOTE NUMBER.  This lists the
nsmitted and received pitch

nge of the instrument -  in this
case for each keyboard area. As is

often the case it will transmit less
notes than it is capable of
receiving. When given a note
number outside of their range.
many synthesisers will transpose
it to a number inside the range
producing a sort of wrap-round
effect; this is often referred to in the
remarks.

True Voice' is the true range of
the instruments voice chips_
protocol allows a range from 0 to
127 for note numbers. middle 'C'
being 64.

VELOCITY. Shows that this
instrument can send and receive
note velocity information over the
full MIDI velocity range of I to 127.
0 is in effect a note-off command
as seen by the next line in the
chart. The Hex code 9n is the
prefixed channel In) number plus
the code to indicate that velocity
Information is about to follow.

AFTER TOUCH: In Other words
the pressure applied toe note after
its initial depression. If the chart
had said 'yes' to 'keys' it would
have meant that it could discern
affectouch for Individual notes -
this is not often found. The HS
responds to the more usual
-
C
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note that has pressure applied to it
will !cause the same effect to occur
on all notes transmitted at that
moment on that channel.

PITCH BENDER: ft can receive
and send pitch bend information
The 0 to 12 semi and 7-bit
resolution means that it requires 7
bits of information for each of its
16,383 miniscule graduations. The
HS will effectively bend up or down
to an interval of 12 semi-tones or
half an octave. This may be a trifle
confusing but any alteration to
pitch bend range is done by the
setting for that voice; to get two
synths to pitch bend in unison
requires that both pitch bend
parameters are set the same.

CONTROL CHANGE: A list of
the penpherals that can receive
and transmit control information,
like modulat ion or volume
(expression pedal in this case).
Volume has only recently been
used as a control change whereas
sustain is quite common,

Foot pedal and breath controls
belong to this section as well; the
numbers in the first column refer
to the control number for each
function as per MIDI protocol.

PROGRAM CHANGE' These
are the numbers that change the
voices on one synth in parallel to
another, again the true number tell
us the actual range of voices Here
we have a slightly unusual sat re

, , ,otk i •
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program numbers as the program
map on the HS is spread between
user and factory presets. Most
synths now have an addit ion to
this section where the program
numbers can be renumbered
internally. To blend the voices of
two synths together does not then
require frantic re-organization of
the memory banks but a
translation of the program
numbers to ones that will suit

SYSTEM EXCLUSIVE The
interesting pan. This is the Section
of MIDI code that allows
manufacturers to set up their own
codes; it is not enough to enter the
system's exclusive code on its
own. Most manufacturers require
not only their own ID but usually at
least one or two sub-status
numbers. It is here that voice
dumps take place, drum patterns
are dumped. etc, etc. All aspects
that are particular to that device
and that manufacturer are
transmitted on the exclusive code
At this point you would need to
refer to an exclusive message

• •

THE Spectrum has a cassette
storage system that is remarkably
reliable by micro standards, but
still slow and inconvenient
compared with more expensive
systems. This arttcleconsiders the
pros and cons ot cassette filing,
and compares the arternatives.

Audio cassettes were not
designed to store data, so the
computer has to turn numbers in
memory into sequences of tones
so that they can be recoeded on
tape Each file starts with a long,
continuous tone. intended to
make the tape recording circuitry
settle down before valuable data
is recorded. Normally it doesn't
matter if you start loadino on the
middle of this tone, but you
mustn't miss it completely.

After the long tone comes 17
bytes Of 'header' data, holding the
file name, type, length and other
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code list to access different areas
and it often requires several
commands to alter specific
peripherals

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.
II means that if you were to start
recording half way through a
complex piece the drum machine
will pick up its chain of patterns at
the correct point  and you don't
have to start from the beginning
every t ime to get the sequence of
events correct

'Song' will ask a drum machine
or sequencer to load a specific
song pattern from its memory,
responding to a number from 1 to
127 'Tune'  is not often used but it
tells every instrument in the chain
to make sure it is in tune

SYSTEMS REAL TIME These
are all short and simple The clock
Is a regular pulse that is inserted In
all other commands and it e n
s u r e s

• •

SIMON N GOODWIN
gives the definitive
run-down on
Spectrum storage
techniques:
cassettes,
cartridges, wafers
and disks

information needed to make sure
that the body olThe file ends up in
the right place. Then comes a
sh One( tone, a pulse to distinguish
the next block from a header, and
as many data bytes as the header
indicated.

The Spectrum writes files of
three different types: PROGRAM&
CODE and DATA. Programmers
can invent other file types, but
most use schemes similar to the
standard one.

A PROGRAM file contains
program lines and variable values.in the internal 'tokenised' form in
which the computer stores them,
You can specify a line number for
the program to start from when
you reload it.

When a program loads, the new
code is sorted over the top of any
BASIC you'd entered before,
unless you typed MERGE, in which

that all devices like drum machines
and sequencers keep in perfect
synchronization. The commands
are usually 'start'. *stop' and
' continue', which again are self-
explanatory

AUX MESSAGES: 'Local Ore
off • tunes the keyboard for a synth
off or on derived from the idea that
they keyboard is the local
controller as opposed to a remote
one.

'All notes off' is usually sent at
appropriate points in transmission
by sequencers to ensure that there
are no notes left hanging.

' Active Sense' is a fallsafe
against instalments becoming
unplugged accidentally. It an
instrument does not receive any
message within 300 milliseconds
it stops playing. This will avoid
horrendous noises in large set-ups
and provides a neat way of circuit
testing in any set-up.

•Reset does  just what it says. it
returns an instrument to a born-
again state complete with the
factory set voices

So there we are chaps: instant
erudition. If you wish to follow the
subject up there are quite a few
books out now on the subject
varying in price and complexity.
but you might like to try:

MIDI for Musicians: (C9.95) by
Craig Anderton. Published by
Music Sales,
Understanding MIDI: (C4.95)
Published by Music Sales.
Music Through MIDI: (E17.95) by
Michael Boom. Published by
Microsoft.
The MIDI Resource Book: (E9.95)
by Steve de Furl& Published by
IMP.

Full reviews of these publications
will pop up In later issues. In the
meant ime I have a stack of letters
and queries to get through and the
next issue will see the results of a
little midnight oil-burning on these.
All letters and comments •
welcome, as per usual, and
subject to the usual conditions.

case the now file is temporarily
stored after the existing code and
then interleaved with the previous
program after loading has
finished. It can take quite a long
time for the computer to sort out
all the MERGEd lines of a large file.

You can speed up the saving
and loading of a program
considerably by typing CLEAR to
discard arrays and variable values
before you SAVE. Sometimes it's
convenient to keep these values
with the lines in the file, but often
they can be recreated f rom DATA,
for instance) and in those cases it's
usually a waste of time and tape to
save both the values and the code
to work them out,

CODE files are copies of the
contents of  an area of memory.
Their header contains the address
from which they were saved -
which you can overrule later when
you reload the tile, if you wish -and
a length in bytes. A SCREEN C file
is just a special case of a CODE
tile. SCREENC tells the Spectrum
to use the area of memory from
address 16384 to 23295 - the
chunk of memory normally used to
hold the dispiay.

DATA files are probably the
least" used type of Spectrum file.
Most computers store data as a
stream of text, recorded and read
sequentially on tape or, better still,
disk. The Spectrum can't easily do
that, because it can't turn the tape
recorder motor on and off under
computer control. Data would get

spread all over a tape if a was
output piecemeal as a program
ran.

So the Spectrum lets you save
arrays -  tables of text or numbers

as if they were programs. You
can reload these later, without
upsetting your program, but you
can only save one array at a time,
and there's no way to save single
undimensioned strings, although
the computer won'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 useful
information, so software houses
often create files without headers.
These load more quickly and are
more difficult for people to copy
without permission: it's necessary
to look through the program that
loads prior to the headeriess file in
order to find the exact machine
code instructions that load it, so
you can tell how long it is or where
it should go.

The principle of storing data as
tones is vet)/ 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.

So called 'hyperload ' or 'turbo'
cassette routines use non-
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standard tones to save and load
50% faster than normal, or even
faster. This means they load more
quickly and are harder to copy -
for the manufacturers as well as
would-be pirates! There's a
program to generate customised
TURBO tape routines on the Crash
Tech Tape.

The snag of faster loaders is that
cheap cassettes can have trouble
reproducing high-pitched tones
accurately, and one mistake
renders a whole file useless. The
faster the data is recorded the less
chance that some outside event -
like radio or mains interference -
will disturb the loading, but the
greater the probability that
something will be misrecorded cii
misread,

The Spectrum uses a blip 1/
2000, of a second long to record a
O. and takes 1/1,000 of a second
to record a 1 That  means a 0 value
occupies about a hundredth of a
millimetre on tape, so even a tiny
mechanical imperfection can stop
a tape loading.

While a tape loads, the border
colour is flashed as each bit is read
or written. Narrow lines indicate 0
bits, while wider lines mark is .  If
the lines appear to shake up and
down when loading, the tape is
running at an uneven speed. In
theory the system can cope with
fluctuations of speed of up to 15'V°
at any time, but in practice sudden
small changes can throw it out of
synchronisation

If a tape is recorded unsteadily
there's not much you can do to
rescue it, except reload it from a
machine that runs steadily, so you
don't get two random errors
added together. You won't  detect
an uneven SAVE unless you check
the recording afterwards -
remember that no account of
fiddling around will let you load a
file that hasn't been saved
properly.

Empty memory is normally filled
with Os, so that it can be saved and
loaded quickly: it you listen to a
cassette you will hear the pitch of
the recorded noise increase where
empty areas are recorded. Small
empty areas often crop up in files.
because it's easier and faster to let
the computer play through them
than it would be to split a file into
separate sections, each with their
own header.

A total value or ' checksum'
stored with each block of data
usually warns the computer if
something has been misread from
tape You can't rely on this: rare
faults can mean that a program
appears to load correctly but in
fact contains mistakes introduced
in the process of transfer to and
from tape.

BAD LOADS

If you have trouble loading a
cassette there are three things you
can adjust in the hope of solving
the problem: the level, the lone
and the cassette recorder head
alignment.

GET SET

If the original recording was
unusable there's no way you can
tweak a computer to reload
correctly. It's therefore a good
idea to save vital files twice, on
different tapes, and use the
VERIFY command to check that
they can be read after you've
saved them.

VERIFY works like LOAD but it
just compares the numbers read
from tape with the values in
memory. The message 'verify
failed* indicates a mismatch. You
should VERIFY immediately after
saving important files but don't
change variable values or edit the
program between the SAVE and
the VERIFY, or you're sure to
cause a mismatch.

One of the problem with saving
arid reloading screens is that the
name of the file is normally
displayed at the start of a VERIFY
action, and that changes the
display so that the check is sure to
fail.

If you're using a standard
Spectrum without add-ons, you
can disable the message in 48K
BASIC by typing POKE 23736,181
before you VERIFY. This POKE
doesn't work if you're using
programs that load into the
microdnve map area (like HiSoll
BASIC) or it you've got a disk
system connected; the correct
address to POKE is two bytes into
BASIC's CHANS area, and some
utilities move that area.

Normally the Spectrum is very
tolerant of fluctuations in level. The
best bet is to set your tape
recorder to a point where replay is
loud, but not distorted. Always use
the output from a speaker or
earphone socket -  a line level
output is usually too weak.

A dull tone helps the Spectrum
to pick out the pulses it recorded
and ignore the other neeks and
farps that leak onto the tape
accidentally at a lower level.
However, you should not make the
tone too dull, or the individual
pulses will blur together.

Many people have trouble
loading commercial tapes
because of a difference in the
azimuth of their tape recorder and
the recording. The azimuth is the
angle of the tape head to the tape
-  you can usually adjust it by
turning a screw holding one side
of the tape head. Do this carefully,
though, or you could damage the
recorder.

The azimuth angle makes a big
difference to the accuracy of a
recording: s  most important that
it should be the same when a tape
is a n d  replayed, or some
information may be lost. Set the
azimuth by playing a
professionally made music
cassette and turning the screw
until the tone is as bright and tinny
as you can get it. You should find
that one particular position sounds
best, with a duller tone if you turn
the screw away in either direction
It's best to use a plastic prod to

turn the screw, as a metal
screwdriver can temporarily
disturb the magnetic properties of
the head. Use a blob of nail varnish
-  NOT supergluel -  to stick the
screw in place once you've set it
correctly.

If you find that your own tapes
load fine, but you often have
trouble with commercial tapes, the
azimuth setting of your machine
may be wrong, but beware: any
correction may stop the tapes
you've already made from loading
properly!

You may be best oft using two
tape recorders: keeping the old
one to load your own tapes, and
getting a new one to load
prerecorded material. Record new
tapes on the new machine -  a
machine that's correctly set up will
always be more reliable, even
though it may not load wonky
recordings.

+2
TAPE

The Spectrum +2 is often supplied

with the tape head incorrectly set
up. You can adjust the alignment
by pressing PLAY and turning the
screw that can be seen through a
little hole between the tape con-
trols and the cassette door. If the
machine is new, don't  fiddle your-
self - get it adjusted under guaran-
tee.

You CAN connect an external
tape recorder to the 4-2, even
though it has no appropriate soc-
kets. You have to open up the
machine to add the extra wire, so
again you should leave it alone
unless you don't care about the
guarantee. Disconnect everything,
then undo the screws in the base
of the computer. Five wires con-
nect the cassette drive to the cir-
cuit board: the red and black ones
convey power to the drive, and you
can sometimes reduce back-
ground interference in the TV
sound by putt ing a switch in the
red wire; turn the switch off (unless
you're using the internal drive) and
you may find that the sound is
clearer.

The blue wire carries the EAR
signal, and should go to the tip of
a plug connected to the EAR soc-
ket on an external tape recorder.
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Be sure to unplug this when trying
to use the built-in drive. The white
wire goes to the tip of the external
M1C plug, The brown wire is the
signal earth, which should be con-
nected to he shaft of both jack
plugs.

+3 TAPE
The + 3 breaks with convention by
using a stereo connector for both
loading and saving, rather than
two separate sockets. A stereo
plug - such as a mini headphone
plug -  has an extra ring of metal,
insulated from the tip and the
shaft; the shaft Is the earth, as
usual. The ring carries signals into
the computer (from EAR) and the
tip carries them out (to M1C).

DON'T try to make a mono plug
work in this socket by jiggling it
around -  you're almost certain to
run into reliability problems. Get a
proper lead made up, and curse
Amstrad for not supplying one!

The first 10,000 +3s  appear to
have a fault that makes them rela-
tively unreliable when loading cas-
settes: the automatic level control
circuit seems way out of alignment
on many machines. I 'm trying to
find out what Amstrad are going to
do about this, but so tar I've drawn
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a blank. Has anyone any further
informat ion/

ALTERNATIVES

There are two main alternatives to
cassette recordings of data. Either
you can opt for a continuous loop
of tape. or a disk of magnetic mat-
erial.

The tape loop approach is
cheap but now unpopular -  the
drive is simple, as it only needs to
move the tape at a steady speed in
one direction, but access to data
is slow because the entire loop
must pass the head before you can
be sure of loading any particular
part. Tape loops tend to be expen-
sive, and the larger their capacity
the slower they work.

Two types of tape loop drive
have been popular on the Spec-
trum: Sinclair's own microdrives,
which can store 85K of data on a
tiny cartridge, and Rotronics
Wafadrives, which record more
slowly on larger tape cartridges.
available in 16K, 32K and 64K
lengths. Both are Out of produc-
tion, but still available.

Microdrives are very impressive
when they work: they give a
theoretical max imum access time
of seven seconds, and can load

484< in four or five seconds on a
good day. There are quite a few
utility programs around that let you
use microdrive files, but the drives
are often extremely unreliable.

Microdrive tapes sell for betw-
een El .50 and E2.00. There's no
shortage of them, as ICI_ and
British Telecom use them as well
as Spectrum and I X  owners.
Microdrive royalties are one of the
main sources of revenue for
what 's left of Sinclair Research -
the firm that was left with little
more than debts when Sir Clive
sold his computer designs to
Amstrad.

When buying tapes check that
they have the words 'Rego Design
Apo'  printed on the part that plugs
into the drive. Some tapes pro-
duced in the early days did not
have this message, and tended to
have loose plastic floating around
Inside the cartridge, which led to
reliability problems.

Middle period tapes had a very
thin copper spring at the front.
pressing the tape against the
head, These could work loose and
cause more trouble, Modern pro-
duction has a much fatter and
more sturdy spring. Shop care-
fully, as all three sortsare still avail-
able.

The Microdrive needs an inter-
face called Interface 1, which can
cope with up to eight drives but

only runs one at a time. Interface 1
also provides a simple network
link. allowing several computers to
share information, and includes a
rather peculiar serial printer port

The Rotronics Watadrive Is an
all-in-one unit, containing two t ape
drives, plus serial and parallel
printer ports. Waladnve
mechanisms are well engineered
and have been dirt cheap since the
manufacturers went bust, but the
tapes, or ' wafas', am slow, hard to
obtain and costly. The sole blank
wale manufacturer, based in the
USA. has announced that prices
will double this year -  and 64K
watas already cost an extortionate
E4 a throw

A few good programs have been
converted to work with the Watad-
nve, but in general it is incompati-
ble with most software: the drive
grabs certain areas of memory and
won't  let programs use them.
wrote a full discussion of the quirks
of the Waladnve in the Christmas
Special. In brief, avoid it if you want
to use a wide range of commercial
software!

DISKS

Disks work much like tapes, but
record information in a series of
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concentric rings. The disk turns at
a steady 300 RPM and a magnetic
head can step in and out to read or
write data in any ring, or 'track', so
you can find any part within a sec-
ond or so. Before you can use a
new disk it must be 'formatted".
This requires marking up into sec-
tions so that files can be kept
apart

Amstrad's 1-3 uses cheap
Hitachi drives that can only read
and write 40 tracks on one side of
the disk; you can take the disk out
and turn it over to use the other
side. The drives use unfashionable
3-inch diameter disks in hard plas-
tic shells, which cost between
£1.50 and £2.00 and hold 178K of
information on each side.

The +3 disk system is slow
compared with other disk drives,
but fast compared with cassette.
It can load or save a 48K file in
about heti a minute, whereas up-
to-date disk systems run at about
three times that speed_ Disks can
be formatted quickly, though, tak-
ing around 25 seconds to do so.

The +3 adds a parallel printer
Interlace as well as a disk drive to
the Spectrum hardware, but it has
many internal differences from
earlier Spectrums Quite a few
popular programs are incompati-
ble with the new machine, or don't
play music because routines from
earlier Spectrum 128s are missing
A list of e3 faults appeared in
Issue 48.

It's hard to write data-filing pro-
grams in BASIC on the I
- 3 .because there are rio conventional
iling commands built-in: you must

pay extra for a package like
BetaBASIC, Mallard BASIC or
HISOFT BASIC.

The biggest snag of the +3  is
that it's extremely difficult to trans-
fer cassette files to the disk. Most
commercial programs use non-
standard cassette files, and the
- 3 lust won't let you Copy them to
disk at all_ The only reliable way
around this problem is to spend an
extra £40 on a plug-in box called a
Multitace 3. reviewed in this spec-
ial.

Potentially, the good thing
about the 4- 3 is that commercial
software tor it may become availa-
ble on disk. Unfortunately the soft-
ware houses aren't keen to do this:
disks are expensive and hard to
duplicate in bulk, compared with
cassettes.

DISK STANDARDS
Other disk systems use verycheap
5.25-inch diameter disks, in thin
floppy plastic wallets, or the new,
tougher, but more expensive 3.5-
inch disks designed by Sony.

Single-sided 40 track drives are
still around for these disk sizes, but
the most common format is SO
tracks, with two heads on the drive
so that data can be read or written
from both sides. This gives a cap-
acity of 600-800K, depending
upon the organisation of the data
on the disk.

There have been lots of different
types of Spectrum add-on disk
system, but only three are stilt in
production: the Disciple, Plus D
and Swift Disc. All of them are
about three times faster than the
—3, although they do slow down
slightly whenthere are lots of files
on a disk.

All of them allow fi le-handling
from ZX BASIC_ and all of them let
you transfer commercial programs
to disk without any hassle_ Disk
formatting is slightly slower, even
allowing for the difference in cap-
acity, but you don't have to do it so
often since the disks can store
more.

The Plus 0,  f rom Miles Gordon
Technology, is the cheapest
upgrade and works very well. An
interface that lets you plug in a
standard disk drive aria a parallel
printer sells for C50 the interface
and a 780K 3.5-inch drive cost
£130, The Plus D was reviewed in
detail last month.

The Swift Disc system, from SI x-
word, costs £75 for a disk interface
with Kempston ioystick and serial
printer ports_ E150 gets you a
640K drive as well. Both the Swift
Disc and the Plus D come with
similar 80 track double-sicied
drives, but the different organisa-
tion of data on the disk accounts
for the variation in capacity.

The Swift Disc was reviewed in
Crash issue 45. It has a 'through
port ' (unlike the Plus D). so you can
plug in other add-ons while you're
using the Swift. The only way to do
this with the Plus D is by 'split t er'
which divides the signals from the
computer in two before they reach
the interfaces.

The Swift Disc printer interface
works, but it's not as clever or flex-
ible as the ones in the Plus D or the

Disciple. Conversely, the Swift
system has friendlier disk handling
software, which lets you do lust
about anything, anytime.

Sixword have opted for total
microdrive compatibility, so that
anything designed to work with themicrodrive will work with their disk
system without alteration. They
do, however, charge £12 extra for
a • mtcrodrive emulator' that pro-
vides this perfect compatibility.
The Swift Disc is also the only add-
on disk system that works with
microdnves plugged in at the
same time_

The Disciple was designed by
Miles Gordon but sold by Reckton
Products_ It is the Plus D's big
brother and the interface alone
sells for around £90. Besides most
of the Plus D features it has a
through port, two joystick ports
arid connections for a network that
allows several computers to share
disks and printers_ There have
been a number of problems with
the built-in software in the Disci-
ple, so you should get the latest
version you can: versions 38 or3C
have been recommended to me.
The Disciple was reviewed by

Franco Frey in Crash issue 38.
'Serious' users often buy disk

systems, so It's important that file-
handling utility programs are com-
patible, as well as games that just
load and ignore the disk thereafter
Some good utilities are specially
produced or adapted for the Disci-
ple and Plus D. and many but not
all microdrive programs will work
with the MGT interfaces.

Next month Simon N Goodwin
examines the pros and cons of the
forthcoming CP/M and BASIC lan-
guages tor the 3 .

Disk system contact addresses:

Miles Gordon Technology: Unit
4, Chesterton Mills, French's
Road, Cambridge CN4 3NP. Tel
0223 311665.

Sixword Ltd: 26 Church Road,
Warsash, Southampton, Hants
S03 600.  NEW Tel 0243 771889

Rockfort Products: 81 Church
Road. London NW4 41)P. Tel 01
203 6143

THE CRASH TECH TAPE
Don't  forget that the Crash Tech
Tape is 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

character set (as seen on TV). For
users of the Serial 8056 printer.
there'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'
,

f
- Please send me a CRASH Tech Tape.

enclose a cheque or postal order for £5.95 (1:7.95 if  my address
is outside the mainland UK) made payable to NEWSFIELD LTD. or
I am pay ing by VISA or Access wi t h the special f orm below.

NAME
ADDRESS

POSTCODE

PLEASE DEBIT MY VI SA/ ACCESS ACCOUNT C
(delete as applicable)

EXPIRY DATE

CARDHOLDER'S ADDRESS (if  dif ferent f rom above)

ADDRESS
P O S T C O D E

SEND THIS FORM AND YOUR PAYMENT TO: TECH
TAPE, CRASH, PO BOX 20, LUDLOW, SHROPSHIRE
SY8 IDB



NORTH START"
Alone it stands, majestic and

proud... the final hope to Earths
savagery and overpopulation...

North Star. a glorious space station
orbiting serene tranquility, too much
tranquillity— preparations should be

underway for the final evacuation.
Communications are dead, scientists
cannot be raised.., a dreadful gloom
overtakes the population.., has their

last hope gone?
Only one can find out, only one has

the necessary powers. That one is
you... a unique icing on a mission to

rescue a unique project.

la

Spectrum 48K f1.99 cassette
Amstrad E9.99 cmsette f14.99 Disk

Atari ST E19.99 Disk
CBM 64/128

£9.99 cassette f14.99 Disk

"FROM OUT OF
MIS WORLD...
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Incoming message on MASK

SCOTT TRAKKER and are holding
him on the moon. Unless you
surrenderthe entire MASK Aortas to

a  VENOM you will never see him
P a g *  Signed Miles Mayhem.

Matt is faced with a terrible dilema.
To agree to VENOM', demands

.  'would give them total control over
.  t h e  Peaceful Nations Alliance, but to

Ignore their demands would surely
mean Scotts life.
Can you as Matt Trakker rescue Scott
and return him safely to Earth?

Spectrum 48K E1.99 cassette
CBM 64/128
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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 CRASHTIOH-
HAIRE, CRASH Towers, PO Box 10, Ludlow, Shropshire SYS 1AQ

to arrive here before May 9th 1988
The first form drawn out of Mailbag after this date earns the sender

E50 worth of software of his or her choice, plus a CRASH cap and T-
Shirt. The next four forms drawn earn their senders E20 worth of soft-

ware, plus a cap and T-Shirt.

THE BASIC STUFF
ARE YOU
MALE
FEMALE

HOW OLD ARE YOU?

OCCUPATION
ARE YOU
At school
At Coilege/University
Working Full Time
Working Part Time
Unemployed
MONEY MATTERS

El

ON AVERAGE, HOW MUCH DO YOU SPEND
ON COMPUTER GAMES EVERY WEEK?
52-E5
C6-E10
Ci 1-20
More Than £20

HAVE YOU PURCHASED A UTILITY IN THE
LAST SIX MONTHS?
YES
NO
if YES, please state type

El
DO YOU INTEND TO PURCHASE A UTILITY
IN THE NEXT SIX MONTHS?
YES
NO
If YES, please state type

HAVE YOUR PURCHASED A PERIPHERAL
IN THE LAST SIX MONTHS?
YES
NO

11 YES, please state type

DO YOU INTEND TO PURCHASE A
PERIPHERAL IN THE NEXT SIX MONTHS?
YES
NO
If YES, please state type

DO YOU INTEND TO BUY A NEW COM-
PUTER OR GAMES CONSOLE IN THE NEXT
SIX MONTHS?
YES
NO
It YES, please state make and model

WHAT IS THE MAJOR INFLUENCE ON
YOUR DECISION TO BUY A COMPUTER
GAME (PLEASE INDICATE IN ORDER OF
PRIORITY 1-6)
Friend's Recommendation
Magazine Review
Advertising
Author
Producer
Price

ARE YOU WELL
READ?
WHEN DID YOU FIRST BUY CRASH?

HOW MANY ISSUES HAVE YOU BOUGHT
SINCE THEN?
ALL
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

ACE
Computer  & Video Games
Games Machine
Sinclair User
Popular Computing Weekly
Your Sinclair
Other (Please Specify)

IN GENERAL

WHI CH 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
READ BUT DO NOT PURCHASE YOURSELF

BUY READ

WHAT TYPE OF GAME DO YOU ENJOY
PLAYING (IN ORDER OF PREFERENCE 1-
6)?
Adventures
Arcade Adventures
Shoot 'em ups
Simulations
RPG
Strategy
Other (Please Specify)

tom

PLEASE AWARD MARKS OUT OF TEN FOR
EACH OF THE FOLLOWING FEATURES IN
CRASH
Adventure Trail
Advertisements
Charts
Classifieds
Competitions
CRASH Course
Editorial
Et Al
Forum
Frontline
Jetman
King Grub
News
On The Screen
PBM
Previews
Results and Winners
Reviews
Robi ns Scores
Money Saving Offers

CRASH April 1 988 7 7
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Subscription Offers
Techniche
l ips

ANY COMMENTS ABOUT ANY OR ALL OF
THE ABOVE?

El

£30 to £100
£100 to £200
£200 plus

WHERE DO YOU BUY MOST OF YOUR
CLOTHES
Large Retail Chains (Woolworth etc)
High Street Fashion Shops (Next, Top Man
etc)
Specialist Fashion Shops
Other (Please specify)

DO YOU HAVE ACCESS TO A RECORD,
CASSETTE OR CD PLAYER
YES
NO

ON AVERAGE. HOW MANY SINGLES DO
YOU BUY A MONTH

LI

I
-
1

DO YOU PARTICIPATE IN SPORT?
YES
NO

If YES, list your three favourite sports

DO YOU HAVE ACCESS TO A VIDEO REC-
ORDER?
YES
NO
IF YES, HOW OFTEN DO YOU HIRE PRE-
RECORDED TAPES?
Once a wee ll or more
Once a week
Once a fortnight
Once a month
Less than once a month

SOFTWARE COVERAGE
PLEASE RATE CRASH'S COVERAGE OF
SOFTWARE OUT OF TEN
News
Previews
Reviews
REVIEWS
ARE THE REVIEWS DETAILED ENOUGH?
YES
NO ON AVERAGE, HOW MANY LP RECORDS

DO YOU BUY A MONTH HOW OFTEN DO YOU BUY PRE-
RECORDED TAPES?

ARE THE REVIEWS LONG ENOUGH?
YES L I
NO

ON AVERAGE, HOW MANY CASSETTES DO
YOU BUY A MONTH

Once a week or more
Once a fortnight
Once a month -

ARE THERE ENOUGH SCREEN SHOTS?
YES

ON AVERAGE, HOW MANY CDS DO YOU
BUY A MONTH

Less than once a month

DO YOU HAVE A BANK ACCOUNT?
YESNO HOW OFTEN DO YOU BUY CANNED NO

DRINKS?
ARE THE COMMENTS DETAILED
ENOUGH?
YES

More than once a day
Once a day
Every other day

IF YES, PLEASE STATE BANK AND TYPE OF
ACCOUNT (DEPOSIT, CURRENT ETC)

NO More than once a week
Once a week

HOW OFTEN DO YOU AGREE WITH RAT-
INGS?
Always

Less than once a fortnight
Never DO YOU HAVE A BUILDING SOCIETY

ACCOUNT
More Often Than Not
Occasionally
Rarely

HOW OFTEN DO YOU BUY CRISPS,
SWEETS AND PEANUTS?
More than once a day

YES
NO

Never Once a day IF YES, PLEASE STATE BUILDING SOCIETY
WOULD YOU LIKE TO SEE THE RATINGS
SYSTEM CHANGED OR IMPROVED?

Every other day
More than once a week
Once a week

AND TYPE OF ACCOUNT (DEPOSIT,
CURRENT ETC)

YES
NO Less than once a fortnight

Never
If YES, how? WHI CH OF THE FOLLOWING TAKEAWAY

HOW OFTEN DO YOU GO TO THE CINEMA? FAST-FOOD CHAINS DO YOU PREFER
DO YOU USE CRASH AS A SOURCE OF
REFERENCE WHEN BUYING SOFTWARE?
Always
Sometimes
Never

El

Once a week
Every other week
Once a month
Every other month
Less than twice a year
Never

(MARK 1-6)?
Macdonalds
Wimpy
Kentucky Fried Chicken
Pizzaland
Pizza Hut

WHAT DO YOU THINK OF THE STANDARD
OF CRASH'S COVERS?

WHAT WERE THE LAST TWO FILMS YOU
SAW?

Local Fish and Chip Shop
Other (please specify)

Great
OK
Rubbish HOW OFTEN DO YOU BUY BOOKS

WHICH TV STATION DO YOU WATCH THE
MOST

IS THERE ANYTHING YOU'D LIKE TO SEE
IN CRASH, OR IS THERE SOMETHING
WHI CH YOU FIND PARTICULARLY
AGGRAVATING. CONSTRUCTIVE COM-
MENTS PLEASE

Once a week or more
Once a fortnight
Once a month
Less than once a month

WHAT TYPES OF BOOKS DO YOU BUY?

LI

BBC I r
-
1
BBC 2 fl
ITV
Channel 4
Satellite

Horror/Fantasy HOW MANY HOURS DO YOU SPENDGeneral Fiction WATCHING TV PER DAY?
Film and TV tie-ins Up to one
Computer One to three

WHI CH PRODUCTS WOULD YOU LIKE TO
SEE INCLUDED IN THE CRASH

Thrillers/detective
Historical
War

Three to five
Five or more

HYPERMARKET? (THESE NEED NOT BE
COMPUTER RELATED)

Romantic
Sci-fi WHICH RADIO STATION DO YOU LISTEN

TO?
Humorous Radio 1
Non-fiction Independent commercial

OTHER STUFF HAVE YOU ANY OTHER HOBBIES APART
Local BBC
Radio Luxemburg

FROM PLAYING COMPUTER GAMES? Pirate
YES NAME

WHAT IS YOUR WEEKLY INCOME? NO ADDRESS
Up to £5 If YES, explain further
£5 to £10
£10 to UK) P O S T C O D E



D ATA  E A S T ' S

V t f

rd Way, Ho!font Birmtri ha

A SIX GAME ACTION PACKED
COMPILATION FEATURING

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 rooftop fights a  wild

west classic. BREAKTHRU from 400 miles behind
enemy lines, recover PK430. A revolutionary
fighter in a revolutionary game. TAG TEAM

WRESTLING Body slams, drop kicks,
backbreakers and flying head butts —

stamina and teamwork are the keys to
championship success. LAST MISSION

Armed with the most sophisticated weapons
systems and guarded by a protective forcefield, return
to your invaded galaxy to face the most startling of

death detying odds. KARATE CHAMP Can you
master the kicks, spins, reverse punches and

blocks needed to retain your title?

SO MUCH EXCITEMENT YOU
WON'T KNOW WHICH WAY TO TURN!

CBM 64/128 ONLY E9.99 Cassette El 4.99 Disk



So. Ru m

AVAILABLE. FROM YOUR FAVOURITE COMPUTER GAMES STOCKIST 'OR SEND
CHEQUE/ POSTAL ORDER FOR £9.99 (CASSETTE) L i ng  (DM) PLUS 80P P&P.
ACCESS AND BARCLAYCARD HOLDERS TELEPHONE 01-278 0751.
OUTLAW PRODUCTIONS. THE OID FORGE. 7 CALEDONIAN ROAD, LONIX)N
1111Ni 9DX.



MORE ACTION AND EXCITEMENT
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 .  .

A As this is the Chinese year of the Dragon, I thought it would be nice to add
this colourful screen piccy, courtesy of Jason Scott from Lancaster.

A A multelf kderlude now from the maestro of the computer screen, Matthew
Arnold from Newport Pagneil in Bucks. Alter impressing everyone with his
excellent Communards picture a couple at issues back, he dath return with
another album cover piccy, this time from Bridge of Spies by I'pau.

82 C R A S H  Aprill988

• .
.
. .
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. .

gang.

V Here's one dude I wouldn't Hke 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 Freddy's Revenge
picture in issue 19. By the way, the short pa -  t he  top right comer of
the screen is shown at the beginning of the fui e .

ea is ur ersays ary 8
,
4 a
althamstow in London, echoing

thou hts of Monisse and th

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 E40 worth of
software for the best entry, and El 0
worth for everyone else featured.
And if you don'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.



RUN IT
AGAIN!

No LOOK
FOR

OLD
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.
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hero, 3 D Ant Attack sneaked out  under the Quicksilva
label. I t s  Softsolid graphics  o f  the walled desert  c ity
Antescher were hailed as astounding, and 3D Ant Attack
wedged itself  fi rmly into Spect rum 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 3-0 version of the old arcade game
Berserk, but the graphics (which CRASH gave 969
(
0) b r o u g h t  i t  u p  
t o  t h i s

magazine's Game Of The Month standard.
Programmer 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 technique was soon followed by the first 3-0 'adventure
movie' -  Hewson Consultants ' The Legend Of  Avalon. I ts  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 1985  t he  s pat e o f  high-qualit y  isomet ric  games  cont inued:
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  Knight  Lore's quality to be
scrolled smoothly  over a large playing area. Filmat ion 2 was  used for
Ultimate's Nightshade, but  was  soon knocked into a cocked hat byThe Edge's Faidight.
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which sometimes threatened to swamp all the review pages with their
identical, and by  then extremely boring, isometric screens. But  some
games brought  a breath of  fresh air to the already t ired genre:  t he
humorous Sweevo's World from Gargoyle Games, Ocean's surprise hit
M,O.V.I.E , and  Hews on's  Ouazatron• A  Spec t rum vers ion o f  t he
Commodore 64 hit  Paradroid,  Quazatron amazed everyone by  beingsupenor to the original.

Not so original but also well-implemented was Ocean's Batman, and
Ouicksilva's Glider Rider deserves a mention along with Design Design's
Rogue Trooper for taking a gamble and nearly succeeding.

Last year Ocean had a megahit  with Head Over Heels, MA D.  had a
budget Smash with Amaurote, and Gargoyle brought out the first (and
probably last) Hydromation game, Hydra fool - the sequel to Sweevo's
World. CRL's  3D Gamemaker utility now enables everyone to rewrite
Knight Lore, and last November saw the first real isometric adventure,
Incentive's Kwyss ia

Of course, whether isometric perspective presents a 'true' 3-D view is
arguable - the player in these games is 'posit ioned' somewhere up in the
air, outside the playing area, so any game using the technique looks
forced, like a technical drawing. Though its representation of object and

87% Issue One

S

1

ne day, one year, one
hour, ' s a y s  t h e
introduction, H e  a n d

She arrived in the walled c ity  of
Antescher, 'the signature of a long
dead race,  the city lost f rom the
world o f  men  f or  days  without
number'.

But the Ants of Antescher now
have your partner (either He or She
-  unfortunately,  t h is  admirably
nonsexist feature is  undermined
by the program's  always calling
you a 'hero'),  and your job is  to
rescue him or her with the help of
some heavy-duty grenades.

NG

3D ANT ATTACK
Quicksilva

Nightshade
Ouazatron
Rogue Trooper
TLL

3D Ant Attack
Batman
Head Over Heels
Highway Encounter
Knight Lore

rooms may be highly effective, if  we're going to nit-pick we can't sayisometnc perspective gives a realistic view.
But t he technique has proved perfect ly satisfactory for countless

games, and it's pointless to damn them all for lack of realism.
More significantly, it will be interesting to see if the market for isometric

graphics ever dnes up, and if the public will one day reject the genre as
outdated and overused, just as  it  once refused t o accept any morePacman clones.

Complete one  level a n d  t he
foolish girl (or boy) goes and gets
herself (or himsett) captured again,
but this time further away from the
starting pos i t ion.  We l l ,  t ha t ' s
l i f e. . .

Back in late 1983 when nobody
worried a b o u t  g l a r i n g  w h i t e
backgrounds. U D G - s i z e d
graphics and poor sound, 3D Ant
Attack was  a wonder to behold,
But even i f  you overlook these
faults the fact remains that there
isn't muc h gameplay.  and what
there i s  s oon grows  repet it ive.
Next to modern software, 3D Ant
Attack looks rather dismal.

22%
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TLL
Vortex

81% issue 7
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landscape s prink led w i t h
houses, py lons ,  c lif fs  and

bridges i n  o r d e r  t o  el iminat e
'enemy dot s ' .  Th i s  top-priorit y
procedure (you don' t  k now how
dangerous enemy dots  can be if
you let  t hem get  out  of  hand) is
carried out by swooping low over
the g round  (henc e t he  t i t le -
Tornado Low Level).

You a lway s  r u n  t h e  r is k  o f
crumping your fighter against an
obstacle, a n d  onc e fi v e o f  t he
dastardly dots  have been wiped
out a new mission begins -  it's on
the same landscape, but this t ime
those dev i ls  a r e  h id ing b e l o w
bridges and in the water and all
sorts of underhand places.

( H o  OVER HEELS
Ocean

97% Issue 39

6 T he b e a t  R i t m a n /
Drummond game yet -
it's e v e n  be t t e r  t h a n

Batman!' said CRASH.  We read
on: 'cuddly',  ' cute'.

I agree;  a n d  that 's  probably
what putt; Me off Head Over Heels.

I c a n  d o  wi t h o u t  pois onous
Marmite ja rs ,  s t u f f ed rabbi t s ,
reincarnation fish and doughnuts,
especially when their purpose in
the game bears no relation to their
appearance (why  should stuffed
rabbits give you extra abilities?).

The scenano is unoriginal (two
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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 masterpiece
when i t  fi rs t  appeared,  and  it s
appeal h a s  hard ly  diminis hed
since, The landscape Is described
in ef fec t ive,  c lean  was hes  o f
colour and  t he  fi ghter is  we l l -
drawn, rot at ing smoothly .  Th e
whole thing handles really well and

spies from the planet Freedom are
Out to destroy the Evil Empire), and
the graphics look like something
you s e e  o n  ea r l y - t ea t ime
children's ITV (not that I watch it).
Yes, t hey ' re detailed and  wel l -
animated; yes, they're cute if you
like that sort of  thing; but  there's
nothing to link them all together.

As isometric arcade adventures

Reviewers loved the cuddly sprites and pointless quirks -  but has
Head Over Heels got its feet on the gameplay ground
,

go this is probably  the best of its
kind -  there are lots of  features.
and t he graphics are technically
the best yet -  but no way is it 'the
ultimate game'.  I like mine a litt le
less silly and with a lot more logic
behind them.

sas

though destroying evil dots is a bit
of a n  art ifi c ial  ex erc is e t h e
dynamics o f  t h e  g a me  c o me
together perfectly.

Perhaps more a simulation than
an arcade game, TLL would,  I 'm
sure, still do well at a budget price.

78%

KNIGHT LORE
Ultimate

94% Issue 12

heer p e r f e c t i o n , '
enthused t h e
anonymous C R A S H

reviewers of way back at the sight
of K n i g h t  Lore's F i l m a t t on
graphics.

The Filmat ion technique allows
your sprite t o physically interact
with onscreen objects  in almost
any way, and with Knight Lore, the
tenuously-related s e q u e l  t o
Underwurlde a nd Sabr e  Wul f,
Ultimate's p r o g r a m m e r s
surpassed themselves.

In t h i s  t h r i l l i ng  ins t a lment
Sabreman (the player) must brave
the castle of  the wizard Melkhicir
to find the ingredients of the potion
that w i l l  c u r e  h i s  s u d d e n
lycanthropy ( U l t i m a t e ' s
instructions take the f orm of  an
epic poem,  but  manage t o say
nearly the same thing). Fail,  and
you must remain the  werewolf

110 Filmation fame: Ultimate's Knight Lore
arcade adventures

BATINAN
Ocean

93% Issue 28
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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 (admit tedly
commercially successful) attempt
to cash in on Ahen 8 etc -  this
game has  not hing t o  d o  wi t h
Batman.

Even the main character graphic
shows a  squat  lit t le fi gure who
looks more like a Smurf than the
Caped Crusader. And the Batcave
has b e c o me  s o m e  s o r t  o f
architectural m o n s t r o s i t y
furnished with conveyor belts and
spiked fl oors  and populated by
creatures ranging f r o m puppy
dogs t o  l ion-headed mut ant s .

forever -  but so what? He's a dam
sight cuter than Sabreman.

Melkhior's castle is divided into
rooms full of traps, structures and
useful objects, all of which can be
manoeuvred us ing Filmat ion.
The avalanche of isometric games
in t h is  s t y le has  lessened t he
impact of Knight Lore's graphics.
Today they seem rather plain and
simple, t hough the o ld  Ult imate
touches still s tand Out (the sprite
looking warily  over his shoulder.
for example).

The g a m e  i t s el f  i s  a  l i t t le
unsophisticated for our times, too:
essentially it 's just a set of Manic
Miner-type problems  o f  t iming,
jumping a n d  av o id ing ,  a n d
Filmation only comes in useful for
making higher leaps.

Still, Knight Lore deserves some
recognition for having started off
the isomet ric -arcade-adventure
genre proper -  it 's just a pay the
subsequent deluge was so heavy.

51%

was followed by a deluge of isometric



Maybe he's  had it  redone, but  it
never look ed t hat  wa y  i n  t h e
comics, t he TV series, t he fi lms
and the graphic novels ,

All that aside, Batman is quite a
good game.  Th e  graphics  and
animation a r e  s u p e r i o r  t o
Ultimate's, and the Bat  Devices
and Batpills  whic h give Fatman
extra abilit ies add interest to the
gameplay. I n fact, leave out  t he
pseudoBatman scenario and title
and I 'm quite content with this.

73%

H I G H WAY ENCOUNTER
Vortex

95% Issue 20
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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
aliens r e s e mb l i n g  ang lepo i s e
lamps a n d  o t h e r  dangerous
household items (I gave them all
names onc e but  that  was  ages
ago), and fl oat ing mines  weav e
across the tarmac  in dances  of
death.

b. Beautifully difficult: Highway Encounter

Your only strategy is to block up
o( kill off the nestles 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
711, t h e  c ombinat ion o f  fl a t

NIGHTSHADE
ultimate

91% Issue 21
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the Smash bracket, and the
autumn 1 9 8 5  release i s

now generally considered to have
marked the beginning of  the end
for t h e  f o r me r  ma s t e r s  o f
Spectrum software at Ultimate.

The gameplay  i s  s imi lar  t o
Atic Atac's: wandering around the
playing a r e a  ( i n  t h i s  c a s e  a
medieval t o w n )  d e s t r o y i n g
materialising n e s t l e s  a n d
collecting 'super antibodies t o kill
off the four major villains. But the
real s t ar  o f  Night shade is  t he
Filmation 2 t ec hn ique ,  w h i c h
scrolls t h e  h i g h l y - d e t a i l e d
buildings a b o u t  a n d  l e t s  y o u
effectively see through the walls in
a cut -away  v iew whenever you

background colour and detailed
monochrome overlays works very
effectively. A l l  t h e  r o a d s i d e
scenery is beautifully drawn, f rom
the crops in the fields to the golden
sands o f  t he beach.  Th e  only
trouble wi t h  t h e  g a me  i s  i t s
difficulty.

I s t i l l  wo n d e r  a t  CRA S H' s
comment  of the time 'it will be easy
to complete and I will probably get
bored with it' —after 21/2 years I still
can't c lear the 30 zones and get
the bomb to its destination within
the time limit.
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But Highway  Encounter looks
great (bet ter,  i n  f ac t ,  t han  i t s
sequel — Vortex's Alien Highway,
88WD/issue 29) a n d  w o u l d
probably s t il l s el l  as  a  budget
game.

66%

pass behind them.
It's become a c liché that ' t he

trouble with Ult imate'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 st rong and the characters are
well-animated, Ni g h t s h a d e  i s
extremely bor ing.  I t  eventually
bolls down to searching in vain for
the ma jo r  v illains,  jus t  f o r  t he
dubious thrill of  gett ing kilted by
them i n s t e a d  o f  b y  l e s s e r
monsters for a change.

27%

I  OUAZATRON
Hewson
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O. Successful fusion: there are
strategy and arcade elements
to grapple with in
Ouantmo

94% Issue 29
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droid wit h a penchant  f or
taking t h ings  apart ,  y o u

have been volunteered to get the
mutant droids out of Quazatron, a
multilevelled underground citadel
of ramps and lifts.

Klepto s tart s  wi t h  a  meas ly
pulse laser but  can collect extra
weaponry b y  r a mmi n g  o t h e r
droids a n d  entering a  grapple
sequence — really a subgamil

A test of  strategy and reflexes
decides who  wins  the grappling
duel. I f  you successfully grapple

ROGUE TROOPER
Piranha

79% Issue 36
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early Rogue t rooper stories
from t h e  c omic  2000AD.

Rogue i s ,  a s  us ual ,  t rudging
around Nu Earth, this time looking
for the eight vid-tapes which show
how t he  Trait or organised t he
destruction of  the rest of  the Gls
(you have t o  k now the s hip t o
follow the scenano, really).

Nu Earth, which seems to have
shrunk a litt le in conversion f rom
comic to computer, is patrolled by
Norts a n d  lit t ered wi t h  ammo,
med-packs — and, of  course, the
tapes. And  Rogue's  biochipped
buddies G u n n a r ,  H e l m  a n d
Bagman g i v e  onsc reen adv ic e
which is n ' t  a lway s  part icularly
useful ( G u n n a r  r a r e l y  s a y s
anything more inspiring than 'Let's

another drold you can take any
available weapons; if you lose, the
consequences are 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 move on
to the next citadel,

Quazatron i s  a  t r u e
masterpiece,' said CRASH at the
time, and the comment is still valid.
Apart f r om  t h e  r ather  j er ky
scrolling everything i s faultless:
the graphics, the music, the FX
and the gameplay. Quazatron is a
successful fusion of  strategy and
arcade a n d  des erv es  a l l  t h e
recognition it's had.

81%

grease some more Nort scum').
When all the evidence has been

collected Rogue can return to the
shuttle and wad for Cam Kennedy
to draw him some more identical
stories Coops! t hat  jus t  s lipped
out).

Despite t h e  ex t remely  t ac k y
presentation, this is an enjoyable
game. It 's not hard to win, which
may put  some oft, but  it provides
relaxing therapy when you need
your confi dence boosted a little.
The graphics are detailed, varied
and recognisable, and though the
colour washes  are used s imply
they add interest.

Perhaps R o g u e  Tr o o p e r ' s
strongest point  is the atmosphere
generated by the graphics and the
comments; it  is, surprisingly, the
most faithful 2000A0 conversion
yet,

69%
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A coin-op conversion
C BM 641128 Cassette £9.99 Disk £14.
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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-
pients

Anyway o n  with the task. Question: This is CRASH
Issue 51. What number will appear on the cover of the Jan-
uary issue, 2001
9 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 s om e t hing!

As if you didn't know by now, our address is: CRUMBLY
CRASH COMPETITION, CRASH TOWERS, PO BOX 10,
LUDLOW, SHROPSHIRE, SYS 1 DB.

Entries to arrive no later than May 8th or you won't get
anything.



• MIGHTMARE is available now from all good software retailers and by mail
order, Indicate the items you require. ocmplete the (X1.11)011 end said it to:

1 De pt FMARE, Cascade Games Ltd., 1-3 Haywra Crescent.
Harrogate HG1 580, England.
FRIGHTMARE Commodcre 64 E14.05
FRIGHTMARE Spectrum 48/128 E14.95
FIR IGHTMARE Arnatrad CPC E14..95
FRIGHTlsAARE IBM PC E19.955

or call our 24hr Orderline on 0423 504663

DISK CITY CASSETTE
E9.95

CITY TOTAL E

E9.95
£9.95

TOTAL

NAME

ADDRESS 1
CARD T  I   E X P I R E S

TEL:

I enclose cheque/postal order for c m a d e  payable to Cascade Games Ltd.
Alternatively, you may pay by Access, Visa. American EXpress or Diners Club

Please allow 28 days fbr delivery.
Cascade Games Ltd, 1-3 Haywra Cresuant,
Harroaate HGI 58G. Emit:Intl. WINED



• ' I I  p V I I U i J

•

•

11311144 I

• • • •
•
;4 , ;
,

4‘1'
)

cor•444
,

"Now I fay me down to sleep, I pray the Lord my Soul to keep.
If! should die before I wake, I pray the Lord my Soul to take
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nightmare - A computer game for Ow Commodore 64, Spectrum. ,Antstrad and soon on the IBM PC. Cassette .1.9.95. Disk £14.95 (IBM L19.95).
Cascade Games Ltd.. I • 3 Holv ra Crescent, Harrogate, N. -
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It's here-The return of Elvin Atombenderl
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Can you access the next tower?
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•••But where to next?

Who or what is lurldng behind these cars?..

Could the final PIN. number be here?...

Commodore 641128 C14.99 disk £9.99 esssett
Amstrad E 1 4 . 1 0  disk £9.99 cassette

Com bles £2 d i sh  COMi SOON!

MP
Unsurpassed Espionage Action...
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After two year's wait at last it's arrived—the sequel to beat all sequels! Impossible
Mission II retains all the tun 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
and robots that patrol the Frye towtrs or risk being
destroyed 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!
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1 „Wh y is the robot guarding that table?
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NATIONA

HOW THE CHAMPIONSHIP WILL RUN

Organised by Newstield Publications Limited on behalf of US Gold, thNalBIG PRIZES ANDTHE CHANCETO COMPETE INTHE FINALS ATTH E PEROIN
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 a nd Commodore 64/128 -  will be
followed by  two semi-finals with the  qualifying
contestants going forward to compete against each
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 t o  pla y  arcade games  provided b y
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  k ind -  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 o f  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 gel 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!

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

MD OD I
OMPUTER CA

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 qo 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 plaques.

US Gold are providing a mixture of hardware and software
prizes for both winners to the value of e1,000. 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 o f  course you w il l  b e  featured in
Newsfield's magazines as such.COMPETITION RULES, ENTRYDETAILS 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 mornings. 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.



) WS/CLUBS
MES CHAM

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 quality for Britain's first
National Computer Games Championship, fi ll out the form as
soon as possible and send it to the listed address. The high
scores you give will be checked by experts both at Newsfield and

IF YOU THINK YOU ARE BRITAIN'S
BEST HIGH-SCORING COMPUTER
GAMES PLAYER GET YOUR ENTRY
FORM IN TODAY! CLOSING DATE
FOR ENTRIES IS APRIL 23.
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RSONAL 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.

PERSONAL
COMPUTER

SHOW
NATIONAL COMPUTER GAMES CHAMPIONSHIP ENTRY FORM C R
Please write clearly, using block capitals. I n  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:
O  Birmingham
0  Gloucester
D  Belfast
0  Edinburgh
D  Leeds
E  London

I wish to put my name forward to quality as a competi tor .  I f
selected to compete,  I  agr ee to abide by the championship
regulations.

Name
Address

Telephone
Postcode

Please tick the appropriate box:
I wish to compete on the Spectrum: E
I wish to compete on the Commodore:  D
1 ern aged 18 or over: D
I am aged under 18: D  If you are under 18. your parent or legal
guardian must sign here and print their name below:
Parent's Signature
Parent's Name
Please tick the regional heat venue you would like to attend
E  Birmingham
0  Gloucester
o  Belfast
o  Edinburgh

Leeds
London

In order to help us determine whether you should qualify to enter,
please give your high scores on two of the following five US GoldGames:
OUTRUN h i g h  score is:
INDIANA JONES high score is:
720' h i g h  score is:
GAUNTLET!! h i g h  score is:
RYGAR h i g h  score is:
And your  best score on two of  your favourite arcade coin-opmachines:
1 Coin-op name is: high score is
2 Coin-op name is:   h i g h  score Is

Complete the form and send it to THE  ORGkANISER, NATI ONAL
COMPUTER DAME S  CHAMPI ONSHI P,  NEWSFI ELD LI MI TED,
PO BOX 20,  LUDLOW,  SHROPSHI RE SYS 'IDE.  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!

UI



ASHES TO
ASHES, DU
TO . . .
SPECCY?

ITEM QUANTITY PRICE
T-SHIRTS

£ 5 . 5 0 each

RED PAWN  M
X X I

EVIL EMPEROR ..,„  / A
X X I

SURFER •   M
X X I _

KRIS GRtM — . . .   M
X X E

CAPS
C 3 . 9 5 each_

BINDERS
£ 4 . 5 0 each

SPECTRUM OUST COVERS
RUBBER-KEYED SPECTRUM

O M each

SPECTRUM +
- -  0  25 each

SPECTRUM I n
......... - - - -   ' 3 • 7 5  each

SPECTRUM , 2
E 4 . 0 0 each

CRASH HISTORY BINDERS
£ 4 . 5 0 eac h

POSTAGE AND PACKING
•
,
I
u
t 
n
o
u
n 
n
c
i
,
o
,  
I
L
,

. . , '  pL,tage end packng
meAniend UK Fee centleeethe ibeneee geed

Er30r5 kerInn the
evemenee w e n n

Mel delereet

TOTAL: E

Klemm add It2-00 per Item aniseed.
Reese e ine z a tiers II-K M eant, end remember

dtpI l l  fl y  • W 1 "  S KI l g  R, y i y

CONTINENTAL EUROPE /
OVERSEAS ORDERS ONLY: I AM
ENCLOSING P&P PAYMENT
FOR ITEMS AT E2.00 EACH.

P&P
TOTAL PAYMENT ENCLOSED: E

Franco Frey's First Law Of
Impermeability Of Materials st
that a specially-designed dou
seamed dust cover will,
placed over a Spectrum, inhibit
tendency toward dust equilib
with i t s  environment. I n  o
words, these jobs keep
computer clean, right'
, The CRASH Spectrum
covers, which are by a curious
coincidence emblazoned with the
name CRASH, have been made to
four d i f f e re n t  s e t s  o f
measurements, to precisely fit four
different kinds of Spectrums: the
early rubber-keyed model, t h e
Spectrum +, t h e  Spectrum 128
and the Spectrum + 2.

And seriously, now, remember
this small investment COULD save

ME Wyou big repair bills A
l i t °

t  0

/hYPListililltitKET
RASH HISTORY BINDERS

Mato art, 96-
red

iviedte
11_ papier fie:.

• re'

comer a l l  reprints

o f  a l l  L i a s  41 % h i l l  g ri i P n
'lookbacks v d i , I i , n  /987
appeared in the Chrism,
and same special articles an
aI ntawial on the history ofe CRASH ffl -

-.
u
n
i
q
u
e 
C
R
A
S
H

b i n d e r  n O W  t t n

hnt please
usual 28days

- edit!
.
r
e
p
a
r
e
d

deli ver t
,(4.50
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ARMLESS FUN
WITH THE
CRASH
T -  SHIRTS
FOUR styles/ Three o f  them
feature Oh Frey's most famous
CRASH paintings in full colour and
one T-shirt depicts a monster from
your worst nightmares — King
Grub, Wear it if you can stand theslime,

ONE LITTLE
FORM GOES,
TO MARKET
BuyANYTHING from the CRASH range
of designer doobries with this single
form! Please fill out the whole thing
using BLOCK CAPITALS and
remembering to enclose payment
NAME
ADDRESS

P O S T C O D E
PLEASE DEBIT MY VISA/ACCESS ACCOUNT Ctd•hm •.•prgicobiocon0000kkh. COngeteV tram an.Ne
NAME
ADDRESS . 6 0

The three covers are: Head Over
Heels 's Evil Emperor (Issue 39), a
monster from 011's interpretation
of the Level 9 adventure Red Moon
(issue 20), and the CRASH surfer—
the ultimate Spectrum sports
simulator, still wet from the waves
of issue 19!

The T-sherts are 5096 cotton and
50% polyester, s o  everyone's
happy, and they're all available in
two dramatically different sizes:
medium (M on  the  form) and
Grubbish, l e  extra extra large
0
0
(
4

— P O S T C O D E
SIGNATURE
EXPIRY DATE
PLEASE CHARGE MY ACCOUNT NO:

SEND THIS FORM TO
THE CRASH HYPERMARKET, P O  1
BOX 2 0 ,  LUDLOW, SHROPSHIRESYS 1DB

ARE YOU
IN A BIND?
If not, you could be — just wait till
your CRASHes start running away!
Now you can keep them bound up
in a friendly but firm blue binder
embossed with the CRASH crest.
Each binder holds 12 CRASHes,
and comes complete with a little
rub-on thingummywotsit wh ich
you, um, rub  on and then the
binder says '1987 on  the spine,
do you follow? You have to be
there, really.

We could go  o n  about the
handsome tooling, the embossed
title page and the rare art prints
which will make this a collector's
edition, but it'd all be fibbing. The
CRASH binder is, however, very
useful for making shelves collapse
when overloaded with 164-page
editions of the magazine!

te .50

These T-sh irt s a r e
ONLY available from CRASH'
and you won't find the distinctive
artwork on T
-
s h i r t s  
a n y w
h e r e  
e l s
e .

£ 5 5 0  each

I VIENNE.-
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CAP THAT!

This baseball-style headgear  i s
especially designed to protect the
wearer in the event of (a)King Grub
or ( b) a  shel f  over laden w i t h
CRASHes falling on his/her head

However, t he  blue-and-white
CRASH c a p  ( w hi c h c o m e s
complete with an adjustable strap
so one size fits all humans) is also
useful for carrying water through
deserts, t a k i n g  c ha r i t a bl e
collections a t  T h e  PCW Show,
getting stones out  o f  horses'
h o
o v
e s  
a
n
d
,  
i
n  
e
x
t
r
e
m
e  
C
a
s
e
s
,

wean'ng on your head.

MULTIPLE
ORDERS

You can send mad-order
.Hypermarket and back-number
orders in the same envelope to
save postage. Just address it to
MULTIPLE ORDER, CRASH,
PO Box 20, Ludlow,
Shropshire SYR MB.

Please remember you CANNOT
send competition or charts
entries, letters to the Forum or
Playing Tips, or any other
correspondence to the editorial
and subscriptions departments in
these Multiple Order envelopes.
They're going to a different side of
Ludlow!

BACK NUMBERS
Don't miss out!
1
9
8
4  
•
w
•
w
•
•
•
•
•
•
•
•
•
•
•
•
•
•
•
•
•
•
•
•
•
•
•
•
•
•
•
•
•
•
•
•
•
•
•
•

w e*  0 1 1 . 0 • 1 0 0 0 1 1

3 APR Sinclair talks to CRASH •  Stack Light Rine • Run I t  Again. atssae Command
games •  CRASHIlonnaire results • the earliest sunning back number'
,4 MAY The Quill analysed •  the tabled ZX Microdrive appears Run i t Again. Pengo
games •  graphics utilities Living Guide: boardgames, simulations, strategy,
adventure • the second-earliest surviving back number!! Mats enough earty bac*
numbers - Ed)

19115
17 JUN Denton Designs • Sinclair Story 3  • Maps. Kmght Lore. Linderwurlde • Leonardo

Graphics • Dater sound sampler • Artist David Thorpe
15 JUL Gremlin Graphics profile • Artist. Bob Waken •  Map, Gyron Atrium
19 AUG Cal profile • 011poster • roundup of BASIC compilers • Artist Rich Shentield • Maps

Dynamite Dan Shadowtre
20 SEP Electronic Pencil Company profile • Maps: Alien 8, Dun Darach
21 OCT Holografix profile • Holograms • Map Nodes Of Yesod • Platinum Productions profile
22 NOV Fanzine File •  Microdrive tips • Artist Susan Rowe • Fantasy Gamebooks
23 DEC Melbourne House • Computer graphics • Artist Dave Beeson
24131AS 1985/11Artist Oliver Frey • Gargoyle Games profile •  Lloydli Lookback •  Henson

profile

25 FEB Dural profile • Microsphere •  FORTH and extensions to a  BASIC
MOMS St Bride's profile • Spectrum 128 • Micronet 800 • Multlface I
27 API Playing Tips supplement • Mel Croucher • Imagine profile •  PBM convention
22 NAT Fan2lnes • Martech profile • Composite Video Interface •  SpecDrurn
29 JUN First PI3M Mailbox •  Homegrown software Reaffirms profile • Maps: CAI
: S i r  F r e dSaboteur, Tanailus
39 JUL Birth of a game • Laser Genius • Maps: Tantalus Movie
31 DUD Software Projects • Word processing • Maps: Pentagram. Heavy On The Magic*
32 SEP Programmer Dave Perry • CAC • Maps: Core Ghosts 'rr• Goblins, Bobby Beanng • Echo

Synthesizer
33 OCT Programmers: Jon Pitman Costa Panayl • Maps: Dan Dare, Cauldron •  SbecOrumming
34 NOV Programmer. Don Priestley • Genesis Update • Maps: Dynamite Dan i t Equinox.Universai Hero • Music Machine
35 DEC Designer D a n  Malone a Computer Advertising •  Maps! Glider Rider, Thrust,

Lighttorce • MIDI
36 SINAI 19110i17 Lloyd's Lookback •  Spectrum Music •  Maps: Scooby Doo, Heartkod,

Druid
1907 — tIM . . .  1 1 1  1 1 . 0 1 , 1 1 • •   • • • • • • •

37 FBI John Richardson. Jelmen • CRASH Reviewers revealed Match Day Challenge a Maps:
Faorlight 11, Firelord, Avenger. Dandy

SI MAN Fanzines • Designer: Bernie Drummond • Maps: Cobra. Impossabak (Iridium • MIDI
39 APS Arcades update • The Z88 • Programmer: Steve Taylor • Maps. Nosleralu, Double Take,

Future Knight, Feud
40 DIAS Terminal Man returns a Playing Tips Supplement •  Maps Short COMO, Mtinad. Con-

Does:, tfa0 The Eagle's Nest, Sceptre Of Bagdad Dragon's Lair 11, Thrust it, Fat k m  Blows
A Sparky, Taman Aliens

41 JUN Programmer: Mike Singleton • Industry today • Adventure Trail Supplement • Maps
Saboteur It, Head Over Heels • Multitrackers • 128 bugs

42 JUL 16-page OWKl pull-out •  Living Daylights tarn DC • Programmer: Pete Cooke Maps
Ant Wilederserren Monty, Hydmfool. Rasterscan

43 DUO The + 3  amves • Run Pt Again runs the Gauntlet clones Bi g trouble at The
Bog • CAASHtionnaire results • CRCs 30 Goinemaker • Maps: Endow Racer. FlashGordon

44 SEP Programmer: David Aubrey-Jones on Mercenary • The Sega Master System •  is
homegrown software healthy? •  Tech Tips: that Swift Disc •  Forum: Barbanen backlash
continues • The CRASH Challenge • Maps: Vampire. The Curse Of Sherwood • tips
galore for Killed Unoi Dead

45 OCT Run It Again . the kick-In-ups • Thc CRASH Histury Part One • in the
arcades The budget s000000m a How stars are born selling yout games On The
Screen logo winners *Maps
. G a m e  
O v e r ,  
W o n d e r  
B o y

Issues 1 2  and 5-16 now out of stock. SORRY!

SPECIAL
BACK NUMBERS
OFFERS
•  Order arty three or four issues at
the same time — we knock 40p off
the total cost
•  Order any five or more issues at
the same time — we knock 20p off
each item

PRICES
All back issues are now E110
Including p&p
except CHRISTMAS SPECIALS
which are E1.95 including p&p,
for orders within the mainland
UK.
CONTINENTAL EUROPE/
OVERSEAS ORDERS: £2.00 per
magazine Including p&p

I Pl ace a crossover the box containing the number(s) of the back issue(s)

433 I  4 117118119120121122123124125126127128129303 1  3 2 3 3 3 4  3 5 3 8 3 7  3 8  39  40  41 4 2  4 4 4 5

1
1
1
1
1

Please allow 28 days for delivery

NUMBER OF ISSUES ORDERED:
COST: E

DISCOUNT (IF APPLICABLE). E
TOTAL PAYMENT ENCLOSED
. E

(cheque or money order made payable to CRASH or
Visa/Access credit card debit -  form below)
DON'T FORGET TO TICK NE ISSUES YOU WANT ON THE GRID!
NAME
ADDRESS

P O S T C O D E
PLEASE DEBIT MY V1SA/ACCESS ACCOUNT E

(delete as applicable)
Cardholder s /Warms i1 Moroni from above!

A
D
D
R
E
S
S
•
•
•
•
•
•
•
•
•

P O S T C O D E
SIGNATURE
EXPIRY DATE
PLEASE CHARGE MY ACCOUNT NO:

1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1 1



TOP GAMES
APRIL

The three charts compiled from the votes of CRASH readers is the
most realistic chart for gauging the popularity of Spectrum games -
It is the games that are being played that get the votes, not the
games that are in the shops this week or month

And the votes are important. It u p  to you to lotus know what you
feel, so fill in the voting forms which live on the results pages and
in FRONTLINE to make your voice heard.

If you don't want to carve up your issue of CRASH, we understand
Use a photocopy if you like. or copy the details from the voting forms
onto a postcard, or the back of a sealed envelope, and send that tous instead.

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 voting forms received -  five for the HOTLINE, five for the
ADVENTURE and five for the STRATEGY chart

A top prize of £40 worth of software (your choice, not ours) and a
CRASH T-shirt is awarded to the first slip drawn from the HOTLINE
votes, and another V40 of goodies and a shirt goes to the
ADVENTURE and E20 of goodies and a shirt goes to the STRATEGY

Four runners up from each ballot box collect a CRASH 1-shin t and
a CRASH HatSoget those votes in to the CRASH HOTLINE CHART,
CRASH ADVENTURE CHART and CRASH STRATEGY CHART:
PO Box 10, Ludlow, Shropshire SYS 1DB.

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.
Vu,can lover, Andrew Franks of Snaith Nr  Goole in Humberside,
scoops up the £50 worth of software available to the winners this
mont h- l is t ing Desert Rats, Arnhem and Battle Of Brita)n 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; Lliton Edwards of Llangetni
(easier to write than pronounce) in Gwynedd; Mark Thompson
from Southport and Alan Diss who lives in Rubery, Birmingham.

After suffering badly from the Match Day II 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 appeaLshown by last month's entry at Number Ten,
seems to be diminishing with the game dropping to unlucky 13.
£50 worth of software will be dispatched post-haste to this
month's winner of the Hotline Chart. Yes, Andrew Farquhar of
Hunt!)
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Nebulus and Mercenary which were listed among his choice of
software. He'l l  also receive a CRASH T-shirt, just like the
following runners-up. They are Robert Finlayson of Glasgow;
whacky Wayne Walker who resides in Egham, Surrey; Midiander
Miles WrIlmott of Matlock andEddy Budd from Southampton.

I  (1)
2
(
2
)

3 (3 )
4
(
4
)

5 (6 )
6 (5 )
7
(
8
)

8 (7 )
9 (10 )

10 i v

Strategy Top 10
VULCAN
LORDS OF MIDNIGHT
ARNHEM
DOOMDARK'S REVENGE
REBELSTAR RAIDERS
DESERT RATS
TOBRUK
THEATRE EUROPE
BATTLE OF BRITAIN
THEIR FINEST HOUR CENTURY

CCS
BEYOND

CCS
BEYOND
FIREBIRD

CCS
PSS
PSS
PSS

HUTCHINSON



Hotline Top 20
1 (3) E X O L O N H E W S O N
2
(
2
)  
R
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E

3
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1
)  
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C
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A
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4(6) Z Y NAP S  H E W S O N
5 (7) H E A D  OVER HEELS O C E A N
6
(
5
)  
G
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7 (1 1) ELITE F I R E B I R D
8
(
4
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9 (9) M A T C H  DAY O C E A N
1 0
( 8
)  
C
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1 1
( 1
5 )  
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12 (18) DRILLER I N C E N T I V E
1 3
( 1
0 )  
O
U
T  
R
U
N  
U
S  
G
O
L
D

14 ( )  FLYING SHARK F I R E B I R D
15 (12) STARGLIDER R A I N B I R D
16(16) MERCENARY N O V A G E N
17 (I  I) COBRA O C E A N
18 (0
1
. ) 
S
U
P
E
R  
H
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N
G
-
O
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L
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T
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19(19) BARBARIAN P A L A C E
2 0
( 1
3 )  
P
A
P
E
R
B
O
Y  
E
L
I
T
E

Let's hope that this month's Adventure Smashes, Jinxter and
Guild 01 Thieves- both from Rainbird - have a devastating effect
on the Adventure Top 20, as not much has happened in the last
few months. Thei r  CRASH Smash, Knight Om, enters the chart
for the first time at Number 15. with The Pawn at Number 11.

The winner of fifty golden pounds worth of software this month
comes from Bracknell in Berkshire (as they say on the Premium
Bonds). Lucky old Graham Codd will be receiving a small CRASH
T-shirt and games such as Match Day a n d  Combat School for his
128K Spectrum. The fortunate four who'll each be getting a T-
shirt this month are Anthony Goddard living in Oxford; Paul Gifford
of Brinkley in Suffolk; an XXL Sophie Sharp of Preston and Oliver
Bayliss (he of the flamingo postcard fame) in Leatherhead.

Adventure Top 20
1 ( I )  T H E  HOBBIT M E L B O U R N E  HOUSE
2 (4) S P E LLBOUND M A , D .
3 (3) S TORMBRI NGE R M . A . D .
4 (7) T H E  BOGGIT C A L
5 (2) L O R D S  OF MIDNIGHT•  B E Y O N D
6 (9) K N I G H T  TYME M A D .
7 ( 1
1 )  
L
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R
D  
O
F  
T
H
E  
R
I
N
G
S  
M
E
L
B
O
U
R
N
E  
H
O
U
S
E

8 (10) HEAVY ON THE MAGICK GARGOYLE GAMES
9 (5) DOOM DARK'S  REVENGE B E Y O N D

10(8)  R E D  MOON
11 (6) T H E  PAWN
12 (15) GREMLINS
1 3
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16 (/  7) DRACULA
1 7
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18 (14) KILLED UNTIL DEAD
1 9
( 1
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R
L
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G
H
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LEVEL 9
RAIN BIRD

ADVENTURE INTERNATIONAL
GARGOYLE GAMES

PIRANHA
RAINBIRD

CAL
CAL

US GOLD
THE EDGE

BEYOND



ROBIN CANDY'S
SCORES

DE A D 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 nelpsi

SCORES is a monthly game-by-game list snowing the whole range of
scores on the very LATEST games (Jet Set Wilf r record-breakers are out from
the word goll,

Each month there II be the top score so far received for each game - the
first listed under the game heading - and then a couple of others, so you can
measure yourself against not  only interface-burners but  ordinary mortalstoo.

And each month there'll be live winners picked at random from all the
entries received, regardless 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
f our  runners -up will receive CRASH caps and T-shirts too. So don't forget
to tell us on the form what  software and T-shirt you'd like If you're a lucky
one - because every loser can win with SCORES

BUBBLE BOBBLE
Sutinder  Benipal ,  London N21
Nicholas Terns, Harrow
Mar k Thompson.  Bristol
COBRA
B Williams, Llandudno
Mark  Cox, Darlington
Fred Willis ,  Fort William
95300

COMBAT SCHOOL
Kristian Gibson, Derby
Lee Thomas,  Burntwood, Staffordshire
To m Barnes.  Bognor Regis
DRILLER
Mar k Thompson.  Southport
Sean Roberts,  Illotwich
Ma t t he w  Payne,  Churchdown
ENDURO RACER
la in James Wiseman,  Wooton Wanen, West Midlands
Steven Hulse, Crewe
Nat han  Furst .  Tamworth

WINNERS

N A M E
ADDRESS

Firebird
4207960
2610000

320000
Ocean

150060
105000

Ocean
166540
162490
51056

Incentive
1632490
1238000
379890

Activision
3463561
2368190
1852006

Mark  Chappel l  of Northope in Lincolnshire wins E50 worth of software
he sent his scores in on the special Golden Issue form) including Firefly

Maroon. Scumbaltand Northstar - and, of course, a CRASH cap and T-shirt.
Runners-up, each getting a CRASH cap and T-shirt, are Simon B rown

of breezy Southsea in Hampshire, Ma t t h e w Wr igh t  of Witham in Essex,
Stefan Rat c lif f e of Battersea (where even the dogs read CRASH), also in
Essex, and Brendan Fann ing  of Oldham in Lancashire.

Remember -  any score sent in to SCORES can win you a prize,

POSTCODE

MY SCORES ARE:
G AME S C O R E  D A T E  ACHIEVED

1
2
3

EXOLON
Ben Powel l ,  Kettering
Rober t  Green,  Hurstpierpoont West Sussex
Andr e w  Green, Walsall
FLYING SHARK
Simon Brown.  Portsmouth
Ian Laws. Norwich
Graham Foss, Kirkcudbrightshire, ScotlandGAUNTLET
Paul Ratcl i ffe,  Barnsley
Andr e w  Ouick, Talbot
Clive Murray,  Eastbourne
IK+
John Hicks, Warrington
James Sammon, Bradford
Wayne Rogers, Southampton
OUT RUN
Steven Hulse, Crewe
Ric hard Booth,  Mirfield, West Yorkshire
Mi chael  White.  Salisbury
RENEGADE
Val  Cookson,  Preston
Louis  Wilcox ,  Woobum, Buckinghamshire
Paul  Knott.  Harborough
STAR WARS
Paul Hadfield,  Bolton
Simon Lennox ,  Castledowson. Co Londonderry
Mark  Lawt on,  Stoke-on-Trent
SUPER HANG-ON
Robi n Cavil', Dewsbury
Dani el  Goulden,  Reading
Nick Dr ewett,  Bushey
THUNDERCATS
Simon Ashe, Andover
Andr e w  Waring,  Chester
Jonathan Roy. Glasgow
ZYNAPS
A n d y  Lowe,  Stoke-on-Trent
James Watson,  Dover
imran  Rasul, Hemet Hempstead

1
.
0

Hewson
1544400
983400

68400
Firebird

408240
315100
123710

US Gold
16911194
12978252
3386534

System 3
164500
52200
50683

US Gold
34755590
32963690

1273620

Imagine1114950
1004950
r 72750

Domark
100570050

1577132
1328249

Electric Dreams
12001 760

516000
341008
Elite

192000
72505
24 700

Hewson
85100

140500
40100

SEND ME YOUR SCORES
Send this form (or a copyl with your scores for up to three games to ROBIN
CANDY'S SCORES.  CRASH.  P O  Box  10,  Ludl ow,  Shr opshi r e
SYS I DS  Only  genuine scores wil l  be accepted; any improbably huge
scores will be Immediately binned and the sender will be forced to listen to
Lloyd Mangram a  fate worse than sharing a desk with The Art Of Noise

IF A  W I N  T O P PRIZ E I  WO U L D  L IKE T H IS €40
WO RTH OF SOFTWARE:

A N D  I F  I  W I N  A N Y  PRIZE I  WO U L D  L IKE T HIS
CRASH T - S H I R T ,  C H O S E N  F R O M  T H O S E
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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Arcade for r ur  home micro, enjoy superb graphics and realistic action as
RASTAN take; on a world of dangers - magical wizards. fire breathing lions. bats.
m ikes.  skeloilmns and finally the living dead,

I s i tmorethanyoua n handle?

Spectrum 7 . 9 5  Cass S P E C TR U M  •  3  DISK 14.95
Commodore 9 . 9 5  Cass. 1 2 . 9 5  Disk
Amstrad 0 . 9 5  Cass 1 4 . 9 5  Disk
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CHAMPIONSHIP
SPRINT

Producer: Electric Dreams
Retail price: E9.99
Authors: Catalyst Coders

E ver fancied roaring around
a racetrack at high speed?
Standing o n  t he winner's

podium w i t h  a  b o t t l e  o f
champagne in one hand,  and a
blonde in the other? Well in this
game, the player at  least gets to
try the racing bit. Converted from
the A t a r i  c o i n - o p  g a m e .
Championship Sprint gives one or
two people the chance to test their
driving sk ills  o n  a  Grand Pr ix
racetrack.

Initially, part ic ipants are given
the choice of  either racing on a
standard track or on one of  their
own des ign,  c reated us ing t he
track editor which is inc luded on
the fl ip s ide o f  t he  t ape.  Th e
program t hen prompt s  f o r  t he
number o f  p lay ers  a n d  t h e i r
chosen control method Qoystick or
keys), Once this is set, the course
itself may be selected from one of
eight tracks.

The game starts with four cars
sitting abreast of the starting grid.
The fl ag drops,  and they 're off !
Human drivers  compete against
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Schwarzenegger role, familiar
from Conan The Barbarian, The

Terminator and Commando:
and it 's  the same all-action Arnie
who s tars  in  a l t h  Century Fox's
recent mov ie  Predator,  c losely
followed b y  Sy s t em 3 f o r  t h is
licence.

The game starts as Major Alan
Schaefer (Schwarzenegger in the
film) a n d  h i s  s ma l l  f o r c e  o f
mercenaries rope-s l ide f r o m a
hovenng helicopter and begin their
hunt for miss ing VIPs in a dark,

computer cont rolled opponent s
and at t empt  t o  fi nish fi rs t  ov er
each t hree-lap rac e.  No t  on ly
having to contend with their digital
adversaries, t h e r e  a r e  a l s o
hazards on the track: oil,  water,
gravel, and a baby whirlwind do
their bes t  t o  s end  t h e  play er
spinning of f  t he road.  However,
help is at hand in the shape of gold
spanners: collect ing four of these
endows t h e  play er's  c a r  wi t h
useful bonus  extras for the next
race, s uc h as  t urbo boos t  and
higher top speed. At the end of the
current race the cars are shown in
the pits, along with their placings,
scores, and best lap times.

If in a particularly creative mood,
the p l a y e r  c a n  u s e  t h e
construction set to design devious
tracks to delight or annoy friends.
Selections are made by  clicking
the cursor on a  series of  icons
placed along the right-hand s ide
of the screen_ These allow the user
to view the segments of track that
are us ed t o  c reate t he course,
select obstacles t o place in the
drivers' way and check a finished
track for faults. Once completed,
tracks can be saved t o tape for
posterity.

PREDATOR
Producer: Activision
Retail price: E9.99
Authors: designed by System 3, programmed by

Source

uncharted jungle_
Schaefer is the last to make it

into the undergrowth. He finds the
VIPs' c rashed c hopper wit h no
survivors -  yet no bodies either.

Then he realises his team has
vanished -  but as he moves further
into t h e  jung le ' s  dept hs ,  h e
discovers his fellow mercenaries
one by  one,  mut ilated and very
dead.

Armed wi t h  grenades  a n d  a
powerful machine gun,  Schaefer
runs t h rough t h e  horizontally -
scrolling jungle sett ing, us ing all

CRITICISM

•  " A n d  they said Super Sprint
was bad! Additions there may be,
but improvements they aren't. My
main gripe wit h bot h the Spnnt
games is  t he appalling collis ion
detection. The track may be drawn
to look smooth and circular, but  if
you actually examine the limits by
banging into the sides of the track
you'll find it blocky- in other words
somebody couldn't be bothered to
use pixel collision detect ion and
settled f or t he easier, a n d  less
accurate, charac ter detection, I f
this aspect of the game wasn't  so
infuriating then it  could be mildly
addictive. One of the plus points is
the t rac k  des igner:  i t  s hou ld
lengthen the iastability by a f ew
weeks -  if you can be bothered to
load the editor, design your track,
save your track, load in the main
game and then load in your saved
track (phew)! "
PAK

•  I t  was enough to have to put
up wi t h  t he  t iny  graphics  and

I NICK
"  Predator is most ly  a was te
of l ime: after  just one go I
could get through levels 1 to
4 by  simply running al ong
and hardly shooting a thing!
There are some excellently-
designed backdr ops,  a n d
some tough enemies, but the
terrible colours spoil things
all the way -  on some levels
you find yourself chased by a
box of  chocolates.  And the
'horribly muti l ated' victims
of the eponymous predator
are nowhere to be seen.

Using joystick you can't
throw a grenade or pick up a
weapon,  a n d  t o  a d d
confusion t o  di fficul ty t he
Inlay i s  v e r y  unhel pful ;
Instead of telling you straight
what you've got  t o  d o  i t
consists o f  obscur e hi nts
and tips.

Predator's a good idea for
a licence, and there are a few
powerful graphics.  But  the
best entertainment you'll get
out o f  i t  i s  r eadi ng t h e
atmospheric bl ood' n ' gut s
talk of the Inlay)"

his wits  and weapons  to survive
guerilla ambushes and the attacks
of vultures. He can soon find other
weapons, obviously dropped by
his murdered colleagues -  and
though they're helpful, an uneasy
feeling starts to roll around in the
back of Schaefer's mind.

Ready and steady but no go

irritating gameplay of the original
Super Sprint but to stand another
dose of the same, well it could be
fatal! (To the enthusiasm, at least)
The only aspects that cheer up the
game a r e  t h e  vaguely  dec ent
pictures of racing cars in between
courses. Champi onshi p Spr i nt
suffers terribly f rom colour clash
which ma k e s  t h e  pot ent ial ly
rubbish graphics  even worse (if
that's poss ible),  a n d  giv es  t he
game a generally unt idy  feeling.
There are n o  s ound ef fects o r
tunes, whic h all  det rac t  f rom a
generally u n i n t e r e s t i n g ,
unimaginative game.  I f  I  d idn' t
know any better, I would think it
was budget  game;  it 's  definitely
not worth the E9.99 asking price! "
NICK
•  " I 've never been a great fan
of racing games, and often find
that I spend more t ime off of the
track t han on  it .  This  was  t he
case wi t h  Championship Sprint:
control of the car seemed very
loose and 'soggy'.  Aggrieved by
the faultless per formances of

"The  movie is atmospheric
and frightening, but the only
part of  t he  Predator game
with a ny  suspense i s  t he
inlay -  well-written, but not
very helpful.

The loading technique is a
farce. First you have to load
an unimpressive demo, then
you have to load in each play
area (and none seems very
different fr om t he  others),
and fi nal l y  y o u  ha v e  t o
rewind the cassette back to
the fi r s t  l e v e l  ( s i tua ted
'somewhere' in the middle of
the tape - the game Is to find
it)!

When everything's final ly
loaded you're subjected to a
10-second o p e n i n g
sequence (every t i me y ou
play) and then hidden behind
it all is t h e  game.

Predator has few addictive
elements -  the  basi c 'ge t
them befor e they get  you'
instinct is the obvious one -
and though the graphics hold
it together  for a few games,

'when their appeal  has worn
off you'r e left wi th a  ver y
boring, r e pe t i t i v e  a n d
infuriating p i e c e  o f
software."

Schaefer had been briefed t o
expect guerillas, and they can be
disposed o f  quic k ly  w i t h  h i s
scalpel-sharp r e fl e x e s  a n d



the c omput er cont rolled cars as
they z oom around t he t rack ,  I
soon found that the game bored
me t o  t ears .  Graphically ,  i t ' s
okay: t he t rack  and backdrops
are al l  qui t e nicely  drawn,  but
the cars themselves look a lit t le
crude a n d  s i mp l i s t i c .  T h e
const ruc t ion set  is  a nice idea,
but ev en  wi t h  t h e  f ac i l i t y  t o
design a  t r a c k ,  I  f e e l
Championship Sprint  won' t  hold
your at tent ion for very long.
MAIM

COMMENTS

Joysticks: Cursor, Kempston.
Sinclair
Graphics:  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 rat ing: at a penny under
a tenner Championship Sprint is
very bad value -  even with a track
designer

ruthless firing. But can the horribly
mutilated bodies of his colleagues
really hav e  been  t h e  wo r k  o f
guerillas, or is there something far
more mysterious and malevolently
powerful lurking in the jungle?

To reinforce this notion, a telltale
triangular laser sight occasionally
appears and tracks Schaefer

If he survives long enough and
beats the countdown clock, t he
mercenary leader might find out -
and use all his military skills and
power t o  des t roy  t h e  s inis ter
creature, t h e  s t r a n g e  a l i e n
predator in the jungle.

rCOMMENTS I
Joysticks: Cursor, Kempston,
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
with the sprite's movements -
hardly scary
Options: two keyboard
layouts
General rating: if only the
game lived up to the inlay. .

Presentation
Graphics
Playability
Addictive qualities
OVERALL

72%
75%
66%
58%
66%

IMPACT
Producer: ASL
Retail price: £9.95
Authors: Steven Tucker

I _  ong ago,  shrouded in  t he
mists of  t ime, there was an
arcade g a m e  c a l l e d

Breakout, Th i s  g a me  wa s  s o
popular that it spawned a long line
of imitators, the latest of which is
ASL's Impact.

Following i n  t h e  n o r m a l
Breakout gameplay ,  t h e  play er
faces 90 screens to be conquered
by demolit ion. BO are preset, while
the remainder are user definable,
allowing t h e  p lay er  t o  c reat e
screens of his own design.

The majority of bricks only need
a single hit to destroy them; others
need s e v e r a l ;  s o m e  a r e
indestructable, and t o make the
situation ev en mo r e  confused,
some s c reens  e v e n  c o n t a i n
invisible bricks.

Wandering aimles s ly  a round
each s c reen a r e  s mal l  aliens ,
which are destroyed on contact
with the bat or ball. Although these
aren't harmful themselves,  t hey
occasionally release small whit e
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  t he ball,  a
torch t o light  up  invisible bricks
and l a s e r s  f o r  wh o l e s a l e
destruction. Nine icons lie down
the right-hand side of the screen.
each c or res pond ing  t o  t h e
available it ems .  A  black  square
highlights the currently affordable
item 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 prov ided at  t he
start, wi t h  a n  ex t ra ba t  be ing

I K A T I I

Less of an impact on the Spectrum

I PAUL

I MARK

earned every  50,000 points. On
some screens a bonus is attained
by destroying in sequence, bricks
marked wit h the letters BONUS.
However. hitting them in any other

" Impact, the publicity claims, is all set to hit your screens with a
bang a  w hi m pe r  w oul d b e  m or e  appr opr i ate.  T h e
presentation and gameplay are polished but not outstanding; the
graphics are colourful and the sound is adequate.  Gameplay is
addictive (isn't it always) and if you get bored of trying to master
80 sc reens  t here's  alway s  t he cons t ruc t ion set .  The idea o f
catching credits  to buy a limited variety of bonus features is new
but doesn't really add much interest to the game. There are no
unexpected transformations of bat and ball as you fli t boldly
across t he  bo t t om o f  t he s c reen c ol lec t ing bonuses .  Mo r e
annoy ing is the dis integrat ion of the bat before it becomes clear
that the ball isn't  going to hit it: the computer is always jus tahead
of the graphics.  If you're addic ted to this sort  of  game then the
construction se t  makes i t  a n  wor thwhi le addi ti on t o  your
collection, For  dabblers in the genre,  though,  i t doesn't offer
anything special enough to rate as an investment."
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"  The at t rac t ion a n d  addic t ion o f  s impl is t ic  graph ic s  a n d
elementary gameplay has been no more evident on computers
than in the implementation of Breakout on the Spectrum. It's very
easy to criticize games of this type (especially Impact) for their
uninventive use of the display area and meagre tunes created in
what Is essentially an easy game to program. You can't deny
their addictiveness but, nevertheless, I am appalled to see ASL
charging the extortionate (there's no other word for it) price of
ten pounds for such a simple game. So you get a designer - but
what use is that if you have very few options in the game anyway!
Batty and Arkanoid still tussle for  the top of the block-bashers
purely for  their inventiveness and expansion of a very old and
lucid concept. '

" A s  wit h mos t  Breakout-type games,  the fi rs t  thing that  goes
through your mind is, 'Does this game offer anything new to the
old tr i ed a nd tested formula?'.  Wel l ,  al though Impact i s a
graphically  competent  game,  wit h some nicety drawn screens
and a zippy little ball springing about,  there sadly isn't anything
new or exciting enough to set it apart from the crowd of other
variants. Saying that,  I  did enjoy playing the game for quite a
while, but feel  that as there are so many games of the same type
around, you may already have one better than this.

order doesn' t  gain the player a
bean.

___JCOMMENTi7
Joysticks: Cursor, Kempston,
Sinclair
Graphics: little imagination
shown
Sound: inexcusably poor
Opt ions: ten user-definable
screens
General rating: the genre may
be old, but there's no lack of
scope

Presentation
Graphics
Playability
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OVERALL

59 °/c,
40%
64%
66%
60%
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XARAX

Producer: F ir eb ir d
Retail price: £2.99
Authors: R  Spahl and

T Gittelbauer
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at s t ak e.  N o  t i m e  f o r
preliminary ex planat ions ;

just strap on a helmet, c limb into a
flying s u i t  a n d  embark  o n  a
bombing run over enemy territory.

The display gives an aerial view
of t he player's  spacecraft  fl y ing
over t h e  v er t ic a l ly  s c ro l l i ng
landscape o f  l a n d  a n d  s e a .
Attacking alien vessels mov e in
from t he top of  the screen, and
ground bases fire from below. The
player's s h ip  i s  equipped wi t h
laser fi r e  t o  c omba t  ai rborne
enemies and bombs  t o dest roy
ground bases. A target constantly
superimposed o n  t h e  s c reen
indicates where the bombs fall.

A colourful panel to the left  of
the action informs the pilot  of his
score and the number of lives left.
Outstanding p e r f o r ma n c e  i s
rewarded by  an ext ra life every
10,000 points.

KATI I

" Shoot 'em ups hi t the software shelves wi th monotonous
regularity every month and Xarax doesn't stand out from the
crowd: i t s  j ust  a  competent,  r ather  unexceptional  game.
Bombing and blasting is moderately exciting at first, growing
challenging as the gameplay progresses and finally becoming a
tedious and repetitive chore. This is aggravated by the fact that
enemy fire is di fficult to see.  I f you want to whi le away an
afternoon with some fairly c onv e nt i ona l  shooting then Xarax
should fit the bill.

INICK

" I  remember  when it was a pleasure to play a Firebird game
because they were all original and fresh; Xarax is merely a mixture
of old ideas. The tune doesn't flow properly and the layout and
idea have been stolen from Mirrorsoft's Moonstrtke. Despite this,
the game is neatly set out and the graphics are reasonably clear.
Colour is used well on the borders but is a bit lacking in the game
itself, which eventually becomes just a matter of remembering
the attack waves.

_1 COMMENTS I

Joysticks: Cursor. Kempston,
Sinclair
Graphics: as with most games
of this genre the
monochromat ic backgrounds
make the bullets hard to
distinguish
Sound:  repetitive tune
Options: definable keys
General rating: in a market lull
of monochrome vertically
scrolling shoot "em ups. Xarax
is easily forgotten

Presentation
Graphics
Playattility
Addictive qualities
OVERALL

54%
54%
52
0
/0
49%
52%

'...the •  St accurate conversion of an arcade hit loye rs



Producer: MAD X
Retail price: E2.99
Author: Fernando Herrera
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adventures but Rockford, hero
of Boulderdash and Rockford's

Riot, h a s  r e t u r n e d  i n  t h e
conversion o f  h i s  o wn  arc ade
machine.

The g a m e  c ons is t s  o f  fi v e
worlds w h i c h  a r e  ac c es s ed
individually and carry  their own
different themes.  Each has  f our
levels, a n d  c o mp r i s e s  a n
underground l a n d s c a p e  o f
boulders and strange inhabitants.
The object of the game is to tunnel
past t he  precarious ly  balanced
boulders i n  order  t o  collec t  a
specified a m o u n t  o f  h i d d e n
treasure within a given t ime limit.

Each loc at ion h a s  i t s  o w n
unfriendly nat ives  and  whi le al l
cause deat h o n  contact ,  s ome
explode, w h e n  s t ra t eg ic a l l y
squashed, t o  c r e a t e  m o r e
treasure.

If Rockford's task becomes too
exhausting, the player can always

try playing Rockman,  a plat form
game featured on the reverse side
of the cassette and which scored
69% when it was first released in
1986.

KATII
"The  n e w  f e a t ur e s  i n
Rockford pr e v e nt  i t  f r om
being j u s t  a  s i m p l e
Boulderdash clone. Such a lot
of attention has been put into
the pr esentati on,  t hough,
that it's a pity the game falls
down on technicalities: the
scrolling i s  j er ky a nd t he
controls a r e  s om e t i m e s
insensitive. T h e s e  w e r e
problems i n  t h e  or i gi nal
Boulderdash and  ins t ead o f
improving they seem to have
become w o r s e .  T h e s e
niggles d o n ' t  compl ete l y
spoil the gameplay but they
do c ont r i bu t e  t o w a r d s
making Rockford an average
budget game instead of quite
a good one.

1115•
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JIIRARK I
"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
and colourful,  al though Rockfor d himself does tend to look
rather small and splodgy. Not The  ultimate version of Boulder
Dash' as it claims on the inlay but a pretty decent imitation.

I NICK1
1"The  graphics on Rockford
might have been passable in
the da y s  o f  t h e  or i gi nal
Boulderdash (Crash issue 12)
but now they're only to be
laughed a t .  The  ani mated
characters a n d  c o l o u r
haven't been changed,  and
the o n l y  r e a l  g a m e
differences are a 128K tune
plus ne w  screens.  Despi te
the amateurish graphics the
playability a n d  addi c t i ve
qualities a r e  s t i l l  t he r e ,
though,  a n d  w i t h  t h e
Inclusion of  Rockman It may
be wort h a look , "

_ICOMMENTS
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
game. Rockman, hardly
furthers its cause!

Presentation
Graphics
Playability
Addictive qualities
OVERALL,

56%
54%,
59°•b
59%
57%
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Amstrad CPC CassettelE9.9g) and Disk (E14.)0).

Mail Order: Activision (UK) Ltd, Units 3 & 4 Lloyds Close, Finedon Road Industrial Estate,

NorThainplon NN8 4FR. Tel: 0g33 70758. 1

ARNOV. THE 'WELL-KNOWN' FIRE•BREATHING
RUSSIAN,IS RUNNING, JUMPING, 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: El i te
Retail price: E8.99 cassette, E12.99 disk
Author: David Shea
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have stormed the jungle HO
f General Alexander Bonn.

and a r e  holding h i m hos tage.
Unknown t o  t h e  guerr i l las ,
however, he managed to send a
mayday message bef ore being
captured. On hearing of  this the
kart Warriors  are rushed t o  the
scene to attempt a daring rescue.

Unfortunately t h e  wa r r i o r s '
plane crashlands some distance
from the planned lz  and the two
surviving warriors are faced with a
trek through dense 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 c ont ro l l ing t h e  s ec ond
mercenary.

As t he int repid soldiers y omp
through t h e  vert ically  sc roll ing
landscape, they  are attacked by
squads of  enemy marksmen and
combateers. Equ ipped  w i t h  a
limited s upp ly  o f  ammunit ion,
grenades and only six lives each,
they go about  cut t ing a  swathe
through the enemy ranks. As  the
baddies a r e  dec imat ed,  t h e
occasional bonus  t i le  appears ,
bestowing s u c h  g o o d i e s  a s
additional ammo,  extra grenades
and fuel for the enemy tanks that
are t o  b e  f o u n d  a t  c er t a in
locations.

Boarding these tanks allow the
players to provide themselves with
some pro t ec t ion  a n d ,  m o r e
importantly, e x t r a  fi r e p o we r .
Enemy soldiers who get in the way
are squashed and the large gun
emplacements — which can also

104 CRASH April1988

be remov ed b y  a  wel l  p lac ed
grenade — are despatched wit h
relative ease. However, land mines
and g r e n a d e s  a r e  m o r e
dangerous: c ont ac t  wi t h  t hes e
sees t he tank burs ts  into fl ame
along with its passenger.

The lkan Warriors' mission ends
only when their last life has faded
away, or when the HO is breached
and t h e  General  es c ort ed t o
safety,

I M I KF  I

" The release of Ikan Warriors
has been eagerly awaited by
the games playing fraternity
for qui te a  whi le,  a nd t he
question is, 'Is it any good?'.
The answer  Well I like it, at
least! There have been a lot
of examples of this vertically
scrolling ' m a s s a c r e  t h e
enemy' style of game since
the release of  t he  classic
Commando a couple of years
ago but Wan Warriors carries
on the tradition in fine style.
Graphically t h e  g a m e  i s
good,  w i t h  s o m e  v e r y
Ramboesque m a i n spr i tes
charging a r ound c a us i ng
widespread c a r n a g e .
particularly l iked the  tanks
which o u r  war monger i ng
friends can use to explosive
effect. Overall, a great game
in t he  cl assi c Commando
mo u l d . "
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I NICKI

' Y e s  It's Ikari Warriors, the game that seems to have been years
in the making.  I s i t really just a full  pr iced U.C.M ? Wel l  the
graphics are close, the layout is similar and the idea is almost
Identical, so the answer must undoubtedly be 'Yes'. It seems 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 write
that the initial expectation wears off by the time they appear. kart
Warriors has  a nice tune at  t he beginning and there are a f ew
nicely detai led 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 lust in curiosity
but I can't really recommend i t. "

I K A T I I

" Th e  long awaited,  muc h ant ic ipated Wart Warriors has fi nally
negotiated the conversion from the arcades. Graphically it has
survived the inevitable loss of  colour  content and detail: the
landscape is wel l  defined and retains the boldly contrasting
features o f  t h e  or iginal .  Cr ashi ng fi er cel y t hr ough t h e
undergrowth,  dodg ing  bul let s ,  h i jac k ing t ank s  a n d  hur l ing
grenades are mercenary pleasures which never seem to pale.
Failed missions are sufficiently frustrating to keep hardened
guerilla fighters charging back for more. A minor drawback is the
inadvertent camouflage of some of the enemy fighters; being
zapped in the back by what looks like a har ml ess piece of
vegetation can be infuriating at moments of strategic tension.
Vigilant warriors are unlikely to be troubled b y  this and who
cares when you've got the crucial elements of an arcade game
in the comfort of your own home.

C O M M E N
T S  /

Joysticks: Cursor, Kempston.
Sinclair
Graphics: the constant
scrolling keeps the action
coming thick and fast
Sound: rough and tough tune.
but feeble effects
Opt ions: Kempston mouse.
one or two players
General rating: if Oran
Warriors had come out when it
was first advertised it would
have been an amazing success
— however much more is
needed nowadays
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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.

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, Amtlx, C&VG,
CCI, and Amstrad Computer User.
THE PRICE OF MAGIK: "Another superb adventure .  .
their best y e t "  -  Commodore User. A l so  a  Crash
Smash

r t e r  ! ! !SO F T W AR E
Europa House, Adlington Park,

Adlington, Macclesfield SK10 414P.
ENQUIRIES: 0625 878888 ORDER HOTLINE: 0625 879920

a

Inv ok goof
hi goo wait !OnI I  aa l a w
la re

Spectrum (cassette) Plus 3 (disc)
Commodore 64 (cassette or disc)
Amstrad CPC (cassette or disc)
Atari XliXE (cassette or disc)
Amstrad PCW (disc)
Apple II (disc) E14.95

The trilogy

Interactive fiction
from Level
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Screen shots from
4 Uri ST version

Atari ST
Commodore Amiga
Macintosh
Amstrad PC, IBM PC
and compatibles

El 9.95

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 AccessNisa owners
Phone our hotline or send your card number with your order.



Producer: Imagine
Retail price: £7.95 cassette, £14.95 disk
Author: Mike Lamb

Presentation 78%
Graphics 85%
Playability 80%
Addictive qualities 83%
OVERALL 80%
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years a g o  t h e  Arkanotd
Space Wars  liberated t he

universe f r o m  t h e  t y rannic al
dimension controller DOH_ Now,
having regained their strength, the
aliens are mak ing a  comeback.
DOH has  metamorphos ised into
an even more venegeful form and
is hiding out  in  t he space ship
Zarg. Ta k i n g  c on t ro l  o f  t h e
spacecraft Vaus  II  -  a modifi ed
version of the original -  the player
must penet rate t he enemy  s hip
and exterminate the alien invader,

The Zarg consists of a series of
rooms c o m p r i s i n g  v a r i o u s
mult icoloured arrangement s  o f
bricks. Th e s e  s t ruc t ures  a r e
broken down by  an energy bolt
deflected of f  t he surface o f  t he
Vaus as it manoeuvres deftly from
side to side. Different bricks have
varying levels of  resistance: some
must be struck a number of times
before t hey  c an b e  dest royed,
while o t h e r s  d i s a p p e a r
momentarily only  t o  regenerate:
only a few are indestructible.

Each room contains a generator
- which releases a constant stream
of host ile alien life forms. These
spinning, bounc ing and revolving

KATI  I

creatures variously  obstruct and
aid the movement of the ball. Their
determined descent towards  the
base of the screen comes to a swift
and sticky end on contact with the
valiant V a u s ,  w h i c h  r e ma i n s
impervious to their touch.

The des t ruc t ion o f  s pec ifi c
bricks t riggers  t he release o f  a
variety o f  d i f f e r e n t  e n e r g y
capsules. I dent ifi ed b y  t h e i r
lettering, these have the power to
transform the molecular structure
of the Vaus on impact. The dextral
skill o f  t h e  p lay er  determines
whether the spacecraft spawns a
twin, i s  shadowed b y  a  ghost .
doubles in  s ize,  assumes ext ra
weapons ( las er  power ,  s ma r t
bombs, extra energy bolts), fl ies
against a  scrolling backdrop or
shrinks t o  a  f ract ion o f  its size.
Special c a p s u l e s  a l s o  i n j e c t
random factors into the game

A screen display shows score
and current  level.  Generally,  t o
progress from one level to another
the sc reen mus t  b e  c leared o f
destructible bricks. Occasionally,
however, capsules  are released
which bear a warp,  allowing the
player instant access to the next
round.

"Th e  Revenge of  Doh is  a very  profess ional rendering of  t he
ageing Breakout t heme.  The graphics  immediat ely  catch your
eye: all the backgrounds are textured and the arrangement of
bricks on each screen seems to mak e 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 collis ion detect ion is accurate. The variety
of capsules ensures that play is different enough to charm the
most reluctant addicts, especially with the element of random
bonuses thrown in. One minor drawback is the colouring of the
bat: it's always the same as the background and unintentionally
camouflaged.  In the long run, this is just a small hiccup In an
extremely slick and well presented game.

[ M I K E

" Arkanoid is the second of
the Breakout-style ga m e s
featured i n  t hi s  m ont h' s
magazine, a n d  i s  i n  m y
opinion by far the best of the
two. Graphically the game is
great, wi th a  very fast and
realistic ball being bounced
around some very clear and
subtly c o l o u r e d  s c r e e n
designs. Sadly, though,  I do
have a very minor  gripe, in
that on some of  the paler
screens the bat tends to get
lost in the background.  This
is a little disconcerting, and a
lot o f  concentr at i on i s
needed to keep one eye on
the bat,  and the other on the
ball. As I said though,  this is
the only slight blemish on an
otherwise e n o r m o u s l y
enjoyable game;  defini tely
one for all Arkanoid fans.

le Immensely playable and
surprisingly addictive
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' N I C K
" The Revenge of Doh 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 a r e  excel l ent l y
drawn a n d  w o u l d  l o o k
fantast ic o n  s c reen i f  only
they we r e  agains t  a  b lac k
background. B u t  w i t h  a
highly complex background
-  which is the same colour as
the bat  and ball -  you soon
lose t r a c k  o f  w h a t ' s
happening and die.  On the
first couple of goes the little
tunes a nd j ingles ar e very
inviting a n d  a d d  t o  t h e
atmosphere of the game, but
after the tenth go they start
to get irritating and you feel
like kicking the monitor  in! I
feel s o r r y  f o r  peop le  wh o
own o n e  o f  t h e  o l d e r
Spec t rums b e c a u s e  t h e y
can't  ev en pu l l  t h e  s ound
socket out! Personally I don't
think this  game wil l  do very
well because of all the s imilar
games that  are around,  but
for al l  fans of  the original
Arkanoid it should be worth a
whir l ."
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rCOMMENTi7

Joysticks: Sinclair
Graphics:  superbly colourful
and very vaned
Sound:  tinny on the 48K,
repetitive and monotonous
128K title tune
General rating: there's even
progress in the Breakout world
-  Revenge Of Doh proves iti



Producer: F ir eb ir d
Retail price: E l  .99
Authors: Pro b e Software
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tidy u p  h i s  mas t e r ' s
castle. Renowned for his

clumsiness, i t s  not long before he
releases t h e  f o u r  t al is men o f
Trodor the Demon.  Now the evil
one's power is  f ree to roam the
castle and the only way to prevent
disaster is for Merlin Jnr to restore
the talisrnen to their rightful place.
Each c ha rm i s  s pl i t  i n t o  f ou r
segments, which must be returned
whole to one of  the cast les four
temples.

Numerous demons traverse the
chambers, and contact with these
causes the player to lose energy.
However, fi nd ing  a  pent angle
restores Me r l i n  J n r ' s  fl agging
spirits. A l t h o u g h  i n i t i a l l y
defenceless, Junior is able to hurl
bolts o f  my s t ic  energy  a t  t he
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 v ia the wooden
doors o f  t he  cast le,  t he  ot her
opening t he metal doors  of  t he
dungeon.

DEMON'S REVENGE
( C R I T I C I S M

•  "  Just bec aus e games  a r e
released at a budget  price, some
software houses see it as a good
excuse t o  churn out  their wors t
programs. O k a y ,  D e m o n ' s
Revenge isn't totally nett, but  Ws
nearing t he bot tom of  the barrel.
Graphically the game is okay but
the nas t y  demons  a r e  ra t her
simplistically drawn -  especially
the s k elet ons ,  w h i c h  h o b b l e
around in an amus ing way. This
very simple collect 'ern up failed to
hold my attention for any length of
time.
MAK

•  "  Sorcerer's  apprent ices  are
traditionally dogge d b y  b a d
luck. Mer l i n Jnr  also has  the
misfortune o f  appear i ng i n a
fairly i nsi pi d adventur e.  T h e
graphics are finely detailed and
create a grim atmosphere,  but
they can't compensate for bland
and bungl e d gamepl ay.  T h e
instructions are a feeble attempt
to make sense of a completely
illogical system.  Pressing t he

*  Up to 780K storage with 15 or 5.25 discs,
*  Instant transfer from cassette or CilsC with snapshot

button — up to 16 48K games or 6 I28K games per dis
*  Load/Save in an amazing 15 seconds (128K in 10 secs.
*  Print screen at anytime with unique snapshot print.

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.
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,keys t o  sel ect a nd dr op a n
object var iously c a us e s  t h e
Inventory to swap items around,
drop s om e t hi ng compl e te l y
dif ferent,  o r  place t he des ired
objec t  i n  a  t ot a l ly  undes i red
place. Irrational and thoroughly
unaddictive.
KATI

• "  There is so much wrong with
this game:  t h e  charac ters  a r e
badly d e fi n e d ,  mo n o c h r o me
sprites t h a t  mo v e  ac ros s  t h e
screen in jerky diagonals. The spot
effects are just basic beeps and
there is no tune whatsoever. None
of t he monsters  look  menac ing
and they only kill if you stay in one
place for about five minutes; The
idea o f  collec t ing objec t s  is n' t
exactly new, and since they don't
have any  ef fec t  o n  wha t  y our
character can do, it  seems a total
waste of  time.
NICK

WITH THE P L U S  I N T E R F A C ED  DISC/PRINTER

LOAD 418K PROGRAMS IN ONLY 31/2 SECS!*

I  C O MMEN TS

Joysticks: Cursor. Kempston,Sinclair
Graphics: the main perspective
appears successful, but when the
characters begin to move within it
the game falls apart
Sound: very basic and lacking atune
Options: definable keys and three
levels of difficulty (Easy. Hrnm
and Heavy!)
General rating: poor enough to
give budget games a bad name
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Graphics
Playability
Addictive qualities
OVERALL

53%
50%
29a/0
30n/0
3 2 %

FOR FULL DETAILS BY RETURN POST, PLEASE SEND SAE
MGT, Unit 4, Chesterton Mill,
Frenth's Road, Cambridge T  P u b l i c  Francaiset Francophone corttactez
CB4 3NP or call 0223-311665 D u c t i e t  444-291 257 80

Add the power
and speed of
a DISC DRIVE
to your SPECTRUM
(any model except +3)

SUPER PRICE OINILY A s k A c c e49  9
INC., VAT 1 -

MILES GORDON TECHNOLOGY
•r n i r  d i e  apptuormate, derce91ing L-Indrhrer



Producer: GO!
Retail price: 128K ONLY E8.99 cassette, E12.99 disk
Authors: Beam Software

128K Spectrum

Presentation 76%
Graphics 77 %
Playability 73 %
Addictive qualities 75%
OVERALL 7 5 %
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cadet in the Steller Imperium's
pilot academy, and at the end

of that time they very often feel that
they're ready to face anything. To
keep t h e m i n  t hei r  plac e,  t h e
instructors devised one last test:
the X12 fi ghter s imulator,  apt ly
nicknamed 'Bedlam'.

From the t it le screen, Bediam
offers bot h a  one player game,
plus a dual player mode in which

I MARKI

static targets proves fatal t o the
ship, three of which are provided
for the mission.

To a id  in  t he task, there are
useful items scattered around the
screen: fl ashing d iamonds  a r e
destroyed t o  unc ov er  h i d d e n
objects, including extra firepower,
additional lives and shields, while
collision wi t h a  teleport  symbol
warps t he player t o  one of  t he
games  four pinball tables. The aim

"Bedl am i s  a  ver y a pt  name for  thi s game,  a s  compl ete
pandemonium breaks loose about the poor  old player's ears.
Graphically the game is very good, with some nicely drawn alien
battle formations zipping around equally well drawn and solid
looking backdrops.  One feature I particularly like is the bonus
pinball tables that crop up every now and then. These not only
look nice, but play just like a the real thing,  the ball spinning
around the screen in a very realistic manner. Playability is high
from the start,  as huge formations of mean and bloodthirsty
aliens charge down the screen after your blood.  Add to that the
great pinball tables, and you have a very enjoyable game, In my
opinion, Bedlam is well worth the asking 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 a n d  f our  pinbal l
tables t o  br each befor e  t h e
budding c adet s  c an earn t heir
wings. Space station surfaces are
immediately difficult  to negot iate
since they are bristling with radar
installations, guns ,  and missiles.
Further o p p o s i t i o n  i s  t h e n
provided by aliens vessels which
swarm at the player's craft in large
formations. Thes e a r e  s hot  t o
award the player a hefty bonus,
but collis ion with enemy fire and

'Colourful and interesting features'

I PAUL1

KATI

Ito •GOt's best release yet'

" N o w  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 family as Slap Fight, Flying Shark and every
other vertically scrolling variant, Bedlam has one great difference
— I t's NOT monochrome! Gone are the frustrating shouts of,
'What hit me?' and 'I couldn't even see theft'. The technique may
be old, dating all the way back to Lightforce, but I don't think I've
seen it implemented in such an impressive way before. Bedlam
sure i s what the ti tle suggests: constant action al l  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. I f all you want is basic blasting fun then
Bedlam could be the one for you. '

"Bedlam i s  a n impressive game t o l ook at:  the  graphics,
particularly in the pinball bonus game,  are colourful and have
some interesting features.  The  gameplay,  wi th unsuspected
dangers lurking everywhere, is also unusually varied for a shoot-
'em-up; by introducing motherships, magnetic force fields and
pinball games,  the programmers have obviously tried to create
something out of the ordinary. Unfortunately the action isn't quite
fast enough to make the most of all these features. Control of the
spacecraft i s sluggish (you always seem t o 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.

here is to gain as many points as
possible, and hitting either a X2 or
a X10 scoring amplification factor
is t he  ult imate goa l  s inc e t he
player's score in the main game is
briefly mult iplied by  the relevant
amount.

Also making their presence felt
are large alien motherships. These
heavily armed and armoured craft
can be destroyed for bonus points
and a  v ery  we lc ome s hot  o f
invincibility, alt hough each t ime
they are destroyed they become
more powerful on their next visit

1 COMMENTS
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 simultaneously
General rating: probably
GOl's best release yet.
sequential and dual play
options add longer lasting
appeal. Sadly, ONLY on the



I g ASKETTI MASTIF2
Producer: Imagine
Retail price: E7.95
Authors: Dinamic
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American v e r s i o n  o f
netball. b u t  basketball i s

fast, furious  and athlet ic  -  and
Spanish p r o g r a mmi n g  h o u s e
Dinamic wi l l  hav e y ou jumping
through hoops  in Basket Master,
CRASH•s f av our i t e  bas k et bal l
simulation so far.

At each end of a basketball court
is a  net t ed hoop,  a n d  players
attempt t o  t hrow t he basketball
through the other side's hoop (a
goal, i n  effect). Two  points  are
awarded f o r  e a c h  success ful
throw o r  'basket ',  and an ex t ra
point i f  t he throw is  made f rom
outside a marked arc.

Five p l ay e rs  m a k e  u p  a
basketball side. but Basket Master
has been s implifi ed t o have just
one on each side, and there are
three skill levels to choose from:
beginner, amat eur ,  a n d  N B A
(America's Nat ional  Bas k et ball
Association i s  t he sport 's  main
organisation).

Playing 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 pressuring
whoevees c a r r y i n g  i t  a n d
snatching i t  as  soon as  it 's  not
protected b y  his  body ;  Bas k et
Master h e l p s  b y  i nd i c a t i ng
onscreen when  i t ' s  t he  perfec t
moment for a steal.

And p l a y e r s  c a n  a l w a y s
intercept t he oppos it ion's  shots
toward the basket.

Throws at  t he basket  c an be

A basket full of fun

made in  various  styles, ranging
from t h e  s k y -hook  t o  t h e
spectacular slam-dunk, which can
only b e  ma d e  f rom t h e  z one
directly beneath t he basket and
requires much more energy than
other shots. A  successful s lam-
dunk is followed by a slow-motion
action r e p l a y  w i t h  e n l a r g e d

I K A T I l
" Basket Mas t er i s  a n  impres s iv e game.  Th e  graphic s  a r e
extremely well-defined: the movement of the sprites is realistic
and s h o w n  I n  pl e nt y  o f  detai l ,  par ticular ly unde r  t h e
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 resutts in fouls), 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.

IN. The all-important statistics

1 NICKI
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"I never was any good at basketball, and it shows when I 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
Dirtamic ha s  done  a n  excel lent j ob o n  t he  gr aphi cs a nd
animation. Basket Master should be good for anyone into sport
simulations, but watch out -  that computer is a dirty fouler !"

graphics f or  y ou t o  glory  in  o r
wince at.

After a basket has been scored,
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  somet imes
when the pressure is on things can
get out  of  hand. Barging into an
opponent can result in a personal
foul: each player is allowed only
five fouls, and loses the game if he
commas a sixth_

Thc t ime remaining in each half
is shown beneath the main screen.
and when the half ends there's a
breakdown o f  baskets  scored,
shots taken, free shots made, and
fouls committed.

Previous bas k e t ba l l  g a m e s
include I magine' s  o w n  Wo r l d
Series Basketball (Issue 23181%),
Gamester's C h a m p i o n s h i p
Basketball (I s s ue 44/37%) a n d
Ariolasoft's One On One (Issue 21/
39%) I nc iden t a l l y ,  cynics  s t ill
reading s h o u l d  n o t e  t h a t
basketball was invented in 1891 -
a year before netball, which was
also originally American!

_ I  M A R K  I

'G o f o r  t h e  two-pl ayer
opt ion in Basket Master -  the
computer o p p o n e n t  i s
almost impossible t o beat.
When you have control of the
ball he piles in, nicks it, and
often scores a basket before
you can even move! Basket
Maste,r is graphically nice but
suffers because i t's far  too
hard to play properly."

COMMENTS
Joysticks: Cursor, Kempston,
Sinclair
Graphics: well-defined
cartoon characters and a
superb magnified action replay
bring the game to life
Sound: simple title tune; few
spot effects
Opt ions: definable keys one
or two players
General rating: attractive,
enjoyable and action-packed
-  but the computer opponent
is much too hard for beginners

Presentation
Graphics
Playability
Addictive qualities
OVERALL

779•0
79%
72%
69
°
/
• •
• •

73%
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Presentation 55%
Graphics 46 "Jo
Playability 75 %
Addictive qualities 78 %
OVERALL 67Dil•

SPORE
Producer: Bul ldog
Retail price: E l  .99
Author: IA Webb
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that e v e n  T C P  c a n ' t
destroy t h e m ,  h a v e

overrun a  laboratory.  One hope
remains: thd strong pesticide held
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And the task in Spore is to collect
all the barrels on each level.

But the spores are continually
released f rom generator blocks,
and you must always be ready to
destroy t hem with your blaster -

.• /MARK
"Though i ts not graphically
great, S por e ' s  f a s t  a n d
furious action and tor tuous
mazes m o r e  t h a n
Compensate f o r  t he  m a i n
character l ook i ng l i k e  a
demented starfish a nd the
' m e n a c i n g ' ( ! )  s q u a r e
eponymous spores. Spore is
a hi ghl y pl ayabl e col l ect-
'em-up. "

Producer: M A D .
Retail price: E2.99

E v er dreamed of playing the
Wimbledon final on centre
court? Were you Bjorn to be

a star? Grand Prix Tennis  gives
you the chance -  grab your gear
and your racket and get ready to
pit y o u r  w i t s  agains t  a  t o p
professional p lay er  (human o r
computer!).

The contest is fought on a yellow
monochrome t e n n i s  c o u r t ,
complete with umpire and players'
chairs. Each match consists of
three sets, and is played according
to the rules of  lawn tennis with a
couple o f  m i n o r  alt erat ions :
players don't change ends, and
the s c ore t able alway s  s hows
player l ' s  score as the first (in the
real game the server's score is the
first).

Strokes ranging f rom s imple
forehands a n d  bac k hands  t o
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 court s ide chairs ,  a n d  t he
interval c a n  b e  e x t e n d e d
indefinitely t o  ac t  almos t  as  a
pause opt ion -  though real stars
shouldn't need a rest.

110 CRASH Apri11988

before t h e y  i n f e c t  y o u .
Rejuvenating flasks and protective
pills also help in the light  against
sporedom.

Flashing y e l low barriers  c a n
imprison you or block routes to the
vital pest ic ide -  and though you
can des t roy  t hem b y  blas t ing_ _ I  MIKE

/GRAND PRIX TENNIS

"The  chal lenge of  quick blasting and quick thinking makes
Spore instantly playable and addictive. The positioning of the
mirrors and squares controlling the barriers means you have to
pay as much attention to where and how you shoot as to the
process of  fir ing itself,  and you should pl an your  progress
through each level strategically.

And there are enough different elements (the pheromone pill
which makes the spores run away,  the flasks you have to be
careful not to shoot) to sustain interest for several levels.

The graphics are colourful and distinctive, too, and there aren't

1 many budget games with so much to offer . "

" Ah, this brings back memories -  sweet memories of the good
old Z.X81 a nd  the  1 6 K Spectrum, wi th one-character -block
graphics racing uncontrol lably around the screen on a blest.
everything mission. The sheer speed of Spore makes it hard to
master, and what with its small graphics the game becomes a
crazy brain-scrambling confrontation with the screen. At least
the tune goes well with such an unbearable game. "

CRITICISM
•  " The graphics are dismal and
the l i t t l e  pe opl e  a r e  bar el y
recognisable;  Grand Prix Tennis
is just a mixture of yellow and
black with white text, a waste of
everything t h e  Spec t r um i s
really capable of. And when you
go to hit the ball it doesn't have
to touch the racket -  a spot 20
pixels a w a y  s e e m s  q u i t e
satisfactory. Grand Prix Tennis is
way below average."NICK

•  "  The inlay calls  this  a  ' fully
accurate s imulat ion'  -  b u t  i f
Wimbledon were like Grand Prix
Tennis no-one would bother t o
come. There'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 b y  a n  inv is ible s t ring.
Whether y ou  h i t  o r  mis s  i s  a
question more  o f  luc k  t han o f
t iming and technique,

And t he graphics don' t  give a
clear indicat ion of  where the ball
has l a n d e d ;  b u d d i n g  J o h n
McEnroes have some really good
excuses to rant and rave.

The thought less design of  the
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IBM/

controls makes things worse. The
Joystick directions are the reverse
of the obvious: playing a forehand.
naturally to the right of the player,
is effected by pulling the joystick
to t he left .  Inst inct ive react ions
lead to confusion.
KATI

•  " I t ' s  been proved that  lawn
tennis can work on the Spectrum
-  Match Point (Issue 8/89%) is a
fine ex ample -  s o  I  hav e n o
sympathy w i t h  s u c h  a
substandard version as this, The
graphics may look impressive on
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 a n d  s moot h
animation,

And the very awkward control
method is unresponsive as well as
illogical.

If people mus t  produce lawn-
tennis games, surely they should
learn by others ' mistakes -1 mean,

torrents of spores_

_I COMMENTS
Joysticks: Cursor, Kempston.
Sinclair (none work, though!)
Graphics: small but well-
defined characters
Sound: like dried peas in a tin
Opt ions: definable keys
(which, like the joysticks, don't
function); maze-construction
set
General rating: don't be put
off by the simple display and
control problems - Spore is
very addictive

who's e v e r  h e a r d  o f  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 rat ing:  a poor attempt to
simulate a sport which can be
simulated well -  with an absurd
control method

Pr esentati on
Graphics
Playability
Addictive qualities
OVERALL

26 %
30 Q/o
20 Q/E)
20 %
23%
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Presentation 'u
Graphics 21%
Playability 24%,
Addictive qualities
OVERALL 2 1 °,/,,,/

Producer: Mastertronic
Retail price: E1.99
Authors: Shaun Southern
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Shoot 'em up capabilities, now
is t he t ime t o  give Proof  Of

Destruction. POD has deliberately
avoided any  f eeble scenario in
favour o f  pu re ,  unadult erat ed
blasting.

In this case, the batt leground is
an interconnec t ing g r i d  wh i c h
spans an opt ional background of
scrolling ra inbow c olours ,  a n d
your POD (or PODs, for there is a
two player option) can be directed
anywhere along this matrix.

Aliens generally approach f rom
the t op  o f  t he sc reen 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 f e w  s ec onds ,  t h e  g a p  i s
impassable a n d  e f f e c t i v e l y
restricts movement  of both aliens
and the POD.

Each level i s  t imed,  t he a im
being simply to stay alive until the
timer runs  Out. A n  ex t ra lif e is
awarded every  t ime a  level i s
completed and thus the game only

ends when all lives are lost during
a level

CRITICISM

•  Y a w n ,  t he re  aren ' t  ma n y
games that I almost fall asleep in
the middle of. but  POD is  one of
the except ions ;  wi t h i n  a  f e w
games it had bored me to tears. All
it seems t o  consist  o f  is  a  f ew
psychedelic, e y e  wr e n c h i n g
screens with tons of aliens pounng
out bullets at your craft. This goes
on s c reen af t er  screen;  b iam,
Nam, blam.  Graphically  POD is
okay, but  in the playabifity stakes.
it s  more or less a non-starter.
MARK

•  "  Vult !  What  garis h c olours
and t errible sound.  And as  f or
graphics  w h e r e  are they? Each
screen is just a grid with loads of
lit t le d o t s ,  l i n e s  a n d  b l o b s ,
represent ing aliens, their bullets
and your gunshots. Just to make
it even more confusing your ship
looks l i k e  t h e  a l i ens ' !  T h e
s implis t ic  and diffi cult  nature ol

m o m  _guramtamo•EII,E•INIMI.11111111111111
•111111111111M11111111111

•IIII•IA111111111•1111111
11111111111111111111111111•11111111111111111111•11•111111•111111
11111111111•• M I M E

the g a me p l a y  s o o n  p r o v e s
repetitive a n d  ul ti ma te l y
bor ing . "
NICK

•  "  Take a basic shoot  *tam up,
Strip it of irrelevant scenario, take
away the sound, throw in a flashy
background and you're left  with
POD. The  grid is  an innovat ive
idea, controls are smooth and the
aliens fl y  i n  s ui t ably  dev ious
formations. Unfortunately there is
no atmosphere to complement the
gameplay: s o u n d  ef f ec t s  a r e
extremely limited and the rainbow
scrolling mere ly  obs c ures  t h e
action. Remove this and you're left
with an uninspiring grid plus some
very repetit ive gameptay. One to
avoid.
KATI

COMMENTS

Joysticks: Cursor, Kernpston,Sinclair
Graphics: the garish
backgrounds make POD a strain
on the eyes
Sound: below average, lacking
originality
Options: definable keys, one or
two players
General rating: a very poor shoot
'em up with little testability
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'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
per min. off peak.
DESIRE
LONDON E14 91W P H O N E  N O W
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HOW DEBBIE MET A STRANGER!
CHATTER BOX The interactive message board. Say what you want to say —
stir up a hornets nest, start up a friendship! See the immediate response!
MAILBOX A handy way to leave messages with friends.
DESIRE CLASSIFIEDS The perfect place to sell your old computers, or find
a top computer job!
GRAFFITI CORNER Whatever you want to say, here's where to say it!
DEBBIE DESIRE'S PROBLEM PAGE Personal, emotional or sexual
problems answered.
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VIDEO CAMER '1

Screens can be copied to printer, saved to tape/mtcrodrive•
Discovery/Beta. incorporated into other programmes (why not
alter your image by. say, ART STUDIO). animated (6d i
f f e , e n tscreens can be held by VIDEOFACE and changed as you wish).
VIDEOFACE is menu-driven, fast (3 pictures a second) and very
easy to use - all you need is a Spectrum. COMPOSITE \ADM
signal and a lead. You can even adlust the grain (the black and •
white ratio) and create special effects! VIDEOFACE is a unique.
most useful an powerf•, - o n  and  its also SO much fun
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AT LAST: THE MOST VERSATILE AND YET
EASIEST TO USE SPECTRUM PRINTER INTERFACE

FULLY compatible with Spectrum (+ ). Spectrum 128, Spectrum 2 + (128K & 48K
and with add-ons like Interface 1. Opus Discovery. v rx  5000. etc

INSTANTLY usable - has EVERYTHING you will ever need in its SK ROM and 8K RAM
FREEZE button - to activate MULTIPRINT anytime - STOP any program. LUST it, SAVE or

COPY screens, use built-in MULTI-TOOLKIT. (relset MULTIPRINT. LPRINT etc
A JOY to use - MENU-DRIVEN with screen prompts. one-touch commands, fully error-trapped, etc,
FULLY PROGRAMMABLE - line feed, width & spacing. margins various COPY types (text, hi-res. shaded) •

and sites tvidhole or oarts, standard or large), tokens -- all can be instantly set AND programmed in BASIC
With 8K RAM EXTENSION + built-in MULTI •TOOLKIT + I  2m rinter cable itr Com atible with GENIE L
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widow NULTIFACE atached and run where you stopped mid SAVED.
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MULTMACE can aim, save SCREENS oak wed COPY SCREENS to printer&
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VIDEOFACE digitiser takes pictures from
a video camera or recorder and turns them
Into standard hi- res Spectrum screens.
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MULTIFACE 3

mitifarra three
"ME PLUS 3 DISC SOLON" isincia„ user,

NOW YOU HAVE
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LIFEGUARD is an infinite life finder. Install it into
the MULTIFACE I or I 28, load a game. press
the MULTIFACE's button and LIFEGUARD is

ready to look for infinite lives, ammunition. etc.
Once it finds it, your playing and score will never

be the same you' ll win again and again
and for £6.95 ONLY!
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MY LIVES ARE INFINITE,
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A FREE COPY OF A RI
WITH EVERY SUBSCR
CHOOSE ONE OF THESE GREAT
GAMES FREE WITH YOUR
CRASH SUBSCRIPTION
TOUR DE
FORCE
Can you gain the coveted yellow tersey

Gremlin's grand pox cycling game. TourForce is 'a delightfully playable game
with original and addictive garneplay said
the reviewers in Issue 49 (66% Overall). This
humorous kttle game will prove popular
with any cycling fan_

BASIL THE
GREAT
MOUSE
DETECTIVE
In the first of an exciting new licensing deal
with Walt Disney you can take the role of the
eponymous rodent in this exciting arcade
adventure. Your mission is to find your old
friend Doctor Dawson, who was kidnapped
by the evil Professor Ratigan. The
atmospheric graphics and sound make
Basil The Great Mouse DetectNe a
guaranteed favourite with all cartoon fans.

114 CRASH A011988

MASK II
CRASH reviewed MASK llback in Issue 48
giving it a credible 81 'Yo. saying ' MASK/ha
a top 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 using a
choice of three vehicles - a sports car/jet,
an armoured truck arid an all-terrain
vehicle. Every mission has its own
obiectives making MASK d
e x c i l i n g  
a n d

addictive.

CYBER NOID
THE
FIGHTING
MACHINE
Through a new marketing deal Gremlin
Graphics have got thee hands on Hewson's
latest amazing game (see page 12 of this
issue for more into) - and now so can you.
Raffaele Cecco, of Excitor, and Equinox
fame, gamed a massive 96% from the
CRASH reviewers for his latest arcade
quality game. Jump in his amazing fighting
machine and blast away all and sundry. The
ultimate in shoot 'ern up fun!

BLOOD
VALLEY
Normally Blood Valley (reviewed on page
41 in this issue) would set you back £9.99.
but with a subscription deal you can get the
fantasy game, based on the Duelmaster
series published by Armada, free Blood
Valleycan be played by one or two piayers
- fun for all the family!

DEFLEK TOR
The programmer of Htghway Encounter
and TLL. Costa Panayi, spawned this
purling and addictive game. Using a
series of mirrors and other assorted
polansers, fibre optics and absorbers you
must guide the laser from one end of the
maze to the home receiver - thus
completing the circuit. The concept is
simple but the resulting game is fiendishly
difficult. We first looked at it in Issue 47,
when it gained 77%. 'Simple, but cleverly
effective', commented one enthusing
reviewer. 'it's very addictive' said another.

F O L L O W
J O I N  THE LIV :
5 1 4 MC SPEC TR U M/

VENOM
STRIKES
BACK
To appear on the Specirum soon ,  In the
third of the MASK series you must
penetrate the VENOM base and rescue
your son, Scott Tracker. Eradication of the
evil Mites Mayhem would also be nice- it
was he who kidnapped Scott in the first
place. Sure to be another great game in the
MASK series,

NORTH STAR
Another Exolon clone it may be-but there's
no doubting the superb implementation of
this Jon O'Bnen programmed game. The
reviewers raved about it in Issue 49 -
gained a CRASH Smash - saying the
graphics are superb' arid' compelling
and successful'. It's not just a simple shoot
'em UP - Northstat requires strategic
planning as well as a strong trigger finger.
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G R E M L I N   AND
S U B S C R I B E R S

0 I would like to follow the Gremlins example. joining the CRASH
subscribers and receiving a free game

Please fill in your name and the address to which your CRASH
0 I'm already a subscriber and like the idea of a free • ame, so I'd like subscription and free game should be sent

to renew my subscription starling with Issue
My present subscription number is C PLEASE USE BLOCK CAPITALS!

0 I am an existing subscriber and would like to receive my game at a
special subscriber price of £4.95. NAMEMy present subscription number is CPI_

And ADDRESS

E I enclose El 8 for a CRASH subscription and free game P O S T C O D E
0 I enclose E25 for a CRASH subscription and free game for outsidemainland UK — surface mail Access

I enclose E38 for a CRASH subscription and free game for outside
Europe a i r  mail

VISA
A l t &

E I enclose E4.95 for a subscription copy of one of the listed games

NTASTIC GAM
I I P T I O N  a n d  just C4.95 to existing subscribers

As all good gremlins know, you can't afford to be
without your latest issue of CRASH if you want the
lowdown on the high jinks of the Spectrum computer
world. Missing your issues of CRASH means you'll be
missing out on

•  The most UP-TO-DATE and DETAILED review section
•  I N-DEPTH and EXTENSIVE tips on the latest games
•  FEATURES packed with the information YOU want to know
•  every aspect of Spectrum gaming — strategy, adventure and PBM
•  hardware reviews by the real EXPERTS
•  home entertainment — VIDEOS, BOOKS and TOYS
•  hundreds of extras — posters, tapes and 3-D pictures
•  BRI TAI N'S BEST SELLING COMPUTER MAGAZINE

So be sure of your copy of CRASH every month and
subscribe NOW! Every new subscriber can choose one of
the games opposite FREE with their subscription.

If you're already a subscriber then you can renew your
subscription with this offer and also receive a free Gremlin
Graphics game.

If you're a subscriber but don't fancy renewing just yet
you can choose any one of the games on offer and pay amere E4.95.

Just fill in the form and 12 issues of CRASH will be yours.
REMEMBER all subscribers avoid those embarrassing
magazine price increases AND are guaranteed a copy of
CRASH EVERY MONTH.

4 0
. . .
-

p S E ND THIS FORM TO:
GURU DENISE i  FOLLOWED THE GREMLIN SUBS OFFER C R A S H

Dear Guru Denise
I just couldn't resist your generous offer. I hope I've filled the form in
properly. I understand that

If I want to loin your CRASH subscribers I enclose a cheque or postal
order for El 8 (or 2 5  for surface mail outside mainland UK, or even E38
for air mail outside Europe) made payable to NEWSFIELD LTD. I've also
ticked one of the games below, which I shall be pleased to take off your
hands for no charge.

And that if I'm already a subscriber, and want to have another 12 fun
packed issues. I also indicate my subscription number and starting issue.

But if I'm already a subscriber and don't want to renew, just take the
game. I understand that I can choose any one of the games and get it for
E4.95 — a real bargain. I will also quote my subs number.

Please tick appropriate box:-

PO BOX 20 L U D L O W  S HRO P S HI RE  SY8 IDB

My choice of game is:

CYBERNOID — THE FIGHTING MACHINE

BASIL THE GREAT MOUSE DETECTIVE

•  NORTHSTAR

fl  MAS K II

El BLOOD VALLEY

r i  VENOM STRIKES BACK
DEFLEKTOR

TOUR DE FORCE

This otter is subject to avallabilityand cioses on May 4 1988.
Subscriptions Ordered by April 6 will start with issue 52.
Subscriptions ordered between April 6 and May 4 will start
with Issue 53.
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EXTRAVAGANZA

11111 OIN-OP, -  ' .  PRODUCERS are

I k e
g i v
i n g  
a
w
a
y  
l i
c
e
n
c
e
s

left, right and centre
this month. Activision

have recently gained the computer
game rights to four arcade hits.
Sega's Afterburner, the hugely
successful flight simulator, is the
one 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 tram, in which you blast your
way through the monstrous Bydo
empire. Sega's other two
Activision deals come in the form
of SDI 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

No The Dark Side: sends your Spectrum to a new dimension
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success into 1988 with three
tremendous arcade tie-ins. The
game to play in the arcades at the
moment is Taito's Operation
Woff. and in a few months time,
courtesy 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
game, and SNK's Guerilla Wars.
All three shoot 'em ups should be
released in autumn_

DEATHWISH
You can't keep a good game down
and following Ocean's huge
successes Renegade (89
6
/0 ,  I s s u e
44) and Green Beret (88%, issue
28) come Target Renegade and
Vindicator — Green Beret II. In
Target Renegade you're back on
the streets beating up punks and

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 verynear future.

As tar as CRASH readers were
concerned the biggest and best
game of 1987 was, without a
doubt. Driller (97%, Issue 47)
scooping five awards. Its graphics
generation system, Freescape.

took 14 monthsto programme and
Incentive are determined to make
the most of the innovative
technique_ The next game to come
from the small Aldermaston
software house is The Dark Side,
also programmed by the Major
Developments team. its set 200
years further into the future on the
moon Tricuspid (also the name of
a valve in the heart — Biology
minion). Your main objective is to
prevent the giant weapon known
as Zephyr One from destroying
Tricuspid. Your equipment
comprises nothing more than a
futuristic space suit, a quad 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 (C5
'cheaper than Driller) it should sell
as well as CRASH hot oft the
press.

GOTHIK
ADVENTURE

The long awaited Gothik from
Firebird is now i eady for release
at £7.95. You play the part of a
young warrior who must find the



six parts of an imprisoned Grand
Wizard and reunite them with his
trusty robe_ The parts are trapped
in the humble abode of an evil lord.
comprising four dark towers, each
of which has seven floors. In true
arcade adventure style you can
obtain an array of mediaeval

IP. He's Gothik, have you?

objects and spells to help you in
your quest; batt le your way from
humble ' pune' to victorious
battlemaster.

Following in the remarkably
successful sales of Sidemze
(44%, Issue 50)comes Crosswize
-  Side wize If from the same
popular programmers, Steve
Wetherill and Cohn Gnmes (who
also programmed Nodes Of
Yesod and Heartland). II claims to
be 'the most technically innovative
shoot 'ern 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
every other Nemesis clone.

GREMLIN BYTES

The Magic Bytes label (previously
distributed by the now-defunct
Moles of t )  has recently been
bought by Gremlin Graphics who
will be marketing a whole range of
exciting products under the title.
First off will be the nnky dink PinkPanther.

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 senes, you must
avoid the detective advances of
the infamous Inspector Clouseau_
The game is enhanced by a
version of the legendary tune_

The second release on the
Magic Bytes label is the ghoulish
Vampire's Empire. Dr Van

Helsing (the one usually played by
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

skulls in the very stones_ These
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 la the software shops, and

le Another gift from the gods
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LShoot or be shot in Cascade's 19 Part 1 -  Boot Camp, out soon. The game
follows a 'grunt' (foot soldier) through the rigours of an army training camp
- sequels will feature the young recruit in a real war. The programmers went
to the Yorkshire moors to see what it was really like. Can you stand the pace?

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 begetting
much for Mother's Day!). 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 a range of national pastimes. It's
obviously a parody of the Epyx
Winter/World Games series
featuring offbeat events such as

CRASH Apri11988 1 1 7



REVIEW
pole climbing, boot throwing, sack
racing aria running up walls! Each
country has its own alternative
national anthem-for example the
Can-Can in France, A multiload, of
course.

20TH CENTURY FOX
Following in the controversial
steps of Game Over (Ocean).
Barbarian (Palace) and The
Legend of the Amazon Women
(US Gold) from Martech comes
Vixen. This game seems destined
to reach new depths of sexism in
software. You play tne part of the
Foxy Lady of Granath (really) who.
with her magic whip (honest!),

ALTERNATIVE SOFTWARE have
announced their imminent release of
BMX Ninje at E1.99. Using your cycle
lama you must battle against
skateboarders. fellow BMX riders and
ninja scooters I ts all a lest of skill and

118 CRASH Apn11988

must enter a cave complex and
destroy the evil creatures that
prevent her progress. The
animation of Vixen and her fax
double are digitised from the real
thing (whatever that is).

Grand Slam (formerly Argus
Press Software) have a whole
batch of interesting releases for
the next few months. First off, on
the Ouicksilva label, is Chubby
Grist le - a story about a fat man
who wants to get fatter! Then
coming in June. on the Grand Slam
label, there's Peter Beardsley's
International Football. Based on
the exploits of the famous
Liverpool/England footballer and
from the same programmers that
brought you Gary Lineker's
Football (52
0
/ 0 .  
I s s u e  
4 9 )  
i t '
s  
s a
i d

CURIOUSER
AND CURIOUSER

endurance; will you be able to produce
the bunny hops. wheelies and back flips
able to outwit your fellow contestants?

In true budget style, again from
Pontefract-based Alternative, there's
Future Bike Simulator, programmed by

over lour 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).
Roads tar XFII, which takes you
across land, sea and air, comes
from talented programmer John
Phillips of Nebultis (85%. Issue 47)
fame, Then, for release in
September comes another shoot
'em up. Nether-world. Asimodius
-  The Angel Of Death is another
arcade adventure from Hewson
waiting for a November release
Following closely after that Is
Raffaete Cecco's (CRASH
Smashes, &c lan  and Cybernoict
-  The Fighting Machine) next
mysterious game, as yet without a
name.

to be better than Match Day It
Accolade (the producers of

Hard Ball, Ace Of Aces and Psi-5
Trading Co.) have recently signed
up with Elect ronic  Arts for the
release of their next sports
simulation. Mini-Put t .  Their latest
sports release is based on the
whacky activity of crazy golf. The
game comes complete with theme
courses (films, countries and
arcade games) and three types 01
obstacles. Power and precision is
needed to master this latest
comical release.

Hewson's  releases for the next
year contain many exciting
products. Next from the Abingdon
offices comes Marauder,  writ ten
by Mark Kelly. In the same style as
Commando it scrolls vertically
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Softstorm Developments. Straddle your
jet-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.ILD.'s
blaf  (87%. Issue 47).

Following Howson's tremendous
success with their first Rack-it release,
Ocean ConeuererlIssue 45, 77%1, comes
Bettie 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 C2 99
, Budget software names get crazier all
the time. Top Ten Hits have Dusty Omni
And The Garbage Gobblers. OK Yale! -
featuring Simon, the super yuppie and
Don't Say It, Spray It!. Then from
Firebird ypu'll be seeing Muggins The
Spaceman, Ninia Scooter Simulator.
Blow Out and Pogo Stick Olympics,
Mastertronic nut wanting to miss out on
the tun, have got Super Trolley
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Encounter a critical race against time for survival
min m e w

Brilliantly designed, Corporation is a game
of high skill and mental agility - challenging

even for the advanced strategist
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It is 3028 AD. Planet Earth is governed by all powerful rival corporations. In
deepest spa,re, a lone asteroid, rich in Minorthian Crystal, is on a collision
course with a sterile moon
As Commander of a robotic space mining team, it is your awesome task to

reach the asteroid and mine the crystal before the catastrophic cosmic collision
anti before your nvai corporatton's learn gets there first...

In this pulse-pounding race against time, the opposition is ruthless, the rewards
fabulous and stakes appallingly high _

Commodore 84 /128 Cassette (E9.99) and Disk (E1429) ZX Spectrum 48k/ 128k/ 4- (0.99) Amstrad CPC Cassette (E.9.99) and Disk (.E14.99)

Mail Order. Activision (UK) Ltd., Units 3 & 4 Lloyds Close, Finedon Road Industnal Estate,
Northampton NN8 4SR T e l :  0933 7676&

Commodore programming by Daryl Bowers SpectTum and Amstrad programming by Simon Freeman Graphics by Focus. W a t t
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FUN TO COME
DOMINIC HANDY on video
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helluva month as far as
comedy videos go. Kicking
of the month to a
tremendous start is the

hilarious Outrageous 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 dies in
a mysterious accident - this is
when the fun really starts! It's out
now.

Also from Rank this month you
can see Richard Chamberlain in
the sequel to the poor 1985
second remake of King Solomon's
Mines (it was first made in 1937
and then successfully remade in
1950), Allan Quatermain And
The Lost City Of Gold (Rank, PG).
Both the prequel and sequel were
shot at the same time!

Burt Reynolds can be seen this
month in the ludicrous Malone.
Reynolds plays an ex-C1A 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 to make it big in the
city. It starts off strongly but the
storyline peters out towards the
end.

Parts Four and Five of the Crime
Story senes are on the shelves
now, In Part Four
-  T h e  
V e g a s
Connection (New World Video,
15) Lieutenant Mike Torello is
given the job of uncovering the
mob's connections in Las Vegas
Part Five -  Ltica's Fall sees
Torello finally set for the Mafia
boss's day of reckoning.

Creepshow 2 (New World
Video, 18) enters the rental shops
at the end of April. As in the much
better Creepshow, the superb
horror novelist Stephen King,
provides the three short stories.
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Sadly even King's undoubted
talent can't rescue this cheap-
looking movie, (Watch out for King
in the final segment as a truck
driver.)

And from one horror sequel to
another. A Nightmare On Elm
Street 3: Dream Warriors
(Warner, 18) is released on April 18
Heather Langenkamp, 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
a great improvement on Part 2, and
well worth watching for the
tremendous visual effects.

After appearing in the terrible
Burglar last month Whoopie
Goldberg returns with the much
more successful, Jumpin' 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 Rosseilini and Dennis
Hopper play a kinky nightclub
singer and a sadistic kidnapper/
drug dealer respectively. Blue
Velvet was very powerful in the
cinema, but I 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, You'
need to have a strange sense of
humour to appreciate it to its full.

Beverly Hills Cop (CIC Video,
15) is all set for release next month.

rr

Axel Foley (Eddie Murphy), the
wise-cracking Detroit cop, returns
to Beverly Hills to uncover the
Alphabet murders. All the 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 Conner" (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 story is. 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 a fire chief whose

AB mast
A .

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
Days is 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. I 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 ES. 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 it in..,
Autumn. Well that's more precise
than 'possibly never' which was
Spielberts 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 quite an
occasion.
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Yuppies out there - there is
now a newspaper for YOU!
Early Times is 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
'quality' 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

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 Commons and even such
issues as the Russian involvement
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 so it's not
hard to get, thank goodness. But
fifty pence is a large chunk out of
someone's weekly pocket money.



WINNERS

HERE'S LOOKING AT HEWSON
Issue 49

Leroy Bagwell or Devon EX10 ODIJ was
overjoyed when we told hen I hat he'd won the
fabulous Philips compact disk portable stereo
system that Hawson were giving away in tha
Feer Serseeh Nes wet Getluere competition. ise
also receives one of the 51 copies ot the Four
Smash Has compilation -  containing such
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1. Doe to ah editortat cock- ego we slated
we were g o n g  awey  25 copies  o f S m a s h
Ws. we are in fact giving away FIFTY. So if
yOu're in the bottom 25 ot these 50 runners up,
c-ount yourself lucky! They happen to be
Andrew Wilson, Essea RM2 BOO; Johnston
Orr, Scotla nd M I 1 0  P I T ; Pe te r Wilson.
Cleveland 1 5 2 6  OH X: Ja m e s R  Bo u ld .
Sheffield 530 AWL; Alyn Bailey, 8 H 9
71X; Stephen Martin, London N13 SOT: M I
Hannem. Southampton SO2 9HZ; M  Tyler,
&Gram CF6  71J0; Gare th H a r e m  We st
Midlands IN82 ClAJ: Jonathan Be ll,  SurreyKT21 D I G; J M Stewart, West Midlands 890
4R0, loile11011141 Sweeney. Cleveland T $ 8 8
ORS; Steven Cooper. Cleveland I S5  811Ji
Andrew Brookes,  &Yo rks SIO I N L; Seen
O'Donnell, L in co ln sh i r e  L N 1 2  P X
Nicholas Holland, a rkits SI B 2EY; Flichwd
A Lamb, Surrey CRO 8HZ: Sknon Penfolci,

Gwent NP2 10P: A Goode, Birmingham 842
I LW. Matthew Barton, Devon PL 1 6 OEP: Mr
R MelIlsh, Berke  RGI 2  SDA, Jon Stevens.
Suffolk C0 7 0  0041, David 11101718S, M iddy
LtB5 SON; Carl Hesketh, Lance OBI  2 AJ;
Ian McKay,  Leeds L514 20J; Kevin Moses,
Cleveland 15 I9  8UW; Jonathan Ford, Wilt .
51410 41N; Mr Colin Davies, Marts Sa l 4148;
Adam White, Lincoln LN5 OEY; Dylan Wyn
Jones, N o rth  Wa le s LL4 1  3 H 0 ,  D a vid
Marred, Esse x SSe  aNt-t; Gre g  Singe r.
Aberdeenshire ABS 6LW, Richard Crump,
Kent C I  19 5 Pt l,  Jo se  Pe dro  M e ire le s
Ferreira, POR TU GAL; Ad a m  Va ugha n,
Northants NN12 I M O; M r S  We lls,  Notts
NG18 3147: D Winds. Scotland IV36 01-I0: M
Edwards, Kent ME1 251; JD  Doggett. Herts
ENS 2 AP; Simon M ille r,  H e lls S6A
Simon A  Bla ckwe ll,  Cove ntry CV3  4 EX,
James Cockram,  Esse x C 0 4  5 JF: Pie rre
Scolney, Br is t o l  B S 2 0  8 8 0 ;  P e t e r
Robinson, Ke nt C I 9  4NA, Nicholas Pater,
Cumbria CA2 8  8 XJ; Matthew Sanderson.
Northampton N112 8 T B; L ia m  Pa rne ll,
W.Yorks l-1 D 7  I  XB, D a rre n  We ige l%
Channel I s la n d s; M r  M  C o n w a y,
Merseyside L b  S H T ; I a n  Ha rgre a ve s,Oxfordshire OX7 EINT.

IT ALL ADDS UP TO A TERRIFIC
INCENTIVE
Issue 49
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Incentive's Dreier compelitoort The five lucky
winners who found the two solutions to Ian
Andrew's proolern, will each receve a framed
holOgram of the composer Offenbach. Theyare:
Matthew Slott from the West Midlands WV10
011Et David Pearce from Cleveland TS9 OHJ,
Jay Ford of Bucks 512 10F Wayne  Gooch
from Gwynedd LL30 ITF and Michael J
Brown who lives in Yorks The 30 runners up.
verb each receive a holographic horrorgram
slicker and a copy of Driller-, are
Keith Sa lisbury. Surre y K M  EIHG: C e ri
Thompson, Tyne A Wear NE10 OHL; Steve
Barge. Glo s GU I  BB& C ra ig SirViiittoll,
Scotland K A I  5 0 X :  R o b e r t  H o w e ,
Newcastle NEIS ONR: Anthony Gallagher,
Linos L N I 1  e v ,  St e wa rt  Ande rson,

PRIZES

N.Ireland 8 T4  2 EG; Julien Rex, Avon BSg
380, Va nbra ba nt F ra n cis,  BEL GI U M ;
Jargon Ja cobse n,  D EN M AR K: D a vid  G
Thompson, London E4 ONA, David J Haire,
Staffordshire; David G a r
-
t e n d . N o r f o l k  
N  
R 1 9

INL, Ja me s M oor. Cleveland TSI 5  OJZ;
Paul Maclean, W.Sussex F11415 OSS; David
Gill, Birmingham Ell 1 114A: Glen Huckman.
Essex $812 SAG; John Stud h otrne, W.Yorke
BD7 2 PP; K P Foster, Cleveland I518  3L14,
Ian Hopper, Kent ME6 SEM  Devid Allison,
Glasgow 0 4 4  4 R X; R icha rd  Tonswe ll,
Suffolk IP28 710: Andrew Pryde, Cleveland
T517 9P0, Craig Fiore, Glasgow Gile  6014:
Mr M  J Clanton, Linos 11034 8EP, Simon
Harrison-Smith, Chester C144 7E11; Peter
Watson, La nce  8 1 2  SI X
; D a v i d  
O u r o s e .
Staffs 519 9EZ; Andrew Watts, Staffs WS14
98A, Mark Coster, Surrey KT17 3J0.

A SMASHING COMP WITH SYSTEM 3
Issue 49

The lucky winner oh the 1K+ compottlion a
couPle of issues ago received a terrific Matsui
VX7500 video recorder and a copy at the
Smashed game The  winner bong. Jsmea
Hodgitiss born somewhere in the West
Midlands WV14 61 I . who made 7137 weals
Out of the words • International Karate Plus'.
T he 20 runners-up who each gel e
c o p
y o f  t h e
game are
Simon Sheppard, Leconfleld HUI 7 TNY,:JJ
Penn, Hants; 9 0 4  SAF: M rs Penny Weeffey.
Bedfordshire LUS 48.1: Mr F Howard, Hants
P09 4AR; Danny Slay, Oxford 0X4 I  JT: Paul

Jameson, Beds M K42 I LS: Paul C
South Yorkshire  DN12 I KE: M ike  Young,
Bristol 859 I  ES; Nigel Baker, &Glamorgan
CFA SAN ; Da ve  Chapple, Commit/  P112
4Hill; John Hopper, Notts NG18 300 : Cohn
Andrew, Cheshire  SK14  SEP. Stephen M
Flack, Northa nts PANS 4 0 E,  J  Skippe r,
Modell( 11R20 4140; Martin Perron. Bristol
BSO 3 TA: Pe ter Watson. Lance EI12 SI X;
Robert Innee, Cheshire  SKI S 2HF,  Ala n
Theobeka. M aritimes N N I 4  4NF; Richa rd
Jones, M ilton Ke yne s M KS 9 BW: Shaun
Saxon, Cheshire CW3 98H,

All winners, please allow 26 days for the delivery of your prizes. All queries
regarding competit ions run in CRASH should be sent to Frances Mable,
CRASH, PO Box 10, Ludlow,  Shropshire SYS 1DEI• Please don't ring
Frances as she has enough trouble reading through all your entries as Iis.

—
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THE CLASSIFIEDS

CRASH BACK
NUMBERS

I HAVE CRASH for sale. Contact Ian
Buck, Cu c k o o  P e n ,  & O e n ,
Collingbourne, Kingston, Marlborough
918 354 Tel 026485 286.
WANTED CRASH back numbers One and
13. Will pay 40p each Issue, it in good
condition. Phone
- 0 8 5 8  
8 3 3 7
5  
a s
k  
f o
r

Paul Robinson
WANTED RADIO CONTROLLED off road
buggy or other RiC vehicle, for Issues
11-47. Also wanted flight Sims Phone
048 525 237 ask for Andrew Wilma.
CRASH FOR SALE Issues 17 to 40. (
S o o dcondition E35 ono. Including P&P Tel
051 334 1459 after 4_30pm ask for Dave
Wilkinson,
CRASH FOR SALE Issues 2-12 plus
binder, E35. Will share cost of postage,
Contact Graham Persson, 46 Balfour
Street, Loth Edinburgh Ell6 5E7?.
COMPLETE SET OF CRASH for sale.
Issues 1-46, wi l l  not  separate [ 15
Including P&P. Al l  CRASH freebies.
Phone: 01 540 6963 after 5pm. ask for
Tony Au.

FANZINES
NEW FANZINE PBM hle issue One
contains it 's A Crime information, hint and
tips Send 70p and A4 SAE tor P Rankin,
Pepper Lane, Standish, Wean, Lana
WN6 OPY.
WANTED POKEs, hints, tips and maps for
a new meg. Send thern to: Stephen
Robinson. 3 Fieldway Lodge, St,Annes-
On-Sea, Lancs Pr'8 38L
ARE YOU INTO The Hobbit and Lord Of
The Rings? Fancy forming a club? Send
your ideas to: Jethro Travill, 118 Kinsley
Road, Kingsley, Northampton NN2 TRY
IF YOU WANT tips. POKEs, maps for help
for any game, new or old send a large
SAE to:  Paul Ryan, 292  Northway,
Magholi, Merseyside L31 680.
EPROM FANZINE! You want class? You
got it! 128K Special 128 music, reviews,
52 pages issue 3 only 70p plus stamp.
Write to. EPROM, 328 The Martines,
PenworMam, Preston PR1 9E0.
YOUR SPEC. Order Me first issue now.
Send 50p and an A4 SAE to: P & J, 48
Wahl Avenue, Bairlerton, Newark Notts
N624 3P11 State name and address.
(Need your POKEs and maosi
SPECSCENE established Spect rum
fanzine. Issue 10 only 30p plus stamp.
Send to: Andrew Steel, 85 Kipling Way,
Slowmarket Suffolk 1P14 ITS. Can you
afford not to buy it"
PAULTIFACE„ DATEL SNAPSHOT POKE
magazine. Ins/ant Access, issue two out
now. only  E l .  Send to:  Catherine
Redgrave, 30 New Barton Street, Salford,
Manchester MS 7WW. Without it There
would be no Multi? ace.

PBM
ESTABLISHED SOCCER PAM. Cash
prizes N e w  league start ing la t e
December. El to start and 20p per go
Contact. Neil Kurz. 8 Mayfield Close. Old
Harlow, Essex CM17 OLH
LOOKING FOR A new PBM to play" Well
It s heret and it's called Dragon Realm
Send for details now to' Ctrris May,
Landevon, Dawes Close, Dawes .  near
Liskeard, Cornwall PL14 6.1G.
PBM win the league title, a brand new
football management game. where only
the best win cash prizes Send SAE
9
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Colliers Wood, London SW19 2EA
FREE CRICKET PBM - simply enclose a
SAE each turn. This game is exciting, new
and definitely you Contact John Spink.
0011 5AW
IT'S A CRIME PBM turf mapper for the
Spectrum An invaluable aid to arty gang.
Only E2. Contact: Andrew Rose, 68
Milward Road Hastings, East Sussex
TN34 3RR.

OTHER
DUNGEON MASTER GUIDE and players
handbook, advanced books E10 ono.
Write to' Geoff Tidey. 53 Shephall Green,
Stevenage, Herts SG2 9XS,
BEST SOFTWARE including 19 CRASH
Smashes. Swap for full size dot matrix
printer or sell for E125. Tel 0734 860603
ask for Gareth
I HAVE A SEGA Console and would like to
swap/sell/buy games. I  have Space
Hamer, Choplifter etc. Write to A Bonner,
4 Park Grove, 8exleyheath, Kent DAT
MA.
FREEBIES! Free POKEs, f ree colour
posters and a free software swap and
sales advertiser' Rush three 13p stamps
to R  C Burgess, I  Middlefield Road,
Rotherham, S. Yorks 560 3.1H

PEN-PALS
SPECIAL

IN
ISSUE 53

A Bic is a man's best friend -  at
least when it  links him to more
than a  quart er o f  a  mi l l ion
CRASH readers worldwide. And
a spec ial sec t ion i n  CRASH
Issue 53 (on sale May  26) will
bring t oget her t hous ands  o f
CRASH readers looking for inky
encounters wi t h  p e n  pa ls  a t
home or abroad.

If you want  t o  do  the write
thing and fi nd a  pen pal,  just
send your ad in on the CRASH
classifieds form. Don't  forget to
tell all those unmatched nibs out
there what you're interested in -
and where you live'

The address  is  PEN PALS,
CRASH,  PO Box 10,  Ludlow,
Shr opshi r e SYS 1 0 8  Make
sure your ad arrives at CRASH
by May 3, and then just sit back
and wart  f or the let ter box  t o
snap. Remember,  ballpoints are
forever.

It your ad isn't featured this month, don't despair' Well do our best to get
It in ASAP ono (as they say in classdieds), and it the worst comes to the
worst (which it hasn't for three months now, but we're still waiting) you
can always send the ad in again.

CRASHApri11988 1 2 1



BE A PIRATE OF
THE AIRWAVES

WIIH A CORDLESS TELEPHONE FROM

HEWSON'S Cybernoid, the lean mean fighting machine, has
soared 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 o f  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 lot is not a
happy one.

Wouldn't it be great, therefore, if you could design your own
customised baffle machine — one with just as many extras, add-
ons and innovations as Cybemoldhas and more? The Federation
run would be far less dangerous then; you might even make it

122 CRASH Apri11988

0

I I

f r

Make yourself happy — win that 'phone!

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 boosters,
blasters, fixtures and fittings as you like.

Two outr ight winners, whose entries are judged 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 s e c o n d
-
p r i z e w i n n
e r s  
w i l l  
s t e
a l  
a w
a y  
w i
t h  
a  
C y
b e r
n o i
d

sweatshirt, while 25r unner s
-
up w i l l  
r e c e i v e  
a  
c o p y  
o f  
t h e  
g a m e
.

So, grab your pencils and send your entry to: COME TELL
HEWSON COMP, CRASH, PO Box 10, Ludlow, Shropshire
SYS 113B to arrive by May 3.



U.S. Goad Ltd., Units 23 Ho!ford Way, Ho!ford, Birmingham B6 7AX. Tel! 021 356 3388

Streto shot Moo CBM version,

Screen shot from Spectrum version.

Screen shoi from Amstrad version,

Have you got
what it takes....

to be an RT
undercover cop?

CEIM 64/128 E9.991, E11.99d
SPECTRUM 48K

AMSTRAD E9.99t, E14.99d
ATARI ST L19.99d

AMIGA L24.99d
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