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ENDLIRO RACER
Well done Activision! At last
someone's come up with a ve
realistic arcade conversion. The
graphics are amazing. I've seen
nothing else that compares with its
graphic realism or playabty. CRASH

DRAGON'S LAIR
The sensation from 1986 that spent 3
weeks at No. 1!

ESCAPE FROM SINGE'S CASTLE
All in all I'd strongly recommend this —
it's playable and extremely co pelling.
Don't miss it. ZZAP 64

System
Spectrum
Spectrum

Commodore 64
Commodore M

Amstrad
Amstrad

Format P r i c e
Cassette E 9 . 9 9

Disc E 1 4 . 9 9
Cassette E 9 • 9 9

Disc E 1 4 . 9 9
Cassette E 9 . 9 9

Disc £ 1 4 . 9 9

PAPERBO
YGame of the year 1987. ( S o u r c e :
More than a year in the U.K. Chart! GALLUP)

4

THE LIVING DAYLIGHTS
The officially licensed version of the hit
James Bond movie.GHOSTS 'N' GOBLINS

I love Ghosts 'n' Goblins, it's brilliant.
I've played it and played it and
completed it and completed it, and I
still play it. Ghosts 'n1 Goblins is a
brilliant translation of the arcade game,
and well worth a termer. ZZAP 64 T h i s
game is compelling beyond belief. CRASH

©1988, Elite Systems Limited (
1 1 E .

Flitp Svstprns Limited. Eastern Avenue. Lichfield. Staffs WS13 6RX Endland Telex 336130 ELITE G



The coin-op sma f r o m
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!

Survive to become a captain'
through the toughest training
academy Konamfs arcade
blockbuster h a s  already
reached No 1 in the Galup

charts with this superb
conversion f o r  y ou r
home-micro.
Featuring al 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—

EACH AVAILABLE ON DISK AND CASSETTE:
SPECTRUM COMMODORE

+3 DISK

C I 4  I $ b

you're out!

IN
DISK

A

4
1
1
0
0
.
1
7
;

COMBAT SCHOOL

STORE
AMSTRAD ALSO AVAILABLE

S5p c + c o a
R
A T I B L E S

AND ATARI STDISK

1

J i l l '
V  k i l l

Ocean Software Limited • 6 Central Street • Manchester • M2 5NS • Telephone 061 832 6633. Telex 669977 OCEANS G



FEATURES

REGULARS

Z X  SPECTR

D O  I T  Y O U R S E L F

34 A L L  T H E A R C A D E A C T I O N
The ATEI show is the place to be for all the latest arcade machines. Steve
Jarratt and Julian Rignall report

36 C O M P I L A T I O N S
The latest anthologies, collated and compiled

49 N I C K  R O B ER T S'  PL A YI N G  T IPS SPEC I A L
More maps and more pokes than you ever thought possible

66 H A R D  G A M E R S
Only the tough will survive. but EVERYONE must enter the Nation.i
Computer Games Championships'

74 T H E  C R A SH  C H A L L E N G E
Can Robin Candy finally break the CRASH link?

89 F A B U L O U S  F A N Z I N ES
A flip through and glance over at the latest homemade magazines

8 N E W S
Up, up and away T w i c e
,29 L L O Y D  M A N G R A M ' S  F O R U M
There's US Military action in Southern America. says a reader. Yes. says
Lloyd, but it's only a game

39 A D V E N T U R E  T R A IL
Samara looks at Topologika's Countdown To Doom and a  couple of
homegrown hits

43 C R A S H  C O M M S
Enter the to yet Of Hotel Caktorno

46 C R A S H  R E A D E R S '  C H A R T S
69 T E C H  N I C H E

Jon Bates clutches a bloodied teller-owlet. while Simon N Goodwin goes
ZioZaoing

76 R O B I N  C A N D Y ' S  S C O R E S  .  .
• , o n  the doors

77 K I N G  G R U B
The big man talks about a few chart heroes

94 E T  AL
mad Max Headroom heads the video releases, and Roger Kean looks at
Skallagngg

96 P R E V I E W S
The summer is upon us

98 L U N A R  J E T M A N
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• a nd win a Spectrum- 3 and portable TV from Imagine •
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by winning a Sony Watchman from Virgin Games
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inte regarding the competitions ivniess we've
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altering prices may enter one oh ourcompetitions

'Mind y o u r  backs , please!
Please, watch out sir we've a
very special deliveryin 'ere. Now
don't touch madam, that would
spoil all the fun.'

'Why? What have you got in
there? I s  i t  re a l ly  v e r y
importa '

'Put he r  round th e  back
George, and tell her the facts of
life ...

'What we have here ladies and
gentlemen is  the  very latest
issue of CRASH.'

'That's great! When can we
have it?'

'I'm sorry to tell you sir, but,
you'll have to wait till May 26 for
the next delivery.'

Aaarghh!'
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Gremlin Game Pack
Auf Wiedersehen Monty *  Thing Bounces
Back *  Mask *  Death Wish *  Jack The
Nipper II in Coconut Capers

Hitpack Top 10
Collection
Saboteur *

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

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

Commodore and Amstrad cassette compatible./ L 7 7 7 / 1 —
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Following a trend as regular as the
tides, the flow of software has
slowed to its customary summer
trickle. However. it would appear
to be a case of quality not quantity,
since GRAS H•s pages boast some
four Smashes, and one or two
extremely good games that didn't
quite make our top accolade.

To make up for the deficit of new
products. Nick Roberts's Playing
Tips Special should breathe some
new life into the ageing games
lying around many a Spectrum
owner's bedroom -  hope you
erijoy it.

Next month sees a FREE 16-
page full-colour arcade special.
which details some of the better
coin-ops to look out for during the
long summer holidays, and a
number of hints and tips to make
your 20p go further! The
supplement is a totally separate
booklet slipped in between the
pages of CRASH; make sure your
copy is intact before leaving the
shop!

I'm afraid it's apology corner,
folks. Last month a couple of
bloopers were made. First off. Ms
Irving stated that PSS were pulling
Out of the Spectrum strategy
market. This is in fact not true, as
pointed out to me by their

REVIEWS
 MAYhem

S M A S H E D !

12 ACTI O N FORCE II
More protection from Virgin!

18 BRAINSTORM
A simply superb game from Buzby's Budget Boys

14 SOPHISTRY
And now for something completely different . . .

22 TARG E T RENEGADE
Imagine hit the bulls  eye

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

88 KARNO V
The well known vokda drinker

IF' u L .  I N D E X

Incentive

1.2 A c t i on  Force li Virgin Games 2 5  G o t h a  Firebird
16 Bal l br eaker  II CRL 2 4  O uns m ok e  GO!
18 Br ai nstor m  Firebird 8 8  Ka r nov  Activision
83 C a g e  Match Entertainment 1 6  L e e  Enfield Is 'Space Ace'

USA I n f o g r a m e s
21 C r a z y  Cars Titus 2 4  Mega-Apocal ypse Martech
83 De ni z e n Players 1 7  Ra m pa r ts  GO'
86 Derv is h The Powerhouse 8 4  Sophis t ry  CRL
86 Di sposabl e  Heroes The Pow- 1 4  S u p e r  Trolley Mastertronic

emou se 1 4  Tan ium Players
11 G e e e e t i  Air Rally Activision 2 2  Ta r ge t  Renegade imagine

Amstrad 26 Imagine 19,82
Bargain Software 87 Incentive 31
Castle Computers KJC Games 42
Communications And Media 91 Lerm 30
CRASH Hypermarket 78-81 Martech 28
Destiny Software 9,65 Ocean 4, 38. 48, 99
E &J 31 Romantic Robot 92-93
Electron
i
c 
S O M
C O S

30 Shekbana Computers 8
Ellie Systems 2-3 US Gold 15, b/c
THE GAMES MACHINE 77 Woolworths
Grand Slam 20,53 w r s  Electronics 31

ASONAL
DROUGHT

Commercial Director, Richard
Cockayne, who went on to say that
rather than simply ceasing
production of Spectrum strategy
games, PSS are now finding that
the Spectrum cannot handle the
style of games that they wish to
produce. To this end, PSS are
altering the direction of their
product line toward the 16-bit
machines. With the amount of
Spectrums around though,
strategy fans should still be seeing
PSS games on the shelves, but
merely less frequently.

Secondly, the CRASH readers'
awards handed over the Worst
Game award to Eastenders.
Unfortunately we credited
Tynesoft with this masterpiece of
programming, when in fact it
should have been Macsen.
Apologies to all involved.

Oh, by the way. Watch out for
another cover mount cassette in
two month's t ime-you have been
warned

STEVE JARRATT

IN THE NEXT
CRASH

•  FREE ARCADE SUPPLEMENT 1 6  pages crammed full of
arcade action: hints, tips, which machines to avoid and which ones
to fill up with your hard-earned cash!

•  PEN PALS SPECIAL - make friends with Spectrum users
worldwide!

•  MICROPROSE REVEALED-CRASH takes a look at the masters
of simulation

•  DIARY OF A GAME -  Raffaele Cecco reveals the day to day
oroblems of creating an original Spectrum game

•  ON THE SCREEN - Mark Caswell was too ill to do it this month,
but hopefully he should be back with your works of digital art next
month

▪  PLUS PAGES AND PAGES OF TIPS AND REVIEWS

It's all in CRASH Issue 53. on sale Thursday May 26

ADVERTISERS INDEX

Gremlin Graphics 1 0 .  33. 59
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FIVE
GO TO
MANDARIN
SOFTWARE
LEVEL 9, The Powerhouse and
Bubble Bus are already operating
under the Mandarin umbrella_ This
month they're joined by the French
software house Jaws International
and Red Rat of Manchester As yet
their debut titles are confined to the 16
bit market but who knows what the
future may hold? Meanwhile. Level 9's
compilation Time and Magi* (Lords of
time, Pnce of Magik and Red Moon) is
to be followed this summer by a new
adventure game, codenamed Lancelot,
wilich is to be set in Arthurian Britain.
Whether it's going to be available for
the Spectrum isn't certain as yet- well
just have to wait and see.

SAMARA COMPUTER SERVICES
Access - Order by Credit Card Hotline 01 348 2907 - Visa

Also available on Disk DI -E10.99, D2-E12 99, D3.E14.99, D4-E16_99

Prices Include PP in U.K., Europe add El per Tape. eisewbere add E2
Add E5 for PIP lot Machines el K.
ChequeiRD payable to S.C,S. (CHASM) 655 Green Lanes, London /48 OUT
Personal callers car Dick p  Oiscourt software 'Torn our shops or produclioe 01 this advert to
S.C,S., 221 Tottenham Court Road, London WI R 9AF (near Goodge Si Station)
or at U.S., 655 Green Lanes, London NO 00Y (nearest tube Turnpike Lane)
Credit card noiders nng 01 348 2907, 340 9565, 631 4627 Credit card orders despatched
same day subject to availability
We also stock large range of Telephones. Answering, Cordless, Cellular, FAX. PABX, Copiers,Calculators Tel 01 436 9590

8 CRASH May1988

MICRONET
MAGIC
SINCE April 14 Micronet, the five-year•
old, on-line microcomputing service,
has been operating in its relaunched
form The new look includes an
enhanced daily news service which
covers the home and small business
computing market, longer availability
of back issues and an on-line magazine
for each computer which is to be
published once a week on specific days
You can log on every Friday for a brand
new issue of the Spectrum magazine.

BREWSTER 'S
BALLOON
LAST CHRISTMAS CRASH waved
goodbye to Derek Brewster as he
left for Newcastle to help set up a
new budget software company,
Zeppelin Games, Its first releases
for the Spectrum, Frontline and
Sabotage, easily distinguished by
their red-striped covers, should be
out now and the conversion of the
excellent C64 game Zybex (RAP
Silver Medal, 92%) is likely to be
available some time in May. All
three games retail at £2.99.

A new range of games, old
classics re-released and programs
developed outside Zeppelin's in-
house team, to be identified by a
distinctive blue-striped Cover, is
about to be launched. The label
kicks off, very fittingly, with two
Derek Brewster classics.
Codename Mat (93%, Issue 4) and
Jasper (91%, Issue 10) both priced
at £1.99,

POETRY IN
MOTION
AT A RECENT Microprose
promotional function at Staverton
Airport in Gloucestershire, two
members of the CRASH team received
more than they bargained for.,, the
dynamic duo, Dominic and Paul, were
spotted spinning around in a Gazelle
helicopter along with other famous
computer hacks. A stomach-churning,
gut-wrenching, heart-stopping time was
endured by all



,5d Disk
Commodore 64 128 Cassette
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ZX Spectrum 48K/128K/ —
Mail Order. Activision (UK) Ltd
Units 3 Eg 4 Lloyds Close, Finedon Road
Industrial Estate. Wellingborough.
Northampton NN8 45R 71 (0933) 76768
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Son of the Gods, curse of his
fellow men, Hercules is set 12
awesome tasks to exonerate the
sin of murdering his children.
Armed by his divine fathers he
sets forth to face the hideous
skeleton hordes and ultimately
overcome the evil minotaur.
To slay the damned is his only
saviour in repenting his sins.

HERCULES
SLAYER OF THE DAMNED
ATARI ST L19.99 Dig
SPECTRUM 41128K
r  •99 Cassette
SPECTRUM +3 E1239 Disk
CBM 64128
E9.99 Casseue - £14.99 Disk
Amsramo CPC
D M  Caucus - L14.94 Disk
MSX E7.99 Cassette

BLOOD BROTHERS
CBM 64128

E9.99 Cassette - E14.
1
19 D i s k

AMSTRAD CPC
E9.99 Commie E14.99 Disk

SPECTRUM 48128K
E7.99 Cassette

SPECTRUM +3 112.1" Disk
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"Our blood is mired,
We are as one,
Let no man or beast come

between us,
And let nothing deter us from

our aim,
To avenge the deaths of our

parents,
And destroy the Scotpians,

DEATH TO THE
SCORPIANS'

Past • • •
re • •

Grendin Graphics Software Ltd., Alpha House, 10 Carver Street, Sheffield Si 4FS. Tel: 0742 753423
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GEEBEE AIR RALL

Pr esentati on 60%
Graphics 55%
Playability 70%
Addictive qualities 70%
OVERALL 66%

Producer: Activision
Retail price: £7.99
Author: Steve Cartwright
It's the mid 1930s and all those
magnificent me n  i n  t heir  fl y ing
machines are flocking to Buckeye,
Ohio to compete in the Cartwright
Cup Classic. Donning flying jacket
and goggles, the player steps into
his GeeBee 250mph speed plane

_
The concept is great - flying thro a i r ,  the wind whistfl
at your  ears. Sadly, GeeBee A i r y  comes nowhere ne
ulating the great flying days of the 30s. The game is just

allow. There's very little variation in the courses which ju
r to be repeated over and over again, and the graphics a

plain. The  coll ision detection when banki ng i s a  bi t dodgy
resulting in a wobbl e even when you don't  touch any of t
opponents.  And to finish it off the multiload is a real pain - there'
so little difference between the stages it's a wonder they n
it, anyway. "

and the race begins.
The airc raf t  is  v iewed in  3 - 0

from behind, while a cockpit panel
below the main screen displays
altimeter, c o m p a s s  a n d
speedometer. To win the coveted
silver cup, contestants must race
against the clock to complete four
courses ov er  eight  mult iloaded
levels. A series of pylons mark out
the correct  fl ight  path across a
barren plain, and success involves
flying between the markers in the

GeeBee Air Rally has all the basic elements of a successful
cing game.  Soar ing thr ough the  sky,  diving and ducki ng
ponents,  dodgi ng pylons and poppi ng bal loons is suitably
hilarating. It's just a pity that the essential core of the game

better supported by a framework of graded difficulty. The
s cour ses a r e  al most identical  a nd don' t  pr esent a
ularly tough chal lenge: a little manoeuver ing and most
ants a r e  easi l y avoi ded.  Graphical ly,  t h e  ga m e  i s

sappointing: the detailed still pictures of the results of bailing
are accompani ed onl y by  the  montonously str iped and
rwise bare landscapes. Similarly, all you get when an aircraft

hurtles to the earth, is an anticlimactic belly-flop. Still, for the
pleasure of a slick and easily masterabie flying sequence, it might
be worth a l ook. "

11.- Flying high or biting the dust

shortest possible time. If the plane
strays o f f  c ours e,  a  warn ing
message flashes up and the clock
ticks away at four times the normal
rate.

The pi lot  has  t wo chances t o
complete each race, and bonus
points are awarded in proport ion
to the amount  of  t ime left on the
clock. Success on the first attempt
means that the extra time is added

to that allotted to the next course.
Controls allow t he pilot  t o fl y

over, d iv e under o r  manoeuvre
around ot her racers. Wide  and
sharp turns can be negotiated by
climbing, to speed up, and diving,
for ex t ra cont rol as  t he aircraf t
slows down.  Collis ions  d o  not
immediately cause the plane t o
crash alt hough onc e max imum
damage has been sustained, the
pilot automat ically  bails  out  and
parachutes away. The screen then

11111F- I M I E F -
" Racing a plane at high speeds, just missing chequered boards,
popping bal loons and crashing into the tails of the opposition
seems a very peculiar practice to me.  But i t's great fun too!
GeeBee Air Rally seems difficult and unaddictive at first but if you
bear with It and get onto the higher levels it gets better as you
progress. The planes are all excellently drawn and they dive and
soar around the courses very effectively. Taking off Is the only
problem I  had; i t seems that you always have to make two
attempts at it. consequently losing valuable time to complete the
course. Each level is pretty sparse and the sound Is the same
throughout,  consisting of a droning engine noise with the odd
tune on the title screen and in between flights. I liked the little
extra touch provided by the still shots, though; it's amazing how
many pig sties you can find from up in the air. Climb into the hot
seat of a GeeBee 250 mph aircraft if you dare! "

flicks to a still shot of his generally
undignified landing.

The fourth course in each level
Is a bonus event, testing special
skills such as slalom control or low
flying bal loon-popping.  S t a t us
displays show time counting down
and current  s c ore as  t he pi lot
attempts to steer one of  the most
dangerous aircraft  ever built  t o
success.

mmonmetir
- - g mg i o

r M
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Joyst icks: Cursor. Kempston,
Sinclair
Graphics:  atmospheric stills.
but poor main screen graphics
with simple backgrounds

nd: monotonous engine
se with a few little fi llet

• o n s :  definable keys
oral rating: unfulfilled

enlist
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Producer: Virgin Games
Retail price: C7.95 cassette,

£14.95 disk
Authors: Andy Green

and Martin Wheeler
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city i n  a state of ten-
n erroris t s .  backed by

evil o r g a n i s a t i o n
have taken a number of

OCent citizens hostage and are
g them on the roofs of a series
ereliot downt own buildings.

Two members  of the Action Force
team are assigned to t o n .
Their task, to penetrate

• : , ,  • ,  4._. aJef I fl it
improvement over  its pr
,decessor (35%.  I ssue 4  (-
Not only is the presentat io
very p o l i s h e d ,  b u t  t h  •
gameplay  i s  e q u a r ,
smooth.  T h e  c o l o
u r - f t .graphics  are det ai led an,
effect ively animat ed,  p a
t icularly  t he  eyes  peerirt .
warily  f r o m t h e  wi n d o w
,and bins as they caut iously
case t he joint .  The ac t ion
itself  is highly addict ive and
entertaining.  The t arget  is
realis t ically  d i f fi c u l t  t e
place and constant ly need
,a steadying hand; you haw-
to cont rol the gun, not  just
pos it ion i t .  Th e  n e e d  t c .
replenish energy as well
eliminate t he enemy  calif ,
for some fast manipulat ion
of t he joyst ick.  The whole
process Is made tense by
the f a c t  t h a t  t h e  t a rge t
moves mo r e  s lowly  t han
the terroris ts ;  mov ement s
f rom one end of the screen
to t h e  o t h e r  -  a l t hough
quite swif t  -  seem agonis -
ingly s low.  Success  there-
lore depends  o n  c aref u l
planning,  del ic at e c ont rol
and a modicum of luck. The
fact t h a t  i t  l o o k s  mu c h
easier than it  actually  is to
complete mak es  i t  al l  t he
more c ompel l ing .  Hi g h l yrecommended.
KATI

ritory, locate t he hostages and
rendezvous with the chopper act-
ing as  ai r  support .  Quick  K i c k
expert i n  u n a r me d  c o mb a t ,
attempts to scale the wails of each
hideout, while Airtight (the player),
provides protective cover fire,

The game is divided into severai
levels each of which comprises an
empty apartment  block. Advanc-
ing through a landscape of shat-
tered windows  des ert ed fences
and graveyards of  abandoned oil
drums, Quick Kick makes his w
slowly up a network of rickety fi
escapes_ Disembodied eyes pe
from the windows -  their owne
ready to drop lethal bombs: co
mando-style terrorists people th
splintered doorways, and innocu
ous looking bins invariably contaie
highly t rained and heavily armed
fighters. Careful posit ioning of hiS
superimposed target  al lows  Air-
tight t o  shoot  t hem before theyattack.

As Quick Kick climbs each budd-
ing he loses energy. Shooting the
Stars and Stripes vis ible on t he
walls of  some screens boosts his
health. Should  energy  d rop  t o
zero, one of  three fives is lost_ A
status panel shows energy WTI/lin-
ing, current level and score as well
as a magnifi ed v iew of  the target
411111".__AMIL__

Compa.  ,,..j t h i s  t o  trik:,
original Action Force game
is l ik e c ompar ing go ld  t o
the stuff you find at the bot -
t om o f  a l l  t h e  mu g s  i n
CRASH Towers !  Th i s  i s
absolutely  f ant as t ic .  Th e
graphics  and the sound are
excellent  a n d  c o l o u r  i s
used ex t remely  well in the
game -  a n d  t he  load ing
screen (eight  colours  t o a
charac ter s q u a r e  i s n ' t
bad!). Action Force II has the
novel idea of  swapping the
role y ou  play :  ins t ead o f

reeling the main charac -
ter that  appears on-screen,
you play yourself  and have
to c ov er  y our  c ompat r iot
with a  wi d e  s elec t ion o f
guns. Some  o f  t he larger
targets in the game such as
the c hoppers ,  t ank s  a n d
prison cells  are al l  f ul l  o f
detail a n d  d o  t ak e s ome
bashing! When you miss  a
baddie and he kills your lit -
tle f riend you have to s tart
that lev e l  a l l  ov e r  again,
which does  gel  a  bi t  t edi-
ous. B u t  whic hev er  lev el
you're on there's  plenty  to
do, l i k e  elec t roc ut ing t he
MI-men and blowing up lb
dustbins! Action Force Iris
brilliant  a c t i o n - p a c k e d
game -  buy it today."NICK

area.
Following the successful com-

pletion of the first level. Airtight can
choose between three powerful
weapons; machine gun. bazooka
or bio gun. Each of  these have
slightly dif ferent  propert ies:  t he
bazooka fires more slowly than the

ne g u n  b u  a  more •
ating eff bio

1  -- i n i s  i s  a  t remendous

improvement over  Action
Force. The graphics  -  t he
main drawing point of the
game -  a r e  i ncr edi bl y
detailed a n d  c ol our e d,
bringing back memories of
Dan Dar e (al so by  Virgin
Games). It's good to see the
programmers us i ng t h e
Spectrum well - all aspects
are exploi ted to their  full.
Even the game perspective
is a bit different from most
-  you don't go out looking
for trouble, it finds you. The
game f e a t u r e s  m a n y
interesting enemies,  fr om
maniac dust bins to irate
building inhabi tants w h o
throw weights out  of  the
windows. It's bound to be a
great game for high scoring
arcade players, al though I
doubt t h e  addicti veness
will last as long among therest of  us. "
M t

Its v ic t ims  t o  skeletal remains.
However c omplex  t he weapon.
however, the ultimate fate of Quick
Kick and the hostages depends on
the accurate coordinat ion of  Air-
tight's eyes and hand
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Joysticks: Cursor,
Kempston, Sinclair
Graphics:  superb. Every
screen is packed with detail,
and colour! The animation of
all the characters -especially
the deadly dustbin men -  is
smooth and realistic
Sound:  although there's no
title tune the spot effects are
onginal and atmospheric
General rating: the ultimate
in protection games. Great
graphics and a mound of
playability t h e  only thing it
lacks is definable keys

Presentation 9 0 5
1
0
Graphics 9 2 %
Playability 8 9 D / 0
Addictive qualttles 899/0
OVERALL 9 0  %
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Producer: Mastertronic
Retail price: E l  .99
Author: Andrew

Collett

Presentation /19S
1
4)

Graphics 53%
Playability 4 2 %
Addictive qualities 4,5%
OVERALL

5  Vie

Presentation
Graphics 59%
Playability 52%
Addictive qualities 57%
OVERALL 5  Vie

F
o
l
l
o
w
i
n
g  
a  
v
i
s
i
t  
t
o  
t
h
e

supermarket. A n d r e w
Collett w r o t e  t o  J i mmy

Saville asking if he could Fix It for
him t o turn his game idea into a
full-blown c omput er game.  J im
got in touch with Mastertronic and
this is the end result.

Life isn't easy for the dogsbody
on wo r k  experience a t  Col let t
Hypermarket. The manager gives
him a constant stream of tasks to
complete: s t a c k i n g  s h e l v e s ,
running errands ,  res c uing l os t
babies and  get t ing r i d  o f  dirt y
dogs. Winding his way through the
maze of shelves and supermarket
alleyways, pus hing his  unwieldy
trolleyfull of  stock, he has to avoid
Irate shoppers, complete his task
and return to the back room within
the given t ime limit.

Bonus point s  a re  scored f o r
complet ing an errand quickly but
bumping into other shoppers and
trolleys g iv es  t he  s t ore a  b a d
reputation; t oo many  complaints
and the manager throws him out.

The week begins on a calm and
peaceful Monday  and gets busier

Producer: Players
Retail price: £1.99
Author: Colin Swinbourne
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set abou t  terroris ing t h e
galaxy. As  t op gun of  the

Tenan Spacefleet, our hero single-
handedly repelled t he  invaders
and, with the galaxy at peace, he
then retired to the planet Sloar.

It wasn't  peaceful for very long,
however: the aliens are at it again.
They hav e captured t he planet
Tanium. so our intrepid pilot is sent
to quell the uprising -  again.

The g a m e  s t ar t s  w i t h  t h e
player's ship zooming across the
skies o f  T a n  ium, whe reupon
vicious alien hoards appear hell-
bent o n  e l i mi n a t i n g  h i m .
Destruction o f  alien format ions
earns the player a bonus, which
takes t h e  s hape o f  inc reased
fi repower and speed.

The miss ion is  aggravated by
barriers t h a t  s t ret c h vert ically
across the screen: careful flying is
needed t o  negot iate t he  s mal l
openings in them.

Five lives are provided, although
contact wit h either enemy ships.

14 CRASH May 1988

and bus ier ,  c ulminat ing i n  a
feverish r u s h  o n  S a t u r d a y
afternoon. Should he survive all
this, t h e  dogs body  gradual ly
works his way  up the promot ion
ladder to manager and an act of
final, s weet  revenge:  giv ing his
former employer the boot.

I KAT I
"Jim may have Fixed It for
Andrew b u t  Mastertronic
haven't Fixed It for his game.
In principle the idea is a good

11

one. The long suffering store
•dogsbody has a wide variety

.40t different t a s k s  t o
Complete; runaway children,
Irate s h o p p e r s  a n d
unwanted d o g s  prov ide
plenty of scope for humour.
Unfortunately Mastertronio
haven't made a very good job
of a promising scenario. The
graphics, th o u g h  bol dl y
drawn, tend to melt into one
another and the gameplay
Itself lacks any sense o f
compulsion. So much time
has been allocated to each
job tha t only the  laziest,
slowest stackers would be
unable to complete it."

TANAL
their laser fi re or t he barriers is
fatal. Once a ship is destroyed, any
extra equipment collected is also
lost, so more blasting is needed to
replace

CRITICISM

•  " The  attack of the planet
Tanium is colourfully portrayed;
unfortunately, t h e  'Queried'
class fighter seems to  be  a
second-rate m e c h a n i c a l
mistake. Even with extra speed
and firepower, control of the
craft is painstakingly slow. Your
laserfire is almost invisible and
the aliens' advance is  quite
leisurely. This makes for some
pretty insipid blasting, and lack
of manoeuvrability inevitably
involves the loss of lives. When
this ha ppe ns  the r e 's  n o
explosion of any kind y ou have
to keep your eye constantly on
the energy meter and 'number
of lives' display. On the whole,
cosy retirement on the planet
Sloar is definitely a preferable
option."KATI

O. I  wonder if Jim would like a gateau for tea

I NICK I
"Super Trolley is a great idea
for a  game and has been
excellently F i x e d  b y
Mastertronic. You can have
great fun stacking shelves,
chasing babies and catching
stray d o g s .  I t ' s  a l s o
humorously frustrating: the
shoppers are all old hags that
have s w a p p e d  t h e i r
broomsticks fo r  shopping
trolleys a n d  i ns i s t o n
charging i n to  y ou  whe n
you're carrying a carton of
eggs! Unfortunately, that'sall there is to It. If there were
a few more interesting tasks
to d o ,  Super Trolley  wo u l d
have been a great game, but,
like the task it emulates, it
just (" bor i ng too soon."

•  " Tanium rs yet another game In
the same vein as Side Arms and
Agent X II, but this is quite good for
a change! The graphics are neat
and s t and o u t  we l l  f r o m t h e
background. Colour  is  us ed as
well as can be expected and it gets
more colourful as you progress.
There are  s ome excellent  alien
patterns and some very detailed
shops to blast away. Tanium also
has a few good sound effects but
the programmers haven't exactly
gone mad with their synths. One
addit ion that would have made it
even more of a challenge is if the
aliens actually shot back instead
of just colliding with you. Still,  a
great game if you feel like a good
blasting session!MICX

I  COMMENTS7_ _ ,
Joysticks: Cursor, kompston.
Sinclair
Graphics:  very realistically
drawn, but the jerky animation
prevents flowing gameplay
Sound:  decent title tune with a
few feeble effects
Opt ions:  definable keys
General rating: a clever and
original game design, but badly
programmed. It just proves
that Jim can't Fix everything
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Joysticks: Cursor, Kempston.Sinclair
Graphics: small, mainly
monochrome ships against a
boring black background
Sound: shooting effects only
General rating: a poor clone of the
horizontally scrolling arcade shoot
em ups



It's here-The return of Elvin Atombenderl
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Wry is the robot guarding that table?..

A message on the tape recorder?...
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Unsurpassed Espionage Action...

From the lilt you enter the first room...

But where to next?...

Who or what is lurking behind these cars?

Can you access the next tower?..,

Could the final PiN. number be here?.
rkc5
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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 fun and strategy of the original as once again you embark
on the challenge to find a safe route to Elvin and the final showdown where he will
meet his end! Search each room, find code numbers, obiects and keys to help you
with your mission. You must avoid or destroy the guards
and robots that patrol the five towers or risk being
destroyed yourself.
Successfully dispose of Elvin and your quest
is half over! Ncrw your Mission becomes
truly Impossible as you strive to escape
the ICFACS, avoiding guards, robots,
mines, trap doors and elevators
without detection!

TM

...Quick! Escape from 0%011
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BREAK
Producer: CRL
Retail price: E7.95
Authors: The  Zen Room

T  he 3 - 0  v ers ion o f  t h e
Breakout c o n c e p t  w a s
pioneered b y  C R L  i n

Ba breaker (64°/6. Issue 46). and

" I n  t heory  a  3 - 0  Breakout
game i s an innovative and
original concept - in practice
It doesn't quite come off. By
nature o f  i t s  des i gn t h e
screen always hides the ball
behind t he  ba t  w he n y ou
need t o  s e e  i t  most.  The
game also lacks a sense of
perspective: despite the 3-D
graphics t h e  ba l l  a l ways
looks a s  i f  i t 's  ski mmi ng
across the surface of a 2-D
screen a n d  t h e  r e bound
angle is the only indication of
where it's actually meant to
be. Stil l ,  the  musi c pr oves
that you can simulate more
than the sound of an electric
razor with a Spectrum sound
chip a nd t he  graphics ar e
impressive. Whe t he r  y o u
take the risk depends on how
much o f  a  Br e a k out
connoisseur you are. "

Producer: Infogrames
Retail price: E7.95
Author: Richard Bottet
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travel a n d  t roubleshooter
extraordinaire, h a s  b e e n

called t o  t he 22nd Century  t o
rescue his old friend Bill. With no
support o t h e r  t h a n  h i s
sophisticated l a s e r  r i fl e  h e
attempts to blast the forces sent
by the formidable Yellow Shadow.

The bat t le takes place among
the c omplex  s t ruc tures  o f  t he
planet's stark, grey  surface, as
displayed f rom Lee's  v iewpoint .
Camoufl aged agains t  f ut uris t ic
walkways, panels and girders the
enemy, comprising robot soldiers,
galactic monsters  and humanoid
snipers, indiv idually  t ra in  t he i r
weapons u p o n  t h e  h e r o i c
troubleshooter.

Lee's sophisticated laser rifle is
sensitive to the enemy's location
and indicates, by an arrow at the
bot tom of the screen, the direction
in whic h he  needs  t o  t rain h is
sights. It gives off a ringing signal
which bec omes  ext remely  h igh
pitched wh e n  a n  opponent  i s
ready to shoot. Should Lee fail to
locate and kill the sniper before he
fires, one of  his six lives is  lost.
However, a  short lived magnet ic
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its sequel comes with a pedigree:
several s c reen des igns  c o me
courtesy of Ian Andrew, creator of
Driller, J e z  Sands ,  au t ho r  o f
Starglider and Simon Rockman,
editor of Amstrad User.

The game takes place over 30
levels o f  mo n o c h r o me  3 - D

P A71
-
1 : 7

"Unl i ke fi l m  fol l ow-ups ,
computer s e q u e l  s a r e
usually m uc h  be t te r  t ha n
their pr edecessor s (Match
Day a n d  A r k a n o i d  f o r
example) -  Ballbreaker I l
l s  asad break in the trend, if only
the pr ogr a m m e r s  h a d
listened to,  a nd corrected,
the criticism levelled at the
original ga m e  they'd have
had a  fast ,  pl ayabl e a n d
addictive l i ttle game -  but
they didn't,  so they haven't-
Some o f  t h e  l evel s  a r e
particularly infuriating due to
bad programming -  try firing
a missile at a pi led-up block
on Level 2 and getting back
to t he  other  s i de  o f  t he
screen f o r  t h e  b a l l  -
impossibie. As the old saying
goes, '2 D s are better than 3'
(when i t comes to Breakout
c l ones. "

shield can be employed for extra
protection.

To complete each round,  Lee
must destroy the magnetic meteor
globe, a  bounc ing sphere which
throws h i s  las er  rifl e's  s ight s
askew. Onc e  t h is  mesmeris ing
enemy has  been defeated, a  lif t
arrives to transport him up to the
next level.

Three grades of difficulty permit
Lee t o progress f rom nov ice t o
space ace at  his  own pace. His
score, whic h can win  him ext ra
lives, is  displayed at the base of
the screen.

IN. A  whole host of celebrity screen designs
screens, e a c h  c ont a in ing a n
arrangement o f  p y r a m i d s .
cylinders and  cubes  i n  various
formations. A  sphere drops  into
the sc reen f rom abov e:  t ak ing
control of a bat capable of moving

N I C K L

CRITICISM

•  " Lee Enfield. celebrated space
ace turns out to be a fairly ordinary
warrior with a souped-up machine
gun. Graphic al ly ,  t h e  2 2 n d
Century i s  O u t  o f  f oc us :  a
shapeless blurr o f  monochrome
pixels, i n  whic h t he sprites are
splodgy a n d  d i f fi c u l t  t o
distinguish. Gameplay lacks depth
and compulsion, and none of the
action bears any relation to the real
object o f  m i s s i o n  -  the
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from le f t  t o  r ight ,  t h e  play er
attempts to keep the ball in play
until the arrangement of bricks has
been dest royed_ Eac h  t i me  i t
hurtles off the edge of the screen
one of four lives is lost.

Different blocks have different

"I t 's  bad enough having to put up with 2-0 Breakout games but
when it comes to 3-D versions it's beyond a joke. Ballbreaker II is
excellently presented and has a nice tune with some great sound
effects; i t 's j ust a  pi ty the  game i tsel f i sn't as  good.  The
backgrounds ar e messy,  being far  too detai led,  and play is
hindered since your view of the ball is often obscured by the bat.
The job of destroying all the blocks is made a mite easier by the
few missiles you're armed with at the beginning, but these soon
run out and then you're left with just your luck! Ballbreaker II may
hold your attention for a while but it will never have any lastingappeal . "

rescue of Bill. Those snipers which
are distinguishable as humans die
SO s lowly  y o u  c an ' t  b e  s ure
whether they're actually dead and
so need t o  c arry  o n  shoot ing
gratuitously t o  m a k e  s u r e .
Considering the quality of  some
budget games,  it s  ridiculous t o
demand such an exorbitantly high
price for a game as bland and dull
as this.
KATI
•  " W h a t  a  wei r d ti tle! Le e
Enfield Is 'Space Ace' is ident ical
in gameplay to the now-aging
Prohibition, also by  Infogrames
(quelle s u r p r i s e ! ) .  T h e
background that  you play on is
very detailed as are the aliens
that you have to shoot.  When
you m i x  t h e  t w o  together ,
though,  t h e  r esul t  i s  r ather
messy. Soundwise,  there's just
the basic beep of  the counter
and a  real istic machi ne gun
noise w h e n  y o u  s h o o t .
Int ogrames s e e m  t o  be  ver y
good at producing games with
good graphics but  absolutely
appalling gamepl ay.  Shooti ng
the odd al ien before i t shoots
you isn't exactly great fun and
soon grows boring. Lee Enfield Is
' Space Ac e  w ou l d  b e  m or e
suited to a budget label: £7.95
definitely i s n ' t  v a l u e  f o r
mo n e y .
"NICK
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with corrupted graphics? Sure
looks like  it ,  nothing else has



properties. a s  indic at ed b y  a
catalogue which can be examined
before p l a y .  T h o s e  b l o c k s
impervious t o  t he  bal l ' s  t ouc h
must be destroyed by one of  an
initial arsenal of ten missiles. Other
bricks h i d e  e x t r a  weaponry ,
bombs, point s  Of  bonus  lives;
some alter the size of the bat, allow
instant access to the next round or
need to be struck from a specific
angle. O n  l a t e r  l e v e l s  t h e
destruction o f  s pec ifi c  b r i c k s
triggers t h e  releas e o f  aliens ,
whose fatal advance can only be
stopped b y  fi ring a  miss ile o r
setting off a horim

ICOMMENTS1
Joysticks: Cursor, Kempston,
Sinclair
Graphics: ornate blocks and
baddies hide the poor 3-D
perspective
Sound: joyful title tune
(continuous through the game
on the 128K) and original spot
effects
Options: definable keys
General rating: a poor follow-
up to the original. No
improvements - if anything a

, bit  slower
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Graphics
Playability
Addictive qualities
OVERALL

68%
635'0
525'0
55%
56%

changed -  o r  improved.  H o w
anyone c an as k  people t o  pay
£7.95 for such a blatant copy of
The original is beyond me -  and an
inferior follow-up at that. There are
hundreds of words that come near
describing Lee Enfield Is '  Space
Ace -  ins ip id,  monot onous ,
tedious -  but  f ew c an actually
capture the boredom created by
this uneventful game. All there is
to i t  i s  a  f e w  monoc hrome
graphics, and due to their design
even these turn into a background
looking mo r e  l i k e  was hing-up
powder than a computer game.
Infogrames succeeded with their
previous release Sidewalk, but this
comes nowhere near the mark.
PAUL

COMMENTS

Joysticks: Cursor, ic ernpston,
Sinclair
Graphics: very hard to distinguish
the baddi es from the backgrounds
Sound: simplistic spot effects
Options: three levels of difficulty
General rating: complexity at the
expense of playability

Pr esentati on
Graphics
Playability
Addictive qualities
OVERALL

52%
40
5
/0
39%
52%
49%

Producer: GO!
Retail price: £8.99 cassette, £12.99 disk
Authors: Future Concepts
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wielders o f  t he lance and
once gent le knights of  old.

have been cursed by the Evil One.
The ef f ec t  o f  t h is  unfortunate
enchantment has been to magnify
them bot h to several t imes their
original size. Intent  on  revenge,
they s c our  t h e  count rys ide i n
search o f  t h e i r  m e d i e v a l
antagonist. T h e  bu i ld ings  o f
several hostile barons stand in the
way; their only chance of survival

_I  NICK I

There's no monkeying about in Ramparts
is t o  s mas h and ransack  eac h
castle in turn.

The knight s '  ques t  ma y  b e
undertaken solo or in tandem. Play
is div ided into a series of  levels,
each of which comprises a solitary
fortress. Armed wit h a  ball and
chain, the knights attempt to shin
up t h e  wa l l s  o f  t h e  fort ress,
destroying a s  m u c h  o f  t h e

structure a s  pos s ib le  i n  t h e
process.

The castle's inhabitants put up
a valiant  defence:  dams els  fi re
bullets f r om t he  windows ,  t iny
soldiers direc t  cannons f rom the
ground and flying defenders drop
pellets f rom above.  By  avoiding
bullets a n d  c l u b b i n g  t h e i r
diminutive adv ers a r ies  e a c h
knight can ensure that  minimum
damage is inflicted.

Encased in the masonry of each
castle are a number of bonus icons

" Al though Ramparts is very similar to Rampage, In my opinion it
is a much superior game. The great medieval music and ettl C o o
t u t  create a marvellous atmosphere. Once you've got through the
numerous title tunes and slick presentation you emerge into a version
of Rampage with castles instead of skyscrapers and giant knights
Instead of monsters. The little men that run along the bottom of
the walls can get really vicious with their massive cannons and
other woundi ng weapons; I  found i t  al most impossible t o
complete Level One on my own, but once you get two players on
the job the higher levels of the game become more accessible.

pRamparts is great- but only if you don't already have Rampage."
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which are revealed as the edifice is
destroyed. Food  boos ts  energy
and gold increases score; poisons
swallowed inadvertently radically
reduce health.

Once suffi c ient  damage has
been incurred, the towers totally
collapse. With each fortress razed
to the ground,  the giant  knights
move on to the next.
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P A U L
" i t's very har d t o choose
between A c t i v i s i o n ' s
Rampage a n d  G O I ' s
Ramparts -  b o t h  a r e
extremely competent games
in their field. However, I find
this g a m e  t y p e  ter r i bl y
boring, une v e nt f u l  a n d
repetitive. G r a p h i c a l l y ,

amparts f ul fi l s  a l l  i t s
jectives admi rably.  T h e
sties ar e ornately dr awn
d a l l  t h e  char ac ter s
ricately de t a i l e d  a n d

animated, a l t h o u g h
sometimes i t ' s  h a r d  t o
distinguish t he m  f r om t he
background, d u e  t o  t h e
monochromatic pl ay  ar ea.
All in all a credible climb 'n'
crush a r c a d e  g a m e  -
al though not for  owners of
Rampage: they 'r e  f a r  t o o
similar."

I KATI
Ramparts i s  n o t  o n l y  1

reminiscent of  Rampage i n
name: gameplay, even down
to the airborne arrival of the
heroes I s  p r a c t i c a l l y
identical, a nd the medieval
scenario does very little to
enhance the atmosphere of
a basic and simplistic theme.
Bashing structures of bricks
and mor tar  i nt o pi l es o f
rubble would have very little
to recommend itself even i f
the pr e s e nt a t i on w e r e
excellent. As i t stands,  the
graphics a r e
undistinguished ( a l t hough
the collapse of the towers is
quite effecti ve)  a n d  t h e
sound e f f e c t s  a r e
unremarkable. I t ' s  o f t e n
difficult getting a foothold on
the buildings and a lot of time
is wasted,  under  constant
enemy b o m b a r d m e n t ,
attempting to find the r ight
place. As  a full price game
Ramparts p u t s  t h e
possibilities of the Spectrum
to shame. "
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Joysticks: Cursor. Kempston,
Sinclair
Graphics :  the mixture of
characters and buildings often
proves confusing, but all add
to the medieval setting of the
game
Sound: beautiful
herpsichordian tune and basic
bash effects
Options: one or two players
General rating: Rampage has
already done what Ramparts
wanted to do

Presentation
Graphics
Playability
Addictive qualities
OVERALL

7 0
1
1

67
60
61 67%

%
%
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Presentation 80%
Graphics 575'0
Playability 91%

rainstorm is a journey into
an arcade strategy game. in
which the player uses his

wits and reflexes to survive the
many devious traps and pitfalls of
the game, The main objective is to
score as many points as possible
within a  set time limit. This i s
achieved by trapping a ball within
the red point scoring areas scat-
tered around the screen. using
manoeuvrable coloured lines.

The player is initially faced with
several options: to play the game.
view the high scores, redefine con-
trol keys, and to choose one of five

aa

Producer Firebird
Retail price: £1.99
Author: Pete Cooke

18 CRASH May 1988

starting screens and three diffi-
culty levels. Once these decisions
have been made, the battle com-
mences, There are 26 screens, let-
tered from A  to 2 ,  each more
difficult to complete than the last.

The playing screen is split into
coloured squares, with the player
in control of three coloured lines
and a cursor. The squares are col-
oured either red, green, magenta,
blue or black. Hitting a red square
increases t h e  player 's scor e.

" A  ga m e  w i t h a  br ai n,
innovative, a n d  j us t  f o r
once not a clone, is a rare
and except i onal  occur r -
ence. Devi ousl y  di fficul t
patterns arranged in bold
contrasting c ol our s  a r e
designed t o  g e t  t h e
sleepiest brain cells tingl -
ing; you can never re-posi-
tion a line to the exact pixel
so no two games can be
precisely the same. Presen-
tation i s sl ick but  purely
functional -  puzzleabillty is
all and three stages of diffi-
culty including a myriad of
tesselated patterns should
keep you hooked for ages.
Simple ideas are often the
best; in this case originality
wins over  technical  com-
plexity t o  c r e a t e  a n
immediately playable and
startlingly a d d i c t i v e
game. "
KATI

magenta squares  decrease t he
player's score, green warp the ball
to a different part of the screen,
and both black and blue squares
are neutral. affecting neither the
ball nor the scoreline.

The player has to trap the ball,
using one or all of the lines (acces-
sed by positioning the cursor over
the desired colour box, and hitting
the fire button), within reach of a
red ar ea of  the  screen, whilst
attempting t o  avoid ei ther  the
magenta or green parts. The player
is provided with 100 points, and a
target score, highlighted in red, of
100 points. As the game progres-
ses the current score rises and

" If you are into brain teas-
ers that frustrate and blow
your mind then Brainstorm
is the  game for  you.  The
graphics, colour and sound
may not be up to much and
the idea behind it is ridicul-
ously simple but the game
sure makes up for  these
losses wi th addictiveness
and playability. You just ring
the red block wi th one of
the three colours and then
wait for your victim to walk
into your  tr ap.  The  onl y
trouble is, the balls have a
mind of their own: one sec-
ond they may be on the red
background but  the  next
they're on a purple and los-
ing point s !  Brains torm i s
wickedly  addic t ive;  play  i t
and you'l l  never  put your
joystick down againt
NICE

falls, according to the ball's path
across the screen. The ultimate
aim is to end the time limit with the
current score matching or exceed-
ing the target. If the score drops
below the target, however, the col-
our of the target score changes
from r ed t o  magenta.  I f  more
points aren't scored pretty damn
pronto, the game ends.

Once the appropriate amount of
points are scored, the player is
then whisked onto the next screen.
and his  previous score is  t rans-
formed into the start-of-level score
arid target. This Carries on through-
out the game, and if the player's
score reaches zero, or the current
score falls below the target, then
he game ends.

Joysticks: Cursor.
Kempston, Sinclair
Graphics: colour is an integ
ral part of the game. and is
well used
Sound: simple spot effects
Options: three levels of (Jiffs-
Culty, choice of four starting
screens
General rating: the simple
ones Iasi longest, and you'll
be playing this for months to
come. £1.99 for so much ple-
asure -  you can't go wrong

Addictive qualities 92%
OVERALL 9 0 %

"We've had Thrust, Harvey
Head banger and Zolyx (only
successful o n  th e  C64 ,
however) from Firebird, and
now there's Brainstorm -
the latest in a famed list of
simple-but-addictive Fire-
bird games. Pete Cooke
(programmer o f  Tau Ceti.
Academy a n d  !Aer onaut
One) shows exactly how
successful a  Spectrum
game can be if you concen-
trate on the addictiveness
and playabil i ty -  not  the
graphics a n d  s o u n d .
There's not much you can
say about Brainstorm -  it's
very addictive, entertaining
and surprisingly simple to
get into.  Very few games
appeal t o  a l l  g a m e s
players, but I would venture
to say that this is one such
product .  A n o t h e r  g a m e
that every Spect rum owner
should have.
PAUL



•

i\f
-
1

1"%•pl
i
r

a

4
1
M
.

-

-
m
a

a  _

ix tir iBeel trom l a t t o  Cor p 1 9 6 6
SPECTRUM CASS ET 95 ( R A D  LASS Ca 95 Mil , '

SPEC + 3 E14•95 CS4 DISK CI 2.95 AMS
Adding to the Fun and eAcitement oF Arkenoici. A l l  new Features include exit

choices to vastly increase the srreen options, many e.g! V ALI S " a t i f f w
- -  , -
n u l t i p l e  s h o t s  a n d  
a  s e c r e t  
a d d i t i o n a l  
a l i e  
n  
t o  
c o n t e n d  
w i t h ,  
T h i s

adds up to the most thrilling reaction game store ARK - 0  but with n q  ommovements you Just won't be able to stop playing

I

-
• .- - TFr i r s - fr

•
-

.1 •  ia :a ••• • - • • •  •  •
• ; . •  :a Is . 1 1 6  a
4
, 
i
s 
a 
a 
i
.
.  
:
a 
a 
'

I t

A i r

-

DURE (ASS E8.95
C I 4 9 5

_

- - • • • •

6 CENTRAL STREET • MANCHESTER '  5NS • TELEPHONE 061 834 3939 • TELEX 669977 • FAX 061 834 0650



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?

Join The Flintstones in this officially licensed arcade adventure
based on the famous Hanna Barbera cartoon characters.

LIFJ 1
\ i  
_ 1
L a
L '
J '
A

AVAILABLE ON:
Spectrum E8.95.

Amstrad 464 cassette E8.95, disk E12.95.
C641128 cassette 0.95, disk 04.95.

Atari ST and Amiga E19.95.

GRANDSLAM ENTERTAINMENTS LTD.,
VICTORY HOUSE, LEICESTER PLACE, LONDON WC2H MB. Telephone: 01-439 0666

01988 Henna Barbera Productions Inc.
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CRAZY CARS
Producer: Ti tus
Retail price: E9.95
Authors: Ti tus
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Prestige Ca r s  Rac e,  t h e
craziest contest of them all,

is about  t o take place. I t  covers
three of  the continent 's toughest
tracks and crosses the rugged and
punishing t e r r a i n  o f  Flo r ida .
Arizona and the NASA (sic).

The race comprises five levels,
each div ided into several stages
which run over a t ime limit.  The
player can choose from a selection
of five high performance cars, and
successful complet ion of  a race
within the t ime limit  rewards  the
driver w i t h  a  m o r e  power f u l
vehicle. Beginning with something
like the relatively humble Porsche
911 Turbo the player can progress
via the Lamborghini Countach to
the ult imate i n  rac ing cars,  t he
Ferran GTO.

Contestants l i ne  u p  o n  t h e
starting grid, and a flick of the fire
button s ees  t he player's  mean
machine hurt le a long  a  blac k
tarmac t rac k  whic h t wis t s  and
turns t h rough  rugged .  . sandy
terrain.

Dips and  bumps  in  t he road
make c on t ro l  o f  e a c h  t u r b o
charged m o n s t e r  m o r e
precarious. High  s peed contact
with e i t h e r  h u r l s  t h e  c a r
momentarily into the air and out of
control, More experienced drivers
can e x p l o i t  t h e s e  u n e v e n
conditions a n d  t a k e  t h e
opportunity of  soaring gracefully
over o b s t r u c t i n g  o p p o n e n t s
before landing wi t h  calculated
panache on the other side.

Cornering requires extra care;
racing off the track or plunging

headlong i n t o  r o a d  ma r k e r s
severely s lows  down  progress .
Explosions never occur however;
each car bears a charmed life and
collision with other racers results
in nothing wors e than c rippling

K A T I I
" The f a s t e s t ,  c r a z i e s t ,
meanest cross country race
turns out  to be  one  of  the
greyest, severest and most
sober, run-of-the-mi l l  grand
Prix s i m ul a t i ons .  T h e
graphics are disappointingly
basic; t h e  s c r uf f y  g r e y
background never  changes
and the tarmac is so black
that the outline of the bumps
merges i nt o t h e  r aggedy
edge of  the road.  I t's not a
crucial dr awback,  though,
since for  most of  the time,
despite all talk of opponents,
the onl y  crazy car  on the
track i s  your  own.  Havi ng
said that, a lonesome race is
better than no race at all and
this one  i s mor e than just
competently p o r t r a y e d .
Controls a nd scrol l ing a r e
smooth; gr a de d di ffi cul ty
and increasingly ti ght ti me
limits e ns ur e  compul s i ve
gameplay, a l t hough  t h e
scoring s y s t e m  i s
ridiculously gener ous.  O ne
final qui bbl e  r egar ds  t h e
congratulatory hi gh s c or e
message which declares the
player 'One  of  the  fastest
men i n the world'.  As girls
play computer games as well
it woul d have  be e n m or e
appropriate and just as easy
to substi tute 'dr i ver s' f or
'men'. "

OP Road hog!

I MARK I
" While some lucky peopl e
can afford to buy the cars
featured here, the rest of us
have t o  e i ther  car r y  o n
dreaming, o r  al ternatively
play Crazy Cars. Graphically
the game is good,  wi th the
nicely dr awn car s z i ppi ng
around t he  of ten tor tuous
racetracks, j os t l i ng a n d
barging each other out of the
way in an attempt to be the
first across the finishing line.
My onl y niggle i s that the
road would have benefitted
from either road markings or
road signs,  since on many
occasions I  w a s  c a ught
unawares b y  a  s u d d e n
hairpin bend.  Initial interest
is high as your  car  careers
around bends, and flies into
the ai r  on hi tting the many
bumps that adorn the track.
Although ear l y stages ar e
fairly easy to complete, later
tracks a l m os t  n e e d  t h e
player to possess the skills
of a rally driver to survive. I
enjoyed playing Crazy Cars; If
you're a budding boy - or girl
-  racer, take a good l ook. "

1

sl2 w"AtRcioe f a t t
r
A
t
i r  4 (
s i M 1 4
1 9
6  
A

deceleration and cruc ial loss  of
time.

Tracks bec ome progressively
more diffi cult  wit h more  twists.
more b u m p s  a n d  m o r e
determined opponents.  A  status
display at the head of  the screen
shows current speed and units of
time remaining.

PA UL 1
" I f  Out Run and Crazy Cars
had a head on collision the
result woul d be  one of  the
best g a m e s  o n  t h e
Spectrum. Crazy Cars has all
the playability and addictive
qualities that Out Run lacked.
Sadly, this first game from
Titus l acks a ny  gr aphi cal
flamboyance; t he  game I s
attractive w i t hou t  b e i n g
impressive -  unlike Out Run
whose speed suffered due to
the a m o u n t  o f  de t a i l e d
graphics c r a m m e d  o n -
screen. Crazy Cars certainly
has some aesthetic appeal -
the distant city is very smart
-  but its main attraction is the
speed a t  w hi c h y o u  fl y
around the track.  All  Crazy
Cars needs to make it an Out
Run-beater i s a  whi te l ine
down the middle of the road
and a few signs and bushes
on the side of the track. As it
is, though,  things are going
to be very close between the
two. A great game for a new
company trying to break into
the mar ket"

COMMENTS 1
Joysticks: Sinclair
Graphics: the three main cars
are recognisable, with a simple
road perspective
Sound:  only a realistic revving
sound
Opt ions: five levels of difficulty
and a choice of three makes of
car
General rating: a faster Out
Run, without the graphical
appeal

Presentation
Graphics
Playability
Addictive qualities
OVERALL

58%
55%
70%
68%
6 5 1
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Producer: Imagine
Retail price: C7.95 cassette,

£14.95 disk
Author: Mike Lamb
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brother M a t t  mu r d e r e d
while inv es t igat ing t h e

underworld dealings of gangland
boss M r  Big,  c annot  g o  unav -
enged. Driven by a sense of burn-
ing injust ice you make your way
through t h e  s eedy  s t reet s  o f
Scumville, a  labyrinthine nest of
crime and black market dealings,
to a  fi nal s how-down wi t h  t he
notorious gangster himself.

The adventure can be underta-
ken alone or  wit h a  companion
(whose presence makes the com-
petit ion doubly  tough) over fi ve
muffilOaded levels .  Th e  ac t ion

shifts f rom a  dangerous  mult is -
torey car park to seedy night t ime
streets via a seemingly  harmless
City park  and an overpopulated
Shopping mall, finally climaxing in
Mr Big's headquarters in a sleazy
bar.

The inhabitants  o f  Scumv ille
have little goodwill to spare: motor
cyclists, skinheads, Beastie Boys
fans and ladies of the night, often
armed and always spoiling for a
fight, attempt to thwart your prog-
ress t hrough t h e  s inis t er c i t y
streets.

You have spent a lot of time cul-
tivating an athletic physique, how-
ever, which enables you to carry
out venous jumping,  kicking and
punching ac t ions  wi t h  relat ive
ease. Knocking down a weapon-
carrying opponent  9ives you the
chance to pick up his club, axe or
stick as  it  falls, an  extra points
bonus is awarded for making use
of objects as well as fists.

Each t ime a blow is sustained,
your health. indicated by an energy
meter, i s  diminished.  Complet e
loss of strength results in the loss
of one of three lives.

Once all current opponents have
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open n e x t  urban battleg-
rOun r o u g h  to the final
con t h e  bar, beat your
way .  i g  s bodyguards and
the gangland bos s  lies  at  y our
mercy. Succeed in destroying him
and Matt 's body can finally lie at
rest in his Scumville grave.
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" D o  you ever c ome home
f rom s c hool  o r  wo r k  and
feel l ike bashing the dog' ;
head i n ?  Wel l  i f  y ou  d o
don't  bot her because yot.
can t ak e out  all y our tern
pars o n  t h e  badd ies  i r
Target Renegade — a n d
think y o u r  d o g  w i l l  b i2
relieved! This game has got
to be the best bash 'em
of all t ime. It's packed full o!
great  graphics,  colour and
sound and wit h fi ve levels
of pure addict iveness;  you
can't  go wrong.  Each level
holds d i f f e r e n t  b a c k
grounds  and baddies  that
range f r o m  mot o rb i k e rs
that try to run you down to
dogs  that  ins is t  on hav ing
your head f or supper!  The
mult iload spoils  the excite
ment  n o w  a n d  t h e n  b u t
once t h e  n e x t  lev e l  has
loaded you s oon get  back
into the swing of  things. In
most  of the early levels you
can jus t  k ic k  a n d  punc h
your wa y  t hrough bu t  as
you progres s  t he baddies,
get m o r e  c u n n i n g  a n d
begin t o  d u c k  a n d  d i v e
away f r o m  y o u r  e f f or t s
Level fi v e wa s  t he  wors t
wit h bald headed hard-men
that  b e a t  y o u  u p  w i t h
snooker cues  and a boxei
that could run for Mr Univei
se! Target Renegade i s
great  follow up to Renegad
and deserves  to do we l l . "
NICK

"Target  Renegade is slickly
presented,  a n d  f ea t u res
colourful and generally well
defi ned graphics.  The vari-
ous g u i s e s  o f  Sc umv i l le
vice, f r o m  s af et y -p inned
skinheads to brutal Beastie
Boys f ans ,  a r e  t hreat en-
ingly menac ing es pec ia l ly
when the v illains headbut t
you f rom behindlThe sound
is p u r e l y  f u n c t i o n a l
although t h e  mi n i ma l i s t
bit t ing a n d  t h u m p i n g
noises add t o t he s inis ter
atmosphere.  The gameplay
itself  leaves very lit t le to be
desired;  cont rol of  the vari-
ous jumping,  k ic k ing and
punching mo v e me n t s  i s
ext remely  s mo o t h .  T h e
number o f  opponent s  t o
beat a n d  t h e  v ar iet y  o f
weapons  t o  c o l lec t  a d d
spice to what  might  other-
wise become an overly rep-
et it ious theme.  One minor
drawbac k  is  the jerky fl ick
screen scrolling;  t he edge
of one screen turns into the
the centre of  the next with-
out warning and leaves you
with a case of  moment ary
disorientat ion.  D o n ' t  l e t
this put  y ou of f  t hough —
Target Renegade is as good
as i t s  predecessor,  i f  no t
better. I f  you're af ter some
excit ing beat  'em up act ion
this is a good excuse to part
wit h y o u r  h a r d - e a r n e d
c as h. "
KATI

"  Bisht Bas h!  Bos h!  No w
this is what  I call a beat 'em
up. T h i n g s  s u r e  h a v e
changed s i nc e  Renegade
(89 % Issue 44). The folks in
the ne ighbourhood  h a v e
taken a  c h a n g e  f o r  t h e
worse i t ' s  no longer safe
to walk  the streets, for fear
of be ing bas hed ov er t he
head by some axe-wielding
Beast ie Boy. But now you're
fit and ready to take on any
old b a l d  bounc er  wi t h  a
snooker c ue.  Th e  mov es
that you possess are beaut-
ifully an imat ed  a n d  v e ry
smoothly  c a r r i e d  o u t .
though whet her  they ' ll be
able t o  s l i c e  t h e  rubbe r
dresses o f f  t h e  b u s t y
women o n  Lev e l  Two  i s
another m a t t e r  en t i re ly .
Mike Lamb (he of  Combat
'ichool f a me )  h a s  d o n e
Imagine proud.  Forget  t he
aspirins,  Target  Renegade
will s o o n  ge t  r i d  o f  t hat
pen t
-
up  
n e
r v
o u
s  
t
e
n
s i
o
n
. "

PAK

CO MMENT S

Joysticks: Cursor,
Kempston, Sinclair
Graphics:  every participant
is full of character, having his
or her own particular moves
and style. The backgrounds
add real atmosphere to the
game. bringing the action
right into your home
Sound: rough 'n' tough title
tune with assorted mean dit-
ties at the start of each of the
five levels. Average spot
effects
Options: definable keys, one
or two players (simultane-
ously), music on/off
General rating: Renegade
was never this much fun.
More content and tougher
characters make Target
Renegade the ultimate chal-
lenge

Presentation 8 3 D / 0
Graphics 8 9 %
Playability 9 3 %
Addictive qualities 9 3
D
/ 0
OVERALL 9 0 %
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IGUNSMOKE
Producer: GO!
Retail price: E8.99 cassette, £12.99 disk
Authors: Topo Soft
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town i s n ' t  eas y .  W h e n
trouble comes  t o town,  it

arrives with a bang.  And t rouble
has just  arrived in the shape of
Angel Fa c e  a n d  h i s  notorious
henchmen . . .

The fi rst  level of  this vertically
scrolling Commando variant sees
the player strolling along the street
of his beloved town,  running the
gauntlet o f  p i s t o l  p a c k i n '
hoodlums who attempt to gun him

I KA

down. The baddies  run towards
the sheriff, guns blazing, or charge
along o n  hors ebac k  t h rowing
bombs which bounce across the
street before exploding.

The player starts the game with
four lives, but  shoot ing the stars
which appear occasionally reveals
an extra life, a points bonus or a
stick o f  dynamite,  Contact  wit h
which proves fatal. Running over
each symbol utilises these handy
additions.

"Ano t he r  arcade convers ion bites  the dust. Admit tedly  a lot  of
attention has gone into peripheral details, particularly the action-
packed loading screen and the gun-spinning joystick selection
process, but the central graphics are unspectacular.  In theory
the game,  a  sor t of  Wi ld West  ken Warriors, has plenty t o
recommend i t  However,  practice proves otherwise. The odds
are stacked against the Sheriff: tr igger-happy bandits constantly
attempt to shoot him in the back al though he can only blast
diagonally and forwards. At close quarters the sheriff stands stiff
and par al ysed,  w hi l e  h i s  opponent s '  abi l i ty t o  r u n  I s
superhumanly improved.  The  chal lenge to beat the faultless
computer  'next time' has a frustrating and obsessive edge, but
considering the price, it's probably better not to take it up. "

MEGA-APOCALYPSE
Producer: Martech
Retail price: E8.99
Authors: programmed by John Wilson from original

idea by Simon Nicol
atest data from the Institute
of A d v a n c e d  Re s e a r c h
indicates that there are more

than o n e  o r  t wo  undiscoveted

I NICK1
" Mega-Apocalypse i s
anything but mega! It's really
just a  gl or i fi ed aster oi ds
game wi th a  bi t  of  space
Invaders thrown in for  luck.
The gr a phi c s  a r e  ba d l y
defined a n d  y our  shi p i s
difficult t o contr ol  a t  first.
The p l a n e t  s e c t i o n
has a b o u t  t h e  b e s t
graphics w i t h  c r a t e r s
showing on  t he  otherwise
green blobs, but to cheer all
the scr eens up ther e i s  a
fabulous display of swirling
dots simulating a starry sky.
There's no shortage of things
to listen to with a constantly
playing t u n e  a n d  s o u n d
effects over  the top of that.
It's just a pity the game isn't
a bit better with more things
to do. "
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Vr "

planets in the depths of the solar
system. The government  o f  t he
future refuses t o  concern itself
with s u c h  out dat ed issues  a s
cultural e x c h a n g e ,  t hough.

I PAUL1
" Mega-Apocalypse and mega-hard! I f  there's one thing that
Martech's latest game has got  i t's addictiveness. I t may be
lacking in graphics -  which are poor  and flickery at the best of
times -and sound - absolutely none on the 48K (all shoot 'em ups
need effects for atmosphere) -  but it does instill that gut feeling
that you can't be beaten by a game of this (poor) calibre. if you're
thinking of buying Mega-Apocalypse then don't expect the flashy
graphics and smooth animation of other versions: it's very basic
and not really worth E8.99 considering the lack of content.  Still,
it should keep you glued to the keyboard for some time.

lib I t  may be Mega, but is it any good?

PAUL 1
"I f  the arcade game, Gunsmoke. is anything like the computer
game I pity the person that's put any money in the slot- the game
concept is so boring! However, the presentation is at least up to
their usual high standard: the individual people all have their own
characteristics and the saloons and ranches are colourful and
detailed. What the game lacks, though, is enough variation to get
you back to it after finishing a game. I couldn't really be bothered
to start again; I knew where I was going and what would result
from it. If only you could walk around a larger play area, or even
turn around and go back on yourself, the game would be much
more of a quest and not so laborious. However, the few that do
like the arcade game can't really fault the conversion.

IMARK/
" After enjoying Bedlam, I loaded Gunsmoke with a great deal of
expectation. Although I give GO! merit for the presentation on the
control option screen, in-game status display, and the wanted
posters, the game itself is pretty dire. For  a start play is very
difficult, as I found to my cost with life after life being blown away
by the hoards of small, black biobby sprites that fire two shots
whilst my character thinks about firing one.  Another  annoying
habit the enemy had was to appear from the bottom of the screen
hlwith guns blazing. The poor old Sheriff can't do a thing about it,
because he can't turn round! I didn't even make it to the end of
the first screen, but I'm sure that fact won't lose me any sleep at
ni ght "

Each potentially intelligent race is
potentially hostile; bes t  t o  blast
them now and think about it later.

The mission is undertaken by a
solo monochrome pod, equipped
with a single laser, which journeys
at high speed through a whirlpool
of stars. At the beginning of each
round bonus objects are belched
up f r o m t he  junkyard o f  23rd
century s p a c e .  Ca l c u l a t e d

K A T I
" Revelling unashamedly in
the sadi st i c  pl easur e  o f
bombing a n d  b l a s t i n g
through t h e  s pa c e  i s  a
pleasure which most shoot
'em ups stifle in a 'save the
world' scenar i o o r  qui t e
simply fail to provide. Not so
Mega-Apocalypse. T h e
action, e nha nc e d b y  t h e
exhilarating soundtrack,  i s
fast f r e n z i e d  a n d
immediately a d d i c t i v e .
Perversely the  presentation
itself i s n ' t  a t  a l l
polished: t h e  s w i r l i n g
movement of the stars has to
compensate f o r  l a c k  o f
colour and complexity, while
collision d e t e c t i o n  i s
occasionally m e s s y .  T h e
apocalypse is not  altogether
as mega as  t he advert is ing
c laims bu t  i t  does  deserve
something mor e  than j ust
mild success.

1



Once the end of the landscape
is reached,  a  shoot -out  occurs
between the Sheriff and the end-
of-level-baddie, w h o s e  f a c e
appears on a wanted poster at the
start of the section.

The g a me  cont inues  i n  t h is
fashion, t h r o u g h  t h e  ra i l road
station, t he  canyon and across
rapids on a raft, culminat ing in a
meadow where  a  boomerang-
throwing Angel Face is confronted
in the final showdown,

Presentation 6•0o
Graphics 55%
Playability 57%
Addictive qualities 5 4

D
/ 0

OVERALL 56%

COMMENTS
Joysticks: Cursor, Kempston,

nclair
test the characters are

detailed but too small.
Buildings are colourful and
distinct
Sound: pop, pop from the
guns
Options: definable keys
General rating: due to the
coin-op' s restrictions
Gunsmoke could never be
better than a boring shoot 'em
up

Presentation
Graphics
Playability
Addictive qualities
OVERALL

70°/n

46°/,

54%,

collision tactics equip t he  dextral
pilot wi t h  a  range o f  technical
improvements: rotate motors plus
autofire, s p e e d  u p  t h rus t s ,
missiles, extra lives and bonus
points.

As the ship hurtles through the
void the pilot encounters a series
of gyrating comets,  plus  planets
which g r o w  i n  s i z e  a s  t h e y
approach. As their size increases,
so does their  immunity to laser
fire a n d  t he y  a l s o be c om e
increasingly difficult  t o avoid. At
this stage contact means instant
death.

Successful exterminat ion of  all
the heavenly bodies in each round
gives the t riumphant pilot  instant
access to the next set of bonuses
and a n o t h e r ,  e v e n  m o r e
dangerous, planetary system.

_ICOMMENTS I
Joysticks: Kempston, Sinclair
Graphics: poor and simply
designed foreground ships
with a swirling background of
stars
Sound: 'exhilarating' 126K
tune Only
General rating: a poor, but
futuristic, Asteroids clone

Presentation
Graphics
Playability
Addictive qualities
OVERALL

60G/0
4  8  %

5 9  u
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c
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OTHIK
Producer: Firebird
Retail price: £7.95
Author: Paul Hutchinson
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the lands far to the north of
Belorn i n t o  t u rmo i l  a n d

confusion. H e  c a p t u r e d  t h e
wizard. Ansalon,  t ook  away  his
cloak and divided his body into six
parts. E a c h  p a r t  w a s  p lac ed
separately in  a  secret  c hamber
guarded by a mighty demon.

The quest to recover and reunite
the wizard with his robe may be
attempted by one of  two vikings:
Olaf (renowned for his strength) or
Olga (wise in the ways of  magic).
The search takes place in four dark
towers, eac h  compris ing seven
floors of  maze-like passages and
rooms. The strange inhabitants of

S. Mr  or Mrs?
these g r i m surroundings  prov e
hostile, but each warrior carries a
supply o f  a r r o ws ,  b o u n c i n g
electricity bolts  and fireballs with
which to protect themselves.

Initially t h e  p l a y e r  i s  i n
possession of two cantrips which
enable h i m  t o  b u r n  a w a y
obstructing br acken (al l owi ng

I KATI1
"The  presentation of  Gothik, which owes a lot to Dandy and
Druid, Is slick. Some of the squelchy spot effects are humorous
and the figures are detailed. Unfortunately, the variety promised
by the complex instructions fails to materialise: long periods are
spent stumbling aimlessly through the maze of corridors and
movement is often pointlessly impaired by burning carcasses
which block passages long after the alien is dead. Although there
are 32 types of potion only three or  four  seem to recur, and
accessing rooms by burning bracken Is much less interesting
than the traditional method of collecting keys; at least the latter
Involves some element of risk. Valiant vikings are unlikely to give
up pillaging for a quest as mediocre as this."

I PAUL
"Tal k  about more of the same! I've seen more Gauntlet clones in
the last year than I care to remember. The simple fact remains
that the concept is now repetitive and dated. Gothic contains few
advances over early spell games like Dandy. The potions may do
different things but the game is basically the same. And why, all
of a sudden, have these games gone monochromatic? Are they
going down the same route as shoot 'em ups? There's no need
for it. Even if the programmers have forgotten the palette, they've
remembered the sound chip -  a  great tune blasts out on all
versions. Gothik contains a  plethora of  spells and weapons,
which make the game very interesting to start with, al though
once used they fail to hold appeal  for much longer. A decent
enough game, but still at full pr ice?"

Po Watch out! Here comes Olga

access to other parts of the tower)
and transform gold into food.

Treasure, e x t r a  a r rows  a n d
other b o n u s  i t e ms  c a n  b e
collected, such as  relics, whic h
have the power to make the player
invisible, and pot ions to increase
fire power or replace energy.

Once the wizard parts and cloak
have been reunited, the wizard's
power is restored and peace can
he returned t o the land north of
Belorn.

a filow6 1 0
I E V E l l o r t

" Gothik doesn't really hol d
anything ne w  but  ther e i s
some fun lobe had here. The
little spr i tes ar e qui te well
defined a nd t he  animation
makes them look extremely
cute. They  move smoothly
across t h e  d e t a i l e d
backgrounds, but  the  way
everything freezes while the
screen scrolls isn't all that
helpful. A  scroll ing system
similar t o  the  one  i n Ikan
Warriors woul d have  be e n
much mor e fitting.  On the
colour s i d e ,  t h e
programmers c oul d  ha v e
been a bit more adventurous
than J u s t  y e l l o w
backgrounds that change to
blue at night, plus red blocks
with black characters, Gothik
Is worth looking at but does
get a  b i t  bor i ng a f te r  a
while.

TCOMMENTS7
Joysticks: Cursor. Kempston
Sinclair
Graphics: monochrome
backdrops, with little variation
of cute, but small, characters
Sound: mediocre spot effects
with impressive tune
Options: choice of Olga
(female) or Olaf (male)
General rating: the feeling
was that we've had enough of
this type of game
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THE SINCLAIR ZX SPECTRUM+3 WITH 5 FREE GAMES AND A JOYSTICK.



ADVANTAGE. ZX SPECTRUM+3. E199

The new Sinclair ZX Spec trum +3 is a real hero -  because it helps
you to be one.

While you're a dar ing motorbike r ider or the all-conquer ing
intergalac tic  warr ior , y ou'r e ga in ing pr ic eles s  ex per ienc e in
handling computers ,

Loading games  is quick  and easy with the built- in disk-drive.
You'll be  in the thick  of the ac tion in seconds . And the fantastic
128K memor y  giv es  y ou the  pow er  to  outs mar t the mos t
sophis ticated enemy.

Get to gr ips with the latest high- tec  graphics  on the vast
universe of games  available (six Of which c ome free). And there's
a free joystick to give you ultimate control.

But the  real her o  is  t he  per s on w h o  buy s  it. For  the
ZX Spec trum +3  is only  E199, s o they 've really  saved the earth,

1X SPECTRUM+2. E139

The amazing ZX Spectrum +2 has a built-in datacorder - to save you
the bother of tape recorders and leads. The advanced128K memory
helps  you get the mos t from the vast universe of games  available.

Every model c omes  c omplete with six free games  to start
you off, and a free joystick to make you super agile.

With the advanced Sinclair technology  you can afford to let
your  imagination go wild. Because at E139, only your enemies  pay
heavily.

BE WHO YOU WANT TO BE.
Available at Ailders. Boots, Clydesdale, Comet,  Connect. Currys, Dixons, John Lewis,
John Menz ies ,  Lasky's. Ta n d y  W.H,  Smith,  Vis ionhire,  Wigtalls ,  and  all good
independent  stores. • z x  Specti um -I only
R e c om m e nde 0  ie le i price S inclan ZX  S peceum t  2 1138 includino VAT. Sander S pe c r um  ,
3  E l g e  r o c t u d i n i g  V A Tal 1 1087 Price,. subject to c o n e  wilhout prior notice

Please tell me more about the SINCLAIR ZX Spectrum +2 z x  spectrum +3 17

Name
Address

SG 4
Amstrad plc, Brentwood House, 169 Kings Road, Brentwood, Essex CM14 AEE Tel: (0277) 262326



mactech

Atari ST Disc £19.99
Commodore Amiga Disc £19.99

Commodore 64/128 Cassette 0.99
7- D i s c  02.99

Martech is the rtgjstered trade mark of Martech Games Limited,
Martech House, Bay Terrace, Pevensey 1349, East Sussex 8N24 6EE
PHONE (0323) 768456 TELEX: 878373 Martet G FAX(0323) 764460

Spectrum 48/128 Cassette E8.99
Spectrum +3 Disc £14.99 -
Amstrad CPC Cassette £9.99

Disc L14.99



DON'T SELL
OUT
Dear Lloyd
After reading the letters in CRASH
I feel obliged, even if my views are
insignificant, to write (well type) to
you and voice my opinions on the
state of the Spectrum and
upgrading.

I (a mere 13 year old) have
decided to upgrade this year and
buy an Atari ST So far I've saved
half the money through hard work
(delivering 400 papers a week isn't
my idea of fun) and I hope to have
saved the money up buy
September.

t300 is a hell of a lot of money
for anyone, let alone a schoolboy
but I have set my eyes on that
target. Many other people as you
know are upgrading and this is
where they make their big mistake
-  THEY SELL OUT!

Christ! It makes me mad. The
amount of classified adverts
selling Speccys is huge. And
worse than that they're grossly
underpriced, a common price
being E50. The Spectrum is an
excellent games machine and
contrary to common belief, I think
it has many more years to go. With
4 million Spectrums around, the
software companies are
continuing to produce software,
and people are still buying the
games. So as long as the public
buy Spectrum games the
companies will continue
producing them. Simple Isn't it?

With that thought in mind, when
I purchase my ST I will hang on to
my Spectrum and carry on buying
software which is 10%-50
0
/ 0
cheaper than 16-bit  stuff.

Quite frankly I wish the press
would stop being so negative
about the Spectrum. Home
computers are primarily for
entertainment and that's what I
get. True, you can get superior
entertainment from a 16-bit
computer but at a much superior
price. Think about it.

I hope that you print my letter
even if it just makes readers aware
that the Spectrum has a long way
to go yet.
Scott McNab.  Edinburgh EH9

3AW

'Selling out', as you call it, is no
Bed Thing, The purchaser of a
second hand Spectrum obviously
wants to use the computer, and
will therefore go out and buy
games, thus keeping the
Spectrum games market active.
Yes, the Spectrum has plenty of
years in it yet-you don't need 16-

GUNSHIP'S
ILLEGAL
ACTIVITIES

Another thirty days igive or take a few) have passed, and once again
it's time for me to delve into another  bulging mailbag. Microprose
come under fire from a couple of conscientious objectors, and there
are also more opinions on the new breed of 16-bit computers, and
their apparent impending takeover. Captain Paranoia has never had
it so good!

bit  graphics and sound to make a
brilliant game! For your sensible
comments. I've decided to award
you this month's NO software
voucher

LM

Dear Lloyd
As an old fogey who has been
reading CRASH for several years,
I thought it was time I got up on my
soapbox.

was going to write in glowing
praise of Microprose's Gunship.
but on gett ing more deeply
involved I came across some
worrying aspects of the game.

After reading through the
manual carefully, I loaded up and
was soon zooming across the
training ground with cannon
blazing. 'At  Last!' I thought. A real
flying simulation_ No childish
arcade games for me. But closer
inspection of the subsequent
zones brought me up short. What
was this? 82nd Airborne in Central
America?

I wondered how many young
people happily playing Gunship
realise that the US involvement in
Central America has been
condemned as illegal by the world
court at the Hague, and President
Reagan's Contra arms deal
contravenes not only several
American laws, but the
constitution of the United States
itself.

'So what?' some of you may
say. 'It 's only a game.' But the
point is that it's NOT a game. This
is an accurate simulation based on
a real incident which is still going
on today.

Thousands of innocent people
have been killed in Central
America now because of terrorist
action sponsored by the US
Government.

Is it right to allow a computer
'game'  to broadcast a subliminal
message via a leisure medium?
Such things are banned on British
television.

The result of all this soul
searching is that I've come to think
maybe the mindless arcade
games which are constantly
condemned as harmful are in fact
less harmful because they are
mindless. Nobody cares if yellow
aliens tram planet Zeta, or evil
Ores are blasted into fragments.

The final message to remember
Is this t he greater the realism, the

greater the responsibility needed.
Trevor Parrish, Walthamstow,

London El 7 9ski

The fact that the US Army
shouldn't  be in South America is
beside the point - they are, and
this simulation, as you say, is
'rear.

LM

A FEW
POINTS
Dear Lloyd
A question. Has Peter Hoar from
Essex got a brain? If hecan tell me
about a better Spectrum magazine
than CRASH I shall be very
surprised. Who has mentioned a
constantly high standard of
reviews, news, artwork and
enjoyment over the last few years?
Who has been first with interviews,
reviews and features? Ask
yourselves these questions and in
each case the answer is CRASH.
And he's complaining about the
price! Doesn't he think any other
Spectrum magazine will increase
price? It just shows that CRASH
has got the guts to lead the way as
they have for the last few years in
Spectrum computing.

You're telling me someone over
the Christmas holiday has counted
the number of advertisements.
Has he nothing else to do? If he
thought El .95 is too much, then
why did he buy it?

Another thing, why did he think
the CRASH history was pointless
because he had all the issues?
Most people I know found the
history both well written and
interesting. as the first issues of
CRASH are like gold-dust!

And he thinks Match Dayll is just
an upgrade of Match Day. He must
be barmy! Why does he think
March Day II has just gone to
Number 1 in the CRASH readers
chart?

All I can say is that he must be
stupid, and I'm sure lots of others
share my views.
Mark J Taylor, Leigh, Lanes WN7

I NX

Yes, yes, yes.
LM

COMPUTER
PROPAGANDA?
Dear Lloyd
I'm writ ing to complain about the
anti-Russian bias in the products
of Microprose. I own Gunship,
which is the only game I have from
this company, and have found the
instruction booklet to be full of
propaganda. Yet more recently I
have been incensed by reading a
review by Stealth Fighter in ZZAP!
-  a game which is soon to appear
on the Spectrum. This 'game' is

ATTRIBUTE
'ASSLE

even more extreme than Gunship.
and has the disaste to include
missions over Libya and the
Persian Gulf. In fact one ZZAPI
reviewer even commented that the
game was so topical that he felt we
might see what he did, on the nine
o'clock news that evening.

Seen from a purely •playability'
standpoint, both Gunship and
Stealth Fighter are very good.
Thus it seems likely that many
people will buy these products,
and Microprose's propaganda will
receive inside coverage. Thus
these products are more than just
games, as their bias is so strong
and widespread. Computer
games. I firmly believe, should not
contain such propaganda, and
should certainly not try to make a
game out of a current conflict,
where people at this moment
people may actually be being
killed_ This kind of program must
be discouraged.

Digital In,egration are an
example of a company whose
games contain no propaganda.
and yet their games Tomahawk
and ATF are on exactly the same
subjects as Gunship and Stealth
Fighter respectively. Clearly it is
not necessary to simulate topical
battles for a game of this type to be
playable. The trend which
Microprose is leading will only
bring computer gaming into the
midst of the political stage, and
this is surely undersirable. I for one
will not be buying Stealth Fighter,
and hope others will soon join me.

Nigel %look, Essex

It's so easy to get het up in this sort
of  situation. Personally I think that
flying 'realist ic ' simulated
missions over 'real' places helps
bring your attention to the fact that
this sort of thing could really
happen. You can't Just turn your
back on the possibility of conflict
in the Middle East in the hope that
it 'll go away. The sickening
jingoism of the Microprose
instruction manual, however, does
tend to grate.

LM

Dear Lloyd
I am writ ing to you for the first time,
After several years of owning a
Spectrum 128, I have always
enjoyed the On The Screen as I like
to do a bit of art myself. Only, there
is one problem, I own an AMX-
mouse and the Artist II. These two
are both very good, but they both
lack one thing: COLOUR. Before
anyone corrects me, they do have
colour but only to a pathetic
standard. They put the colour in in
big blocks, so circles become
squares. So what I would like to
know is am I using them correctly
or not. Also what packages do the
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people use on the On The Screen
to get the colour they do?

Thank you for reading my letter
and hope you will be able to help
me.
John Mather, Liverpool L14 OPQ

The *problems' you're having are
what every Spectrum owner has -
attributes_ The Spectrum
computer can only accept two
colours in every character space -
every 8x8 pixel block.
Consequently, when you try and
put  three colours into a block, one
of  them disappears and turns into
the colour you're using. thus
ruining the picture. Artists have to
be very clever to get around these
problems, and basically it means
planning out your picture around
character squares. Try looking at
loading screens to get an idea of
what you can or cannot do. ft takes
au/tea lot of practise, but once you
get the idea, you should be able to
produce some brilliant pictures
with the art packages you've
already got.
LM
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WOT? NO 128
GAMES?
Dear Lloyd
I am the proud owner of a
Spectrum 128 and I think this is a
great machine, but I am finding it
very hard to buy 128K games to
get the most out of my Speccy.
The 128K was brought out to show
people the difference in graphics
and sound compared to the 48K,
but what  is the sense in buying a
128 or +3 if you cannot buy 128K
software. Can you please tell me
why it is so hard to find 128K
games.

Mysecond question is, if the
new SAM computer (reviewed in
last months Tech Niche) is going
to be compat ible with Spectrum
48K software, is there going to be
much new software for it or will
SAM owners have to make do with
48k software like us that own 128K
machines?

I hope you write a reply for my
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questions as I am sure there are
plenty of people who would like to
know the answer. Keep up the
good work there at the CRASH
offices_
Robert Hanway, Dublin 14, Eire

Yes, apart from a few exceptions,
Spectrum 128 only games are very
scarce indeed_ The reason for this
Is beyond me, There are plenty of
128s around, so why don't games
manufacturers spend some extra
time improving their programs to
include extra features and
screens? I should think SAM
owners will be inexactly the same
boat as you

NOT JUST A
FAD

LM

Dear Lloyd
First of all congratulations for 50
excellent issues. Ever since I
started reading CRASH I have
always found it to be the best
magazine. standing head and
shoulders above all it rivals.
Everything about it Is totally
superior including your letters
page. where at least you bother to
answer the letters and don't print
pure drivel like some mugs.
However enough of this grovelling,
and on to my point.

The main reason I have written
is regarding the editorial article
written by Bamaby Page. I don't
really agree that the industry is in
that bad a shape. It offers a great
variety of entertainment and
practical uses for the Home
Computer owner, at what I
consider a fair price.

I do agree however that the
industry could do with more media
coverage by the national press. It
is definitely not a minority hobby
and it is obviously not some craze
that will fade shortly.

Myself and some friends have all
written to various national and
local papers asking why they don't
feature a regular section on home
computing, but they seem content
to leave that sort of thing to people
like yourselves and are not really
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interested.
It looks as if we will all have to

stick with CRASH and to be totally
honest that Is just fine with me. By
the way E1,25 is a bit expensive
but I suppose its worth it for the
value you get.
Matt Connolly, Hayes,

Middlesex UB4 91A

Computer sections in newspapers
are on the increase these days, but
what I really think is lacking is a
television programme on
computers. There*s absolutely
nothing around at the moment,
which is very sad indeed. Perhaps
other readers have views on this
matter?

ARIOLASOFT
CLOSEDOWN:
WAS IT THEIR
FAULT?

LM

Dear Lloyd
I read in the March CRASH about
the closing down of Ariolasoft UK.
In the report 'disappoint ing' sales
were blamed. If you take a look at
Ariolasoft's Summer '87 range you
wouldn't  be surprised -  stuff like
Killer Ring (47%), Mountie Mick's
Deathride (47%), Triaxos (53%)
and Dogfight 2187(56%). Perhaps

if they'd been more choosy about
what got released and compared
them to other software releases
they wouldn't  have been in the
position they're in now. Even
Ocean got it together last year to
bring us Smashes such as Head
Over Heels and Wizbail.
Incidentally, I hear that Ocean plan
to cut the amount of *88 releases
to 2/3 of last years' in order to
spend more time developing the
games, which means a better
standard of software.

Ariolasoft were capable of
making great games (remember
Think!, Skyfox, Camelot  Warriors.
Doactivators and Terrors of
Trantoss? Although I admit these
didn't  seem to sell in great
quantities -  a wrong marketing
mix perhaps?) The 'downfall'  of
Ariolasoft seems to have started at
the beginning of 1987 when they
stopped publishing in their own
right and emerged with a fistful of
labels (Starlight, Reaktor. 39
Steps, Viz Design and Magic Bytes
-  phew!)

On a lighter note Magic Bytes is
now being marketed by Gremlin
Graphics -  does this mean that
they now have the rights to Pink
Panther the game?
Tim Baker, Mid Glamorgan CF7

8DU

I'm sad to see Ariolasoft pull out of
the UK, but I'm afraid in this
industry it's survival of the fittest.
Magic Bytes 'Pink Panther is soon
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to be available on the Gremlin
label.
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MARKS AWRY?
Dear Uoyd
You did it with Daley's Decathlon.
You did it with Match Day. You did
it to Arkenold and you've done it to
Terris (Issue 50). I 'm talking, of
course, about seriously
underrating great games. How on

earth did your reviewers have the
gall to pen such phrases as' poorly
implemented' and ' becomes
boring'?

True. Tetris is maybe not the
most visually stunning of games
on the Spectrum, but in a game like
this looks don't count for anything.
ZZAPI gibbered over the
Commodore version (rightly so).
yet I think that the Spectrum
Implementation is far better. In the
type of game Tetris is, fancy
programming and slick touches
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can often mar its playability. If you
look at the Atari ST version, with its
Psuedo-3D blocks and things,
you'll see what I mean,

The Tetris review highlights
many of CRASH's faults. The
ratings are often too close
together, seemingly being
(consciously or not) fiddled to
make them so. One of the
comments was 'a fiendishly
addictive game': yet it got only
79% for 'addict ive qualities'!
How? I have ATF as well, and
although I think It's a great game,
it doesn't even come close to
Tetris in addictiveness, yet it gets85%.

Of course, you'll probably pour
out the standard reply. Lloyd,
saying that the reviewers form
their own opinions, and I say fine!
But when the reviewers' opinions
start varying too much from those
of everyone else, d's t ime to get
new reviewers. I say the last
statement with some authority — I
work in a computer shop, and l am
certainly not alone in my adoration
of Terris.

I reckon you'll probably receive
more than a few letters of
complaint about the review, and I
think you deserve it. Then again. if
you print this letter, you will most
probably be sent sackfuls of
letters from babbling hordes LM

screaming, 'Heretic! Heretic!'.
Summing up, I believe that

CRASH has done too much laurel-
resting, and has begun to take its
readership for granted. If you
continue to become less and less
reliable as far as reviews go, then
There are plenty of other
magazines out there just waiting to
net disillusioned CRASH readers. I
have been buying CRASH ever
since Issue 1, and for some time
now I have been less satisfied with
what was once a great magazine.
For the moment, I will continue to
buy CRASH to maintain my
collection, and in the hope that you
will give yourselves a big shake
and raise up to your old, high.standards.

Ewan Dalton, Ayrshire KA1 2 OLJ

Well, Ewan, we've got a new set of
deluxe reviewers, and have also
dumped the individual ratings
system, which served only to
undermine the overall mark.
Hopefully you'll find their marks
more consistent and thoughtful.
To be honest. I agree with you
about Tetris — it's a fabulous little
game, and illustrates what I was
talking about earlier. Who needs
16-bit graphics and sound?

FOOTHILL 3 CRIICKET
Sports Simulations from J  Software (Established 3 Years'
SKILL ,  T A C T I C S  D E C I S I O N S  S T R A T E G Y

4 CLASSIC Strategy Games packed with GENUINE & REALISTIC Features

PREMIER St • CAN YOU HANDLE ALL OF THIS ? • Play all teams Home & Away Un iq u e  &
Comprenensrve Transfer Market Features • Full Team & Substitute Se4eckon - In-Match

- Named is Recorded Goal Scorers Match  Injuries. Team Morale Transter Demands
Full Squad listings o f  ALL teams showing details 01 ALL Players in  me League - F
,
l a n c i a

Problems 7  Skill Levels Manager's Salary Cont inu ing Seasons • Ohers to Manage Other
.Clubs • Full League Table - Attendances - Season t icket  Sales Sa ckin g s - Save Game Te a m
Styles. Bank Loans M a t ch  Receipts and SO MUCH MORE

EUROPEANK T H E  MOST COMPLETE EUROPEAN SIMULATION YOU CAN BUY ' - Home
A Away Legs -  Full Penalty Shoot-Out twitn SUDDEN DEATH) -  2  IN-MATCH Substitutes
Allowed Aw a y Goals Count Double D R A W N  I). lu ll Team& Substitute Selection • Extra Time

7 Skill Levels Discip linary Table Sa ve  Game - TEXT MATCH SIMULATION including. Match
timer. Named & Recorded Goal Scorers Corners. Free Kicks, Goal Times, lisa llowed Goals,
SerKling Off , Intury Time. Penalties. Bookings - Enter your own PREMIER II Winning Team anoMUCH MORE

WORLD CHAMPIONS - A COMPLETE WOFIL D CUP SIMULATION • Select Friendles - Squad
o' 25 Players - Qualifying Round 2  In-Match Sultdlitutes -  Disciplinary Table • Select Tour
Opponents -  Save Game - Change Player & Team Names Qu a rt e r Final Group Pla ye r gainexperience

 H  SIMULATION including, Bookings. Goa- Times, Named & Recorded Goal Scorers,
rice as competition progresses S k i l l  Levels - T i m e  - Penally Shoot-Out. TEXT

Intury Time. Corners, Free Kicks. Match Clock, Penalties • and MUCH MUCH MORE

CRICK ET MASTER- A SUPERBSIMULAT IONOF ONE DAYCRICKET • Captures the DRAMA
Ina ATMOSPHERE of the One Day Game We a rie r ,  Wicket & Outfield Conditions • Batting &
2owlirg Tactics - Team Selection - Fast, Spin & Medium Pace Bowlers - 4 Types of Batsmen

Select Field Layout - 3  Skill le ve ls W i d e -  Byes • No Ba ll- Run Out -  M isfe ld  • Dropped
-:,-alches • Sporeboard Ba t t in g  & Bo w ing Analysis R u n  Rate - Run Single Option - 3 Garr(J
Speeds ST AR  FEATURE: Complete Match Overview showing Ball oy Bak Action & Gammen
tery and M ANY MORE FEATURES, Price  includes a  FREE p a d  o f  CRICKET MASTERScoresheets
Software
avaiiabitity

PREMIER
EUROPEAN II
WORLD CHAMPIONS
CRICKET MASTER

Spectrum
Any 48.129Tap

e 
D
i
s
c  
+
3

£6.95 E 1 0 . 9 5
E6.95 E 1 0 . 9 5
E6.95 E l  0 95
E7.95 E l l  95

Comm000re
6 4
.
1 2
8

Tape 5  1 W Disc
E7 95
E7 95
E7 95

rta

E10,45
EIO 45
£10.45

nia

Amstrad
CPC

Tape 3
-  
D i s
c

E7 95 E 1 1 , 9 5
rva

E7.95 E l l  95
te  95 £ 1 2 . 9 5

GREAT VALUE buy any 2 Games and deduct E2.00 to m  total
SUPERB VALUE bey any 3 Games arid deduct E3 00 front total
FANTASTIC VALUE buy any 4 Games aria deduct t 5  00 fromtotal
AN Games avaitable by MAIL ORDER for atiMEDIA TEdespatch
by 151 Class Post Prices include P & P   (add El 00  outside UKfand lu ll instructions
PLEASE STATE MACHINE AND SPECIFY TAPE or DISC.

Send to: E & J SOF TWARE . Room 3 3 7  Westmoor Road. ENFIELD E N 3  7LL



IS THIS MAN
SANE?
Dear Lloyd
I was once a fanatic of the highest
degree. My life was dedicated to
the golden tunes of Manic Miner,
the glowing screens of Jetpac.
Halls of Things, right through to
Elite, GACand the stunning sound
effects of Fist (grunt grunt). Death
stalked my very dreams, shadowy
forms lurked in the depths of
thought, occasionally appearing in
a malignant burst of conscience,
Ben Stone's lace would lear out of
my innermost sanctuaries of
thought screaming 'You went and
bought it, you prune, you even fell
for the 'Commodore screens
shown' and 'Some screens may
vary* tricks', but still I went on.
Many nights were spent awake in
the acrid haze that always seemed
to come from the power pack and
smelled like burning socks, and
sweating, shaking like a beast
possessed as I tried to lose my
thoughts in sleep, oh those horrific
memories of the grating tunes of
Mr Wong's Loopy Laundry.

Then came the fatal mistake that
was to lead to near self destruction
of mind numbing proportions,
I I . . .  bought  a Commodore.
Only for a few brief months did this
lapse, this justification of my place
in Satan's toilet. Okay, I know
that's very immature, but it did
crash a lot and the games didn't
quite hold it for me, I L O O K t i f
you're going to start acting like
that, you can jolly wel l . . .  well you
can stop starting to act like that
right now. miladdo. Sorry, sorry,
look this, these lapses hardly
happen any each more. I 'm really
quite aa-AAARgurr fine bleurgh
now, I mean what with the
Commodore corning down in price
two weeks after I bought one, and
then i t ' s  such a cruel,
heartless, cold, rmuthless
computer. Oh my God. I 'm mad
aar-AaAmaAAgurrghh snarl
(Okay, so Russ Abbott did it first.
big fat hairy deal! Sorry, I just had
to say that, Garfield s my fave). But
now, after many a dark month of
loneliness and maturat ion (I SAID
MATURATION!) I am ready to
return to the world of funny shaped
power packs and tapes that only
work on my mate's machine, a
new generation of computer kids
who make me feel like getting Out
the Grecian 2000 (What do you
mean you haven't got a bottle?)

Well, my Speccy's out an* ready
for a blasting, if only I can gel the
damn thing out of the box aar-
MRn-nn-narghgggh o n  no,
not the twitch aaah

What can I say
agarhgnn
it's great to be back

ughl
Gus, lockerble,  Dumf riesshire

DG11 2JG

Don't  worry Gus- the men in white
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coats are heading to Lockerbie
this very minute

LM

MORE MARKS
AWRY
Dear Lloyd
I'd like to CO M
-
r a n t  o n  
y o u r  
r e v i
e w

of the computer game Dan Dare
(reviewed issue 49)_ I read CRASH
regularly and have agreed with
every review, give or take a few,
until now.

Your review of Dan Dare II was
the worst review you have ever
written and I think your reviewers
Nathan, Mike and Nick should be
asked why they gave the game
such a bad rating. In the review,
Mike stated that if anything, it was
worse than the original Dan Dare.

As far as I'm concerned, this is
utter nonsense. The original Dan
Dare is fun at first but it's too easy
and can be completed after a few
goes, Dan Nr e  II, however is
much more compelling and totally
addictive.

Also, in the overall comments
box it said that the colour is
distributed without thought. That
could not be further from the truth.
The colours have been mixed to
create some excellent new colours
and the shading is incredible. I
agree that the white colour of the
characters is not very good, but it
avoids lots of bad colour clash and
it's nicer than the green of the
original Dan Dare game.

I also noticed that only Nick
mentioned the sequence on the
options page with the spaceship
moving along_ The spaceship itself
is superbly drawn and the triple
scroll of the stars behind it is
excellent animation.

Dan Dare II improves on Dan
Dare in every aspect of the garne
and I fail to see why it should get
an overall rating of 74%, when you

give trash like Flying Shark a rating
of 85%. In my opinion, Dan Derail
deserves a rating of at least 90%
and if it had been released earlier.
it would have got my vote for the
game of the year.

It irks me to have to write to you
but I feel it was necessary to
highlight this blatant miscarriage
of justice shown by your review of
the Dan Dare II game.
Jonathan Gyngell, Flitwick,

Beds Mk4.5 1LF

You said it yourself, ' in my
opinion'. As the old adage goes,
one man's meat is another man's
pois on-and when it comes down
to reviewing, it 's always a matter
of  personal opinion, I m sure
there's someone out there who
thinks that Dan Dare II was
overrated! L
M

ON THE 16-BIT
FRONT

Dear Lloyd
I was already thinking about
writ ing to you, when I saw your
letters page in issue 50. That
definitely made my mind up, and
so I've put pen to paper (or finger
to key)t o write you these few lines.
I'm not going to criticise Mr Hoar's
letter (though he certainly
deserved it), as you probably are
already flooded with criticisms on
the said letter.

Instead b e  making a
constructive criticism on your
reply to Patrick Taylor's letter. I do

think it takes a lot of courage to say
that 16-bit machines are just
'minor disturbances', and
compare them to desktop
publishing. In my own, humble.
opinion these machines are
indeed a great step forward in
entertainment software. There is
one point you should have taken
into consideration: the 16-bit
machines are now on their Horace
goes Skiing phase. What I mean is,
programming techniques are far
from achieving their best.
Graphically, games won't  get
much better, but on the playability
side, they will get much, much
better and some great games will
be possible only on these
machines. It's obvious it'll take
quite some time, but it will happen.

And where does this leave our
good faithful Spectrum? Well,
obviously in the darkest comers of
consumer's households_ But that
doesn't mean it won't be worth
keeping it for another couple of
years (yes, that's all the time
you've got left), because it is now
a totally explored computer with
some very playable games. This
computer's decadence might
even make software gel better, as
software houses won't be able to
afford sales disasters.

What I really meant to remark
was that I think you're cheating
your readers. You really can't
believe what you said, can you???
I don't  want to be thought of as a
traitor to our common cause. I saw
Spectrum software grow with the
passing of the years (mine has 5
years now), and twill see it die. And
it will be worth every single
second, at least to tell my
grandsons what computers were
like in my time. And the two years
we've got ahead of us will also be
worth it_ It is a shame that
everything must end, but on the
other hand, better things may
come ahead_

I hope I haven't hurt any feelings
and I do believe there aren't many
CRASH readers who want to
believe in what I just said, but I lls
quite evident. Anyway, I will never
sell my Spectrum, and twill always
but CRASH as long as it lasts.
Bruno Taborda, Lisboa,

Portugal

Of course, the 16-bit machines
eventually take over- what! mean
is that it's not going to happen
overnight as is often made out by
the manufacturers and owners of
these computers. The Spectrum
has plenty of life in it yet, and I'm
sure that there are many
programmers out there ready to
demonstrate that you can still
teach an old dog new tricks.

LM

There goes another month, and another mailbag. If you have any
comments on a n y t h i n g  really, write to LLOYD AURORAS',
CRASH FORUM, PO SOX 10, LUDLOW, SHROPSHIRE, SYS 1 DR.
You never know-I I  your letter is interesting, you could well see it in
print. If you're REALLY lucky, you might even find a software
voucher dropping onto your doormat.
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A RS
Following a recent visit to the 44th Amusement Trades
Exhibition International Show at the Olympia in Lon-
don, SteveJarratt and Julian Rignall report on some of
the newer coin-ops you're likely to find lurking in the
comers of your favourite arcade

WARDNER
Platform addic ts  are sure t o like
Taito's Wardner,  a  Ghos t s  ' n
Goblins clone.

The hero and his girlfriend are
out for a stroll when all of a sudden,
evil Wardner appears and spirits
away t h e  h e r o ' s  be t ro t hed .
Anguished and generally peeved,
the hero dec ides  t o  s et  about
rescuing h i s  k idnapped lov er.
However, t he road to Wardners

Pl. The hero and heroine of Warriner are about to discover that you should never
accept a lift from a stranger.

SONIC BOOM
One of the simpler SEGA products
to appear at  the ATEI was Sonic
Boom, a vertically scrolling shoot
'em u p  s et  ov er contemporary
landscapes,

Taking control of a jet fighter, the
objective is to fly into enemy territ-
ory and destroy a set target, start-
ing wi t h  a  la rge  a n d  heav ily
defended aircraft carrier.

The jet 's armoury comprises of
rapid-fire guns and a complement
of three smart bombs (detonation
of which is possibly the highlight
of the whole game).

The opposit ion's hardware con-
sists of  mobile tanks, stat ic gun
emplacements and waves  upon
waves of  aggressive aircraft, -The
resulting h a i l  o f  fi re  i s  rat her
difficult t o evade and destruction
of the jet signals the reappearance
of ear l ier  s c reens  wh i c h  a r e
negotiated once more,

Secondary armament is obtain-
able on contact with red and white
parachutes wh i c h  occas ionally
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castle is  a long and treacherous
one, and involves crossing mons-
ter infested forests, swamps  and
lava pits.

Extra weapons and treasure are
picked up along the way  as the
hero bat t les across the scrolling
landscape, and there's a shop at
the end of every level where treas-
ure can be exchanged for useful
items.

Although Wardner is devoid of
originality, i t ' s  surpris ingly play -
able and keeps  y ou feeling f or
loose change.

appear on destruct ion of  enemy
craft, A small fighter becomes 'at-
tached' t o  t he player's  jet  and
thereafter acts as a second gun.
Several fighters can be collected
to create a small formation which
fire in unison.

Loss of ships is reliant upon the
precision of enemy fire: secondary
ships may  be picked of f  one by
one, and a direct hit on the jet itself
destroys the whole formation.

SOMC Boom's graphics are sur-
prisingly bland for such a recent
game, wi t h  uninterest ing pas tel
landscapes a n d  fairly  s tandard
sprites. Only the set targets have
any real appeal,  but  t he player
doesn't really have that much time
to admire the scenery while under
the enormous  amount  of  enemyflak!

The game plays very much like
Flying Shark, and while of fering
some pret ty hectic Shoot 'em up
action, doesn't  offer anything that
hasn't already been seen.

The hero comes unstuck in Warriner
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XYBOTS
Atari's Xybots is very much like a
3D Bezerk-cum-Gauntlet clone.

One or two players take control
of Major Rock Hardy and Captain
Ace G u n  a n d  blas t  t he i r  wa y
through a  series  o f  3 D mazes,
picking u p  ex t ra weapons  and
goodies as they go. The action is
displayed using split screens, with
a status panel above each. Both

viewpoint, s o  t hat  players  may
look all around them. This is a very
useful feature, s ince robots tend
to leap Out from side passages!

Coins are picked up along the
way, and when t he heroes ex it
f rom t he  maz e b y  fi nding t he
elevator down t o the next  level,
extra weapons  and features can
be bought ,  inc luding ext ra shot
power, extra shields, maze map,
slow energy drain and robot map.

Occasionally t he players face
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h. Mayer one arrives at the supply centre
players run down t he corridors,
blasting any Xybot robots who
dare show their metal faces, and
dodging s hot s  f r om t h e  mo r e
aggressive droids.

The c ont rol  met hod i s  qui t e
unusual: as well as the back, forth
and side-to-side movements, the
loystick is also twisted to spin the

the giant master Xybot in a one-
on-one duel. Failure to beat him
means the end of the game, while
victory ensures progression.

Xybots provides plenty of chal-
lenge and fun, especially in t wo
player mode,  and the garneplay is
different enough to keep you piling
in the ten pences_ Look out for it.
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THUNDER BLADE
SEGA, b ig  name c oin-op man-
ufacturers whose previous games
include Space Harrier, Alien Syn-
drome, Out  Run,  Hang-On and
After Burner used the show as a
platform t o  launc h t he i r  lates t
video, Thunder Blade, a helicopter
shoot ' em up. There are two ver-
sions of the machine: one which is
sat upon and spins as the player
flies t he chopper,  a n d  another
which fits inside a stand-up After-
burner cabinet.

The player takes control of  the
Thunder Blade and flies a mission
through a  series of  increasingly
hazardous landscapes. The action
starts above a vertically scrolling
city, a n d  Thunder  B lade  fl ies
above t h e  tall buildings,  whic h
scroll past  in convincing parallax
fashion, The chopper is capable of

flying ' in'  and 'out '  of the screen,
which effectively increases and
decreases the range of its guns.

After this  stage t he v iewpoint
changes to 'Afterburner-style' 3D
as the helicopter flies tow through
the city — which looks thoroughly
convincing.

The action continues with alter-
nate parallax scrolling and fi rst-
person 3D viewpoints as the mis-
sion progresses from the city over
a sea, through a desert  canyon,
into a system of caves and across
a forest_

The graphics are of a very high
Space Ha r r i e r  s t andard,  a n d
there's an excellent soundtrack,
but although Thunder Blade is out-
standing to look at and to listen to,
it's playability is severely lacking.
The control method is awful, and

0  Thunder Blade turns vertical scroller as the chopper flies through canyons
using some neat parallax effects
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0  The Thunder Blade plummets to Earth in a heap of twisted metal

trying to control the sit-down ver-
sion with its three-toot long joys-
tick is a complete and utter joke:
the response is unbelievably slug-
gish, and as the gameplay is very,
very unexcit ing, i t  only  takes a
couple of goes for boredom to set
in. It 's such a shame to see such
brilliant graphics and sound being
used to dress up a turkey like this.

If we've whetted your appetite
for information on the latest
arcade action,  prepare t o be
bowled over by a FREE 16-page
supplement i n  next  month's
CRASH Packed with hints. him-
and the lowdown on the sum-
mer's BI G ar cade machines.
you'd be mad to miss it!
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SPRING S I M M S

Hit-Pak
Saboteur 93% 24
Saboteur 83u/0 41
Sigma 7 62% 39
Critical Mass 90% 23
Airtvolf 90% 13
Deep Strike 79% 36
Combat Lynx 88% 10
Turbo Esprit 88% 28
Thanatos 93% 35
Bomb Jack 71 Iro 39

T HERE'S always a lee splattering of
compilations around, and never
more so than in the Spring. Soft-

ware houses finally realise that most of last
year's games have come to the end of their
lifespan in full price form, so they stall to
think ' W h y  not make a few more god
out of a product by putting It out on a corn-
pilatte?' It requires no more programming
effort. little PR and has a long lifespan on
the shelves of any retailer. All that's
required is to pay oft the programmers -
either with a lump sum, or royalties (a per-
centage at each unit sold) - and organise
the duplicating, which, when it comes to
compilations, is troublesome at the best of
times. Then firiaity there's the name to
come up with. Not necessarily in that order
though -  remember The Magnificent 7
{which is available free if you subscribe to
CRASH this issue) with eight gamesl

Are these Great Games, as with Gremlin,
or AO-Stars, as in The Edge's case? Or
perhaps they're just a Top Collection from
Elite or could they be from an arcade, as
with both US Golds releases this month,
Whatever you cail the anthology of amazing
accomplishments (even Bogies Pick from
Top Ten Software sounds interesting) its
bound to appeal to the average street
buyer. AU those games for lust X amounts
of pounds, it sounds too good to be true.
Be warned, though, most of the time it is -
especially with cheap compliations. Take a
good look at the versions of the games that
you're getting - is that Irtternationai Karate
or 1K N e  you buying the best version of
Undium around? There's also a + version
of Undkant Are you going for a compen-
dium of past blasters (like Four Smash Hits
from Hewson), or some recent games (as in
Ocean's We Are The Charpionsr Or
perhaps even a mixture. like The Edge's
Easter offenng, All-Stars (from the four yew
old Brian Bioodaxe to the four-month-old
Inside Outingr Be careful, and don't be
totally convinced by volUMinOuS packaging
- it looks nice, but can be a real pain to
store.

ELITE HIT HARD
Elite, who have been relatively quiet on the
game front this year, currently have two
compilations in the market place under the
Hit Pak label. Top Ten Collection has been
out for a while now, but ifs still worth a
mention -If only for the chocolate box that
the four cassettes come in. Only a pound a
game doesn't seem like bad value for
money. After aN you can play all your (very)
old favourites ke krivolt (a CRASH Smas
and both the Saboteur games. The attrac-
tive Crittal Mass is also in there alongside
Thanatos. wilich is graphically impressive
at first but lacks any compulsive gameplay.

If that's not enough of Elite games you
can also get Volume 3 of the 6-Pak, Unless
they bring out some more games soon
they'll be hard pushed to produce a loath
volume! Anyway this month's super six
from Elite include some real classics and
some real dengue. Let's get The living
Daylights out of the way first -it figured as
one of the worst games of 1987. On the
good side there's the tremendously play-
able Ghost 'n ' Goblins and Paperboy. You
also get both of the Dragon's Lair games -
although Escape From Singe's Caseeis the
only one worth bothering with. Finaity, we
have Enduro Racer - one of the best race
games of 1987.

Elite aren't the only ones out with ten
games for a teener. Gremlin Graphics are
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currently pushing the second in their / 0
Great Games series, Arcade adventurers
are well catered for with Auf Wiectersenen
Monty (voted Best Arcade Adventure 1987
by CRASH readers) Thing Bounces Back
(before even appearing on the Spectrum -
only the sequel was released) and Jack The
Nipper II in Coconut Capers (a CRASH
smash back in Issue 461. Cartoon fans can't
complain at me inclusion of Basil The Greet
Mouse Detective or even at Mask. Beat 'em
up fans are also pampered with Death Wtsh
lii and Samurai Trilogy, Then, finally, we
have the now obligatory 'previously unte-
leased game'. Is The Duct too good to
release on its own? Or is it lust not worth
bothering with?

CHAMPIONSHIP
SPRINT

Ocean's proud boast this month is that We
Ate The Champions (well theY did gam Your
award for Best Software House 1987, so
what do you expect?). I'm a bit confused,
though, It Ocean are the champions then
how come they only produced one (and
that under thee Imagine labef) of the five
games on thee compilation of the same
name B u t  don't say anything or you'll
probably gel beaten up. )udging by the con-
tents of We Are The Champions, The fabul-
ous Renegade (whose sequel, Target
Renegade, is reviewed elsewhere in this
issue) appears alongside PO (that's the
new version, which we smashed in the
Censtmas Issue) and the controversial Bar-
barian (like Renegade. probably, also
underrated). II that's riot enough beat 'ern
up violence for you there's also Rampage.
an arcade tie-in that like its companion
Super Sparit, sold surprisingly well It may
average at two pounds a game, but at least
we can all remember what they're all about!

You may have seen the CRASH Smash,
Gauntlet, bundled in a Limited Edition with
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Gauntlet It for £999. But don't forget that
it's also available on US Gold's Arcade
Force Four collection, alongside two other
Atari coin-op conversices, Road Runner
and Indiana Jones And The Temple Of
Doom. You'll also get Narnco's Metrocross
for the £9.99 asking pnce. All the games
have initial appeal but the games are gener-
ally on the bonng and repetitive side.

Again on the arcade be•in front, and also
from US Gold comes Data East's Arcade
Alley- although this isn't quite as impres-
sive Only Kong-F
-
6 
M a s t e r ,  
w i t h  
5 6 %
,

garbed over half a century in CRASH. It
makes you wonder if any Data East Conver-
sions will work on the Spectrum

One good thing about a company pro-
ducirig many games for the Spectrum is
that when it comes to compilation time (it
hits all of us eventually, the thought of
something for almost nothing is too good to
be true) they have a wide choice of prod-
ucts. Softek international are one such
company. Now, with almost more labels
than Debenharne they've chosen to
release their next succulent selection under
the banner of The Edge. Their last compila-
tion was supposedly a Collectors' Edition
but this one should appeal to Softek fans
even more you can almost track the Cleo!
the Spectrum with it, From way back in '84
come Psytavor and Starboke. 1985 brings
us such memorable games as Brian
Bloodaxe and That's The Spirit 1986 was a
very good year it I remember correctly- we
had Bobby Bearing (which would still do
tremendously wel l  nowadays) a nd
Moridstone, a credible adventure. And who
could forget 1987 with such dehghts as
inside Outing and Xecutor, They're all here
-  good and bad, old and new - and for only
C819 it's got to be worth el

NOW WHAT?
Virgin Garnes's Now Games Series enters

cassette E9.99 + 3  disk El l  .99

its fifth episode next month. Now Games 5
also contain a good mix of games, old and
new. The ageing International Karate (that's
NOT the version in Issue 49) Joins the likes
01 the notous Street Hassle, fun-filled Kat
Trap and Prohibition, For those who require
more stimulation than blasting the heads
off a couple of Woe s
-
w i l l i ng 
p u n k s  
t h e n  
t r y

Hacker il arid Rebel - both are superbly
puzzling games.

I spy with my Irttle eye three great games
from Databyte• Yes, the people that
brought you the CRASH Smash, Spy Vs
Spy, and The Island Caper have finally
decided to release the third game in the
series, Anic Antics, in a special Spy Vs Spy
Trilogy pack. AN fans of the MAD magazine
characters should immediately proceed to
the nearest software outlet and purchase a
copy -even at £9.99 (C14.95 disk) it's super
value and unbelievable tun. Ali games are
one or two player and feature Simulvision (a
constant split screen display which dis-
plays you arid your opponent computer
or human) allowing you to keep an eye on
what your opponent is scheming.

Also in trilogy form is rime& Magock from
newly-formed Mandarin Software. This
time you get three Level 9 adventures:
Lords Of Time, which is older than time
itself (well, almost). Red Moon a cover
Smash from Issue 20 and The Price 01
Magic*, also a Smash. £14.95 on cassette
AND disk (strange, but true).

Budget compilations have never been
impressive; some things never change,
You'll now be able to get Four Great Games
Volume 3 (no relation to Ten Great Games)
from Tynesoft's Microvelue range. Nice to
see Equinox on there -  it was Raffaele
Cecco's first game, before Exolon and
Cybemord - one for his fans only. Finally,
Top Ten Software have Boge's Pock l
a n d4 for your delectation. Bogie s first pick is
pretty good, with Herbert's Dummy Run
and Black Hawk (both very old Smashes),
But with lee fourth I'm afraid Bogies lost
his touch. However, both are only t2.99.

CRASH Overall percentage and review issue numbers are given after each game. N/A denotes not reviewed'.

NOTHING

p l q  $ 1 1 1 1 1 :1 0 1 =1 E I RO

•

0 t i  EA i
GAMES II
Gremlin Graphics
The Duct N / R
Mask 8 1 %  45
Auf Wiedersehen Monty

85% 40
Samurai Trilogy 4 9 %  45
Convoy Raider 5 6 %  43
Jack The Nipper  il  In Coconut
Capers 8 7 %  46
Basil The Great Mouse Detec-
tive 7 3 %  47
Death Wish III 4 5 %  45
Thing Bounces Back 8 5 %  42
The Final Matrix 7 5
9
/ s  4 1

cassette E9.99
+3 disk E14.99



WE ARE THE
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Xecutor 84 c/a 45
Inside Out ing 82 % 48
Bobby Bearing 94'

)
/ 0

31
Shadow Sk immer 62 39
Mindstone 89% 33
Warlock N/R
Psytraxx 69% 10
Brian Bloodaxe 86% 14
That's The Spirit 825'0 20
Starbike 77% 10

Internat ional Karate 68% 24
Prohibit ion 59% 43
Street Hassle 75% 49
Kat  Trap 84 cio 36
Hacker 82% 37
Rebel 76% 44

1K 91% 49
Renegade 89 */o 44
Rampage 69% 49
Barbarian 85% 41
Super Sprint 58 % 48

Kung Fu Master 56 % 31
Break thni 43 % 36
Express Raider 47% 41
Last Miss ion 48 % 44

Ocean

cassette £9.95

ARCADE
FORCE FOUR
US Gold
Gaunt let
Road Runner
Met roc ross
Indiana Jones
Of Doom

92% 37
73% 43
77 % 42

And The Temple
65% 46

cassette £9.99

DATA EAST'S
ARCADE ALLEY
US Gold

cassette £6.99
3 disk £12.99

ALL-STARS
The Edge

cassette E8.99

TIME &
MAGICK
Mandarin Software
Lords Of Time 0 3
Red Moon 9 / 1 0  20
The Price Of Magick 9 4  % 30

cassette or +3 disk £14.95
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FOUR GREAT
GAMES
VOLUME 3
Microvalue
Equinox 8 7 %  30
Ku-Ku
Cop-Out 6 5  % 37
Ian Botham's  Test Match N / R

cassette £3.99

NOW GAMES 5
Virgin Games

cassette £9.95

BOGIE'S PICK 1
Top Ten Software
Herbert 's  Dummy  Run 90a/0 18
Lit t le Al N / R
Tarantula N / R
Black Hawk  9 2 %  08

cassette E2.99

BOGIES PICK 4
Druids Moon N / R
Metaldrone N / R
Smudge & The Moonies  N  / R
Desert  Burner 4 6  */0 20

cassette 112,99

AI SPY VS SPY
TRILOGY •
Databyte
Spy Vs Spy
The Is land Caper
Art ic  Ant ics

93*/0 19
53% 41

N/R
cassette £9.95
+3 disk £14.95
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F E A T U R I N G r

EXCITING

• WEIGHT LIFTING •
IBASITITSALL •  SOCCER •  VAULT • SWIMMING
GIANT SLALOM •  SPRI NG WARD  DIVING

PING-PONG P I S T O L  stioa rimo •  CYCLING
SHOOTING • AllaSERY • TRIPLE SUMP • scoviNG
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All these hit games in a special
pack for the price of one F L W O
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ADVENTU
TRAIL

Due to popular demand and a sudden influx of cas-
settes, home-grown software is back. This month's
offerings were particularly impressive-if you think
you can match their standard don't hesitate to send
In your own. I promise to look at them all though I
can't guarantee a review. As long as you enclose the
relevant postage and packing, however, I'll make
sure they're returned

MONSTER
Haggisolt, 0.99
Author: David Haggarty
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of the time gate theory, is
spurned and ridiculed by his

learned colleagues. Undaunted.
he constructs the machine on his
own and in one last ditch attempt
to save his reputation, activatesthe fi na l switch. The re  i s  a
blinding flash and the professorfinds himself in the middle of a
stone circle in  the  unfamiliar

terniory o f  myth  and legend.
Triumph quickly gives way toterror a s  h e  d iscovers t h e
machine d idn 't  travel through
time with him and his reputation
is never going to be made unless
he finds a way back.

Wandering t h r o u g h  t h e
landscape o f  swamps. desert.
caves and  citadels h e  comes
across a  series o f  characters -
mostly friendly - who gladly give
advice when asked f o r  help.
Gordo Greatbelly, renowned
proprietor of the Dancing Ogre
Inn, is the most comprehensive
source o f  free advice although
others, f o r example Boot the

giggling elfin alchemist, can give
more specialised help. Contact
with th e  friendly bu t  in it ia lly
powerless wizard of Tudaw who
gives the professor a series o f
tasks to  complete, is vital. He
explains that the ruling class is
troubled; the princess Olga has
disappeared and King Gruff has
lost his son Prince Grott. The
professor's task, quite simply, is
to restore o rd e r a n d  re tu rn
enough power to the wizard to
send him home.

An unusual and very enjoyable
element is the close interaction
of t e xt  a n d  graphics. E ve ry
location has its own colourful and
detailed illustration and shows
doors opening, rocks moving and
people leaving as you type in the
corresponding c o m m a n d
Execution of a magic spell causes
the background to flash in a quick
succession of rainbow colours.

In locations where no definite
exits are given, the image o f  a
distant citadel o r temple urges
the professor to persevere. On
one notable occasion a  ve ry
important ob ject  i s  depicted
graphically but not described in
the text. As it was the only such
instance, I  spent a  lo t  o f  time
trying to use other clearly visible
items in  vain. Nevertheless i t '
,one example of how graphics can
and do enhance the value of the
tem.

The puzzles va ry f ro m the
straightforward to the downright
devious. None are insoluble; the
game is extremely well crafted
and full of clues if  you take the
trouble t o  l o o k  a n d ,  mo re
importantly, a sk .  In te ract ion
with shopkeepers, the ubiquitous
Gordo and the aristocracy of the

Of magic and monoliths: a Monster of a tale

enchanted la n d  i s  essential_
Success depends o n  a  ve ry
realistic m i x  o f  holiesty and
deception; excessive greed fo r
treasure meets w i t h  i t s  ju st
rewards, although a little trickery
in the Dancing Ogre won't go
amiss.

Sudden death, indicated by a
humorous and colourful end-of-
game screen, is a pervasive. if not
constant. possibility. I n  most
cases ample warning is given.
although on one or two occasions
working out the precise wording
to get out o f a situation needs
more turns than the program
allows.

Fortunately t h e r e  i s  a
RA MSAVE option, an excellent
remedy f o r  unexpected death
and especially useful for finding a
trial a n d  e rro r path through
treacherous swamps and along
precarious ridges. The PA Wed
parser a c c e p t s  c o m p l e x
sentences and commands using
IT and EXCEPT. There are a
couple of idiosyncrasies hut the
location t e x t  generally g ives
enough clues to  the necessary
wording o f  a n  act ion . T h e
VOCAB command acts as an
extension o f the inlay card and
calls up a  list o f  some o f  the
possible commands. One of the
most useful abbreviations is X.
for EXAMINE.  I t 's  surprising
that hardly anyone else seems to
have thought of it.

Monster is living proof that the
best games d o n ' t  necessarily
come f ro m t h e  b ig  software
houses. I t  has more depth than
the average fu ll price offering
and deserves t o  do  extremely
well. Along with Star Reporter,a

T h e M i q i c  C i r c l e . 1

ou  a r e  i n  e  C e l l  r e  o  a  u 9 e
r i n g  o f  s t a n d i n g  s t o n e s  fi n  a i r
o f  p e a c e f u l  s i l e n c e  p e r v a d e s  t h e
a t m o s p h e r e .  F r o m  h e r e  p a t h s  l e a d
o f f  i n  a l l  d i r e c t i o n s .
W h a t  n e x t ?
4 WHS H T H E  B L O C H S F
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bonus 48K adventure with sound
effects, Monster is available for
13.99 (including postage a n d
packaging) from: Ilaggisoft, 3D
Sherwood R o a d ,  Ha r t f o rd ,

CLOUD 99
Marlin Games, E2.95
Author: Linda Wright
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a strange lig h t  i s  coming
through t h e  win d o w;  a

mysterious voice is calling your
name. O n e  o f  t h e  weirdest
adventures suburbia has ever
encountered is about to  begin.
Jack Frost has been messing up
the weather and you've got to put
everything right before dawn.

Linda W r i g h t ' s  l a t e s t
adventure ( t w o  h a v e  b e e n
published by Incentive already)
comes in two versions. The 481(

Kilmarnock. A y rs h i re  K A  I
5 DW •

OVERALL

amount t o  t h e  light-hearted
atmosphere con jured u p  b y
descriptions. Still, with opening
doors and running water, they're
an added bonus.

The havoc Jack has created in
the weather halls is rather like the
disorder in your own home. A
fire is melting the ice hall. the rain
dispenser is blocked up and the
thunder machines have lost their
drumsticks. In it ia lly the player
has limited resources: judicious
interaction with some of the city's
characters, w h o  respond i n
various ways to  pleas for help.
are necessary. I n  mo st  cases
they'll help you if you help them;
it's just a matter of working out

T I  Mt_

C :

S C O R E

E s c i T  C s )  : 5 .  E .  5 V4 .  L t .
T H E  I K A I L L
-
Z
Cr , t  r i t E r i n g  t c  h a l l ,  N e u  a r e
•  c :  a t e  t y  a w a r e  o f  t h e  r u b l b e r
P L a n t  L o o m i n g  o u t  o f  t h e  s h a d o t !
c o r n e r  n e x t  t o  4 A o u r  f r o n t  d o o r ,
w h i c h  i s  p r e s e n t L 9  C L O S e e .
Y o u r  c a t  p a d s  i n ,  t h e n  c u r l s  V I
•  rt t h e  fl o o r  •

>K I C K  T H E .  C A T Y K

110 A  taste of the home comforts before the frost hitch •
adventure is text only while the
128K version has graphics, more
detailed loca t ion  descriptions
and one or two extra commands.

The weather quest begins in
the comparative comfort of your
own home, L ike  a l l  the  best
homes, it's in a terrible mess, and
the text does its best to bring you
all the gory details; there's *junk
littering your desk and covering
the floor', and as you stumble
into the  kitchen, rubbing the
sleep from your eyes, you notice
'crockery that's piled in the sink
and on the units, as well as the
sticky finger marks which cover
the cupboard and taps'. Further
explor4tion leads you  t o  the
weather city o f  Cloud 99 (it 's
outside y o u r  f ro n t  d o o r,  o f
course), wi t h  th ree levels o f
sabotaged weather halls and all
the trappings (including theatre
and tourist office) o f a wealthy
tourist town.

The I28K version has different
graphics for every location from
hen house to art gallery. theatre
to ba rn ,  T h e  sma ll,  c le a rly
defined pictures. which take up
about a quarter o f  the screen,don't contribute a  tremendous

40 CRASH May 1988
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what a n  American tourist, a
crestfallen angel, o r an anxious
baker want most in the world.

The puzzles are light-hearted
and log ica l:  co mmo n  sense
generally provides the answer,
although in  one o r  two  cases
some extra lateral thinking may
be required- L inguist ic jokes
should not be overlooked. Only
some s o l u t i o n s  a r e
interdependent, w i t h  t h e
advantage that getting stuck on
one area o f  the game doesn't
necessarily bring progress to  a
complete and grinding halt. As
you restore order in each of the
halls a  congratulatory message
flashes up to commemorate your
success; it's very satisfying to get
a pat on the back early on in the
game.

All t h e s e  u se r-f r ie n d ly
features make Cloud 99 an ideal
adventure f o r  b e g in n e rs .
although e x p e r i e n c e d
adventurers shouldn't be put off.
Some o f  the problems require
alert, logical thinking and the
time limit  (the clock ticks away
even between turns) gives the
challenge that extra edge.

The game, which was written

using Gilsoft 's P A W accepts
fairly long, complex sentences. It
may take a little time to discover
the necessary wording to  carry
out a particular action but usually
there a re  strong h ints in  the
descriptive t e x t .  A d d i t io n a l
commands include RAMSAVE
and S A V E  and, in  the  128K
version o n l y ,  H E L P  a n d
PAUSE. Th e  la t te r stops the
game temporarily should you
want to make a cup of tea or get
on with something else.

COUNTDOWN
TO DOOM
Topologika, E9.95 disk only
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Peterborough s o f t w a r e
house, p rides i t se lf  o n

producing B r i t i s h  adventure
games. Countdown to Doom, a
text-only adventure which was
first released by Acornsoft, could
hardly be set further away from
the land o f Stilton and budding
British businesses

Travelling through space on a
routine mission you're in  orbit
around the long-deserted planet
of Doom, blissfully unaware o f
its efficient automatic defence
system. Moments later your craft
crashlands on the inhospitable
planet surface. Shaken, b u t
otherwise unhurt, you examine
the wreckage and realise that
unless y o u  c a n  lo ca te  t h e
necessary parts, collecting as
much bonus treasure as you can
in the process, you r ship wil l
corrode away in a mere 400 time
units.

At close quarters the planet
looks even more forbidding than
it d id  from the sky. I ts hostile
terrain i s  characterised b y
extreme changes o f  climate ;
murky swamps b o rd e r le a fy
jungles, mountain paths lead up
to icy glaciers and down into the
exhausting heat o f  a  sandy,
disorientating d e s e r t .  T h e
locations a r e  e x t e n s i v e ,
atmospherically described and.
for the  most  pa rt .  extremely
hazardous. Striding boldly into
the unknown is likely to lead to
an early death at the hands of the
planet's exotic creatures. Slugs,
allodiles, e lectrica lly charged
blobs, hungry metatermites and
rampaging decapods would be
easy to avoid i f  only you knew
where they lived A s  there's
no RAMSAVE option, saving to
disk is essential.

A large part o f the extensive
environment i s  immed ia te ly
accessible so  success depends
much more on wandering around
and discovering what you have to
do than performing a series o f
specified t a sks .  To p o lo g ika
describes the difficulty level as

Cloud 99 is another example
of the high quality home-grown
software that can be produced
using a facility like the PAW. It's
not o n e  o f  t h e  toughest
adventures a ro u n d  b u t  t h e
humorous tone and the ingenuity
of the puzzles make it one of the
more enjoyable to play. At 12.95
for both versions, you can't lose
Marlin Games can be contacted
at: 1 9  B r ia r  Close, Nailsea,
Bristol 8SI9 I QG.
OVERALL 7 5 %

standard; I would venture to say
that beginners would find some
of the problems, which aren't
always logical, harder than that
to solve. Timing is of the essence,
false moves early on can cripple
progress la te r and  n o  clues,
however cryp t ic .  shou ld  b e
ignored. You may find yourself
succumbing to the on-line help
system (which is very careful not
to give too  much away) more
often than usual.

The process is made a ll the
tougher by the absence o f  an
EXAMINE command ;  mo s t
Topologika games assume that
you take in  everything at fi rst
glance. This is more realistic than
a laborious search for something
you are more than capable o f
seeing, but it also means that it's
impossible to hide clues to the
use o f  a particular object in its
description. I n  so me  cases,
notably a rod which can only be
used once, you have to activate
the object to find out what it does,
then start again to make properuse of it.

£9.95 buys you a fairly complex
parser which comprphends most
complex commands, I t  is rather
choosy, however, a b o u t  t h e
precise input needed to complete
certain actions. This is one area
in which the hint system could be
more helpful. The wording of a
hint i t s e l f  d o e sn ' t  a lwa y s
correspond with the phrase the
program w i l l  accept. I  s t i l l
haven't worked out how to pick
up an object with a fishing net.
The obvious commands GET X
WITH N E T  and CA TCH X
WITH N E T  have n o  visib le
effect.

Still, t h e se  a re n ' t  t yp ica l
hiccups a n d  t h e  o b v io u s
complexity o f  Countdown t o
Doom ma ke s  u p  f o r  t h eoccasional limita t ions o f  t h e
parser. Certainly, i f  you enjoy
the sort of game which involves
hours o f  careful exploration,
Peter Kilworth has added enough
puzzles, h idden  p it fa lls a n d
encrypted conundrums to make
the icing and hazardous journey
more than just worthwhile. To
begin th e  countdown contact
Topologika at FREEPOST, PO
Box 39. Stilton. Peterborough,
Cambridgeshire PE7 3BR

OVERALL 8 5 %
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THE PAWN
• I have amassed 205 points and
have reached a halt' writes
SIMON GOODCHILD from
Harlow in Essex.

To kill Kronos try using the ther-
monuclear device.

THE HOBBIT
DAVID LLOYD writes to ask:
I How do you avoid the pale
bulbous eyes in the forest?
2 How do you float down the river
in the barrel without getting
swept against the portcullis?

Move once in the direction that
you moved prior to meeting the
eyes. For instance, i you had just
moved west when the eyes
appeared, then move west again.
Wait two turns and move twice in
the same direction. There are
other ways of coping with this but
this solution should work.
2 Get off the barrel when you
reach the Long Lake.

THE HELM
TONY GRIST is tearing his hair
out again in his attempts toenter
the fortress. How can he avoid
premature baldness?

Drop the stones on the river bank
to form stepping stones north.
Find the spectacles to burn the
haystack and use the needle found
there (where else?) to pick the
lock.

THE BIG
SLEAZE

Yet more problems with this New
York adventure are being
encountered by S ENGLISH
who wants to know how to open
the medicine cabinet (you don't
need to) and what to do with the
200W flashlight.

Use the flashlight in 2Ist Street to
explore what lies behind the grille.
Don't forget to take the battery
with you (courtesy of! JONES).

RIGEL'S
REVENGE

KEV and PETE from RAF St
Eva) in Cornwall. PAUL
BUSCOW from Liverpool and
BARRY SWINSCOE from
Plymouth are just some of the
many people hopelessly stuck in
Smartegg Software's excellent
adventure. Hints regarding the
most frequently asked questions
follow:

I In the hotel Untie the wire and
push the bed twice to find the gun.
(Always carry the gun for
protection in Suburbia.)
2 To get out of the basement flat
pull the bar firmly, then push it
hard.
3 Don't get lost in the desert.
FOLLOW TRACKS from the
location of the bone.
4 To get the screwdriver, climb a
lamp post and continue 'ea*
5 To avoid getting caught at she
porch THROW RUBBLE AT
LIGHT and then keep moving.

Whatever you do, don't get
caught in the net — it's the end of
the game.

Forgotten to take a rowing
implement up the creek?
Send your tips and queries
on adventures old and new
to SAMARA'S
SIGNSTUM PS, CRASH

NEVER-
ENDING
STORY

ROBIN CHAMBERS wants to
know what the leather is for and
how to get out of part

Use the leather to carry the broken
glass from the smashed box. Get
Falkor to help you cross the desert
and go south when you reach the
sphinx.

NORMAN POWELL from
Edmonton isn't stuck on
anything specific—he just wants a
few hints for part 2.

I Don't get too close to the
rothing and don't go east from

the church unless you're carrying
the Glow globe.
2 In the ruined building
REMOVE PLANKS to reveal
the stairway.
3 Carry the Glowglobe when you
go underground (once there you
can Just drop it).
4 CUT WEB when carrying small
knife.

PO BOX 10, LUDLOW,
SHROPSHIRE SY8 1DB.

The most interesting are
published but I'm afraid
that personal replies aren't
possible.
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Overlord simulates the Allied invasion of Normandy on 6th June 1944. The game covers the period
from the initial invasion to the destruction of the German army in France
GAME FEATURES: You command the British, American and Canadian armies by a system of
3 cursors which enables you to set up a line of advance for each army.
The German armies are commanded by a very sophisticated and complex computer opponent
Large scrolling map on varied terrain-7 screens in size. The game also includes hidden
movement, supply, unit details and 3 levels of difficulty. For 1 player,
Spectrum 48/128K - 0 .95
Available from CCS Ltd. 14 Langton Way, London SE3 7TL
And at WH Smith and John Menzies

OK e
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THE INVASION 6th JUNE 1944

BY KEN WRIGHT



GET INTO CRIME!
In the late 1990's the streets of New York are a Jungle.
You are the ice  cool leader of a  gang of  drug crazed
terrorists. Your  ma in  goal  i s  to  become the  richest,

toughest and most notorious gang in the city.

SEND YOUR NAME AND ADDRESS TODAY FOR YOUR FREE TRIAL OF
IT'S A CRIME THE WORLDS MOST POPULAR PLAY-BY-MAIL GAME

Write to: -
Ka GAMES, PO BOX 11, CLEVELEYS, BLACKPOOL, LANCS FY5 2UL.



LOADSA MONEY
PAUL EVANS forgoes the SHADES article (yet
again) to take a stroll round Telemap's Hotel
California

ANOTHER MO NTH,  another
exam to worry about That's the
way its going down here.
Group (Mic rone t's  p a r e n t
company). have been very busy
improving as service to the humble
modem user i n  a nd out o f
Mocronet The results? Well

Oh dear, oh dear' Have Telemap
inherited L o a d s a  M o n e y 's
fortune" If they have then they're
certainly baying a  good go a t
losing it! I'm referring to their new
database, Hotel California It's one
of the first to  start using the
dreaded 0898 numbers. You've
probably seen these numbers in
the papers, or even The Stall They
connect you to normally taped
messages from "Sexy Sarah and
her Wild Ferrets', badly recorded
chart music or chathnes, including
the now expired Talkabout These
numbers are leased by British
Telecom and they pay the owner
some of the money gained for
each call O f  course, for both
parties to make a decent profit, the
calls are very expensive. They cost
38p a minute between Elam and
aprn during a weekday or 25p a
minute any other time. It doesn't
need m u c h  mathematica l
knOteleckle to  realise that you
wOukt need a very flexible bank
a u n t  t o  c ope  wi th tha t!
Talkabout was closed after reports
came in of teenagers running up
bills of E500 or morel However,
despite all of this, Telemap have
pined another company. Denise.
in opening viewdata databases on
the 0898 numbers As I have no
information on Denise, l'rn taking
a look at Hotel California.

Hotel California ha s  be e n
designed a r o u n d  (surprise.
surprise) a hotel. The database has
not been wrnten with computer
buffs in mind, but is meant to
*peal to a  wider audience of
public. At the time of writing it
hardly compares with Prestel or
Mocronet for size, but promises
that it will expand. The hotel is
divided into eight sections. plus a
reception area that provides a
guide to what is new and how touse the service Al l  areas are
accessible vta a hotel elevator. I'll
take a look at them all.
RENDEZVOUS: This area youcould call a dating agency' It s a
database containing names of
people who want to meet with
others. You can add your own
name to the list or look at the
others available. At this time it's
quite small. I spotted one entry'
CASINO Here's an area for all you
quiz-masters I n  real terms i t
comes nowhere near a real casino:
it's lust a collection of games that
you can play for cash prizes or fun'
Most of the games are quizzes and
very hard ones too. The roulette is
a weekly set of questions that had
me stumped from the fast one!
However, the  prizes are quite
generous and this particular one

was worth E25.
SHOPS This  section has two
• shops', the newsagents and the
Kays catalogue shop_ T h e
newsagents is a  classified ads
section where you can read
adverts hom other users for
anything they want to buy. sell or
say. If you want, you can add your
own advert which will remain for
three working days on the system

Kays has a database containing
the details of every product they
sell. You can search for an article
by stating what product. make and
cash limit you have, or just browse
and examine the special offers.
You can order a catalogue or, if
you spot something you like,
exercise your plastic and buy al
Kays are offering the chance of
winning a  personal stereo with
every first purchase. The flaw that
occurs to me is that it you already
have a catalogue, then you can
phone Kays direct a nd save
money on your bill.
CAFE SOCIETY. There's not much
to say about this. It's just a normal
Micronet-style &Milne for people
with nothing better to do I t's
similar to Outckchat but it also has
a database of previous messages
to took through. There's no privacy
so your messages are revealed to
all watching. It's a bit slow and
boring — as is the case with most
chatlines.
CONFERENCE SUITE. This is just
a gateway to Teletalk You can
create your own persona but if you
go and try using on your ownaccount, it won't work. See last
month's issue for a  review of
Teletalk• and an update later on
NIGHT PORTER: I was expecting
this section I t's  a  database of
horoscopes and a problem page.
You can read the horoscopes or
the various problems and if you
have one, send your Own! Can't
really decide why they called it the
Night Porter though.
TRAVEL This was the area that
impressed me the most. It's a
massive collection of information
on 157 countries and an amazing
35,000 hotels. The database gives
information on what each hotel
provides and flights to and from it
You can, for example, find out if
there's a  Ludlow hotel with 35
room conference centre, luxury
penthouse. 500 rooms all with
colour TV and video and a large
green monster in the basement
(Lloyd"). I t's  certainly a  huge
database that could be useful to
non-prestel members needing to
know about flights a t the last
minute
THE CINEMA: If you're looking for
a bit of a giggle, then this is your
department. It's a weekly-updated
story for you to  read. A t  the
moment it's James Glond in 'Go
On. Say Never Again'. If you enjoy
that son of thing. you're welcome
to ill

That's all the areas currently

available on Hotel California. It's
quite small and reminds me of The
Midnight Micronetters Club ( '
TMMCS) too much. I wouldn't be
surprised if the same people wrote
it

Overall, I am very critical of Hotel
California. A  lot of people run
better bulletin boards us ing
normal phone lines. There is no
way it could stand up to systems
like The Gnome At Hone (Co 888
8894). It could succeed if the price
was slashed to a London number,
but at 25p a minute. its very usage
is evoke. When researching it, I had
to run through it as quickly as
possible as I did not want to be
charged E1,043 for every four
minutes. It could only prove useful
for the travel section or maybe the
quiz section. Using the chatline
would prove t o  b e  fa r  to o
expensive. This is highlighted in
the case of using TeleTalk On
Micronet, the average usage time
for each caller Is around an hour. If
you stayed around that long on
Hotel California, it would cost you
E15 at cheap rate! If you weigh up
the pros and cons, you realise
Telernap have got a  real loser.
Unless Loadsa Money stays on 24
hours a day'
Hotel California: For Viewdata
Systems 0898 100890.

TELETALK S U R -
PRISE
Here's an update on TeleTalk,
following the article last month.
Then, I  said that the expected
price would be around 1.5p per
minute for using the  TeleTalk
gateway_ I  couldn't b e  more
wrong: when it opened, the price
set was the surprisingly large sum
of 3p per minute. That works out at
E1.80 an hourl Micronet users
reacted angrily t o  this, many
deliberating avoiding the service in
the hope that Micronet might
lower the price. I phoned Micronet
and revealed this to them. David
Rosembaum. their PR man, said
he had been unaware of this and
would look into it. He explained
that the gateway it uses is very
expensive to  operate and the
lower priced Shades only just
makes a profit, This is true, but it
the price was lowered, a lot more
people would use the system and
the lost money would easily be
recuperated!

Despite th e  problems jus t
mentioned, Microners Tele Talk ('
TELETALKS) h a s  become a
marvellous success for  them.
Many people have started using
the system for private and open
discussions ranging from how
much alcohol they could consume
to the ancient Greek languagel The
private rooms have been used
quite a lot, as well as the bar for
open talks. Some of the personas
created are  quite remarkable:
Aardvark, Cocquette, Socrates,
Squiggle and Hell are some of the
regular users. The funniest names
often provide the funniest chat on
the system. One command I forgot
to mention last month has been
put to a lot of use. This is EMOTE
By using the EMOTE command
you can apparently become more
*real' and create things that aren't
there. Here's an example:

Typing, 'EMOTE gets a drink from
the bar' would produce:
Paul gets a drink from the bar

Using t h i s  h a s  g r e a t
possibilities. From 'Paul beats up
the nearest foghorn' to 'Paul plays
Des O'connor on the jukebox'. It
any of you TeleTalk users out there
can think up a good EMOTE, then
MBX me it on 219995412.

Also, a  range of commands
have be e n  discovered th a t
perform actions similar to what
EMOTE produces.
KISS (Name) produces (You)
kisses (Name) slowly and sexily!
BOOGIE produce (You) boogies
on down!
BOP produces something very
long and complicated
BLUSH produces (You) blushes
GRIN produces (Y ou) grins
Infectiously!
LAUGH produces (You) roars with
laughter

And my favourite of all:
POGO produces (You) pogos
violently, doing the  Siddance,
yeah!

II you know any commands,
MBX them to me!

Another hidden secret i n
TeleTalles conference centre is
the new annexe. Typing GOTO
BAG takes you to Forum 2, and
area designed for talks by users to
an audience. It has many seats
and a  podium for speakers to
stand. Also there are private patty
rooms, but I haven't found them
yell I f  you have any further
Information, please MBX me

Before I leave this sublect. a big
Hit to Jazmine, who claims to be a
games reviewer for CRASH! After
a little conversation, I still couldn't
gel her full name!'

AND FINALLY, THE
HARDWARE M A R -
KET!
IF ANY SPECTRUM owners who
use different computers f o r
communications a r e  reading.
Dataphone have launched their
brand new modem.

Dataphone have long been
famous for their brilliant Demon
modem. Now they have launched
the Designer Modern. It's based
on the Demon II but has full BAf3T
approval. Among I t 's  ma ny
features it has an auto answer,
auto dial, handles 1200/1200 half-
duplex and 300/300, as well as
viewdata. o f  course. I f  your
software does not have auto dial
built in, you can dial manually by
pressing the override switch_

It fits to any computer with an
RS232 or R5423 and has a 25-way
0-style connector. It comes with a
power supply, mains plug and a
three metre telephone cable.
There's a power switch mounted
on it (Which I always find useful)
and six LEDs to show full status.

Dataphone say the modem will
retail 'For less than E 100' which,
as we all know, means E99.95 or
similar. It looks like a very good
deal at the price, especially with
the auto-dial facility. If you need
an approved, low-cost modem,
then this is the one to go for. For
more details, contact Dataphone
Ltd a t  2 2  Al k i c  Square,
Woodstone, Peterborough, PE2
OJP or phone (0733) 230240.
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SCUMVILLES'S inhabitants, source of
all t he hero's troubles in  Imagine's
Smashed Target Renegade are less than
keen to do anyone a favour. Ask them for
directions and they'll give you a kick on
the teeth. Go out of your way to avenge
the death of  your brother and you've
really got your work cut out: skinheads,
Beastie B o y s  f a n s  a n d  m a n i c
motorcyclists are just the start of one lemg
round of trouble. The only way to get your
own back is to fist-fight, wrestle, spar and
box your way to the final level and the
ultimate confrontation with underworld
leader Mr Big . . .

Or is it? CRASH is giving you a much
less strenuous chance of getting back at
the Scumville urban bandits. Just design
the meanest, nastiest, most malicious,
callous and contemptible city crook,
equip him with whatever you think a
streetwise scoundrel i s  likely t o  b e
carrying, stick your idea on a  piece of
paper and send it off to us. Remember
that a city thug isn't going to have too
much money to buy fancy weapons, so
no bazookas or mega blasting machine
guns please. You'll be judged on the
basis of your idea, not the quality of your
materials, so an original pencil drawing is
just as likely to win as an elaborate
airbrushed offering which in any case we
can't return.

The most exciting, imaginative and
resourceful effort will be rewarded with
brand new Spectrum 4 3 and a shiny,
gleaming 14-inch portable W. As if that
isn't enough Imagine are also throwing in
a copy of Target Renegade as well as
nine other disk-based games and a
Target RenegadeT-shirt. A single second
prize winner receives ten Ocean/Imagine
games on cassette (Target Renegade,
Firefly, Renegade, Revenge o f  Doh,
Rastan, Platoon, Combat School, Head
over Heels, Matchday 11 and Wszball) plus
a T-shirt and there are fi ve cassette
versions of the sports compilation We are
the Champions awaiting further runners-
up.

Entries, on one sheet of paper with your
name and address, should be sent try
IMAGINE RIGHT ON TARGET COMP,
CRASH, P O  B o x  1 0 ,  L u d lo w ,
Shropshire S  Y8 1  OD and must be
received by June 7 The decision of the
appointed CRASH judges is  final and
binding in all respects.
Nutt_  I  V MAY Di f FI R F HUM THAI  SHOWN



TOP GAMES
MAY

The three charts complied from the votes ot  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's up to you to let us know what you
feel, so fill in the voting forma 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 to
us 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 140 worth of software (your choice, not ours) and a
CRASH T-shirt is awarded to the first sup drawn from the HOTLINE
votes, and another E40 of goodies and a shirt goes to the
ADVENTURE and £20 of goodies and a shirt goes to the STRATEGY

Four runners up from each ballot box collect a CRASH T-shirt and
a CRASH Hat.Soget those votes in to the CRASH HOTLINE CHART.
CRASH ADVENTURE CHART and CRASH STRATEGY CHART:
PO Box 10, Ludlow, Shropshire SY8 1DB

Read last month's chart box for a description of this month's
Strategy Chart - it's, yet again, practically the same. Either it's the
same people voting many times or there's a distinct lack of strat-
egy games on the market.

For  Cohn Bnckwood of Brandon in Sussex there's nothing better
in the strategy world than Lords Of Msdnght -that went top of his
list, along with Doomdark's Revenge and The Sentinel, gaining 10
out of 10, His £40 worth of software - Firefly, ATF etc should be in
his hands now. The four CRASH T-shirt winners this month are
Paul Rooke in Fatfield, Tyne it Wear; Douggie Farghuarson of Dun-
dee; Wayne Morledge from the fair city of Ilkeston and Sebastian
Sampson who lives in the Surrey town of Weybridge
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6 (7) T O B R U K
7 (9) B A T T L E  O F  B R I T A I N
8 (8) T H E A T R E  E U R O P E
9 (5) R E B E L S T A R  R A I D E R S

10(10)  T H E I R  F I N E S T  H O U R

Match Day II and Exolon again swap places -this  time the sports
simulation gains the coverted Number One position. Imagine's
Renegade stubbornly stays at Number Two with Out Run moving
rapidly up the charts at Number Five. New entries this month
Include the film tie-in from Ocean, Platoon, and Digital Integra-
tion's ATE.

Little ol' (he's only size 30)Stuart Highley from Keyworth in Nottin-
ghamshire scoops this month's £40 worth of software. He
doesn't mind what he has, so long as it includes Noe
-
I ns t a l
-  b y

Gremlin Graphics. He also receives a CRASH cap and, like these
four runners up, a CRASH T-shirt. The lucky second-placers are:
Simon Milledge hailing from Holmer near Hereford; Anthony Han-
nah from Mem in Manchester; Mike Byford from down in RomfOrd,
Essex and Dave Martin who lives in Ipswich.
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DIGITAL INTEGRATION
1

I wish someone would knock The Hobbit off the Number One pos-
ition -  now that would be something to talk about! Killed Until
Dead enters the Top Ten for the first time this month and Fligel's
Revenge, along with Tile Price Of Magic, make reappearances in
the May Adventure Chart.

A not-very-Scottish sounding Stephen Kasiewicz f rom Glasgow
receives the winner's prize of L'40 worth of software (not neces-
sarily adventure games) this month - along with the obligatory
CRASH hat and T-shirt. He requests The Hobbit and Dracula
amongst his choice, but also votes for them! Surely some mis-
take Stephen. May runners up are David Lane in West Bridgford,
Nottingham; Andrew Robinson form the popular holiday resort of
Bournemouth; David Marshall of Alderley Edge in Cheshire and
Kevin Johnson from Grand National Aintree.
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FAR AWAY IN A MNO
WNERE TIME STOOD STILL
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In its time CRASH Playing Tips has seemed more like Dr
Who than a serious (well almost) POKE and tips section!

In the days of one-line POKEs (oh, what bliss) and
monochromatic pages was Lloyd Mangram. Next to
materialise was Robin Candy, who brought with him a
new design for the top of the page and a splash of colour.

I the time, POKE routines were getting longer and
making it harder work If you wanted to cheat.

left a touch of glamour was indicated, and it
a form of Hannah Smith, definitely the ONLY

tipster ever! She reigned over the tips empire for
nine months until leaving for pastures new (that

must be pretty full of people because they all seem
go there!).

oyd stepped back into the hot seat for a bit while the
• d  ones at Newsfield hunted around for the next

ation of Playing Tipsters to take Hannah's place
enly a complete stranger turned up on the scene

who went by the name of Nick Roberts (sounds familiar).
After a few months of writing the tips he was confronted
with the task of organising 16 pages of tips, POKE 'n
cartomania. And the rest -  well let's just make it up as We
go along!

TIPS FOR S O M E
T H I N G !Whenever you sit back and think
you've finished the tips for
another month, something
always crops up. Yes you've
guessed what I'm building up
to t i p s  for Ptayers's new
budget game, THING!! have
used the best bits out of letters
from Andrew (Noddy) Wardman
f rom Keighley, Nick Gitsham of
Bracknell, Peter King of Yeovil
and last but not least Simon Miles
also from Yeovil.

Use telephone book in telephone
box to teleport. Teleport to T Go
left and get the red megahernrig.
Use twice. Teleporl to K. Go right
and get the hat. Use twice.
Teleport to J. Go right and get the
American Express card and use.
Teleport to H. Go left and get the
Lobotomy kit and use_ Teleport to

L. Go left and get the can opener
and go to C. Go left and get the can
of food. Use can opener. Teleport
to Y. Go right and get the bottle of
Milk. Now teleport to B. Go right
and get bottle opener. Use bottle
opener. Teleport to A. Go right and
get the Dingaburget. Then teleport
to W. Now go left and gel the
Craze° Mustard. Use the mustard.
Teleport to F. Go left and get the
video player. Teleport to N. Go
right and get the Bruce Lee video.
Use the video player. You will now
have a headache. Teleport to S_
Go right and get the headache
tablet. Use the tablet. Go to G. Go
right and get the Virgin I  Shirt,
Teleport to O. Go left and get the
packet of Mates and use (it makes
sense!). Finally teleport to E. Now
go left to meet the Overlord.

The CRASH reviewer doesn't do
anything (surprise, surprise!)

MEKON MILD?
At l a s t  i t ' s  t h e  com pl e t e
solution to Dan Dare it sent in
by S i m o n  B r o w n  o f
Portsmouth. Well done Simon,
you wi n this month's £30 of
software. Don't forget that the
competition t o  p r o d u c e
working POKEs for the game
is still open.

LEVEL ONE
L, D. 0, L, L, L, L. U, A, U, U,L, L.
0, L. 0, shoot computer, R. A. D,
D, shoot Supertreen. U. A, R. R.
R. D, shoot supertreen, D. shoot
supertreens, D. A, pick up extra
energy, L, D. wait  for crusher to
crush t w o  t imes ,  d o wn  i n t o
crusher, L, shoot supertreen, D,
L, D, shoot supertreen, D, L. L, L,
U, R. U, U, L. L, D, R, shoot blast
doors, g o  in,  wait  f or t hem t o
close, level one complete.

LEVEL Tvvo
R, R,  D,  L .  D.  D,  L ,  s hoot
computer and supertreen, D,
lose a life, get extra fire power, 0.
0, D, D, shoot supertreen, L. L, L.
shoot supertreens, R, R, R, U. U.
R. D, D. shoot supertreen. D, L,
shoot supertreens, A, U, U, R. D,
D, A,  get radio behind door.  U,
shoot supertreen, D. L. L. U. U,

NORTH STAR
Its the Tefal Men again with an infinite lives routine for Gremiin's
Norths tar.

1 1  R E M  THE TEFAL MEN (MEL + STE)• •i1 1988
•  1 0  PAPER 0:BORDER 0:INK 0:CLS
•  2 0  L OA D "  "CODE
•1 30  F O R  Fr.65448 TO 65455
•  4 0  READ A:POKE F, AINEXT F
al 5 0  RANDOMIZE USA 65428
et 6 0  D A TA  62, 36, 50, 243, 188
• , 7 0  D A TA  195, 191, 1831

1

GET THROUGH THE MOST CHALLENGING GAMES -  CRASH SHOWS YOU
THE WAY WITH A BONANZA TIPS SPECIAL P A G E S  AND PAGES OF TIPS,
CHEATS, POKES AND MAPS!

U. U. R. D. A, D, R. get behind
blast doors, level two complete.

LEVEL THREE
A, U,  U,  U.  R,  A .  D,  s hoot
computer, U, L, L,U, L. replenish
energy, A,  U.  A,  through fake
blast doors ,  R.  U,  U.  L,  shoot
supertreen, A.  D.  0,  L.  through
fake b las t  doors ,  L ,  D ,  L .
replenish energy,  R,  D,  D.  L,
shoot supertreen, D, L. U. L. D, L.
shoot supertreens, U, L. L. shoot
supertreen, R. U. collect screen
behind door, 0, R, R. D. D, U, R,
U, A ,  R,  R.  get  behind blas t
doors, level three complete,

LEVEL FOUR
R. R, R. R, U, R, get extra energy,
L. U. U. R. A, U, A, D, A, U, U. U,
L, s h o o t  computer a n d
supertreen, R. D, D. D, L, shoot
supertreen, U .  U ,  s h o o t
supertreen. D .  L ,  L „  shoot
supertreen. P. D, D. L. L. D, L.
shoot supertreen, A, D. 0, D, D.
shoot supertreen. 0, D. L., shoot
supertreen. A, U. U, U. U, L, L, D,
L. get  t reen disguise, R,  A,  D,
shoot supertreens, U, U. R. U, U,
U. R, R. U. U, R, D, A, U, R, A, A,
R, R,  A, U.  A, A, get  in escape
pod, wait  for timer to reach zero.
level tour and game complete!
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C64 NOW AVAILABLE

PAC - the world's most
famous computer character
is back. There are many
imitations but only one
original PAC-LAND.

4This superb conversion of
the internationally famous
coin-op is not to be missed.

and 0 1984
NAMCO Ltd
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Write now or send with a cheque or postal order made payable to Grand Slam Entertainments Ltd.
B & L Distribution, Units 1 & 2, Conlon Development, Water Lane, Darwen, Lancs. BB3
Name
Address
Town

or Phone: 01-439 0666 - our Crolit Card Hodine r :
1
1  =
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THE ALTERNATIVE TOP TEN
Hi, this is Nicko, your  friendly TJ (tipiockey) with the top ten
POKE routines from Paella 'n' Sausages of Camberley in Surrey.
They don't say what each routine does so I assume that theyare all infinite lives.

Straight in at NUMBER 101s the routine for

MASK II
• 1
iok 1 0  L E T  T=0:LET W=1
• : 2 0  F O R  F=23306 TO 23379
• : 3 0  READ A:POKE F,A
•  1 4 0  L E T  T=T-i-W • A:LET W=W+1
• : 5 0  N EXT F
•  6 0  I F  T< >271385THEN PRINT" ERROR1
•  1 I N  DATA":STOP
•  7 0  RANDOMIZE USR 23306
•  1 0 0  DATA 221, 33, 0, 0. 17, 17, 0, 175
•  1 1 0  DATA 55, 205, 86, 5, 221, 33, 203
• i 1 2 0  DATA 92, 17, 213. 0, 62, 255, 55
•  : 1 3 0  DATA 205, 86, 5, 33, 44, 91,34
•  1 4 0  DATA 13, 93, 195, 232, 92, 33, 531
•1 1 5 0  DATA 91, 34, 38, 228, 195, 99
•  1 6 0  DATA 215, 33, 35, 91, 34, 239
• 1 1 7 0  DATA 186, 175, 50, 77, 167, 50
•
1 
1
8
0 
D
A
T
A 
7
9
,  
1
6
7
,  
5
0
,  
1
1
4
,  
1
6
8
,  
5
0

1• i  1 9 0  DATA 144, 175, 33, 0, 0, 34, 88
•  ; 2 0 0  DATA 162, 34, 13, 177, 195, 0
• 1 2 1 0  DATA 148• 11

No move for Yogi, he's still at NUMBER 9 (cue printer noise!).

YOGI BEAR

10 CLEAR 65535
15 FOR F=65200 TO 65220
20 READ A:POKE F,A
25 NEXT F
30 LOAD""CODE
35 POKE 65072, 176
40 POKE 65073, 254
45 RANDOMIZE USR 58112
50 DATA 33, 0, 0, 34, 18, 137, 34
60 DATA 20, 137, 62, 24, 50, 226
70 DATA 175, 175, 50, 84, 136
80 DATA 105, 0, 132

Moving up two places at NUMBER 8 it's

JET BIKE SIMULATOR
1

•  : 1 0  LOAD"  "CODE 23296
• ; 2 0  POK E 23372, 104
•  3 0  POK E 23373, 91
•  4 0  F O R  F=23400 TO 23407
• ; 5 0  READ A: POKE F,A
•  6 0  N EXT1
e 1 7 0  DATA 62, 201, 50, 20, 106
e 8 0  DATA 195, 198, 92
•1 9 0  RANDOMIZE USR 23296

•
•
•
•
•

1
10
1•1

10
1.
I S

Winning all the way to the top it's the Fruit Machine Simulatorat NUMBER 7.

FRUIT MACHINE SIMULATOR

•: 10 BORDER 1
•: 20 LOAD" "SCREENS
•  t 30 F O R  F=23296 TO 23315
•  4 0  READ A:POKE F, A•I 50 N E x T F
e: 60 RANDOMIZE USR 23296
o
l 
7
0 
D
A
T
A 
2
2
1
,  
3
3
,  
1
2
3
,  
9
5
,  
1
7

o
: 
8
0 
D
A
T
A 
1
3
0
,  
1
5
8
,  
6
2
,  
1
5
5
,  
5
5

•:  90 DATA 205, 86, 5, 175. 50
o: 100 DATA 234, 192, 205, 27, 207

No hassle up this street because this one's still at NUMBER 6.

STREET HASSLE

I .
1
9

• : 20 L E T  T=0:LET W.--0i o
1

1 25 F O R  F=64000 TO 64015 l e ,• 1
•  3 0  READ A:POKE F.A •  i s
• I L E T  T=T4-W • A:LET W.--W+1 l e1 40 1
e
l 
5
0  
N
E
X
T 
F 
i
•

•
i  
6
0 
I
F 
T
<
>
1
8
0
0
4 
T
H
E
N 
P
R
I
N
T
"
E
R
R
O
R 
:
i
s

I I N  DATA":STOP 1 . 1
-i•1
I .
t
o
1
I .

o
•

• l 7 0  DATA 62, 201, 50, 52, 242, 20
1

•  8 0  DATA 3
* 2 4 2 ,  
6 2 ,  
3 6 ,  
5 0 ,  
2 5
3

•  9 0  DATA 143, 195, 152, 184
• : 100 LOAD" "CODE
•  1 1 0  RANDOMIZE USR 64000

Freddy is getting harder every day, trying to retain his place atNUMBER 5.

FREDDY HARDEST (PART I)
1

411 1 0  CLEAR 45000
• 11 2 0  LE T  T=0:LET W=0
• 1 3 0  F O R  F=32768 TO 32919
1°
' 
4
0  
R
E
A
D  
A
:
P
O
K
E  
F
,  
A

• 1
1 
5
0  
L
E
T  
T
-
-
.
1
-
+
W 
•  
A
:
L
E
T  
W
=
W
+  
1

•  6 0  N EXT F•  1 70 I F  T<>1360867 THEN• 1 PRINT" ERROR IN DATA":STOP• 1I 8 0  LOA D " C OD E
•  9 0  RANDOMIZE USR 32768
go
: 
1
0
0  
D
A
T
A  
2
2
1
,  
3
3
,  
1
3
4
,  
1
2
8
,  
2
1
7
,  
6

1 1 1 0  DATA 6, 217, 221, 110, 0, 221•
1•  1 2 0  DATA 102, 1, 221, 78, 2, 6, 0, 17

' 1 3 0  DATA 0, 125, 237, 176, 33, 107•  t
1 1 4 0  DATA 128, 1, 7, 0, 237, 176,30• 1

e
l 
1
5
0  
D
A
T
A 
2
3
1
,  
1
4
5
,  
0
,  
1
2
5
,
2
2
1
,  
3
5

•  1 6 0  DATA 231, 35, 221, 35, 217, 16
• : 1 7 0  DATA 217, 217, 33, 119,232,17
oi
l 
1
8
0  
D
A
T
A 
1
6
7
,  
2
5
1
,  
1
,  
3
0
,  
3
,  
2
3
7
,  
1
7
6

•  1 9 0  DATA 33, 0, 200, 34, 189,254
•  2 0 0  DATA 62, 195, 50, 197, 254, 33
e
: 
2
1
0  
D
A
T
A 
7
8
,  
1
2
8
,  
3
4
,  
1
4
8
,
2
5
4  
1
9
5

e
l 
2
2
0 
D
A
T
A 
1
6
9
,  
2
5
4
,  
3
3
,  
0
,  
2
0
0
,  
1
7

1

•
•

•

•
•

•

•

I .
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FREDDY

•  ,t o
•  : 2 3 0  DATA 197, 254, 1, 11, 1, 237, 176 1
•  : 2 4 0  DATA 175, 50, 64, 255, 33, 113 l
'
s

•  I 2 5 0  DATA 128, 17, 217, 62, 24, 50 : •
• 1 2 6 0  DATA 237. 176, 195, 197, 254I I
• 1
, 
2
7
0  
D
A
T
A  
4
9
,  
1
7
7
,  
1
7
5
,  
1
9
5
,  
3
7
,  
1
2
8  
I
.

•  I 2 8 0  DATA 253, 33, 58, 92, 237, 86 l
e 1•  2 9 0  DATA 33, 88, 39, 217, 62, 24, 50 1 is
•  3 0 0  DATA 5, 244, 49, 223, 96, 195, 0 ,  •
• 1 3 1 0  DATA 91, 18, 224, 16, 34, 224, 36 : •(1
1 
3
2
0  
D
A
T
A  
1
1
4
,  
2
2
4
,  
1
2
,  
1
2
6
.  
2
2
4
,  
1
4  
1

I .

11
:
3
3
0
D
A
T
A
1
4
0
,
2
2
4
,
2
5
,
1
7
6
,
2
2
4
,
1
3
t

I t

There's no stopping Freddy as he also holds his ground at
NUMBER 4.

FREDDY HARDEST (PART II)

•  ,
•  10CLEAR 45000
•I1 2 0  L E T  T=0:LET 1•11

-
-0
1 3 0  F O R  F=32768 TO 32919

40 READ A:POKE F, A
50 L E T  T=T+ W • A:LET W-  W-1- 1
60 N EXT F
10 CLEAR 45000
20 L E T  T=0:LET W=0
30 F O R  F=32768 TO 32919
40 READ A:POKE F,A
50 L E T  T=T-FIN • A:LET W=W+ 1
60 N EXT F

• 1 7 0  I F  T<>1378438 THEN
•  1 P R I N T "  ERROR IN DATA":STOP
o: 8 0  LOA D " C OD E
•:  9 0  RANDOMIZE USR 32768
• l 100  DATA 221, 33, 134, 128, 217, 6
4,
1 
1
1
0  
D
A
T
A 
6
,  
2
1
7
,  
2
2
1
,  
1
1
0
,  
0
,  
2
2
1

to: 120  DATA 102, 1, 221, 78, 2, 6, 0, 17
•1 130  DATA 0, 125, 237, 176, 33, 107
•  1 4 0  DATA 128, 1, 7, 0, 237, 176, 30
•
1 
1
5
0 
D
A
T
A 
2
3
1
,  
1
0
5
,  
0
,  
1
2
5
,  
2
2
1
,  
3
5

•1 160  DATA 221, 35, 221, 35, 217, 161
• 1 170  DATA 217, 217, 33, 119,232 17
is: 180 DATA 167, 251, 1, 30, 3, 237, 176
•
1 
1
9
0 
D
A
T
A 
3
3
.  
0
,  
2
0
0
,  
3
4
.  
1
8
9
,  
2
5
4

•i 200 DATA 62, 195, 50, 197, 254, 33
11
: 
2
1
0  
D
A
T
A  
7
8
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1
2
8
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3
4
,  
1
9
8
,  
2
5
4
.  
1
9
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•
1 
2
2
0 
D
A
T
A 
1
6
9
,  
2
5
4
,  
3
3
,  
0
,  
2
0
0
,  
1
7

1
•
1 
2
3
0 
D
A
T
A 
1
9
7
,  
2
5
4
,  
1
,  
1
1
,  
1
,  
2
3
7
,  
1
7
6

•: 240 DATA 175, 50, 64, 255, 33, 113
•: 250  DATA 128, 17, 217, 254, 1, 22, 0
111 260 DATA 237, 176, 195, 197, 254
11
1 
2
7
0  
D
A
T
A  
4
9
,  
1
7
7
,  
1
7
5
,  
1
9
5
,  
3
7
,  
1
2
8

IP
: 
2
8
0  
D
A
T
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2
5
3
,  
3
3
,  
5
8
,  
9
2
,  
2
3
7
,  
8
6

•1 290 DATA 33, 88, 39, 217, 62, 58, 50
6, 300 DATA 92, 236, 49, 255, 97, 195, 0
•; 310  DATA 91, 17, 224, 16, 33, 224, 36
•: 320 DATA 113, 224, 12, 125, 224, 14
6
: 
3
3
0 
D
A
T
A 
1
3
9
,  
2
2
4
,  
2
5
,  
1
7
5
,  
2
2
4
,  
1
3

It doesn't need much detective work to discover that Basil
moves up ten places to NUMBER 3.

BASIL THE GREA7 OUSE DETECTIVE
•  ,
•  1 0  CLEAR 27000
•1 2 0  POK E 23607, 200
•  3 0  LOAD" "CODE
•
1 
4
0 
P
O
K
E 
5
5
8
3
2
,  
2
5
1

•I 5 0  POK E 55833, 201
•  , 6 0  L E T  1- USR 55808
•
1 
7
0 
P
O
K
E 
4
1
3
0
2
,  
5
8

•1 8 0  L E T  1,:--USR 32768

At NUMBER 2 it's the game of the TV series

•  1 0  CLEAR 32767 i s
•  ,

•  2 0  LOAD" "CODE 65088 t
1*

o
l
, 
3
0 
P
O
K
E 
6
5
1
0
8
,  
1
9
4 
1 
•

4,
1
, 
4
0  
P
O
K
E  
6
5
0
9
2
,  
2
1  
,
•

,

fli 5 0  LE T  T--
- 0 : L E T  
W - - 1  
1
*

• : 6 0  FOR  F=65384 TO 65430 I  •
I

•  7 0  READ A:POKE F,A t o l
e• i 8 0  LE T  B-T-t-VV • A:LET W-W-4-1 1 I 0

10
•  9 0  N EXT F I
• 1 0  IFT<>128715THENPRINT"ERROR 10t i s
•  I I N  DATA":STOP
•  , 110 RANDOMIZE USR 654091

•  : 120 DATA 62, 195, 50. 235, 145, 33
• 1 130 DATA 0, 91, 34, 236, 145,33
i i  140 DATA 244, 93, 17, O
n 9 1 ,  1 ,  
1 5
•  i
l 
1
5
0  
D
A
T
A  
0
,  
2
3
7
,  
1
7
6
,  
1
9
5
,  
O
.  
1
0
5

•  1 6 0  DATA 205, 64, 254, 62, 100, 50
111 170 DATA 81, 255, 1
1
: 1 5 ,  4 4 ,  
2 5 5 ,  
6 2

• I
t 
1
8
0  
D
A
T
A 
1
6
,  
5
0
,  
3
0
,  
1
5
1
,  
5
8
,  
3
7

11
: 
1
9
0  
D
A
T
A  
1
5
1
,  
1
9
5
.  
2
3
8
,  
1
4
5

•
I

•  ,t •
•I 1 0  CLEAR 32765 t •
•  2 0  LE T  T-0:LET W=0 1

to

el 3 0  FOR  F=65000 TO 65029 1
I

111 -
1  
4
0  
R
E
A
D  
A
:
P
O
K
E  
F
,  
A

• t o
t

.:  50  L E T  T=T+W • A:LET W-W--i-A , 0
.
1 
6
0 
N
E
X
T 
F 
1
•

1

.1 7 0  I F  T<>7698950 THEN t o

. :  P R I N T "  ERROR IN DATA":STOP le
•  8 0  LOAD" "CODE 65088 t

to

• l 9 0  POK E 65108, 194 t •
o, 100 RANDOMIZE USA 65000

t•I

e
l, 
1
1
0 
D
A
T
A 
2
0
5
,  
6
4
,  
2
5
4
,  
3
3
,  
2
4
9
.  
2
5
3 
1
0

o
l 
1
2
0 
D
A
T
A 
1
7
,  
1
0
0
,  
2
5
5
,  
1
,  
1
3
,  
0
,  
2
3
7 
:
0

I i  130 DATA 176, 195, 49, 255, 175, 50 I .
• : 140 DATA 118, 188, 50, 17, 143. 50 •

: 150 DATA 126, 191, 195, 164, 151 1
•

,

But NUMBER ONE from Paella 'n' Sausages, especially for the
Tips Special is incentive's super smash

DRILLER

I 0
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:

•

LEVEL

START

To go along with the map here
are a  f e w  t i ps  f r om  t h e
cartographer himself,  Steven
Heppingstall of Earlshilton.

•  To  pick  up a weapon,  hold
down fi re and jump or drop
onto it.

•  Always  take the underground
route wh e n e v e r  pos s ib l e
because there are less of the
bad guys.
To kill the baddie at the end
of r ound  1  c rouc h  d o wn
because he cannot hurt you
when you are in this position.
To kill him you must stand up
and h i t  h i m a s  h e  walk s

KEY

ROPE

5 L r \ l n r  ROPE

Fp s  5IJORD

Li AT ER

LOG-

GAJN9plal RI
THE ENO OF
LEVEL

Clall3

FIRE

towards you.
•  O n  round 2 you will get pillars

that rise up and down over
water, t o do this, jump onto
the fi rst  one,  wait  unt il t he
next has disappeared under
the wa t e r  a n d  t hen j u mp
towards it, t he pillar should
rise out of  the water in t ime
for you to land on. Repeat this
procedure for each pillar.

START
#4=1-

1
,

I .

-->

PPRI
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_

1
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POIChmEt POKE

ISPIRmolter
Yes Mr Mangram, that'll be £20.00 Including VAT, and I'll have
your grated-carrot and coconut milk breakfast up as soon as
pose o h  hello, I didn't see you there. This month the Motel
has a  superb selection o f  seductive cheats, fo r  the
complimentary use of the guests

When you die, you start kicking
and hitting the floor. If you press
L while on the floor you are asked

' if you want to skip a few levels.
• Press N  for no and you are
returned to the kicking, but with
all your energy and lives.
(occupant: Paul Eynstone)

Un the menu screen type in
IM80 and you hear a beep.

Now when you start the game
u have infinite lives a nd

rgy. but not ammo. Now
ss I in the game to skip the
el you are on. If you want to
rid of your infinite energy, just
ss CAPS SHIFT a nd N
ther.
upant: Simon Stone)

For unlimited shield, proceed to
tan and laser the southern

end of the ground
(occupants: Incentive!)

PREA4 TOR
After Level 1, when you die it
says: REWIND TO START OF
LEVEL!. Ignore the request and
Just press play on the tape. You
now start on the next level with
all your ammo, lives and energyfull.
(occupant: James O'Reilly)

First pause the game by pressing
9. Now hold down 0 (zero), P,
ENTER a nd C .  Whe n y ou
unpause it you will have 5999
units of luel and infinite smart
bombs. if you pause it again and dhold down 0 (zero), P. ENTER. C
and Z. unpause it, and when you
die you will get 244 lives. Niceisn't it?
(occupant: Dean Gorte)

Yes, It's the one all Hollywood Poker owners have been waiting for!
These instructions will give you extra lives AND make you start with
£245 and a skint opponent, making the game a bit more interesting.
Thanks to The Master Hacker (Tim Calladene) of Leamington Spa forthem.
1 CLEAR 28024: LOAD ''st2"
2 Play tape from start
3 POKE 36081,n (where n is the number of lives you want, up to 255)
4 To s ta r t w i t h  £ 2 4 5 ,  P O K E  36100,255: P O KE  36678,255:POKE 36699.255
5 To make  the  girl  s tart w i th n o  money, POKE 36101,10:

POKE 36679,10: POKE 36700,10
6 To start the game POKE 16384.255: RANDOMIZE USR 28025

NEBULUS
MULTIHACK
This is the idiot-proof (there's enough of them around he re . . . )Muitiface hack for infinite lives in Hewson's Nebulus.

To cancel the hack's effect, do it again but POKE 32921,53 insteadof POKE 32921,0.

1 Load Nebulus
2 Press the little red button on top of the Muttlface
3 Press T
4 Press SPACE
5 Type 32921,0

6 Press:

7 Press R
8 Press FIRE to start game

1 7
" 1
1 ,
1 4
: _

ANYONE FOR MASH?
The POK Es tray on my freshly-tidied desk seems to have been
taken over by a potato person! The first sheet I picked up was
packed with POKEs from someone called Mashy — and no
address attached. So thanks for these POKEs, Mashy, whoeveryou are!
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100 PRINT LJSR 49048
1

BMX MOZ
41
!•  1 0  REM BMX KIDZ POKES 1
111 2 0  REM BY MASHY 1 t

ole• :  3 0  PRINT"START BMX KIDZ TAPE 1
o
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1
1
1

FROM T1 l
oo I 4 0  CLEAR 24099

•  5 0  LOAD" "CODE:LOAD" "CODE i
•• l 6 0  POKE 37392,0:REM INFINITE l e1 1
tot E N E R G Y  1
• : 7 0  RUN LISR 38526 I s 1•

_•••••••

DECIPHERING DE
,That brilliant Players game
Deviants had quite a few puzzles
and codes to be found, but don't
fret if you can't find them
because Eno Rogers of
Wolverhampton and Lindsay
Abery of Bradfield, Nr Reading
have come up with the goods.

TELEPORT CODES
CERBURUS GUZZLOID
AURIGIUS EXCELSOR
XANTHIUS DEVIANTS CYBERNIA
ELECTRIX

BOMB ACTIVATION
KEY VALVES TOGGLED
1 1  and 4
2 2  and 5
3 1  and 3
4 4  and 6
5 3  and 5
6 2  and 6

HINTS AND TIPS

et if you have a Multiface or similar
device, stop the program on the
bomb screen to work out what
keys to press.

*  The aliens take four hits to
destroy so don't waste ammo.

er Devices that look like bombs
but have a different top are just
there to get in your way — don'tbother with them.

*  Use the roll to get under low
obstacles, but remember that
you can't shoot from the floor.

*  If you enter the green and yellow
archways they will replenish
your energy.

tr To replenish your ammo just
pick up the capsules off the
floor.
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RAMPAGE
These drawings from lan J Morrison show the i tems that appear
behind the windows in Activision's monster game Rampage.

Gives energy and 40 points

Gives energy and 40 points

Gives energy and 40 points

Gives energy and 40 points

Gives variable amount of points

Gives variable amount of points

Gives 240 points

Gives 440 points

Armed guards give 140 points

Unarmed guards give 120 points

Hitting any vehicle or helicopter gives 500 points

Hitting the train gives 200 points

Reduces energy and gives 40 points

Reduces energy and gives 40 points

Reduces energy and gives 40 points

Reduces energy and gives 40 points

Annoyingly, t he  Rampage instruction bookl et  doesn't  menti on
anything about pause and abort keys, but Ian has discovered them
They are:
CAPS SHIFT 1: PAUSE ON
CAPS SHIFT 2: PAUSE OFF
CAPS SHIFT 3; ABORT

MINITIP: on Later stages it's best to smash any open windows first so the
guards don't have time to stick their heads out.

RAN
the I N  1111

Thanks for the fantastic response to the plea for older POKEs
for this new section -  there have been all of four letters! The
section has somewhat grown this month with POKEs for Chiller
and Devils Cr own from Mastertronic,  Ultimate's Jetpac and
Harrier Attack from Du rell. All of these were sent by Dave Stone
of Bridgwater.
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•  1 0  CLEAR1ill 2 9 9 0 0 : L O A D "  "CODE:LOAD" "CODE
oi 2 0  POKE 34412,0:REM NO POISONOUS

MUSHROOM
S30 RANDOMIZE USR 42664

DEVILS CROWN

•

v•I1  -• 1 1  R E M  DEVILS CROWN HACK BY 1 0
1 D  STONE I .•  1 1

•
1

I 1 0  FOR N=23296 TO 1 e9:READ A:IF :
4
0

• 1 A = 9 9 9  THEN RANDOMIZE USR i •
1 2 3 2 9 6  I .•  I i

20 POKE N,A:NEXT N I .to'i 1
• 1 3 0  DATA 62, 255, 17, 0, 27, 221, 33, 0, 64, I  •
•  5 5i ,  205, 86, 5, 62, 255, 17, 192, 158, 1I I .
• 1 2 2 1 ,  33, 0, 93, 55, 205, 86, 5 P oi I
• i  4 0  DATA 62, 201, 50, 106, 230:REM INFI- i l l

1 N I T E  AIR l e• I  1
50 DATA 62, 195, 50, 38, 205:REM NO :
1 1 °DARK ROOMS i o
60 DATA 195, 118, 204, 999:REM DATA I .: .END MARKER
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41'1 L O A D "  "CODE: LOAD' "CODE:
•  L O A D "  "CODE: LOAD'' "CODE
el 2 0  POKE 26917, 255:POKE 26918, 4t•
1

HARRIER ATTACK

1-to

1•

1 R E M  HARRIER ATTACK HACK BYD STONE
10 CLEAR 24575:LOAD" "CODE:LOAD" "CODE
20 POKE 27048, 201:REM NO FLAK
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ib: 10  R EM
 20 REM FLYING SHARK HACK

•  t H O W D O N  HACKERS '88 • 1414 30 REM INFINITE LIVES i
op
;•o 4 0  LET

 50 FOR FT--403509: L
E T W - - -  8 5

. - - -
4 5
0 0
0

 •  o•
: 60  READ A: PO T O  450 s
i
r

KE P,A 8 3

io 8 0  NEXT F •  i
t

•  t
et 70  L ET  T-----T-W*A: LET W
,
---  W - 1

1

tib
o

90 I F  T•c-0 THEN PRINT "DATA ERRORI": o ;

i

•  F
•  f

•  I
S
i 100 LSOTAODP " C  E

tot 120 DATAI
op, 130 DATA•
 t I 140 DATA

•  I 150 DATA
•  1 I 160 DATA 5
of 770 DATA 5
•  1 8 0  DATA 9
o t 9 0  DATA 91
o; 200 DATA 19
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t

1 210 DATA 62,
.n , 220 DATA 203

230 DATA 0,2
112 4 0  DATA 236•1
 I 250  DATA 58,1

1 7 0  R A O
/
 1 2 2 , 2 5
4
9 5 , 2 5 2 ,
1 7 5 , 5 0
,
2 1  ,
2 5
5

,46, , 5 050,84,205 9 2 , 6 2 5 0
 3 4 , 8 5 , 2 0 5 , 6
2 , 1 9 5 , 5 08 . 9 7 . 3 3 , 2 3
5 , 1 7 5 , 3
4
2
9
,
3
3
9
1
,
1
9
5
.
0
,
9
/
,
5
0
,
7
0

. , 1 3 , 1 7
6 , 1 7 7 7
2

,
, 1 , 1 5 , 0 ,
2 3 7 , 1 7
6
5 , 6 1 , 9 1 , 4 9
, 1 1 2 , 1 4 82 0 5 , 5 0 , 8 4
. 2 0 5 , 3 30
,
1
7
5
.
3
4
,
8
5
,
2
0
5
,
1
9
5

5 , 3 3 , 0
,
0 , 3 4 , 7
4

, 3 4 , 7 9 1 ,
2 1 2 , 1 9 55 8 , 1 2 7
, 7 2 , 7 2

MIZE OSR 45000

7



ROLLAROUND AND AROUND
Yes, now you can roll on forever with the help of this routine
which gives you infinite time and lives in the cute budget game
Rolla round. Kevin Edwards is the man responsible.

o, I
Is: 5  R E M  ROLLAROUND HACK 1 •

I •

• I  6  R E M  BY KEVIN EDWARDS 1988 ; 4 1
I
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411: 15 LOAD""CODE o o
I '  20  FOR F1/265030 To 65043 1 , "

1

Ill 25 READ A:POKE F,A:NEXT F o o I

ID: 30 RANDOMIZE USR 65000 l e 1

11
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D
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A  
1
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5
0
,  
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0
,  
1
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0
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0
,  
2
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2
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:
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4°1 6 2 ,  6, 211, 254, 195, 0, 91 I . I
I .

RENTAKILL TIPA
As the instructions on the inlay
of Mastertronic's Rentakin Rita
aren't all that helpful, it's just as
well that Robin Thompson of
Southampton sent in these tips
to make playing the game a bit
easier.

First of all, killing spiders is fairly
straightforward: all you do is guide
them to where they can be
squashed. Getting rid of flies is
more complicated, and its here
that the food and aerosol sprays
come in. When you find a room
with a fly in it, you can drop a por-
tion of food by pressing the
appropriate key. The fly than starts
to home in on it -  as most floes do
-  and if you hang around until the
last moment, you should be able
to zap it with the spray before get-
ting out of the way. if you're suc-
cessful, you'll find the fly is now
paralysed and can be picked up or
pushed and taken to a place where
it can be squashed.

The object of the game is to kill
enough spiders and flies to be able
to get through to the end-game
and confront the villain who
infested the mansion on the first
place. In the end-game, play is
slightly different: here you no
longer need to squash anything,
instead you find your energy is
draining away and you need to eat
the food you carry to survive. So,
it's a race against time to keep
your food supplies up and get
though to the criminal master-
mind.

There are 19 insects to be got in
all, although you can get through
to the end-game after killing only
12. Beware though, the rate that
your food goes down depends on
how many things got squashed.
The more insects you get, the
longer your food lasts. . .  To get
into it, go back to the start room
and jump on the telepod pad.

If you want to do a bit a cheating
with a Multif ace POKE 61170,1
(after killing just one insect) gets
you to the end-game arid you find
your food lasts an incredibly long
time.
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GUIDING
CAR FIELD
In Issue 511 printed a small cheat
for The Edge's Garfield from The
Heavy Mob.  But I didn't print
what keys take you where. But
never fret because Robin •Biumf"
Balmforth has sent in the whole
lot.

= Start Screen
2 = Left of Jon's table
3 -  Fridge
4 -  Left of starting screen
5 -  any single number -  Different
places in the cellar
1 -
4
- 
2  
=  
J
o
n
'
s  
s
c
r
e
e
n

1 +  3 = Inside TV
1 +  4 = Bouncing rubber bone
2 + 3 = Menu Screen
2 + 4 = Mailbox next to Jon's
house
3 + 4 = Outside TV
1 + 2 + 3 = Left of screen with
aniseed balls
1 + 2 +4 =Chair, stool and warm

blanket
2 4 3  + 4 = Above cellar in the
house
3+ 4 + 5 = Left of shed
1 + 2 + 3  + 4 = Cellar with rat

and chest
1+ 3 + 4 + 5 = Shed
1+ 2 + 4 + 5 = Bin and tin can
2+ 3 + 4 + 5 = In back of Jon's
house
Y = Park
Y + 1 =  Mailbox near back of
Jon's house
Y + 2 = Outside back of Jon's
house
Y + 3 = Outside butchers
•  + 4 = Left of health food shop
•  + 5 = Left of butchers
•  + 2 + 5 = Outside city pound
•  + 2 + 1 =  Outside health food
shop
•  + 2 + 3 = Right of health food
shop
Y + I + 2 + 3 = Inside butchers
Y + 5 + I = COMPLETES THE
GAME!

RUNNINGME ROAD
This is the only POKE routine from Caimpoke which I haven't
printed, but I 'm sure they will soon swamp me with another
load. This one gives infinite energy and stops the clock in RoadRunner.

10 CLEAR 49151
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GETTING
EDITORIAL
Remember Paul Wells, the man
behind t h e  Mot os  edi tor  i n
Issue 46? Well, this time he's got
an editor for Atlantis's Survivors
(70% in issue 37).

For your copy, write to: Paul
Wells, Survivors E di t or ,  1 4
Whiteways Driv e,  Shef fi eld 5 4

PRINT"ERROR I N  D A T A
•
•

I

I
.

t o

8ET. And don't forget to enclose
a nice shiny El coin to cover the
tape and postage.

What I want to know is: when
are we going to receive a good
CRASH editor for  you to make
your own pages in CRASH?

I hope you enjoyed this extra special Tips Bonanza because it
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et that  al l  the  competi tions ar e still open,  so i f  you're
gning a map or hacking a game at this very moment,  don't
, Playing Tips will be back next month with more POKEs, tip*
maps than you can possibly cope with in one go- s o send all

your work to: NICHOLAS 'Cheeky' ROBERTS,  PLAYING TIPS,
CRASH, PO BOX 10, LUDLOW, SHROPSHIRE SYS 1DB



Commodore 64)1Z8 Cassette
& Disk • t12 99 I

( 8 9 9ZX Spectrum 48K/128K/ •
Mail Order: Activision (UK) Ltd.
Units 3 & 4 Lloyds Close. Finedon Road
Industrial Estate, Wellingborough,
Northampton NN8 4SR 17.1 (0933) 76768

On a hostile world,
wean run, but.you can't hide,

:reladon is waiting•
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Arranged by the publishers of CRASH, the
National Computer Games Championships

are the first of their kind to be held in Britain.
Compete in the region of your choice for the
first round - and if you make it through the
semi-finals you can fight it out, expenses

paid, at the exciting finals at this year's Earls
Court Personal Computer Show! Fame

before the whole world and big prizes for the
champion!

Fill in the coupon now loads of ZZAP! read-
ers are doing the same! Closing date for

entries is May 23.
VENUES
For all the fine print detailing entry rules and controlling regulations of this
exciting championship, see last months  ZZAP! We now have details of
the six first-round venues:
(Midlands) B I R M I N G H A M  SPORTS CENTRE

201 Balsa!! Heath Road
Highgate
Birmingham 629 9DL

(SW/Wales) N A I L S  WORTH BOYS CLUB
Bath Road
Nailsworth, Nr Stroud
Gloucestershire

(N. Ireland) S E A L I N K  FERRY 'ST DAVID'
LARNE - STRANRAER
(full details will be supplied to selected
contestants)

BOYS' CLUBS/

(Scot land)

(North)

(London/SE)

FETTE-LORRE BOYS CLUB
Orchard Brae
Edinburgh

HUNSLET BOYS CLUB
Hillidge Road
Leeds LS10 1BP

ST ANDREWS BOYS CLUB
12 Old Pye Street
Westminster
London SW1

All days are Saturdays- start times are 10.00am except the Swank Ferry 'St David'.
Selected competitors will be notified in plenty of time.

NATIONAL COMPUTER GAMES CHAMPIONSHIP ENTRY FORM
Please write clearly, using block capitals.

I wis h t o put  my  name f orward t o qualif y  as  a compet it or.  I f
selected t o  c ompet e,  I  agree t o  abide by  t he c hampions hip
regulat ions.

Name
Address

Postcode
Telephone

Please tick the appropriate box:
I wish to compete on the Spectrum:
I wish to compete on the Commodore:  C I
I am aged 18 or over:
I am aged under 1B: E  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  Birm in g h a m
D  Gloucester
[ ]Belfast  (Larne-Stranraer Ferry)
E  Edinburgh
El Leeds
E  London

In case for any reason you are asked to attend a venue other than the
one you have already selected, please tick the next best alternative
for you:
0  Birmingham
E  Gloucester
0  Belfast
E  Edinburgh
E  Leeds
E  London

In order to help us determine whether you should qualify to enter, please
give EI THER your high score on t wo of  the following five US Gold
games:
OUT RUN h i g h  score is:
INDIANA JONES high score is:
720s h i g h  score is:
GAUNTLET II h i g h  score is:
RYGAR h i g h  score is:

OR your best score on two of your favourite arcade coin-op machines:

1 Coin-op name is:   h i g h  score is: •  • ••••
2 Coin-op name is'   h i g h  score is

Complete the form and send it  t o THE ORGANI SER,  NATI ONAL
COMPUTER GAMES CHAMPIONSHIP, NEWSFIELD LIMITED,
PO BOX 20, LUDLOW, SHROPSHIRE SYS I D &  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!



SALE SALE SALE SALE SALE SALE
SPECTRUM SPECIAL

OFFERS
Nan Warm.  5 . 5 0
Prodat7r  6 . 9 9

Firefly  5 2 0
Bards Tale 7 3 0
Rceing Thunder 1 3 0
Adv la c N OW _______ 11119
Ace 2 6 . 5 0
Bedlam 112111t anty) ____ L50
Target Renegade   5 3 0
Black Lade L S O
Maltainat 5 3 0

5.50
729'
Nagel IM Grand Fria 7 . 5 0
Outrun 6 3 0

Plerth Slat 6 3 0
Deo Dare I  L S O

Scalevet 6 2 9
Art or nowt 1 . 9 1

Mask I
Mask 2
Itaok 3 iVenorn S.13
Aut W'sehan Monty
* d i The Flipper I
Death Wet 3
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9
5
*

• *
•  S L A I N E
•  R A P  129.95
*OUR PRICE E2.99*
•  M U S T  GO H EN C E
•  T H E  SILLY PRICE!!
*  H E A R TLA N D  *RAP E9 95

n t
„ ,*OUR PRICE El .uw***  * * * * *

199
199
5,50
2.90
2.99
199

°lire] Sources Badt .......2 .99
bids 1 . 2 9

1050
Yankee . . . .  . . . . .  6 . 9 5
Coronet School   5 3 0
Gary LCI Suter Sescar S E G

* JU ST
* AR R I VED

*  H A R D B A L L  *
RRP £7.95

*OUR PRICE C3.95*
*  S H A D O W S  OF *
•  M O R D O R
•  IMelboum* House) *RRP E8 95

* O UR PRICE £ 3 . 9 5 *

COMPUTER
SCRABB
LE*  A R P  ES 95 *

C a s t l e
C o m p u t e r s

SPECTRUM SPECIAL
OFFERS

Bortanen 6 3 0
Bride of Frenlientellit ,
Remark
Overlord 6 2 9
eittzkreig 6 _ 9 9
Vuican 6 1 9
Desert Rats  6 2 0
Napoleon Al War 6 , 5 0
Galhpcitl. . . . .  -_-____ 6 3 0
World War I 4 . 9 5
Zulu War 6 . 9 9

5.50
Lege:iris or Ou t  4 1 5
CluerSo 6 - 5 0
Challenge of Rho*  2 - 9 9
Gauntlet 2 - 9 0

Gunship 6 1 0
Grade! Canal
Softens( Lord 9 . 5 0
Coscnic Sled( Member 1 .7 0
Dan °are 1 . 7 0
Meshes Um The Mast 2 1 9
Supercycle 2 . 2 9
Druid
Dragons LW P12 - - - -

fulure Kre2111
Pooling Sfax
F15 Strike Eagle

imer Ceympled '88
Football Manager
/ * to
Rampans
Chatrousrenip SprIM

TO
CLEAR

SIDEWIZE
PRP E7 95
NOW t7_99

DRUID II
THE

ENLIGHTENMENT
POP £9.95

LAST FEW AT C2-99
RED LED

RAP C8.95
SELLING FAST AT

ONLY E2.99

2.99
2.29
119
1.90
5.50
590
6.99
6.90
2.50
6.50
699

NOW REDUCED TO C1.70
ARE ALL THE
FOLLOWING

POPEYE
SWAT
AOENT X

NOSFERATU
ATV

LEAGUE CHALLENGE
SOCCER BOSS

DEVIENCE
SEA SURFER

PARK PATROL
STFOKE FORCE COBRA

KICKSTART
AGENT X

PRO SKI SIMULATOR
FOOTBALL FRENZY

JOE WADE
INDOOR SOCCER

GRANO PRix
SIMULATOR

RED ARROWS
NiNJA MASTER

SPECTRUM SPECIAL
OFFERS

Freddy Hallett 5 . 5 0
Ahem World altIMIS 5 3 0
Grwor 5 . 5 0
taiyarnex 5 5 0
Gunmen* . . . . .  107
&Well _  1 . 9 9
Hive 1 . 9 0
Hyted 1 . 5 0

Hysterse 5 2 5
I.0 U P S.   1 3 0
ached Onta Dead ..... 6 . 5 0
Kuno Fu klamer 2 _ 2 S
Korona Rift 1 . 9 9
Last Minion  3 - 9 9
Dui ot The Biodd 1 . 9 1 1
Rastutin   1 _ 9 9
SiKist 1 . 9 6
Dandy 1 . 9 9
Astrachne _  1.911
Yes Prim...n it *  2 9 9
Outcast 2 . 9 9
Book el the Dead 2 , 9 9
Nines Kammer 2 9 8
Oink(3GameN L 9 9
Levisitheo L O S
taros or Mrdraget 2 . 9 9
Chemarks Revenge 2 . 2 9
SIar Raiders 1 9 9
Grand Pttr Tennis  2 . 5 0
Day In the I le  tit neve 1 , 7 1 7
Cross...tie 5 . 5 0
10. {Firebird) 1 5 0
Hunt ler Red °etcher 1 9 . 5 0

WE NOW OFFER AN EVEN FASTER SERVICE THAN EVER BEFORE!
TRY US, YOU WON'T BE DISAPPOINTED.
P&P 50p on all order under £5. Over E5 P&P is free. Overseas 12 per tape.
Please state SPECTRUM when ordering -  Please state CRASH when ordering
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COMPILATIONS
4 SMASH HITS

(Exoton. Zynaps, Ranararea,
LIncturn+)
£6.95

SPORTS PACK
Olympics, Snooker, Golf On

the Oche, Derby Day
World Cup

REDUCED TO
ONLY £3.99

CLASSIC COLLECTION
(Aliens. Dynamite Dan, Exalon,

Cauldron 2, Into the Eagles
Nell

SPECIAL PRICE E4.99
/KW GAMES 4

!hessian Omega Hacker, Dan
Dare, Back to the Future. J.

Barrington's Squash)
-  Pocket Money Price -

£3.95
MAGNIFICENT 7

Head Over Heels Witba ll,
Areanoici. Great Escape,

Frank* . Cobra, Short Circuit,
Ye  At Kuno Fu)

£6.95

*  N E W  RELEASE *
•  PREDITO R
*  SPECIAL PRICE C 6 . 7 5 *

;ISA

SPECTRUM SPECIAL
OFFERS

Mad Nurse 1 2 5
Seller Eartli L a e
The Living Daylights 3 . 9 5
Dark SCeMle 5 . 5 0
Elite   7 . 5 0
Blood Wiley 5 . 9 5
ArnageddanMen 4 . 9 6

KnucidetuSlen -  2 _ 9 9
Hacker E 9 9

A Cup ROMS 1 9 9

Eric PhaMorn &Opus _
i al the Mask I S O
Doc al me Destroyer
Butch Hard Guy . . . . . 1 9 9
The Sig Shen 1 . 9 9
&WAN Piens A NOM 1 1 0
Star Paws •  2 . 5 0
Mercenary 6 . 9 0
Monopoly 6 . 9 9

Indere Junes _____  1 2 5
Netukto   5 . 5 0
°dolt die Teetotal] 1 . 5 0
PS15 Tram. Co, ..... 1 . 2 9
Pulsator 1 . 7 5
Pegasua (fl ip 0 5 0
Ranarania 2 _ 0 0
TIIIHOOS 6 - S O

Mars Sport 1 . 7 0
Tir Ne Nog   1 . 7 0

COMPILArzons
TO CLEAR

COIN-OP CONNECTION
Breakthrough, Express
Raider, Metro Cross,

Crystal Castles
For only £ 2 .9 9

10 GREAT GAMES
Avenger. Krakout. Future

Knight, Bounder.
Footballer of the year.

Tradblezer. Hrway
Encounter. Monty on the
Run. Westbank, Jack the

Nipper
.Al these games for only
£6.95

Lass than 79p per gime

UNBELIEVABLE
ULTIMATE

Trans Am, Jot Pe a ,  Lunar
Jet Man, Assn

To clear now only
£1.99

129K m u m s
Spitfire 40 . . . . . . . . .  „.... 6 .95
T h e  PSWO    1 0 . 9 6
Little Computer Pea*. 4 . 9 6
Elite 7 . 5 0
Gh o st  B U M S ,  2 . 9 9
Ball Blazer   2 . 9 9

MAIL ORDER PRICES ONLY

NOW
TAKEN A n i i h k

e I
4 e
,
1

DEPT CR
CASTLE HOUSE

11 NEWCASTLE STREET
BURSLEM

STOKE ON TRENT
TEL: 0782 575043

SPECTRUM SPECIAL
OFFERS

Roundheads
SY9er _  L50

Strartoomp I l e

Stemless Steel  1 2 9

Shoorrey Rider . . . . .  1 , 7 5
Stet Wars _ 1 1 . 1 9 5
Stroglider .......................19.50
World Gess L'001rd 1 1 3 0

Rocky Horror Show ,  1.99
Through Metres:rico .......9.25
Thundercats ...._ _ _ _ _ .. 5.50
Super Hang oo . . . . .  199
Trievos - 1 - 9 9
They stoic @MOW 1 0 0
Tartan 1 . 2 9
Wiser! Time SiEed EOM 5 . 5 0
Fripernats 6 1 0
Troll
Nitta Peobitypes

letrard Wort 0 5 0

kkancel 2 5 . 1 0

Vixen L i e

Deallater 5 3 0

SPECTRUM
+3 DISCS

Action Force   1 0 . 9 5
Ace II   1 0 . 9 5
California Games ,  9 5 0
Deluxe Scrabble 1 2 2 5
Dnhler  1 3 . 9 5
Eye  1 0 9 9
Nat:fall Manager 6 . 9 5
Game, Set and Match 12.95
Gauntlet 9 5 0
Gunship   9 . 5 0
International karate 6 . 9 5
live Ammo   1 0 . 9 5
Magnificent 1 1 2 . 9 5
The Pawn   1 2 . 2 5
Renegade   1 0 . 9 5
Thundercats   1 0 . 9 5
World Class Lboard 9 . 5 0
Tomahawk ...............0.50
Tel Pan   1 0 . 9 5
3D Game Maker 1 2 . 9 6
Elracula  1 2 . 9 5
Phantom of the Opera 6.95
Sorcerar Lord  1 3 . 9 5
The Boggst   1 2 3 5
Outcast   1 2 . 9 5
Ballbreaker   1 2 . 9 5
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+3 ZIPZAP
THE promised version of CP/M for
the Spectrum + 3 is still apparently
wait ing in the wings at Locomotive
Software. They keep saying
•soon', so I hope to be able to
review it next month_

In the meantime I've spent a
while looking at ZipZap. a +3 disk
utility that should appeal to
hackers and regular disk users.

ZipZap, from Omega Software,
is a disk sector editor -a program
that lets you read and edit the raw
information recorded on a 4-
3 d i s k .This is useful if you want to edit
programs or header information
without loading files into memory
-  perhaps to change the starting
line number on a BASIC file, or to
patch text or code.

ZipZap can be even more useful
if something goes wrong with a
disk -  should you erase a file
accidentally, or a mechanical fault
wipes out part of a file, for
instance. In the first case, as long
as you have not written anything
new to the disk you can retrieve the
data by just changing a fewcharacters in the index or
'directory' the disk uses to keeptrack of files,

In the second case you've
probably lost the data that o n  the
physically damaged part of the
disk, but you can usually retrieve
most of the file by changing the
directory entry so that the
computer skips over the damaged
part

DISK ORGANISA-
TION

ZipZap can read any part of any
disk produced by • 3 DOS. It
doesn't load or save files in the
usual way, but instead works with
the individual lumps of information
on the disk, known as sectors.

The data on a + 3 disk is spread

70 CRASH May1988
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This month SIMON N
GOODWIN delves
into the +3 ROM and
disk system, reveals
secret machine-code
instructions, and
reports on the
CRASH Tech Tape
and MGT's SAM.

ZIPZAP
PAZAZZ

over 40 rings, or 'tracks', each a
fraction of a millimetre wide. The
disk head-t he part that reads and
writes data-s teps  back and forth
from track to track, so that any ring
on the disk can be accessed,

Each track is divided up into
nine sectors, each of  512
characters, and sectors are
allocated in pairs to each file. As
files grow they are allocated new
sectors, and a 'directory' is written
on the outside of the disk to keep
track of which sectors belong to
each file.

There's no necessary
connection between the order of
sectors on the disk and their
apparent order when you load a
file, although it's rare for a file to be
scattered all over a disk -  the
Amstrad software, +3 DOS, just
doles out sectors from the unused
ones as required, and re-uses
sectors when a file has been
deleted and its space is needed.

The system reads a particular
sector by moving to the
appropriate track and reading the
sector numbers, recorded before
each lump of data, until it finds the
sector it wants. The disk turns at
300 RPM. so there's not usually
long to wait.

ZipZap lets you drive the disk
head around and grab sectors by
number or at random as they come
off a particular track. You can then
print, display, edit  or replace the
sector. Standard disks use sector
numbers from 0 to 8, but
'protected' disks tend to use
higher numbers that can only be
read with special software.

Other protection schemes use a
mixture of single and double-
density recording. ZipZap can
read and write these, although it
takes a fair amount of fiddling
around to write single-density
tracks.

You can read most types of
protected disk with ZipZap, but
the utility relies on the -4 3 DOS
ROM routines, so it can't read all

N I C H E L I T E C H  IN!:
recordings generated by
programs that manipulate the disk
controller directly. ZipZap itself
was protected when it was
launched. but I've since
persuaded Omega Software to
remove the protection.

At the moment, commercial
programs use 4-3 DOS routines
because direct control is a fiddly
and error-prone business. It's fair
to assume that ZipZap will read the
vast majority of +3 disks,
including anything you format
yourself, but it's not guaranteed to
read absolutely everything.

GET DIRECT
ZipZap uses a fixed display
format. The top part of the screen
shows the current quarter sector,
with 128 bytes of data arranged in
two sections. The left side shows
hexadecimal data values, and the
right side shows text.

You can edit either part by
moving a cursor over the data.
There's no shortage of commands
to move around the screen,
memory or disk surface - you'll
probably end up using just a sub-
set of the available commands.

The lower third of the screen
shows the current drive, track.
sector, memory address and
cursor position. a's also the place
where messages appear.

ZipZap is controlled with single
keys, sometimes used in
conjucbon with Symbol shin. The
'Z'  key gives a three page list of the
49 controls, with saigle-line
explanations of their effects.

Numeric values must be entered
in hex -  base 16. Most machine
code programmers will be happy
with hex input -  personally, I hate
I t -bu t  the rest of us lust have to
get used t o l l  being one less than
20, or 32 as we k now a in decimall
ZipZap includes a commend to
convert hex values to decimal, but
not vice versa_

Hex makes for a neat display, as
every value can be written in two

00-FF, rather than three
(000-255) in decimal, so perhaps
It's worth the hassle. Nonetheless,
the Spectrum cannot display
enough standard-sized
characters to show a complete
sector on the screen at one time,
so each sector is shown in four
quarters, with a code letter A to D
to identify each part.

ZopZap can read and wnte
sectors into a 'buffer' of 512 bytes
of memory. The top 32K of RAM is
reserved for 64 at these buffers, so
you can build up files in RAM and
edit them with POKEstrom BASIC,
if that's what turns you on -  you
can leave ZipZap at any time
without losing data, although
there's only about 2K left for ZX
BASIC,

You can change buffers by
pressing 'B' followed by the buffer
number in hex, or just use 'E' to
Exchange between an odd and
even numbered sector -
convenient when editing one
buffer and keeping the directory in
another Buf fer contents can be
edited just like disk sectors.

The 'P'  key sends the sector cm
the screen to a serial or Centronics
printer, using a double-width
format to save paper.

Key • S ' controls a useful search
option which scans the disk or
memory for a given sequence of
up to six characters. Unfortunately
you have to enter these by
character code, in hex. Searches
in RAM are very fast, but disk
access is slowed by 4 3 DOS. It
takes about three minutes to
search through an entire 180K
disk, but you can stop the search
at any time by pressing BREAK.

DISK PACK
ZipZap costs £12.95 on 3 inch
disk, with an A4 manual and a
'bonus' in the shape of a
rudimentary but useful utility
program SoperCat  lets you check
the exact size and SAVE
parameters of files, rather like the
tape command CAT ” T ".

The ZipZap documentation is
well written as far as a goes, but
that's not really as far as I would
like. It's heavy going for a
beginner, as it assumes you've
read and understood most of the
disk information in the 4-3 DOS
manual, but  it contains enough
examples to get you started

The program is fairly easy to use
once you've worked out how to
read the directory and track files
down on the disk, but it works
more like a hexadecimal
spreadsheet than a friendly,
menu-driven utility. The first
version I was sent for review
reported errors by number, but the
latest one prints full messages,
using the normal Amstrad text.

& Z a p  is a very useful tool, but
it takes a while to get used to it
unless you've used a disk sector
editor before. You may find using
it an uphill struggle if you're easily
phased by screenfuls of numbers.
but it's worth persevering. Omega
Software can be contracted on
0932 228649, or by post at PO Box
21, Shopperlon, Middlesex 714/178BY,

Z80 SECRETS
Over the years I've had several
letters from readers asking about
the 'undocumented' instructions
rumoured to be recognised by the
Z80 processor iii all models of the
Spectrum.

Microprocessors work by
reading numbers from memory
and performing different actions
depending upon the exact values.
known as 'op-codes', which they
find. 'Op' is short for 'operation'.
Each code causes the chip to
perform a distinct operation on
values in memory or inside the
processor.

According to Zilog, the firm that
first made the Z80, the Spectrum
processor can recognise 696
different op-codes. After some
research I've identified about a
hundred extra operations that the
processor will recognise, but
which Zilog chose to keep secret'

11
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There are venous poseible
explanations for the secrecy.
Some of the ' new' instructions are
not very useful. Others conflict
with the way Zilog expected the
Z80 to be used - they work fine,
but make the processor even more
fiddly to program than it normally
is. A few op-codes appear to work
by accident -  they're recognised
by all genuine Z80 processors, but
they only work as side-effect of
other instructions.

To understand more you need
to do some detective work, and
examine the actual instruction
code. At this point I 'm afraid
have to wave goodbye to anyone
who does not already have a
reasonable knowledge of
machine-code - it would take
most of this issue of CRASH to
explain this from first principles. If
you want to learn about machine
code, try Toni Baker's book
Mastering Machine Code on the
ZX Spectrum, published by
Interlace.

Z80 DESIGN
The Z80 instruction set is a
souped-up version of the set
recognised by the Intel 8080. one
of the earliest useful
microprocessors. The 8080
recognised 250 instruction, as it
used most of the possible values
for a single-byte op-code_

Zilog designers lee Intel and
added hundreds of extra
instructions by making special use
of the unused 8080 op-code 203 -
CB is hexadecimal. This code was
declared to be a marker, indicating
that the next byte was the op-code
of a special Z80 instruction.

The new instructions required
two bytes of op-code, unlike the
3080 instructions which could get
by with one byte. All the short 8080
instructions still worked, and Dog
got lots of extra op-codes to play
with, at the cost of longer, slower
instructions.

In theory this trick should have
given Zilog an extra 256 op-codes.
Intact, when you look through the
list of instructions and character
codes printed in all Spectrum
manuals apart from the trashy
Spectrum -i• booklet,  you'll see a
curious gap in the second column
of instructions.

According to the manual, you
get a valid Z80 instruction if you
follow a 203 byte with any value
EXCEPT a byte in the range f rom
48 to 55. There's no hint of what
happens it you use these eight
combinations.

MISSING IN ACTION
When you examine the other
instructions listed you soon notice
that they're arranged in groups of
eight. Each group of instructions
works similarly, but individual
instructions in each group affect
different registers. The first in each
group handles register B. then C,
D. E. H, L. (HL) and finally A. So it's
a good bet that the missing codes
follow the same pattern.

1N I C H E

MARK 2 EXTRAS
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Before the missing instructions
come various op-codes that shift
binary values sideways. There's
an arithmetic shift left, then an
arithmetic shift right, then the gap,
followed by a logical shift right. It
seems very likely that the missing
instructions were meant to
perform a logical shift left.

When you try it. you discover
that the instructions DO shift
binary values to the left, in the
registers you'd expect. But the
rightmost bit is always SET after
the shift, whereas you'd expect a
logical shift to leave it clear. This is
not the conventional result, and
presumably that's why Zilog
those to keep the instructions
secret.

Now that you know what the
instructions do. you can use them
in your own programs. They have
the effect of doubling the value in
a particular register and adding
one to the answer. It's unlikely that
you'll often find this useful, except
perhaps in serial data-handling
routines, but at least now you
know that you can do it!

There are a couple more
instructions in the same vein. Zilog
use two more marker values, 221
and 253, to indicate that the
following instruction, which would
normally use the HL register pair,
should use the new Z80 registers
IX or IV instead.

Zilog markers sometimes work
in combination, so if you put the
sequence of bytes: 221, 203, 54in
your program you can Shift Left
Logical the byte pointed to by IX.
This is an indexed operation, so a
single byte offset f rom IX should
come at the end of the Instruction,
after the 54.

The off set is stored just as in the
instruction LD B,(IY 34),  which
uses 70. the code for LD 8,(HL).
with 8253 in front to select IV, and
the offset 34 at the end, making the
whole Instruction. 253. 70. 34.

Now you know about the markers
for IX and re another idea may
cross your mind, If these values tell
the processor to use IX or Pr'
instead of HL. what do they do if
you put them in front of the 8080
Instructions which don't  use HL?

Before the Spectrum was
invented I used to write for a
magazine called Comput ing
Today, now defunct, One of the
contributors. 0 S Peckett,
discovered that the 221 and 253
markers for IX and IV could be
used in front of instructions meant
to work on the eight-bit registers A
and L.

In February 1981 Packet
reported that the op-code 124,
normally used to load A with H,
would load A with the top eight bits
from register IX instead, if it was
preceeded by a 221 byte.
Similarly, the bytes 253, 124
loaded A with the high byte of W.

According to Zilog, IX and IY are
fixed-purpose 16-be registers. In
fact they're just duplicates of HL,
and each index register can be
used in two eight bit halves, as well

T E C H  I N I C H E

as a 16 bit pointer. That means you
can have an extra pair of eight bit
registers Instead of each index
register, If you want them -  and
most assembler programmers
want as many registers as they can
get!

You can generate 88
undocumented but reliable
instructions by prefixing single-
byte 8080 op-codes with 221 or
253. This only works with 8080
codes -  not with the eight-bit
register instructions unique to the
Z80, like BIT, SET, SLA and soon,

You can't mix index registers
with HL In the same instruction, so
221 (select IX) followed by 108 (LO
LH) loads IXL with IXH. rather than
L with IXH or IXL with H. This isn't
much of a surprise, as the prefix
seems to switch HL off and
replace it with IX for the duration of
the next instruction.

I'm sure there are other secret
and useful instructions in the Z80,
but those are the only ones I've
come across. Most assemblers
will reject the non-standard
mnemonics I've used - you'll have
to enter the Instructions as byte
values.

The Picturesque Editor
Assembler, recently repackaged
as The Code Machine by
Discovery (0742 753423) lets you
use all these instructions in your
programs_ It uses the mnemonic
SLL for the new shift instructions,
and calls the index register
sections IXL, IXH, IYL and IYH _

Unfortunately The Code
Machine monitor program doesn't
disassemble the instructions
correctly. You may come across
some of these op-codes In
routines like Speedlok, which are
designed to be hard to hack,

OPERAND BYTES
CODE

The Z80 has a few other secrets.
Almost a decade ago a hacker
called Adrian Kennard realised
that it s  possible to write Z80
instructions that execute their own
operands, making them very hard
to disassemble!

The four condit ional relative
jumps test the flags and then eve
the values of the next byte as an
offset to the next instruction to be
executed if the condition is true.
The offset is relative to the address
after the conditional jump. So an
offset of minus one has the logical
but bizarre effect of sending the
computer back one byte, so that It
re-reads the offset, this t ime
treating it as an instruction.

It just so happens that the value
minus one is the op-code of a
single byte instruction, RST 56 -
so this special case of the
conditional jump creates a new
two-byte instruction, a conditional
restart! On the Spectrum. FIST 56
is used to scan the keyboard and
update the software clock.

MORE PORT?

The In A,(C) instruction actually
works as IN A,(13C), and is used as

I T E C h
such by the Spectrum ROM. In
other words, the value of B is
written to the top eight bits of  the
address bus during IN instructions
that use a port number in register
C. Similarly, IN A,(N) puts the old
value of A on lines A8 to A15, while
the eight-bit port number appears
on AO to AT

+3 PORT FAULT
Graeme Walton has written in with
further information about quirks
and incompatibilit ies of the
Spectrum +3,  and at last I've got
hold of some detailed technical
information about the design
changes in the machine.

In the Christrnas Special I listed
some of the bugs in the +3 ROM.
The problems were serious, and
explained why some programs
lack sound and others fail when
the COPY command is used.
However they didn't explain why
some games 'lock up' when you
run them on a ,  3, even though
they work fine on any earlier model
of the Spectrum.

Graeme has discovered that
Arkanoid. Short Circuit and Top
Gun all use code which reads
information from an
undocumented port in the
Spectrum's logic array. The
programs contain loops which
read front port 10495 - part of the
original Spectrum ULA -  and wait
for particular values. In fact you
can get the same effect by reading
port 255, as the lop eight bits of the
port number are ignored.

The Sinclair-designed
Spect rums-inc luding the original
Amstrad t  2, which was
essentially a Sinclair 128 in a new
box -  have regularly changing
values at port 10495.

Thevalue is the current attribute
being written to the TV, and
corresponds exactly to the
number you'd read with the KITH
function. Programmers use this
value to divide up the frame time
evenly between several different
tasks, and soak up timeby waiting
for it to change. The value is 255
while the border is drawn.

Unfortunately, Amstrad didn't
know about this port. and the value
sticks at 255 on a +3.  Switching
into 48K BASIC doesn't help,
because it doesn't change the
hardware.

I have never seen the workings
of this port documented. so I'm not
surpnsed that Amstrad missed it
Out from the 4- 3. Even so, it's
another Important incompatibility
In a computer with a lot of
problems, and it's hard to see how
software producers will be able to
get some programs working
without such a facility to
synchronise the code and the
display.
I haven't got any of the games
affected by the e3 fault. so I can't
try commenting out the loop. In
theory that will make the games
work, but it is likely to give a
flickering display and an
unpredictable running speed. A
delay loop may be better, but will
probably still cause a lot of Sicker.
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If you know or can find Out more,
please write in,

rve discussed this quirk with
MGT, developers of the SAM
SuperSpectrum, and they assure
me that their machine lets you read
the current attribute value from the
port, just as on a Sinclair
Spectrum.

They've just tied up a deal with a
large semiconductor
manufacturer which will produce
their logic array and ensure
supplies of scarce RAM chips later
in the year -  so the SAM
development should not be hit by
the chip shortages which have
affected other manufacturers.

HIDDEN UTILITIES
When the +3 came out last year I
explained how you could access a
'hidden self-test program.
Gre.eme Walton has discovered
another couple of hidden options,
also accessible from the 'test
card' which you get by holding
down the BREAK key and pressing
Reset.

Once the TV test card is
displayed. press the keys '0' ,  'A',
'Z',  a n d  'M' for the self-test
program. The version number is
shown when the program starts up
-  the + 3 I've borrowed from
Editonal contains version 4-0 of
the test suite.

Grae me has discovered you can
return to the initial menu from the
test card by holding down keys 'V'
and 'B'  at the same time. That
menu used to contain a 'tape
tester' opt ion on earlier Spectrum
128s, but the +3 misses it off -
presumably because of Amstrad's
low-key approach to +3
cassettes, vital though they are.

Graeme finds that keys 'A'. 'E'
and • Li• pressed together from the

test card call up the missing 'tape
test' routine. On ow +-• 3 it gives a
completely blank screen until you
play a tape, at which point
animated blocks of colour appear,
rather like a colour sound-to-light
display, or the loading pattern on a
DC-81. The pattern vanes to reflect
rhythms in the input signal, so you
can get entertaining results by
playing music into the cassette
port and watching the screen
pulse in sympathy.

It may be that there are several
different versions of the +3
internal software, because
Graeme says that on his + 3 the
combinat ion of keys calls up a bar-
graph tape tester, more like the
one on the old 128.

In any case the old bar-graph
tester can be called from 3
BASIC, using a snippet of code
that Graeme has sent in, The
relocatable code in Listing 1 calls

TECH TIPS LISTING 1

10 CLEAR 65499
20 FOR N - -
-
6 5 5 0 0  
T O

65520
30 READ X: POKE N,X40 NEXT N
50 LET X ----USR 65500
60 DATA 245, 175, 50, 29,91
70 DATA 205, 0, 91, 205,163
80 DATA 53, 62, 251, 50,29, 91
90 DATA 205, 0, 91, 241,201

Please send me a CRASH Tech Tape.
I enclose a cheque or postal order for E5.95 (C7.95 if my address

is outside the mainland UK) made payable to NEWSFIELD LTD, or
I am paying by VISA or Access wi th the special form below.

NAME
ADDRESS

POSTCODE

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

EXPIRY DATE

CARDHOLDER'S ADDRESS (if different from above)

ADDRESS
P O S T C O D E

SEND THIS FORM AND YOUR PAYMENT TO: TECH
TAPE, CRASH, PO BOX 20, LUDLOW, SHROPSWIRE
SYS IDB
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TECHEINICHED
up ROM routines that work just like
the old 128 tester, with the added
bonus of on-screen instructions.

If you want to usethiscodeto re-
align your tape heads you'll need a
correctly recorded test-tape.
made on a reference machine.
There's no point using one of your
own tapes, as the machine that
recorded it may not have been
aligned properly.

Graeme Walton wins this
months' Tech Tips prize. £40
worth of software of his
choice .  Y e p .  that's right, the
serene and benevolent
management here have boosted
the prize yet again-I t  was only E20
last yeart

JOIN THE TIPSTERS
If you Come up with a new tip that
can be explained in CRASH, or an

improvement to one of the Tech
Tape routines, please write to
Tech Tips and tell the world what
you've done.

Tech Tips is your column -your
chance to share expertise with the
Top Spectrum techsters. There's
a prize of E40 of software of your
choice for the best Tip published
every month.

I'm keen to hear from you, but
PLEASE don't  expect -  or
demand l - a personal reply to your
letters; there are hundreds of
thousands of you and only one of
me. Write to

Simon N Goodwin, Tech
Tips, CRASH PO Box 10,
Ludlow, Shropshire SI T
1DB

TECH TASTER
As I write it's near the end of March,
anclat last the CRASH Tech Tape is
finished; this is the definitive
summary of its contents.

The Tech Tape is a compendium
of useful BASIC and machine code
routines, put together by CRASH
readers and writers, aimed at
everyone interested in Spectrum
technicalities - there's lots of
interest, whether you're a
programmer, musician or user.

Programmers get ZIP2, a
mathine code BASIC compiler that
can translate ZY BASIC to make it
200 times faster, and easy-to-use
Turbo tape routines that let you
LOAD AND SAVE headerless files
at your choice of speed. The tape
inciudes STAR BASE FOUR. a
demonstration game that shows
the speed of compiled code.

Also on the tape there's ZIP
BREAK, which lets you break into
machine code programs, a clear
new character set, and a routine
that redirects BREAK and all ZX
BASIC errors to your own error-
trapping routine, helping you to
produce reliable, professional 48K
or 128K programs.

Apart from ZIP, all the routines
can be stored anywhere in memory
and easily configured to suit your
system. Files are unprotected, with

comments in the source code and
20 pages of detailed
documentation supplied with eacn
tape.

If you've got one of the cheap
Serial 8056 printers IBM clumped
onto the UK market a year or so ago,
you need our relocatable screen
COPY routine, which produces
small or large (lull-width) graphics
screen shots from any Spectrum.

Multiface 1 owners can use

*Three in One' to run three differeet
16K BASIC or machine code
programs on one 48K Spectrum.
swapping between them at the
press of the magic button!

The Tech Tape music routines
are ideal for anyone with a Sampler
or SpecDrum The tape includes
four excellent new percussion
sounds, contributed by Cheetah
Marketing, plus utilities to edit, hew
and graph sampled sounds and
convert SpecDrum samples to
work with the RAM Music Machine

There's full source and object
code tor Z.X-FX, a utility that turns
ANY Spectrum sampler into a rea
time sound processor, with on-
screen rnelenng and three distinct
effects,

The Tech Tape is only available
from CRASH, and supplies are
limited - so order yours today!

•
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To complete each of their daunting missions, members of
the Action Force team have to be ironed to a high level of

fitness and mental stamina. Each successful foray into unknown
territory is preceded by months of physical and psychological

preparation Fortunately no such gruelling groundwork is
necessary to po rhapate in Virgin Games exatIng competition

You don't even have to leave the comforting folds of your
armchair - if you haven't got a pen, get someone to throw you
one. Just activate one or two of those little grey cells and outline
each of the 16 words hidden in this meticulously designed word
diamond All the words are connected with the Acton Force
team ond ther game. and its so easy peasy, it shouldn't take
you more than a couple of seconds to find them all (NOTE. con-

nected words appear as one string)
Now comes the hard bit - toss your entry into an envelope,

together with a list of the words found Seal it up and send rtto
FORCEFUL COMP, CRASH, PO Box la  Ludlow, Shropshire SV8

1 DB by June 7
The lucky winner will receve a Sony Watchman Oust right for

savouring all those future eolsodes of Acton Force) and a copy
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the decisim of the CRASH judges is final in all respects
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THE CANDY MAN
CAN .  . OR SO HE
THINKS
Just as it looked as if CRASH was to become
the laughing stock of the gaming world,
KATHARINA HAMZA reports on the turning of
the tide.•
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dawns. As Ludlow
awakes from yet
another uneventful
night, the lights go on all

over town and the CRASH office is
buzzing with anticipation — or is it
fear? Every challenge so far has
ended in tears, recriminations and
boundless humiliation. Mention
the subject casually and most
reviewers, their faces wild and
harrowed, suddenly recall an
urgent appointment  several miles
away. Not so streetwise Robin
Candy, who's finally decided to
come Out from behind his dark
glasses to take part in one last
ditch attempt to save the
dwindling honour of CRASH.

As he saunters Casually into the
office, five fashionable minutes
late, his eyes meet the

74 CRASH May 1988

challenger's gaze. Andrew Males
from Stevenage (via Wembley and
another competit ion win) has been
ready and wait ing efficiently for
about an hour. They agree to play
three ten minute bouts, each
commencing on level five.

Following a brief exchange of
tactics. Robin plugs in his joystick
and his Saga Emperor keyboard
(*Sometimes the joystick doesn't
work',  he explains, trying not to
look paranoid) switches on a
Smiths recording, and the
challenge begins.

CRUMBLING
CANDY

Andrew steams ahead with a
score of 11924 in just one minute.
Robin. following a slight hiccup at

the selection screen (too busy
looking cool to press the right key)
is only just behind. The crunch
comes as they approach the
towers; Andrew shoots them all
and scoops up his 50,000 bonus.
Despite the musical
accompaniment, which is
beginning to sound like a funeral
dirge, smooth dude Candy has
one tower left and a lot less points.
Andrew plays on in silent
concentration; Candy's image is
visibly crumbling. ' rrn losing' he
mutters as his frantic wrist action
becomes more and more
desperate,

At the 6th wave they are both
one tower short of the bonus;
Andrew score, at 1075739, is still
some way ahead of Robin's
respectable 1020980. Half-way
through the 7th wave the bout
comes to an end. Robin tries to
look as if he expected the
outcome:

ROBIN: 1 1 8 8 1 3 5
ANDREW: 1288587

Andrew looks serious — he knows

it's not all over yet. As they begin
the second match, his
concentration remains
unimpaired. Unlike Robin, who
utters a stream of unpublishable
oaths, Andrew doesn't let a
syllable pass his lips. Instead he
surges ahead and reaches the
Death Star with a massive score of
22957 compared with Robin's
13429. Both players reach the
third stage with three towers left;
at the 6th wave both have four
towers remaining. The scores are
evening out. Robin Candy's
fingers begin to relax and his
flamboyant wrist action becomes
more subdued. Andrew looks
tense but otherwise unmoved. AS
they hurtle to the end of the round,
the scores look close,

ROBIN: 1 2 1 0 5 6 4
ANDREW: 1202288

It'sa moment of utter disbelief. it's
a break with CRASH tradition so
complete that no-one is quite
capable of comprehending it. The
scores are checked but they
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1IP A  force to be reckoned with: Remark's Star Wars

remain the same; for the first time
in the history of the CRASH
challenge a CRASH reviewer has
avoided total defeat  Even if
Andrew goes onto win, Robin has
upheld a little of the magazine's
collective honour.

SWEET
D1SAS TER

AStheymoveintothethird match,
Robin looks confident and begins
to sing, then stops as he realises
he's distracting no-one other than
himself. Andrew plays as
efficiently as ever and the
challenge progresses neck and
neck.

At the 5th wave they both have
three towers lef t  Andrew is just
ahead with a score of 32382 to
Robin's 30590. Again the towers
prove the turning point: Robin
clinches the 50,000 bonus and is
ahead as they enter the 6th wave

Konix in hand, Robin storms ahead
to clear CRASH's bad name

to A  silent Andrew sits transfixed by
the on-screen action.

trench. They're minutes away from
the end of the match, when
suddenly.  D i s a s t e r  strikes:
Andrew misses the exhaust port
and has to re-enter the trench.
Meanwhile. Robin pushes ahead
to a final score 30.000 points
ahead of Andrew.

ROBIN: 1 2 0 9 5 8 7
ANDREW: 1179552

Incredible but true! A CRASH
reviewer has finally won a
challenge (even though the total
scores tell a different story ) .
After four defeats, a fifth would
have been a crushing blow. Robin
Candy. who has averted the
seemingly inevitable, looks as if
he's wondering whether it really is
better to look cool in triumph
rather than cool in defeat. He's still
making up his mind as the
challengers slope off to lunch,
leaving the office dazzled and
dazed.

As the victor and vanquished
melt into the sunset what better
note to finish on, than Andrew's

final greeting to Mrs Hall's English
set and everyone else who knows
him.

See you next t ime (Issue 54, a
Tips Editor and a small ship called
Cybemoid •  ) .

CHALLENGE NICK
ROBERTS!

Flushed with the success of his colleague, Nick Roberts has
agreed to proffer his butt-kicking services to the next reader
who dares enter the CRASH challenge. If you think you're
any good at Hewson's Cybemold (CRASH Smashed in Issue
51) then fill in the form and wait

Maybe you'll have to travel to Ludlow sometime in May.
Then again, maybe you won't. Who can tell? Either way,
you've no chance at all with this form just sitting here; fill it
in and return it to: CRASH Challenge, CRASH, PO Box 10,
Ludlow, Shropshire SYS 1 OB.

Dear Nick Roberts

FORCEFUL
STAR
WARS
CONVERTED by Domark from the
superb vector graphic Alan coin-
op, Star Wars gained a worthy
84% in Issue 48 of CRASH.

Following the storyline of the
elm, the player is sent on a do-or-
die mission against Impanel
forces, battling TIE fighters in deep
space before traversing the
surface of the Death Star, to finally
negotiate the equatorial trench.
Here, some seat-of-the-pants
flying is necessary to avoid
catwalks and enemy flak, in order
to reach the end where two photon
torpedoes down an exhaust port
secures the destruction of the
Empire's enormous battle station.

Comparisons to Realtime's Star
Strike were inevitable, but the
team generally regarded
Domark's efforts with some
respect, saying it was as good a
conversion of the original that you
are likely to get on the Spectrum.
One or two niggling faults halted a
Smash rating - most notably from
Robin himself! -  but the fast
(although totally silent) vector
grapeic action is still worth a look.

Domark also have the licenses
for Atari's two other Star Wars
games, The Empire Strikes Back
and Return of the Jed'. These have
been promised for '88 but whether
they will ever appear on the
Spectrum, we'll just have to wart
and see

I challenge you to play Cybernoid in the plush offices of
CRASH magazine. My high score is already this big:
And it'll probably be even higher by May .  .•
NAME
ADDRESS

POSTCODE

TELEPHONE NUMBER
AGE

If you're lucky(?) enough to be selected for the Challenge,
we'll pay your fare to Ludlow and home again, keep you
entertained and nourished while you're here, and promise
that there'll be hell to pay if you win.
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LEVEL? WELL DONT DESPAIR.- EVEN LOSERS CAN
BE WINNERS WITH ROBIN CANDY'S

Robin Cattant Tenbury Wells 1507504
9
8
7
6
5

Glenn Cormie, Forfar
RENEGADE

365042
EXOLON

3321052
Hewson

Ben Powell. Kettering

Gregory Duddy. Kilfennal

1544400
James Spilling. Orford

US Gold

668200
Telford Clarke. Belfast

Richard Bates. Pontypool

43100
FIREFLY Ocean/Special FX
Richard Heath. East Dereharn

°mark

419200
Andy Taylor, Woonton

Barry Quinn. Hartlepool

312600
Andrew Seagram, Bromwich

1176750

263810

PLYING SHARK

Robin Cavil!. Dewsbury

Firebird
Alan Lothian, Wallasey

3717000

482640
David Routknigt Seaharn

THUNDERCATS

213610
Daniel Schlosberg, Raartana. ISRAEL

283150

41700

GAUNTLET

Kathryn Waldo& Bishop Auddand

US Gold
Paul Ratcliffe, Barnsley 16911194

Alan Lothian, Wallasey

Tony King, Stryning

Alix Yourogx Caine

119383
Adam Say., Devizes

48350

111000

GRYZOR Imagine
Gerald McCoy, Belfast 240100
Alexander Venn, Clevedon 158900
Craig Rubinson. Leicester 110200

IK System 3
John Hicks, Warrington 164500
Guy Rowland, Bishops Stortford 58600
Jamie Russell, Beckertiam 29100

NEBULUS Hewson
David Bradford, S u t t o n
-
m - A s h l i e l d

82810
W Wong Connartg k iwi 28700
Julie Jug,.  Plenitiome 21050

OUT RUN US Gold
Timothy Goodchild, Ipswich 94120600
Stephen Sadler, Lichfield )7946830
Daniel Brice, Kingswood 1 598 700

PLATOON Ocean
Alex Higham, Southsea 129800
Gordon McMullan, Lesgb-on-Sea 72900
Hayden Morris. Charteris 8600

RAMPAGE Aaivision
Jeremy Scott. Inverurie 159654

Stuart Walker, Widnes 150750
Anthony Greenfield. Mord 37260
RENEGADE Imagine
Mark Harris, Boreriam Wood 3321052
Malcolm Wails. Dollar, Clacks 112072
Gregory Duddy. Kilfennal 54850
RYGAR US Gold
Gareth Griffiths Caernarfon 2438200
Richard Bates. Pontypool 395500
Jonathan Ridelmigh, Markfiekt 371420

STAR WARS °mark
Paul Hadfield, Elollon 100570050
Barry Quinn. Hartlepool 1263400
Steven Budge, Kilmarnock 1176750

SUPER HANG-ON Electric Dreams
Robin Cavil!. Dewsbury 12001760
Jonathan Abraham Ludlow 3717000
Willy Franklin, Ledbuty 302300

THUNDERCATS Elite
Justin Fisher. Gedling 283150
M Oswald, Stamford 240900
Kathryn Waldo& Bishop Auddand 90070

ZYNAPS Hewson
Alan Lothian, Wallasey 2324 70
Alix Yourogx Caine 63750
Mervin Whitehouse, Mapperley' 48350

SCORES is a monthly game-by-game list showing a whole
range of scores on the very LATEST games (no more k r Set
Wily records I)

Each month theneS the top score received so far, plus a
cove of others so yOu can measure yourself agamst mere
mortals as wv11 as the mil l ion
-
po in t  m o b

From all the entries -  trespecuve of whether they re
printed Of not - there are five winners picked at random. The
first prize winner receives tit° of software plus a CRASH cap
and T•shirt, while tots riainers-up receive CRASH caps and
T-shirts. So dolt forget to tell us on the form what software
and T-shirt you'd like - itycu're one of the lucky onesi
ARKAMOID -REVENGE OF DON
Andrew lavas, Leeds
l imo Partala. Tampere, FINLAND
D °permits?", Welling
ATV
Sean O'Donnell, MableMorpe
Philip White, Lirocksvoir
Sloan Asplosall, Cawood
BASKET MASTER
Steven Cooper. Cleveland
Ildasdair MadMosh, &stop=
David Brewster. London NW9

BUBBLE BOBBLE
Damian Collier, Leeds
Antony Britten. Peterborough
Jon Hopkins, Nealh
COBRA
Dave Meander. Eastleigh
Martin Plane. Great Yarmouth
Paul Taylor, Oakham
COMBAT SO4001.
Gary Boardman, Liverpool
Scott Heart Pervcuik
Michael Santos, Amble

DRILLER
Simon Towertey, Warrington
Andrew Hayes. Weston-super-Mare
Paul Tyrrell, Woolacombe

ENDURO RACER
M Needs. Telford

Ocean
763900
132750
10130

Digital Integration
14800
9520
5815

Imagine
83-0

44-12
36•23

Firebird
10253530
1107210
497120

Ocean
501450
165050
48400
Ocean
171500
156790
60290

Incentive
6190101
1876321
117600

Activisiori
6602523

WINNERS

M M
—
" M
i

_Leicy ale Mark Julian of Garsion near Wad ova was
first out cit the skip this month He gets E40 worth of
software, a CRASH cap arid an Evil Emperor T-shrt his
choice, not ours11. His choice of software contains such
!
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following four folks will each receive a CRASH cap arid a
CRASH T-shirt. Stewart Saint lhe of the dodgy joystidc1
from Little America (how quaint' near Plymouth, Ron
Edwards from Kerley in Surrey Isvho 'd like a Red Moon
T
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Rourbridge arid Steven Ellis of Stoke-on-Trent
Remember - any stile sent In to SCORES can win

you a prize.

1 1 1 1 1 1 e
.
:1 B 
1 1 0
1

--• • • • • •

MY SCORES ARE:
GAME S C O R E

2
3

SEND ME YOUR
SCORES
Send Mrs form 10f a copy' with your scores for up to three
games to ROBIN cAtiors SCORES, CRASH, PO
l ox 10, Ludiow, Shropshire SYS 106 Only
genuine scores will be accepted; any Improbably huge
scores will be immediately pinned and the sender will be
forced to share a desk with Mark Caswell - a fate worse
than listening to Rick Astley

a  a  S r  I M A M

DATE ACHIEVED

1
IF A WIN TOP PRIZE I WOULD UKE THIS 640 WORTH OF I

SOFTWARE:  -  —  -  1 1
1
1
1
1
1

1
1
1
1
1
1
1
1
1

all respects; so don't even think about cneating - you don't stand a chance! 1

1

AND IF I WIN ANY PRIZE I WOULD LIKE THIS CRASH T-SHIRT,
CHOSEN FROM THOSE ADVERTISED I N  T H E CRASH
HYPERMARKET:

The decision of CRASH's omnipotent, all-seeing judges is absolutely final in



WINNERS
•

CRAZY ABOUT
TITUS
Issue 50

You went e e ry over Titus, the French
software noose, in the Golden issue of CRASH
-  it was our most popular competition of that
issue. You had totruce the route ot the Ferran
Testarona using our puzzling pictogram -the
answer was. of COW'S& 'Vele C. The first tee
boy racers out Of the boot of Uoyd's clapped-
out Morris Minor each receive a Nikko radio-
controlled Ferran and a copy of Crazy Cars_
They are
Gregory Fronsha m,  London E l 5  2 8 0 l
Patrick D owne s,  Pontypridd C F 3  7 1 6 ;
Spencer H e rbe d,  Ke nt M E2  2 YN,  Pe te r
Rhodes, Woccs DY1 i 5 N0 ; John Davie* , W
Yorks HX3  9 PD: M a rk Sla ck,  Derbyshire
0E55 o lio  Paul Cooper, Essex RM8 1 ..11.1,
Gavin Austin,  Hods CM21 0 ES; Scott and
Chris Reece, West Sussex RH le  1 PH; John
Gilmartin. Derby 0E2 ape_

DESTINY'S BEST
COMPETITION YETI
Issue 50
Amongst the numerous Margaret Thatcher,
Nick Roberts and Eddie Edwards entries
very gruesome) for Destiny •s Yeficarnpetrtion
came a few well drawn and anginal entries.
The best of a very good bunch came from
Wayne &Reliefs of South Humberside DN15
BES. He receives the first prize of both the Yeti
and Te4adon prints of the original inlay artwork
-  and very good they are tool Like the 25
unnerS-up he also gets a Destiny sweatshirt

arid mug. The artistic many are
George A Toth,  M iddy 1 W3  4 HX: Ja me s
Shepherd, Esse x COS 1E1J, C live  Je nne ,
Norfolk NR31 9NZ, John Kent, &Yo rks 58
8GH, Emma Sharp, Lance PR2 4NS, Simon
Brookes, Powys LDI 5 1 0 ; Stephen Marlin,
London N13 50T, A 0  Szymanski,  London
SWI 2 BSF, Dave Ba ssom Kent DAB 3E1'l;
Neil Howell,  Chester C H I  SAY; Stephen
Grant, Sussex BN I  6LR, Bob Hillery,  Ave r
8517 255, Martin Lawless, Lance 818 40A:
Glenn Ta ylor. N .Wa le s,  M r  Pa ul Ha rris,
Cornwall Pt.26 7/4Z, Edward Gillespie, Beds
LU3 2 T G ;  M a s t e r  M  Z  B o o m ,
Nottinghamshire N 0 I 6  2DT, Tony Shirley,
London SE22 gES; N J Palmer, Norfolk NR4
SAG: Mark Robson, Northumberland NE42
50Y; D R Stanners, Birmingham 88  3110; N
Bauer, Lance  OL  12 SW; Stephen Wa rd,
Co.Clars, Eire; Matthew Kaye, Combs PE17
2A5; Spencer Wakelam, Wirra l 161 4XF.

PLATOON
COMPETITION
Issue 50
The is..cky wormer of the ferftestiC Original
storyboarda for the Platoon computer game -
drawn by Ocean s Simon Butler -  is Sean
Batley of London NO 9SE, He knew all the
ans wers to the film related Questions posed in
issue 50. The five runners-op who each gel a
copy of the Sneer Ocean game are Steven
Lakin from the West Mellaocla 863 402;
Richard Shaw from down in Somerset TA5
20X_ Michael 'James' Brown of West
Yorkshire WF5 DOD, Jake Barayet coming
train London NI6  &NJ and French-sounding
Pierre Scolney of English-sounding Bristol
BS20 SBA_ A further five runners-up will each
receive a copy of the fabulous Maroon movie
soundtrack. They reveal themselves as
being
Mr Ramon W Russell. Edinburgh EH? 5PL,
Stephen Lincoln,  Esse x C M ° 8E7,  Ke vin
Smith, Durha m 1312 ONL; Ja son Na ylor.
Leeds 1514 20J,  G Howling. Tyne & Wear
NE28 BUM

PRIZES
DIGITAL
INTEGRATION
COMPETITION
Issue 50
The Digital Integration-based Questions may
have been hard for some but the entries still
came flooding in. The five top winners each
get a personal cassette weeirren stereo thingy
and a copy of the nearly-Smashed game A 7F
The feartess hire are Owistopher G Scott
from Lincolnshire PE I 1 3LPE; Thomas
who lives in Oxon OXI  4 10E. Phil Jones of
Gwynedd LL65 3L1; K Graham from
Newcastle-upon-Tyne NE3 4TS and G
Forme down in Devon PL7 3PF. The five
second prize winners, who each get a copy of
the game and an ATF sweatshirt, are Barry
Gorman of Nertnem Ireland BI M  ISU.
Edward Robinson irorn Sussex RHI 7 6S0,
Andrew McGregor up in South Yorkshire
ON9 3E5: David Banks of Lancashire P114
I HT and J L Thompson of North Yorksere
LS24 9 0 W The twenty runners-up who gel a
copy of AT F a i
. .eJohn Clifton, Kent 0 A3  80Y,  Jason Mann.
Herts WO6  4TC, Adam Hold,  He rts ALI O
SEZ, M a rk Voa s,  M e rse yside  1 4 5  K U ;
Steven St yg e r. H o lla nd; S e a r  D ru ry,
NrWakefield WF3 1 5 5 . 0  A Tate, Norfolk
N1131 7 P0 ,  Ga ry Guigley, Dublin I I  Eire ;
Miles Witimott, Derbyshire 0E4 2JJ; Roger
Judd, T yn e  &  We a r N E1 0  ORR: Ke ith
Roberts, Devon P1 5  4E1, la in Champion,
S.Humbs 101419 TJG: Dean Morris,  Gwent
MPG 4LB, Daniel &M o b e rg ,  ISRAEL: C K
Lewis, Surrey KT2 I  2J0 ,  Paul Hutchinson,
Cleveland 1 5 1 7  0 E
1
N ,  R  
H a r w o o
d ,

W.Sussex 1111I3 138X, M a rk C la bbum,
Norwich NR2 21-ID; S EV0Whiee, Scotland
TDI 2EL; Jason Massey, Notts 1-4G17

BEARD AND
WONDERFUL
Issue 48

Rod Tragale from Berkshire SL2 1LB may not
be bearded but he's certainly wonderfully able
at matching the name to the face -  as
Questioned in the Christmas Issue. He gels the
whole CRASH T-shirt range arid any game
reviewed in Issue 48 Theten runners-up, who
also have the choice of any game reviewed in
Issue 48, are _
Mike C001141V. Roscommon Eke ; Stephen
Ward, C o .C la re  E ir e ; Fra me r H a rd ie ,
Glasgow G44  4116; Gervase  Lam, Bu cks
HP2I ONW; Jorge n Jacobsen, Denmark,
Khalid Jame. London NIN2 6LA: Mr DA Lee-
Keow, Coventry,  CV3  3 0 9 ; Martin Urea",
Shropshire TF2  1 ST; Philip  Wynn,  Be ds
MK45 4 8 E; Olive r Critchie y,  Inverness-
shire PI431 4AN.

GOLDEN
CAPTIONS
Issue 50

All you had t
o  d o  
t o  
w i n  
a  
g o l
d e n  
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software in our fiftieth issue was to think of a
caption suitable for the movie still of The
Mission. Ignoring the constant references to
cuua,g off people's power supply and giving
Alan Sugar a new hair cut (or Sir Clive some
hair) was pretty easy. But when it carve down
to choosing the best of hundreds of entries
was much harder. For originality and humour
the E50 wolh of software of her choice goes
to Caroline Haines of Bectionishire LU7 ODH
who carre up with, • Hey, will you tool in s
There's enough static running through this guy
to power my Speccy for a decade' He really
ringlesO Nice one Caroline

All winners, please allow 28 days for the delivery of your prizes. All queries
regarding competit ions run in CRASH should be sent to Frances Mable,
CRASH, PO Sox 10, Ludlow, Shropshire SY8 1D13. Please don't ring
Frances as she has enough trouble reading through all your entries as it
is,
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/ HYPERMARKET
Feel you deserve another piece of the action? Bothered about having to travel
far for software? Bored by the limited choice available on the high street? Fed
up with being charged full retail price? Well, don't! Whether top games soft-
ware, high-tech joysticks or designer T-Shirts or just simply dustprotective
keyboard covers, CRASH HYPERMARKET will despatch at special discount
prices, efficiently and fast. The incredibly low deals include VAT, postage &
packing.

The Great Cover Up!
Stop running around naked! CRASH-cover  yourself with our Medium and XX Large T-
Shirts (50% cotton and 50% polyester). Choose from SURFER (Issue 19), RED MOON
(Issue 20) and EVIL EMPEROR (Issue 39). Go for that undercover look!

11111SH SURFER MEDIUM T.-SHIRT OFFER 5 .5 0  C  005M C R A S H  SURFER XX LARGE T-SHIRT OFFER 5,50 CCO5X
CRASH R I D  MOON MEDIUM T-SHIRT OFFER 5,50. 1,:',006KA C R A S H  RED MOON XX LARGE T-SHIRT OFFER &SO,  C.006X
CRASH EVIL EM PEROR MEDIUM T-SHIRT OFFER SAO,  ODOM o m e n  EVIL EM PEROR XX LARDS T-SHIRT OFFER SAO,  COOTX

I f  you don't consider yourself to
be cover material •  a
Hide behind the vast expanse of KING GRUB! Experience the Splat.
Slob and Slime. Yes, we've fitted KING GRUB on a Medium sized
shirt, and no problems with XX Large, of course. The T-Shirts are
50% cotton and 50% polyester.

C  I
R M A
g

CRASH KING O R M  MEDIUM T-SHIRT, COOSIA

CRASH M i r  XX LARGE T-SHIRT, COMA

:ye does IL,
he protects histhinkdrome from the glaring heat and bitter cold wind
with our 'baseball ' style CAP with white embossed CRASH logo. The
adjustable strap makes it fit any head, big or small.
CRASH CAP OFFER 3.911 C,010H

i t • t t  is g e t
YOU— i
r S e
i f  
w i
t h

tick end

KONI X SPEI DI UNO

The psysliCk Mal actually fits your hand
with a les button angled for your trigger
finger to  ertsure accurate high-speed
action. Solid Weal breekproof shalt with
neat clot:lung sound for every precision
move you make
KONIX SPEEDKINO
OFFER ULM  14HP 11 99, CO t - I

• UROM AX PROFESSIONAL

H o  durability, teckd response and ultra
sensitve movement accuracy trom this
advanced ergoo0olocClettign• Ideal for left
or ngte hand ploy 1 .5m cord
EUROMAX PROFESSIONAL
OFFER 15_28 C D
,
2 HDYNAMICS COMPETITION P/10
6000 'Normal)

Features arcade quality R I O-Ja we d
-
m e .
dual fee buttons, rolsrat steel shalt end
rubber return for smooth control and
locitief life Ext ra  long 1,5m cord
DYNAMICS COMPETITION PRO 5000
(Normal)
OFFER 13_50 R I P 14 95, O01311

DYNAMICS COMPETITION PRO
5000 'Clear)

The designer pysock has, antvertt All the
fealurissot the Normal PRO 5000 but with
the added thrill of its unique see-througn
casing which o f f e r,
. t a n t e /
m i n g  
p e e k  
a t

me N O  tech imards and gumaolom no
aliens in the works
DYNAMICS COMPETTOON PRO 5000
(Cleari
OFFER 14.00,09RP 1545. O014H

RAM DELTA

The unusual *delta • shape allows for
either tabletop or handheld alien zapping.
Smooth, accurate action. Iwo lire buttons
and Aoo-Fire should prevent any seen
force from takmg over the univensa RAM
550 wnemsme with its reliability, they eel
provide a two yew warranty Callen torcA9
damage esc-luded I
WAANING: Auto-Fme recluses s w o t
loystick interface
RAM DELTA OFFER SAM r•Ou'iH

••••

IF y o u  feel
under-equipped, grab
the order form at the
end of the HYPER-
MARKET section, fill out
the details and send off
with remittance
(cheque/P/0),
or with your credit
card details.

N X  I V  w V  X * 1



LHIGHLYRECOMMENDED
SOFTWARE

4.99 3.99 1.00
5.95 4.74 1.20
7.95 6.40 1.55
7.99 6.44 1.55
8.95 720 1.75
8.99 7.24 1.75
9.95 7.95 2.00
9.99 7.99 2.00

11.99 9.99 2.00
12.95 10.40 2.55
12.99 10.44 2.55
14.95 11.95 3.00
14.99 11.99 3.00
19.95 15.95 4.00
1999. 15.99 4.00
23.00 18.40 4.60
24.95 19.95 5.00
28.95 23.15 5.80
29.95 23.95 6.00
34.95 27.95 700

CRASH
COMPUTER
COVERS
PROUD o f  your uMmiched,
new keyboard? Don't let it bite the
dust, protect it from coffee. biscuit nib-
Nes, screen lettioul or lust simple plain
home-variety dust.
ASHASIED , o f  your grotty, coffee-
stained, dust-cloaked keyboard?
Cover the mess up arid protect your
Habitat environment with a CRASH
keyboard cover,

RUBBER-KEYED SPECTRUM
COVER
OFFER 3 .0 0  ODD1 H
SPECTRUM+ COVER
OFFER 3-25 . Czio2H
SPECTRUM 1111 COVER
OFFER 3 .7 8 . C002*-1
SPE CTRUNI+I  COVER
OFFER 4 .0 0  COO4H

Order any of the highly recommended
games below or any other fabulous, cur-
rent software with our MEGACHOICE
special offer facility (details in boxl).

SOPHISTRY, GRI
SOPHISTRY is not lust another puzzle
game. Your litt le poditake craft hops over
the 30 playing board and every block pro-
'Mos a new challenge 'SOPHISTRY is
complex. compelling and original. With
such a wide combination of things that
Can happen On each of the screens ii is
impossible not to be enthralled by iI '
SOPHISTRY ca n
OFFER 6.40, RRP 7.95. C016C

ACTIONFORCE ii. Virgin Games
rerfOnSIS nave 'Wean a number of hos-
tages in derelict downtown buildings.
Your IWO member ACTION FORCE teem
has to penetrate enemy territory, locate
the hostages and rendezvous with the air
support chopper, 'ACTION FORCE It ks a

Have s BI SI ON  relationship w I t  your
favourite meg! Strap those twelve
CRASHes into our deectous looking blue
binder with silver logos. Each binder
comes with plastic year stickers
CRASH NEWER
OPFER 4 4 0 . 0909H

b n t lijit  acion-packeci game
ACTION FORCE II ca st
OFFER 8.40. FIRP 7.96. C017C
ACTION FORCE II disk
OFFER 10.40. RAP 12 96. C01713

CRAZY CARS sa ss. Taus
OFFER 7_95. RAP 9.95. C019C
RAM PARTS ease, GO!
OFFER 7.24. RAP 899, CO20C
RAMPARTS disk,  GO!
OFFER 10.44. RAP 12.99, CO200
OI EBEE AIR RALLY sass,  Activision
OFFER 8.44, RAP 7,99, C1321C
KAI INOV sass,  Electric Dreams
OFFER 7.99, RAP 9.99, C018C

BALLBREAKER SI Gass, CRL
OFFER 6.40 R AP 7.95. CO22C
LEE ENFIELD IS
SPACE ACE ease, intogrames
OFFER 6.40 R AP 795 . CO23C
IKARI WARRIORS case . Elite
OFFER 724. RAP 899, CO24C
WAIN WARRIORS disk,  Elite
OFFER 10.44, RAP 12.99, CO240
BLACKLAM P eass. Firebird
OFFER 6.40, RAP 7 95, CO25C
CYNERIII010 wa s,  Hewson
OFFER 8.44. RRP 7.99, c026C
CYSERIMOID disk,  Hewson
OFFER 11.99 R AP 14.99, C,026D
SHACKLED sass,  US Gold
OFFER 7.24. RAP 8.99. CO27C
SHACKLED disk,  US Gold
OFFER 10.44, RAP 12.99, CO27D
PREDATOR case, Activison
OFFER 7.99, RRP 999, CO28C
BEDLAM  1128K ONLY) sa ss. GO!
OFFER 7 /4 ,  RAP 8.99, CO29C
BEDLAM (128K ONLY) disk. Got
OFFER 10.44, RAP 12.99, CO290
BASKET M ASTER sass,  Imagine
OFFER 6.40, RAP 7.95, CO30C

BUDGET
RANGE
ORDER FOUR GAMES IN THE E l le
RANGE AND PAY FOR THREE (E5_07
PAYMENT TOTAL) -  A SAVING OF
£1991
ORDER FOUR GAMES IN THE E l le
RANGE AND PAY FOR THREE I n te l
PAYMENT TOTAL)-  A SAVING OF
E2.59I
JUST FILL IN THE NAME AND PUB-
LISHER OF THE FOUR GAMES
REQUIRED AND THE PAYMENT
TOTAL OF 11.97/E11.97 (DON'T USE
THE OFFER PRICE TABLE)

I
s
A
V
I
k
1
1
1
*

THE MEGA
CHOICE:
APART FROM OUR H O M Y RECOM-
MENDED GAMES usr•  YOU CAN
ORDER Amy DAM E RELEASED BY
THE M AJOR SOFTWARE HOUSES TO
DATE ON CASSETTE OR DISK.

OUR OFFER PRICES ARE VALID FOR
ANY Flit.L.PFOCED GAMES AND
INCLUDE FIRST CLASS POSTAGE
AND PACKING -  NO OTHER EXTRA
CHARGES
LOOK UP THE PRICE OF EACH GAME
IN THE OFFER TABLE. ENTER THE
OFFER PRICES ON THE ORDER
COUPON, THEN ADD THEM UR
ORDERS FOR TITLES WHICH ARE NO
L CONGER IN DISTRIBUTION WILL BE
RETURNED.
YOU WILL BE REGULARLY NOTIFIED
OF ANY DELAYS CAUSED BY LATE
RELEASES

SOFTWARE OFFER
PRICE TABLE

RRP O F F E R  SAVE

HOW TO ORDER:
WRITE REQUIRED GAME(S) ON
ORDER LIST, INCLUDING MEDIA
TYPE AND ORDER CODE (WHERE
LISTED).
IF OFFER PRICE NOT INDI-
CA TED,CHECK M AO OR REVIEWFOR
CORRECT RECOMMENDED RETAIL
PRICE (REIM.
LOOK UP SPECIAL OFFERPRICEAND
WRITE ON ORDER FORM
ADO UP TOTAL AND ENCLOSE
CHEQUE OR POSTAL ORDER OR
AL ITRNA TIVELY USE ACCESS/VISA
FACILITY (DON'T FORGET TO INDI.
CATE EXPIRY DATEI).
/4!1,11 M O :
GAMES ORDERS R EWI R E ORDER
CODE OR MEDIA TYPE AND COM.
PUTER GARMENT ORDERS ORDER
CODE OR GARMENT SIZE HARD-
WARE ORDERS ORDER CODE
INCOMPLETE ORDER FORMS WILL
BE RETURNED.

PLEASE RING (0584) 5620  IF INoeuer
PRICES VALID FOR UK/ EI RE/
EUROPE ONLY.
FOR OVERSEAS ORDERS PLEASE
ADO EX_CMI PER ITEM FOR AIR MAIL
DELIVERY

DELIVERY:
NOT ALL LISTED PRODUCTS WILL
HAVE BEEN RELEASED AT PRESSrtmc
GOODS WILL BE DESPATCHED AS
SOON AS POSSIBLE. CUSTOMERS
WILL BE INFORMED OF ANY LONG
DELAYS.



SUBS OFFER
N, t A k N X  • X

AN OCEAN OF SOFTWARE
There may be an OCEAN of software out there for
you, but we've fished the choiciest catches for the
endangered species of CRASH addicts suffering
from CRASH abstinence. Not only can we give you
exactly a dozen printed reasons for ordering a
good helping of CRASH rations, the OCEAN fishing
crew have prepared a bait which would attract any
expert including Jacques Cousteau. Sign up now
for a 12 months subscription to CRASH and
choose your free cassette copy of TARGET
RENEGADE, PLATOON, FIREFLY, ARKANOID II
(REVENGE OF DOH), RASTAN or last but not least
THE MAGNIFICENT SEVEN compilation. There's
no catch, fill out the coupon and watch the action!

s BACK NUMBERS
No 3  April 1 9 8 4
Sinclair talks to CRASH! Stack Light Mille!
Run ft Again: Missile command games'
CRAStetionnaire results' The earliest &Andy.
ing back number'

No 4  M a y1 9 0 4
The Quill analysed! The fabled ZX Mtoro-
dnve appears! Run it Again: Pengo gwnest
Graphics Attlee! Living Guide:
boardgarnes, simulations. strategy. adven-
ture! The secandattareast
surviving back rumba,

No 1 7  June  1
9 8 5GentOn Designs
, S m c l a i r  
S t o r
y  3
1  
M a
p s :

Knight Lore, Llnderwortrie! Leonardo
graphics Dane sound sampler
, A r t i s t  D a v i dThorpe
,
No 1 8 Ju ly 1905
Gremlin Graptecs pralee!Artist Bob Woke-
lin! Map: Gyron Mourn
,
No 1 9  Atioust 1901
CRL ptoeie! Oliposteri Round-up of Baltic
compeers! Artist: Rich Shenteld! Maps:
Dynamite Dart, Shadowfiret

No 2 0  September 1985
Electronic Pencil Company prattle' Maps
Alien 8. Dun Daractft

No 21 Octobe r 1916
Hotocyalix prole ! Holograms! Map: Nodes
01 Yesodl Platinum Productions profile!

No 22 November 1955
Faiwinu Filet Microdrive tips! Artist; Susan
Rowe
, 
F a
n t
a s
y  
g
a
m
e
s
b
o
o
k s
t

No 23  De ce mbe r 1985
Melbourne House
, C o m p u t
e r  
g r a p h
i c s '  
A r
l  
•

tst Dave Beeson'

No 2 4  Xma s 1988 /88
Am51. Oliver fin Ga rgoyle  Games profile
,Lloyd's lookback! Hewson profile!

No ES February 1086
Duro M i c r O S p n u r e '  FORTH and
extensions to ZX BASIC!

No E l  M a rch 1081
St Bride's Profile! Spectrum 1281 Micronet
000
, 
M
u l
t i
l a
c
e  
1
,

No 2 7  A00011
Playing Tips supplement
, M e l  
C r o u c n e e
Imagine profile' PAM convention'

No 2 8  M ay 1988
Fanzines
, 
l v t a r
t e c t  
p r o
fi l
e !  
C o
m p
o s
i t
e  
V
i
d
e
o

Interface' SpeolDrurn!

No 2 1  Juno 1988
F i rst P B M  M ai l b o x'  H o m e g ro wn  so f tware
,Realtime prottel Maps: CALI. Sir Fred,
Saboteur, Tantalus!

No 3 0  July 10911
Birth Or A GarnelLaser Genius! Maps Tan-
talus, Movie
,

No 31 August 1985
Software Proyects
1 W o r d  
P r o c e s
s i n g '  
M a
p s

Pentagram, Heavy On The Magictil

Na 32  September 1960
Programmer Dave Parry! GAC! Maps
Core. Ghosts 'n' Goblins, Bobby Beanng!
Echo Synthetwer!

No 3 3  Octobe r 198e
Programmers Jon Remark, Costa Pansy!.
Maps. Dan Dare. Cauldron 11
, S p e c O r u r n -ming!

THE MAGNIFICENT SEVEN nomuely
t9.95
Magnificent value is represented here in
this collection of outstanding OCEAN
games WIZBALL, HEAD OVER HEELS,
ARKANOID, COBRA RANKI E GOES TO
HOtLYWOOD, THE GREAT ESCAPE,
SHORT CIRCUIT anti VIE AR KUNG-FLI
prairicle more film tie .in& more CRASH
smashes, more &note /mess,  more
arcade action and, for anyone who Can
count, more than seven games in one
single package Even if you have got the
odd title, Ws still worth
.
..wha t , .

11111101mmemm
--
__

TARGET RENEGADE, normaily E7.95
Make your way through the seedy strafes
of Scumviee and meet the charming
inhabitants: Motor cyclists, skinheads,
BeastreBoys fans and lades of the night
The action shifts from a den9OrOut mul-
tistorey car park to seedy night time
streets via a seemingly harmless cey park
and an overpopulated shopping malt
finally climaxing in Mr Big's headquarters
in a sleazy bat Beat the crime and avenge
your murdered brother. You'll have a
scum of a time,

PASTAN,  normally E7.95
Coin-op hero Plastan hacks his way
across a horizontally scrolling landscape
of unclargroona passages, grim crtacteis
and rocky cliffs to liberate his ii,ngdoin
from the eve wizard Karp. Unexpkwed
parts of this hostile terrwn we connected

No 3 4  November 1986
Programmer': Don Priestley
, G e n e s i sUpeatel Maps: Dynamite Dart II, Equinox,
Universal Hero! Music Machine!

No 3 5  December le g e
Designer, Dan Malone' Computer AcheMs-
ing! Maps: Glider Rider, Thrust, LightforcelMOH

No 3 1  Xmas 1911811117
Lloyd's Lookback' Spectrum Music' Maps
Scooby Doe. Heartland, Druid!

No 3 7  February 1987
John Richardson. Jetrnant CRASH Review
,are revealed! Match Day Challenge! Maps
Fanlight 11, Feelora, Avenger, Dandy!

No 3 1  M a rch 1987
Fanzines! Designer Bernie Drummond!
Maps' Cobra Irnpossabell, Uddiumi MIDI!

No 3 9  April 1987
Arcades Update! the  Z881 Programmer
Steve Taylor! Maps. Nosferatu Double
Take. Future Knight, Feud!

No 4 0  Noy 1987
Terminal Man returns! Playing Tips supple-
ment' Maps, Short Circuit Antiriad, Con-
quest. Into The Eagle's Nest, Sceptre Of
Bagdad. Dragon's Lair II, Thrust II, Fat Worm
Blows A Sparky, Tarzart

No e l  June  1947
Programmer: Mike Singleton' Industry
Today! Adventure Trail supplement! Maps:
Saboteur 11, Head Over Heels
, M U l t i t t a C k e f  
s  I
128 Bugs!

No 4 2  Juby 19117
le-page OINK' pull-oull Living Daylights
Trim F/0 Programmer: Pete Cooke! Maps
Auf Wledersehn Monty, Hydrotool, I las-
terscan!

- .-A f t  • 1 1 ) . L
n l - , •

by flights of sleep steps and ropes swing-
ing perilously over lakes of I lra  'Anyone
remotely interested in the barbarian
cause and those new to the sport have
nothing at all to lose'

FIREFLY, normally 0 '1 5
'Mix together a shoot-'em-up a collect -
'ern-up and a maze game_ add sundry
reaction tests to taste and you've got a
tasty game indeed,' And FIREFLrs
addictiveness is deceptive: once you
start playing, it drags you in and that's it
you're hooked' The visual patterns can
start to get hypnotic if you're not care-
ful

BACKISSUES*BACKISSUES*BACVS,
BACKISSUES*BACKISSUES*BACVE
BACKISSUES*BACKISSUES*BACCIS

No 4 3  August 1 917
The •  3 arrives! Hun It Again runs the
Gauntlet clones
, B i g  
t r o u b l
e  
a t  
T H
E  
B U
G !

CRASHtionnare resultel CRL's 30
Gamemakee Maps: Endure Racer, Fleet
Gordon!

Ne 4 4  September 1987
Programmer: David Aub-rey-Jones On
Mercenary! The Sega Master System' Is
Homegrown Software Healthy/1 Tech Tips:
that Swill Disc' Forum Barbarian backlash
continues! The CRASH Challenge! Maps
Vampire, The Curse Of Sherwood
, T i p sgalore for KiRed Until Dead!

No SS Octobe r 1987
Run It Again the kick-'em-ups' The CRASH
History Part Onel In The Arcades! The
Budget Booc000m!How stars are born
- s e l -ling your game' On The Screen logo win-
ners' Maps: Game Over, Wonder Boy

No 4 4  November 1017
18-page 3D section and glasses' The 31)
Story' The CRASH History Part Two' Neves
from the PCW Show! The CRASH Chal-
lenge' Graphics and Sound Specialists' The
Fanzine Fee! Maps: Exolco, Panzadroma,
Mutant!

No 4 7  De ce mbe r 1007
1 6
-
p a
g e  
J
u
d
g
e  
D
e
a
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h  
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u
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l
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0
0
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Odyssey
, 
E v e r
y  
T i e
- I n  
E
v
e
r  
M
a
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e
!  
C
o
p
y
i
n
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games the legal way! Run It Again, Those
Racing Games! The Chrtstrnas Use Maps;
I n d i an a Jo n e s,  D i z z y'

No S m e l l  1987185 Werturcl7 19O8
Pull-out poster' A Sally Down Arcade Aftey
-Arcade Action! Tie Me In Pa d  Two of the

leaturel The CRASH History Part
Terse & Four! Uoyd Mangiam'e Lookbackl
The CRASH Directory! Going To Bed With
CRASH! The CRASH Cherlengel CRUNCH
-The CRASH Fanzine
, A  s e c o n d  
h e l p i n
g  
o f

3D
, 
M
a
p
s
:  
Y
o
g
i  
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e
a
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,  
M
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ORDER FORM
- - -  . -

The Special Software Discount Offer Prices only apply to
recommended retail prices for software, not to already hi

ghted, discounted special offers, hardware and o .
' oodles.  No other discounts may be applied_. .

CODE ITEM MEDIA PRICE ,

21
22 23 24 25 26 27 28
29 30 31 32 33 34 35
36 37 38 39 40 41 42
43 44 45 46 47 4 8 49
50

TOTAL

SUBS TOTAL

BACKISSUES TOTAL

ORDER TOTAL

3 4 17 18 19 20 21
22 23 24 25 26 27 28
29 30 31 32 33 34 35
36 37 38 39 40 41 42
43 44 45 46 47 4 8 49
50

I want to subscribe to 12 issues of CRASH and receive
my tree OCEAN game.
If I've already got a CRASH subscription, and it is run-
ning out soon I extend it for a further twelve issues—and
still get a free cassette.
If I am a current subscriber, but do not wish to extend
my subscription, I can still get a cassette for an amaz-
ing C4.95 a  special subscribers discount price.

Please tick the appropriate box:
El I  enclose £18.00 for a new CRASH subscription

mainland UK
Eli I  enclose C25.00 for a new CRASH subscription out-

side mainland UK s ur f a c e  mail
E  I  enclose E38.00 for a new CRASH subscription out-

side Europe A i r  mail
D  I  enclose £4.95 for the special subscriber cassette

offer.
O  I  am a now subscriber
0  I  am an existing subscriber. My subscription

number is

Please send me:

R TARGET RENEGADEPLATOON
FIREFLY
ARKANOID II (REVENGE OF DOH)
RAS TAN
THE MAGNIFICENT SEVEN

EARLY WARNING:

If you wish your sub to commence with Issue 53, we
must receive your coupon no later than 4th May 1988.

Please allow 28 days for your free gift.

i<ISSUES*BACKISSUES*BACKISSUES
*
BACKIS
KISSLIES*BACKISSUES*BACKISSUES
*
BACKIS
KISSLIES*BACKISSUES*BACKISSUES*BACKIS

No 42 February 1928
Level 9 profile' Last Pan ch CRASH History!
Flipng Tonight -  Bntish Airways' eight
senutatorai More On The Screen' Maps
Wuhan. Thundercats, Athena'

No BO M e rck 1222
i 6-page Tech Niche sPle m e o l  focusing
ch hardware and utilities' The C RASH Chat-
wrige! Write Your Own Adventurers -  CAC
VIEWSUS PAW! FilliZin0 File' Maps Platoon.
Andy Capp Handy. Gera ld ,  Driller!

NORMAL BACK ISSUES El .45 (Inclusive P&P)
XMAS ISSUES E2.15 (Inclusive P&P)

OVERSEAS PLEASE ADD E0.80 TO ABOVE PRICES

SPECIAL QUANTITY DISCOUNT:
Order FOUR Issues and pay for THREE.

No 51 Apt il 1982
The Best Ch Brhish -  Ultimate! Strategy
Special' CRASH 1987 Reader Awards
reeultsl Ruh It Again -  the wortd of 30
games' Maps Dark Sceptre. Radom (tevels
2 & 3)' More MIDI!

Noe 1 . 2  and 5 -15  now out of M ock.
Sorry!

Maas auppty tha toetrAting RACK PRIMERS (Circlor

Y COMPUTER IS:

6C,6

use BLOCK CAPITALS

a cheque/p 0 tor t

debt my VISA/ACCESS ACCOUNT

ge my account No.

Access

•  t e l l  to pay by VISA/ACCESS (Delete as appropriate)

END THIS FORM TO:
RASH HYPERMARKET, PO B
UDLOW, SHROPSHIRE SYS
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SUPER
ARCADE HITS

IMAGINE SO

LSO AVAILABLE
ON DISK

Ibu ca l  a lmost Seel the tension a/
the b ig  ma tch bre a king through
the s e e n  t h e  e xpe cta nt
Crowd is almost on top ot yout You
return the se rvice  with a  Top-spin
Backhand,  t h e n  a  F o re h a n d
Sock-spin, the  boil bounce !' high
from yo u r oppone nt's looping ,
detersive  lo b  S M A S H  0

'eat shot opens the icons

Ge l into this a nd you'll ne ve r ge t
out ,  T h e  p ia " -  code na rne
JAClOki_ t o  d ro p  a  sq u o d

' 4  cra ck troops be hind e ne my
'I ne s Rescue a  grouP of prisoners
cmd whilst under a t t a ck de live r
them t o  h e lip o d s. T h e ir 11001
obiective  is to  knockout e ne my
headquarters. Simple eh?

P l a n t e
Co 5 0 1 7 I C

SPECIAL ARCAD
PACK AT YOUR

RErAILE

Ecntum•AMST
COMMODORE

CASSETTE

It's e ve ry p r o m  wa rde ns
nictimate  -  t h e  InmaleS
have broken out Thesis men
cie  b a n ish e d  crim in a lt
•arrned la  the file a nd a re rt
afraid to gun you a ll clown_
Just m o ve  in ,  kn o ck 'e m
down a n d  round 'e rn u p
Easyl

whe
C c
I r '
1 1
1
T 1
C X
R  
a
n
c l
t r
i
E
L
D
1

all Archery,  Skeet Shoot
and Weight LiMng t r  e
lame cl the lectured events
b  test you
, s k i l l  
a r d  
s t a
m i
n a

W i t  m a r e  d e o l l y
oPPOnents to combat as you
advance t o  b e co m e  a
block belt loader. Aulherdo
lighting m o ve s w i t h  4
cNkrent loCations

Our h e r o  h a s  fi n a l ly
makOokka the 'e a st  martial
a t  "ClilfirS St4A0-1-1fir but Lo

I trapped by It lott gongs WM
kicks a b e t  s e a s !
powers, e iccp e  from a n d
Iravel SKAO- U N S t o a d
to Inseclarni

The p ia no N e e se & is now
under a n  a ll-out  sp a ce
attack beings from the sub.
space s t a r  c l i .e jsr  a l
fiaciench. You o il need a ll
your c o r a c l e  a n d
oonoentration t o  win . Ge t
ready to bine  a ll

become a grand-mader but
ID achieve Wes you must

I l l r i
t I
v a r i
e t y  
a
t  
d
e
a
d l
y

• a r m e d  w i t h
skies and weapons

and mint be  overcome valh
a °ordina tion at 6 ditterent
attack rooms



Producer: Entertainment
USA

Retail price: E1.99
Authors: P  Atkinson and

J Brennan

Presentation 47 %
Graphics 28 %
Playability 12%
Addictive qualities 14%
OVERALL 15%

Presentation 88a/o
Graphics 65%
Playability 60%
Addictive qualities
OVERALL 59%
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h
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committee are staging the
most bi z a r r e  wr est l i ng

match of them all. In the guise of
six alien forms, ranging from bug-
eyed beetle to brawny barbarian.
one or two players battle it out in
the intergalactic championship.

Combat takes place within a
three-sided monochromatic cage
under t he  gaz e  o f  a  suitably
intergalactic a u d i e n c e .
Participants may grab. kick, hit,
head butt,  neck chop and throw
their opponent ,  t h e  objective
being to stun him long enough to
climb up the sides of the cage and
win the match. Unless he fails to
shake the climbing wrestler off the
mesh, the unlucky fighter left in the
ring disappears a s  t he  Sol id
looking cage floor  turns into a
bottomless a by s s  o f  flashi ng
lights.

Two energy bars indicate the
status of each player's strength:
momentary periods of rest give
dwindling heal th a  chance t o

Producer: Players
Retail price: E l  .99
Authors: Paul Griffiths, Mike

and Andy Severn
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the or bi t a l  pl ut oni um
reprocessing installation,

and the Marine Cor p top brass
believe Jabba McGut, leader of
alien terrorist group, Denizen, to
be responsible. Armed only with
the latest in technical weaponry -
the self loading 'Quick Kill' rifle -
the player sets about destroying
Jabba McGut and his allies.

The terrorists are hiding in sub
levels one, two, and three of the
installation, and on each level 20
explosive bol t s  ha v e  t o  b e
detonated to jettison the section
into space. The game starts on sub
level o n e  a n d  t h e  pl ayer  i s
provided w i t h 9 9  r ounds o f
ammunition. Extr a a m m o a n d
energy can be  collected and a
torch used to illuminate darkened
areas. Par ts of  the screen ar e
blocked o f f  b y  door s ,  b u t
collection of  key cards al lows
access to further sections of the
complex.

Once all of the bolts on a level
have been detonated, the player

recover. S u c c e s s  m e a n s
promotion to a tougher match, a
tougher opponent a nd another
shot a t  becoming intergalactic
wrestler supreme.

1 C R I T I C I S M
•  "  Pathetic i s  the  first,  a nd
probably onl y  pr intable w or d
that sprang to my mind whilst
playing Ca ge  Match.  Hor r ibly
deformed c ha r a c t e r  s pr i t e s
hobble woodenl y ar ound t he
bland, unattr acti ve backdr op.
Wrestling i s n' t  m y  favour i te
sport at the best of times, and
even thi s intergalactic version
failed miserably t o spark any
sort of  enthusiasm. Apart from
the dire graphics, the gameplay
has very limited appeal, with the
combatants bei ng limited to a
few super fl uous moves; your
poor old character  is usually on
the receiving end of the physical
barrage, s i nce t he  computer
controlled o p p o n e n t
consistently wipes the floor with
you. Not that the game actually
gives you much incentive to try.
Take my advice: steer  clear of

;
1
2
;  
M
a
t
c
h
.

/DENIZE

Brown, Martin Severn

has 20 seconds to find the lift that
takes him to the next level, before
being blown into the void.

On reaching the third level, the
player enters  t he lair o f  J abba

I MARK I

11 4
'  
W
h
y  
m
u
s
t  
w
e  
c
o
n
t
i
n
u
e  
t
o

endure such rubbish f rom some
Spectrum programmers? Surely
they mus t  realise a  b a d  game
when they see it? Cage Match is
nothing b u t  u t t e r  drivel.  T h e
graphics are tine until they start to
move, being jerky and inaccurate.
The s ound is  s imilarly  pathetic,
consisting of  a few meagre white
noise effects. And as for the game
-  where is it? The only way you can
last in a  bout  is  t o  avoid your
opponent. You'v e no  chance of
beating h i m  a s  t h e  mov es  ( I
presume t here a r e  s ome)  a r e
impossible t o  access.  A n d  h e
recovers so quickly that you might
as well not  have bothered in the
first place. Spec t rum computers
need this like an eskimo needs a
fridge, "
PAUL

INICK

McGut, where the evil one is faced
in a fight to the death.

"Graphical ly,  Denizen is good, with a dependable looking Marine
yomping through toads of smart meanie-filled screens. My only
real moan is the self-loading 'Quick Kill' rife which is anything but
quick. Several frantic pounds on the fire button were needed to
elicit a response, by which point the alien hoodlums had usually
sent my character to an early grave. The game style is looking a
bit jaded now; you've probably seen it all before, but Denizen is a
reasonable shoot 'em up and still worth a l ook. "
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Joysticks: Cursor. Kempston,
Sinclair
Graphics: poor perspective and
jerky animation
Sound: a few weak white noise
effects
Options: choice of six different
characters. One or two players
General rating: a beat 'em up not
even worthy of a budget label

" The  quality of Players' budget games these days is amaz i ng-
even better  than the majority of full pr ice games.  Denizen is
packed with little extras that add to the presentation. The title
screen bears a  VCR Scrol ler  wi th digi tised pictures of  the
programming team and characters appearing to a brilliant sound
track. The game itself has got some really great graphics (level 3
especially), and colour has been used to it's full advantage with
hardly any clash visible at all. Only the slow character movement
Irritates to any degree; another  excellent game from Players,
keep it up lads!"

COMMENTS
•,,loystichs: Cursor, Kempston,
Sinclair
Graphics: super digitised
pictures on title screen. Game
graphics improve the further
you get, and the end sequenceis terrific, Lots of colour and
little clash
Sound: poor sound effects but
good title tune
Options: definable keys
General rating: sadly. the
game doesn't live up to the
lively presentation

CRASH May1988 8 3
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Producer: CRL
Retail price: C7.95
Authors: IFM G and TEBS
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complex o f  2 1  abstr act
• l e v e l s .  Each level comprises

several interconnected 3-0 game
boards consisting o f  mar ked
blocks. At  the beginning of  the
game only 20'3'0 of the structure is
opened up, The player's objective
Is to obtain the 64 keys scattered
throughout the environment which
will unlock the gates leading to the
21st level and open the Construc-
tion 100%. This can be achieved
by retrieving the keys in person or
by amassing points to trade for
them.

The player takes control of small
pod-like craft capable of moving
in all four directions, As it jumps
across the blocks their different
attributes are activated; scoring
blocks and target blocks increase
points. Landing on blocks and jok-

ers, i n  var ious sequences o f
ascending and descending order,
gains bonus points.  Missing a
block or attempting to leave the
board at an unmarked exit results
in the loss of one of five lives,

The basic concept of search and
find is complicated by the proper-
ties peculiar t o each block.  A
status panel  t o the left of  the
screen indicates whether certain
restrictions are In operation or not
On some boards exits are locked
and cannot be opened until a cer-
tain number of points have been
scored or  a  specified period of
time has been spent on the current
board. Conversely, other boards
must be  cleared before a  stop-
watch countdown reaches zero.

Other features include mystery
blocks (a variety of beneficial and
adverse effects), false exits and
seekers; contact wi th the latter
means instant death,  Tracking
status determines h o w  m uc h
strategic thinking is necessary to
negotiate each board. A random

chain reaction which creates fatal
low blocks, a force which keeps
the pod moving until it hits a target
and sudden countdowns are just a
ew of the problems to be encoun-

. In trickier situations one of
er's 50 uppers may be acti-

increase the value of
ks by one and occa-

sionally recover blocks which have
disappeared.

In between boards, the player
can exchange points for  extra
uppers, the elimination of seekers,
the opening of  locks or  bonus
lives. A map and selective Instruc-
tions can also be consulted. On-
screen displays indicate current
level, number of lives and uppers
remaining, game time and score.

CRASH May 1988 8 5

" Sophistry i s  c om pl e x ,
compelling and original. I t
derives i t s  tact i cal  e l e -
ments f r om  ga m e s  l i ke
patience a nd  chess  a nd
makes ingenious use of its
three di m ens i ons .  T h e
graphics are polished; the
pod hops  smoothl y fr om
brick to brick and the tex-
ture o f  t h e  squar es  i s
innovatively exploited. The
various tracking and lock-
ing features,  bl ock sequ-
ences and restrictions add
incredible de pt h  t o  t h e
basic boar d ga m e  pr inci -
ple. Flexibility is all -  there
are endless possibilities for
complicated v a r i a t i ons .
Success de pe nds  o n  a
wide range of skills: some
screens require quick reac-
tions and joystick control
as well as strategy and logi-
cal thought .  For tunatel y
there ar e more ways than
one of conquering the com-
plex, s o i f  you can't  see
your way through a particu-
larly t o u g h  s c r e e n t h e
game doesn't just grind to
a hal t .  M y  onl y  qui bbl e
regards t h e  i nstr ucti ons
which br i m wi th informa-
tive de t a i l  b u t  l a c k  a
straightforward e x pl a na -
tion o f  t h e  bas i c  r ul es.
Don't let this put you off: the
indecipherable information
sheet hides a highly addic-
tive. i ngeni ousl y devi sed
game with a brain. If you've
also got  one,  buy Sophis-
try,
KAU

" It's amazing how the qual-
ity of games can vary within
a c om pa ny .  C R L ,  n o t
exactly renowned for  hun-
dreds o f  awe- i nspi r i ng
games, h a v e  c e r t a i nl y
come up wi th the goods
this time.  Sophistry is not
just another puzzle game -
it requires a great amount
of pl anni ng a nd thought,
combined w i t h  a r c a d e
reactions and risk. Unl ike
most puz z l e ga m e s  t he
object is not as simple as it
first seems. A great amount
of mapping is required for
anybody hoping to have a
chance o f  ge t t i ng a ny -
where with it. The presenta-
tion i s very original  -  as
with most games there are
many opti ons,  but  these
can also be accessed from
within the game, not just on
the title screen. With such a
wide combination of things
that can happen on each of
the screens it is impossible
not t o  b e  enthral led b y
Sophistry. Wi t h t hi s  a n d
Brainstorm o n  offer ,  puz -
zler's are in for a real treat
this month. "
PAUL

"Thi s  game is packed full
of var i ety a nd addicti ve-
ness. The 3-D playing board
is a great idea and the way
the little pod hops from one
block t o  another  i s  ver y
smooth. Each bl ock does
something di ffer ent a n d
there ar e al most endless
ways o f  compl eti ng t he
game so you can never get
bored. The only thing that I
found i r r i ta ted m e  i n
Sophistry was the way the
game went back to the title
screen after  you have left
each boar d.  I  found thi s
totally unnecessar y .  A
special key that took you
back woul d have wor ked
just a s  well ,  i f  not  better.
Blocks t h a t  di s a ppe a r
when you touch them add
an element of frustration to
the game but this makes it
even more fun when trying
to correct your steps next
time r ound.  Sophistry i s
bursting w i t h  addi ct i ve-
ness just waiting to pounce
out a t  any  unsuspecti ng
game buyer, watch out for
it!
NICK

COMMENTS,

Joysticks: Cursor.
Kempston, Sinclair
Graphics: great 3-0 per-
spective creates an involving
atmosphere. Despite the
small size of the characters
they are superbly drawn and
animated
Sound: no tunes, but a wide
range of impressive spot
effects during the game
Options: definable keys
General rating: a puzzling
game, requiring quick and
logical thinking, as well as a
degree of risk. its only
infuriating fault is returning to
the main menu after complet-
ing a screen

Presentation 9 6  %
Graphics 8 0  'Yu
Playability 9  3 %
Addictive qualities 91 %
OVERALL 9 0 %
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DISPOSABLE HEROES
Producer: Th e  Power

House
Retail price: E l  .99
Author: Grant Jaquest
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are on the rampage again.
and are holed up in caverns

beneath the city, along with their
equally vile companions.

It is  int o this dank,  unfriendly
environment that our brave hero
travels and there are ten Garbage
Beings t o  tackle throughout  t he
underground laby r in t h.  O t h e r
strange c reatures  a ls o  wander

Producer: The  Power
House

Retail price: E1.99
Author: John Keneally
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enlightenment inv olv es  a
great dea l  o f  magic  a n d

mystique. T h e  P o we r  Ho u s e
provides the player with a chance
to test magical skills as he battles
through eight exhausting levels in
an at tempt  t o reach the Upward
Path.

around and  whi le  contac t  wi t h
them is  not  fatal, a chunk of  the
player's energy is lost. A stun gun
is prov ided wh i c h  t emporari ly
paralyses them.

Once a Garbage Being has been
located, t h e  h e r o  c a n  t h e n
challenge the despicable creature
in mind- t o-mind c ombat .  T h e
screen consists of  four squares,
and i s  play ed l ik e a  s implifi ed
version o f  'Simon Says':  a light
flashes across the panel and the
routine must be copied exactly to
win the game.

Success i s  r e wa r d e d  w i t h

The quest takes place across a
landscape o f  labyrinthine wal ls
and vegetation. Choosing Explore
mode a l lows  a  survey  o f  t h e
environment w i t h  n o  l o s s  o f
energy, p r i o r  t o  embark ing i n
Normal mode. The Dervish path is
followed i n  t he  c ompany  o f  a
series of  host ile characters who
attempt t o  hinder progress and
drain the player's energy by bodily
obstruction.

These are combat ted by  three
types of weapon (light, water and
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control o f  t he Garbage Being's
mind, who can then be forced to
return to the garbage dump. Once
all o f  t h e  Beings  hav e  b e e n
rounded up in this  manner,  t he
world is safe once more.

CRITICISM

•  "  If there's  one thing I  can't
stand in a game it's poor graphics
AND a terrible use of  colour — as
far as I 'm concerned this kills a
product  stone dead. If a game isn't
attractive t hen who ' s  go ing t o
bother infl ict ing i t  on their eyes
regularly ?  N o t  me ,  f o r  one.
Disposable Heroes  requires t oo
much luck to be considered overly
thought provoking: after only five
or six games the lack of  addictive
qualities faded to ent ice me into
any r epea t  performances .  A l l
things considered, the title is very
apt.
PAUL

•  " I had hoped that Dervish was
an unhappy hiccup in the system.
but no, Disposable Heroes — the

brimstone) wh ic h  hav e vary ing
effects o n  dif f erent  c reatures .
Spells, keys and pot ions are also
collected to further the quest.

Weapon and spell supplies can
be replenished at  Alms  Houses,
represented b y  a  d i a mo n d
symbol. Ent ering one  o f  t hese
sees a  cursor pass  at  random
below a  series o f  opt ions,  and
pressing fi re allows the selection
of necessary supplies.

A map can be called up to show
current pos it ion,  wh i l e  s t at us
displays indic at e t he t y pe and
amount of weapons left.

CRITICISM

•  Tr e a d i n g  t he Derv ish path,
collecting s pells  a n d  c hoos ing
weapons from a random selection
— the gameplay is very similar to
Firebird's Dru id  (a SMASH jus t
over a year ago). There, however.
the s imilarity  ends .  Uninspiring
graphics giv e lit t le incent ive t o
explore; o n e  l a n d s c a p e  o f
scribbled fl owers  i s  muc h  l ik e
another and soon begins to hurt
your ey es .  T h e  Derv is h h e r o
spinning round and round like a
lop (similar to the Warner Brothers
cartoon c harac t er) inc i t es  n o
sympathy a t  a l l .  Un les s  y o u
choose the Explore opt ion,  your
energy deplet es  v e r y  rapidly ;
considering the lack of playability,
this i s  probably  a  bless ing i n
disguise.
KATI

second Power House offering this
month — is just as bad. It's slightly
better, graphically, but  still plays
like a  l ead  balloon.  Th e  ma in
character sprite is an odd looking
chap, reminiscent of a one-legged
egg on a snow ski, After I stopped
laughing a t  this  unlikely hero.  I
steadily g r e w mo r e  a n d  mo r e
annoyed a t  t h e  e x t r e me l y
simplistic gameplay which had me
bored rigid within a few sessions,
Once a Garbage Being is located a
simple form of  the 'Simon Says'
game is used to force it back to the
garbage dump. If you ask me that
is prec isely  wh e r e  t h is  g a me
belongs. '•
MARK

( C O MMEN TS

Joysticks: Kempston, Sinclair
Graphics: poor use of colour with
flickery characters
Sound:  not outstanding— but suits
the game
General rat ing: a idea with good
potential, ruined by shoddy
programming

Presentation
Graphics
Playability
Addictive qualities
OVERALL

2 9 %
448%
23%
20%
22%

•  " Graphically, Dervish may look
quite appealing f rom a distance
(say fi ve miles), bu t  when each
character is  examined closely it
reveals itself to be crudely drawn,
out of proport ion and with flicker),
animation. The sound is no better,
limit ing itself to a simple tune with
very f e w s po t  ef fec ts  — mos t
unimpressive. I  wi l l ,  howev er,
compliment  t he programmer on
the smooth scrolling — it may only
be half  the screen, but  it 's  wel l
done. You can forget any addictive
qualities, however — it has none.
does h a v e  a n  Ex plore mode.
though, allowing you to see most
of t he game without  being any
good at  it! The whole product  is
very disappointing; I wish this was
an ex c ept ion t o  T h e  P o we r
House's rule — sadly it's not.
PAUL

I C O MMEN TS

Joysticks: none
Graphics: close inspection of the
characters reveals little detail and
flickery animation
Sound: simple tune with similar
spot effects
General rat ing: as a freebie it
would be disappointing

Presentation
Graphics
Playability
Addictive qualities
OVERALL

23%
24
0
/i )
18%
1 5 %
19%



BARGAIN SOFTWARE'•

IAS PILCMAN 7,99 2_99
MASK 1,95 2.99
MOON CRESTA 7.95 (.90
MASK ii 7.95 5,99
MORDON'S QUEST 9.99 2.99
MANIC MINER 7.95 2.99
10,57E90F THE UNIVERSE 7.95 5,99
MATCH DAY II 7.95 5.99
MAD EMUS 715 5.91
MYSTERY OF THE NILE 195 2.99
NEMESIS 7.95 2.99
NORTH STAR 7.95 5.50
OUT RUN 8.99 6.50
OUT OF THIS WORLD 9.95 7.45
DIMIX THE TERRORBAUL 5.99 2-99
POLE POSMON 7,91 2_91
PAC LAND 819 6.511
PINK PANTHER 'Disc C12.991 6.99 5_50
PLATOON 9.115 5.00
PITFAU.II 799 1.99
PREDATOR 9.99 795
CRAMPTON 8.99 3.99
RAMPAGE 9,99 6.50
RENEGADE 7.95 5.20
RINGWARS 9.99 170
ROLLING THUNDER 199 6.50
RYGAR 199 550
ROY Of THE ROVERS 919 6.40
RASTAN SAGA 7.95 5.90
REVOILMON 8-99 199
ROADW ARS 8_95 625
SHACKLED 9_95 6.70
SHADOW FIRE 995 2.99
SIOEWIZE 716 2.99
SOLAR FIRE ( I n  • 2 only] 1015 919
SORCEROft LORD (Disc T13.99) 1215 9.99
SPY vs SPY TRILOGY 9_99 6.70
STAR WARS 995 6.50
STAR GLIDER 14.95 10.50
STREETHASSIE 6.99 6.50
SUPER RANG ON 9.99 6.45
SIDE ARMS 199 5.50
720 8-98 6.50
SOLDIER Of LIGHT 795 5.90
SPLITTING IMAGES 9,99 4.25
S.O.S. 7.99 1.99
TARGET RENEGADE 7.95 5.90
THUNDERCATS (Disc 11,991 795 520
TIME& MAGA( (4,96 1120
KANTOR 199 6.50
TEIRIS 9_99 6,50
TERIIIAMEX 7.95 5.90
TRAZ 195 8.50
BONDER ROILS IN 5.99 650
TOUR DE FORCE 719 5.90
THANATOS 5.99 3.99
TOYIBIZARRE 799 1.59
TWIDERBO X 4.99 1.99
TRW_ 9.99 6.70
VAMPIRES EMPIRE (Disc E9.99) 8.99 5.50
VENOM 7.95 5.50
VICTORY ROAD IDisc 7.99 419
WHERE TIME STOOD STILL Itsist E11,2D) 7.95 5.90
WIZBALL 7.95 590
WIZARD WARZ 199 6.50
WINTER OLYMPIAD IN 7,95 5,50
WORLD CLASS LEADERBOARD 8.99 5.50
WORLD GAMES 8.99 6.50
YETI 8,95 5.50
ZENA 8_99 .755

309 Goldhawk Road, London W12 8EZ
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Q
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.1-748 a597

Open 10 am to 8 pm 6 days a week

Title

ACE II
ACTION FORCE II
ALTERNATIVE WORLD GAMES
AIROOURNE RANGER
ARC OF YESOD (128/ 48kI
ADVANCED ART STUDIO 1 2 8 k
PALERMO!! REVENGE OF DOH

AVENGER
BEDLAM
BUGGY BOY IDIsc E9.99)
BLACK LAMP
ER.000 VALLEY
9001 CAMP (191
BASKET MASTER
BIONIC COMMANDOS
BUTZKIIIEG
M ALE BOBBLE
CALIFORNIA GAMES
CHAN REACTION Ilkm 9191
CHAMPIONSHIP SPRINT
CHOLO
COLOUR OF MAGIC
CRAZY CARS
CROSSWIZE
CYBERNOID
DRILLER
DARK SCEPTRE
DAN DARE MEETS THE NEKON
DESOLATOR
DYNAMITE DAN
DRUID 9 OR DRUID
ELME
ENDURO RACER II OR ENDURO RACER
EQUINOX
EUREKA
FIREFLY
FIRETRAP
FLINTSIONES
FLYING SHARK
Fl 5 STTINCE EAGLE
FOOTBALL DIRECTOR
FOOTBALL MANAGER
RASH POINT
FA1RLIGHT II
FRIGHTIAARE
GAUNTLETGAUNTLET 2
GEE REE AIR RAUY
° M I N
G. LINKER'S SUPERSOCCER
G1116/11f (Disc £9,991
GLADIATOR (12810
GUIISMORE
WIZ
HUNT KM RED OCTOBER
HEARTLAND
IKAAI WARRIORS
!N WT
IMPLOSI014
INSIDE OUTING
IRON HORSE
IMPOSSIBLE IMSS)ON II
ACE THE NMPER II OR
GRANO PRIX
KARNOV
EAT TRAP
KNIGHTIAASIE
KNIGHT ORC
LAZER TAO
MAGNETRON

OUR
ARP PRICE
195 C O O

7,99 5 2 0
14,95 11.20
916 3 _ 9 9

24,26 16,00
7-95 5 _ 5 0
8.95 6 2 5
9.95 2 , 9 9
199 6 .5 0
7.99 5 _ 2 0
7.95 5 .5 0
1.96 5 2 0
8_95 6 _ 5 0
715 5 .9 0
8,99 5 .5 0
1.95 6 1 0
7.95 5 .2 0
8.99 6 , 5 0
6.99 5 - 9 9
9.99 6 .9 0
9.95 2 .9 9
8.99 3 .9 9
8.99 6 .5 0
7.95 5 .9 0
715 5 .9 0

1415 9 1 0
7.95 5 .2 0
9,95 7 , 4 5
7.99 5 1 0
7.95 3 1 9
7,95 5 2 1 3
9.95 7 .4 5
9.90 6 .9 3
9,95 2 , 9 9

14_99 4 _ 9 9
7,95 5 .9 0
9.99 6 .513
1-95 6 5 0
7.95 5 .2 0
9.95 5 , 5 0
8,95 5 0 0
9.95 6 .5 0
7.95 5 .9 9
9,95 4 .9 9
9.95 6 .7 0
995 3 , 9 9
9.95 4 , 9 9
799 5 .9 0
795 5 , 5 0
7.% 5 2 0
9.90 6 .4 0

10.99 3 .9 9
199 6 .5 0
7,95 5 , 9 0

14,95 1 1 2 0
195 2 - 9 9
8_99 6 , 5 0
199 6 .5 0
6 .
9
9  
4
.
9
9

899 6 - 5 0
7.95 5 1 1 1
8.961 8 .5 0
7.99 2 .9 9
5.99 S A S
9.95 6 3 0
8.99 1 9 9
9_99 6 .5 0

1416 1 1 2 0
819 5 5 0
7.95 5 .9 0

PRICE PROMISE
If you wish to purchase any product from our list and find that
you can buy the same product cheaper from another mail
order company, simply enclose the lower amount, stating the
name of the other cornpany and where you saw the advert. (It
must be a current issue). Price Promise does not apply to other
companies' "Special Offers".

PLANTFALL
GRIDRUNNER

BISMARX
METEOR STORM
JET SET GOADE

30 TUNNEL
STOCKMARKET
FRIDGE FRENZY

THE VALLEY

WE ARE THE CHAMPIONS
only VAS

IA •  RENEGADE
RAMPAGE

PASIMPEAN
PE RSPOPIT

BEST OF ELITE Vol 2
ONLY E7.99

PAPERBOY
CPIOSTS A GOEILITe
, SP ACE HARMER

ROMOJACA 2

ARCADE FORCE FOUR
only EMS
ROM) WINNER
plomEA JONES

GAUNTLET
mETRo CROSS

ALL 30 GAMES ONLY E5.90
ANTICS D E M O N  KNIGHT T U B E C U B E

NED'S GARDEN I N V A S I O N
SPACE INTRUDERS E S C A P E

MIGHTY MAGUS L A Z E R Z O N E
FALL OF ROME S T
-
R O W / L W  
D O G

DRAUGHTS P Y R A M A N  IA
XADOM M I C R O M O U S E

DETECTIVE D R A G O N S  BANE
20 TONS C A R P E T  CAPERS

CHESS PLAYER B L O O D  'N ' GUTS

10 GREAT GAMES
E7.45

MENDER • FUTURE ATAGHT
A RM CO , EicuNDER

E00134t ER Of • ItAlt •  TIURIAMEN
IAGENNN DefnuNI TA • Roily  cAl 'HE RA

WES'IMNIk •  I NN I f  MEM
,

NOW GAMES ONLY
E5.90

LORDS OF PAC• IGHT
BRIAN BE °CO M E

STANCE LOOP
PYJAMARAPAA

ARABIAN MO NTS
ALOON PATROL 2

MAGNIFICENT 7 ONLY
ETAS

DISC E13.95
HEAD 0'00114Es, s

GOMA I  ARKAmolo
SHCOR CIRCUIT •  VA/BAL L

F RANK*  GO ES TO HEX I Yw0 0 0
GREAT ESCAPE • YIEA i KuNG Cu

TOP TEN ONLY VAS
SAEkliEu El •  S A HDI t u n  2
SCENE 1 • c wr ,A L MASS
AIR'NOLE • DEEP STRIAE
TURBO SPD • THANToss

DOmELIACK 11 • COMPACT L•s ,:

COMPUTER HITS IV ONLY
E6.99
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REMO IL MO N •  STAPOLIAXE
DEAC TIMATCEI •  SACRED AFRAOL,

EBBE OF FRAIMIENSTEIN - JCR o u r
CO NTACT SAME CRUISE.O A N:
, PTALACURSE • SPIN DIZZY

10 GREAT GAMES VOL
II

AL F MO WN
. •  
h o l i
K

DEA THYASH 3  •  JACK THE NIPPER 2
BULL DO G • THING ECCNCES BACK
NA% O M AR • • RASE NE  GREAT MOUSE

DETEETNE
CONVOY R A C E R S  •  S A M U R A I

TRILOGY
REBO UNDER •  DUCT

SOLID GOLD ONLY E7,45
DISC E10.99

GAUNTL ET
ACE OF ACES

LEADERETOARD
NATTER GAMES
INFILTRATOR

LIVE AMMO ONLY
E7.45

DISC E10.99
ARMY MOVE 5

RAMBO
GREEN ISERE/

TOP O M
GREAT ESCAPE

BEST OF ELITE ONLY
£4.99

BONIBJACK
FRANK BRUNCES BO XING

CO MMANDO
A / W M

GAME SET AND MATCH ONLY E8.99 (DISC
E13.99)

FEATURING: BASKETBAL L  • SOCCER • VAULT • SWIMMING SH OOTI N G •
ARCHERY TRI PL E JUMP • WEIGHTLIFTING • PING PONG

PISTOL SHOOTING 'CYCLING SPRINGBOARD 0011610 GI AN T SLALOM
ROWING PENALTI ES SKI  JUMP T U G OF WAR • TENNIS • BASEBALL

BOXING SQU ASH  SNOOKER/ POOL

BARGAIN SOFTWARE ORDER FORM
Please send me the following titles. BLOCK CAPITALS please!
Type of computer

Total enclosed t

Am o u n t

CRASH/MAY ISSUE
Date

Name

Address

Tel. no.

VISA

Please make cheques or postal orders payable to BARGAIN SOFTWARE.
Prices include P & P within the U.K: Europe please add £0.75 per tape:

Elsewhere please add MOO extra per tape

4r1,41

OUR
RPM PRICE



Producer Electric Dreams
Retail price: E9.99
Authors: M r  Micro, from a Data East coin-op
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been a familiar figure in the
arcades for some time, and

now the Russ ian fi rebreather is
making his dazzling debut on the
Spectrum conversion of  the Data
East coin-op. His hazardous quest
is simply to destroy the dastardly
dragon Ryu and recover the lost
treasures of Babylon.

Following the selection of a one
or t wo player opt ion,  there is  a
theatrical flash of lightning and the
bulky fi gure of  Karnov  appears.
His adventure takes place over
nine mult iloaded levels across a
horizontally s c r o l l i n g  e a s t e r n
environment of  sandstone pillars.
exotic buildings ,  s wirl ing rivers
and bubbling volcanoes.

The unfriendly inhabitants of this
strange a n d  hos t ile land range
from t h e  b iz ar re  (fl y ing fi s h,
lumping jac k s ,  os t r i c h  r i d i n g
skeletons) t o  t he  more  familiar
(dinosaurs, fi refl ies  a n d  s abre-
swinging webs). Contact with any
of these means the loss of  one of
five lives,

Kamov's basic weapon can be
improved b y  c ol lec t ing e x t r a
firepower. O t h e r  b o n u s  i c ons
include ladders ,  boomerangs ,
'superboots'. f o r  ex t ra jumping
ability, fl ippers,  power  pills  and
wings. Once collected these are
displayed on a panel at the base of
the screen and activated at will via
the k ey board.  St at us  displays
indicate t ime remaining,  current
score and number of lives left.

Each level can be  negot iated

88 CRASH May1988

AVICK

Fire breathing Karnov a  bed case of halitosis really

An ostrich a day keeps the skeletons
away

(ty her o of  the a  a p p e a r s  in a dazzlingi
conversion. T h e  spr i tes a r e  careful ly ani mat

s climbing actions are particularly impressive) and
much shading as possible has been crammed into the detail
-backdrops. Numer ous  exot i c  al i ens a n d  careful l y dr a
landscapes create a suitably weird and wonderful  atmospher
With several different ways of completing each level and plan
of bonus objects to collect the game has enough substance
keep t he  most  reluctant Russi ans playing for  some t i m
Defeating the toughest aliens requires brain as well as braw

ccess involves using the right bonus icon at the right time. It'
t a pity that smoothness of control has been sacrificed to t
mplex use of colour. Kamov's jumping movements are slight

he is up in the air.
't quite match up to
9. Still -  despite the

and scrolling slows down w
play, al though still enjoyable,

expectations invited by the g
bons Karnov is an enjoyableAoh,

If you're looking for a great shoot 'am up thars challenging and
s good graphics then look no fur ther  Kamov has it all. The
erecters are excellently drawn as are all the backgrounds;
re's even a colourful, detailed map of Wonderland on display

ch level loads in. Electric Dreams have done a great job
the game colourful  whi le avoiding the majority of

roblems. My Only moan is that the game slows down
en more and more nestles arrive on-screen and this
does tend to make the game unplayable if you don't

all quickly. Each level holds many surprises and the
get increasingly mor e menacing as you progress.  I

up one of the last levels of the game and didn't survive for
ore than a couple of seconds! The sound effects are very basic
t there are a few nice ones on the lightning and some of the
er obstructions. Kamov should appeal to all those gamesters
there who ju b l a s t  everything in sight12'
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using a number of different routes
which involve swimming and flying
(using t h e  appropr iat e b o n u s
objects) a s  we l l  a s  t h e  more
orthodox method of  walking and
jumping. A  part ic ularly  l a r g e
enemy has to be defeated at the
end of each section before Kamov
can move his bulky body on to the
next.

Having n e g o t i a t e d  e i g h t
gruelling lev els ,  t h e  c o los s al
cossack faces the final challenge
of c o mb a t  w i t h  t h e  wiz ard .
Stripped of all his bonus items and
restricted t o  s ingle fi re p o we r
Karnov m e e t s  h i s  g rea t es t
challenger yet_
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 hectic the action, the
slower the game becomes.

Micro) have done very little.

II I  can't say he'

phics and colour
*

dies i n m y  l i fe.

nts -  a n d
t you do with t
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This ruins the whole feel of a
potentially fast action arcade
game. Karnov fails to make
the impact of  such ar cade
convers ions a s  B u b b l e  1,
Bobble due  t o  i ts  l ack o f
playability -  t he  ga m e  i s
absolutely no fun to play at
all, T h e  scr eenshots m a y
look fantastic and out of this
world, but don't be seduced
by looks; this is merely a poor
game heavily disguised."

[COMMENTS
Joysticks: Sinclair
Graphics:  well designed
backgrounds and charact
Packed with colour and limite
clash -  but VERY slow
Sound:  extremely basic spot
effects and tune (only heard on
loading)
Options: one or two players
(the second player didn't work
on our finished version,
however, so check it out first!)
General rating: It looks lovely,
but the slow and unresponsive
garneplay kills o l  the

Presentation
Graphics
Playability
Addictive qualities
OVERALL

•



DOMINIC HANDY peruses the latest
Spectrum review Journals
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a desktop-publishing package on
the Spectrum in the last FANZINE
FILE (Issue SO) and immediately
in came a press release from

Cardex Software claiming the
existence of one for the Spectrum
Word-Masterrs the core of the system
with text editing, graphics and multiple
file handling facilities. It's
predominantly designed to create
documents with incorporated graphics
and for fanzines its capabilities can be
increased with two extension
programs. Typehner adds full page
layout facilities and a variety of fonts,
and Headliner is a graphic design
package.

As yet there are no versions which
take advantage of the extra memory of
the 128K computers, but plans which
should allow users to upgrade are in the
pipeline. All programs are compatible
with popular disk interfaces and Sinclair
microdeves. If you already have a word
processor, text files can be converted
for USE With Word-Master and Typehner.

Word-Master retails at /14.95,
Typehner at E10,50 and Headliner at
E7 .
1
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Cardex at 3 Barton Street Barrow-in-
Flimess, Cumbna LA14 2EP A fulty
Spectrum-produced fanzine may at last
be possible; but until then well just
have to stick with the anthology of
hand-typed, written and drawn zines
currently available . .

I first looked at Zapper in the last
FANZINE FILE- I only had it's first issue
to hand then - and I can tell you it was
pretty dire. However, things have
improved tremendously since thee.
Like most fanzines nowadays Zapper
has decided to publish Its didactic
deliberations in A5 format. From a
reader's point of view, this is much
easier to handle and also seems better

value for money - after all, you should
be getting more pages (or more
condensed text). Apparently the
decision to change to the smaller
format was made after a long talk with
Intermediates PR man, Dave Carlos.
Ironically, the same Dave Carlos who, a
couple of months back, announced that
Intermediates would not be sending
out any mere review copies to ANY
fanzine. nicking through the pages of
most fanzines (in particular
Spocaconet this seems to have caused
quite a stir. But not to worry, as they no
longer handle the accounts of Domarlt
and Grand Slam (formerly Argus Press
Software) - who were their largest
clients - it shouldn't really affect manyfanzines

The new Zapper is about a 200%
improvement over the old. It's packed
full of software reviews (18 in Issue 6),
contains a fair amount of video
coverage (7 films are reviewed) and a
small section of tips - not forgetting the
obligatory charts. Due to the large
amount of games covered (most
fanzines only cover around ten) Zapper
is the Ideal companion to take into the
shop as a very quick and simple guide
to the current software on the shelves_
Layout, although improved, is still a
problem for the Hertford-based
publication. The text is not always
straight on the pages and the Letraset
(every artist's friend) is not used as
much as It could be (often replaced by
hand-written titles). Another thing that
Zapper lacks is an award of some kind
(like a CRASH Smash). This often helps
a confused buyer decide what to buy.

Pictures are always favourites with
fanzines, and often their downfall, due
to the quality. But quality of
reproduction isn't Zapper's problem,'
basicatty there are too many of them,
The writing suffers from being

shortened and the borders of the
pictures (drawn with a felt pen) are very
fuzzy and often wonky. However, at the
25p cover price -i- 25p if posting) its
pleasing to read and you won't feel out
of pocket.

FUTURE PUBLISHING
Next out ot the fanzine file (with newly
feted extension to cope with the influx
of prestigious publications) comes
Future Games with its Inaugral issue
at a risky 50p starting price_ There's no
stopping Lee Wrdclows, the editor,
when it comes to using the Letraset
style. Theresa plethora of different cut-
out styles and sizes - some work and
some don't - but it does give the organ
some sort of professional look
(although I can't quite say what). As with
most tines its started off In A4 format
(although it could easily be reduced
without any loss of clarity) and thus
contains many blank spaces.
Photocopy quality is very good, with
absolutely no misty pages or strange
lines which come from setting the
wrong exposure. Most reviews are only
about 150 words long so they don't
really give you much Idea of the
reviewer's Impressions or the storyhne
-  pictures and artwork take up most of
the spate

Future Games has obviously had
Influences from many magazines and
the mix generally work quite well. I look
forward to future issues.

The future is one thing that
Spactado need have no worries
about It's now into Issue 14 and is still
going as strong as ever, and still costs
50p, which is quite amazing if you look
at the quality of the paper (especially
the coloured cardboard cover).
Spectacte claims to be a magazine (as
opposed to fanzine) and, when looking
at the professional way the writers
tackle every subject, you can see why
Sadly only one picture is printed for
each review, but, like the writing it is of
high quality_ There did seem to be a
great amount of blank space - even to
the degree of having a 'Notes' page at
the back. The reviews may not always
be up-tca date but they are always
comprehensive and informative.
making Spectacle one of the best
monthly tines.

AND THEN THERE
WERE THREE

Gonda - the birth of a new fanzine.
I've only got an old copy before me,
their first, so I can't comment on what
succeeding issues are like Even so,
Genesis covers a wide range of
subjects - arcades, news, softwarei
hardware reviews and hints 'n' tips -
but contains few quality screenshots.
It's produced on an Arnstrad home
computer. using Min/ Office with an
Epson printer and covers Amstrad,
Spectrum and Sega formats. I only wish
I'd been able to get my hands on a later
copy - it couid be very good.

What's this I see, The Times? No. it's
The Spa:fru:if Mau, After starting
with AS format they seemed to have
switched (unlike other lines) to the
larger A4 format It has to be said that
The Spectrum Times now represents
bad value for money - Issue Four only
consisted of three sheets of paper! And
even those three sheets are poorly
photocopied. But remember, it's not
the winning it's the taking part

CPU is typical of many fanzines in
sales figures with around ISO readers,
but that's where the similarities stove

contains on average 36 to 40 fun-
packed pages and has all the usual
features of every magazine on the
market. Most of the pages are
produced on typewriters -these are of
very good quality - but come from an
Alphacom printer, and the decline of
quality shows. Even though the
reproduction of the pictures is high the
layout people have restrained
themselves arid not used too many
sereeneaote I particularly liked the
'Hot Hit' spreads which cover the game
in great detail and give it good coverage
-the arcade sect ion is also inforrnatrve,
but too short

CPUonly covers the Spectrum at the
moment, although there seems to be a
running debate on whether they should
cover the Commodore 64, For a
relatively new magazine it's very
impressive.

Also with around 40 pages comes
the first issue of DIM Although the
photos are attractive it would be much
more effective if they were
incorporated in the text Each lett hand
page review is then followed by a right.
hand page of pictures - not very
inspinng, but it certainly keeps to a
style. The Hints and Tips section is very
small - only a page - but the style is
short and sweet, Most of the maim
Commodore and Spectrum games are
reviewed (Amiga coverage coming
soon), although only a quarter of the
total review space is used for critique
and review purposes ROM and
wargarries are well covered_

The final update this month Is
Microphobia from Ga rs
-
ta n g  i n
Lancashire Please note that the price
of the fourth and latest issue is 40p. It's
still full of spurious waffle from its editor
Sat and well worth the experience.
Don't expect any screenshots. though

More from the Fanzine File when we
receive more fanzines. Editors please
note!

__,01111111111
Zapper: 26 London Road. Heriftwd
Heath, 6 6 1 3  7Piti
25p + 25p postage per issue. payable
to Chris Legget

Specacene 85 Kipling
, W a y ,Stowmar*et, Suffolk 10 14 I n  30p and
an SAE per Issue, payable to Andrew
Steel

R e m  Games 4 Friars Avenue,
Seenfre/d. Brenhsvoct Essex CM15
SHY 50p per issue, payable to Lee
Weidows

Spactada 20 Moms Road, Dover,
Kent CT17 9NX 50p per issue payableto Paul Bowman

Genesis 1
1 
S t i n
n y  
B r
o w  
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Park Middleton, Manchester M24 4AD
1 35p per iccue, payable to S Finnegan.

The Spectrum Times St Anthony's,
4•Pstlield Road, Dereharn, NortotA
NR19 1.18 20p per issue, payable to STurner

DIE 57 Lodge Road, Scunthorpe,
South Humberside ON! 5 7EN 60p per
issue, payable to David West

liScrophobla Woodtop, Goosmaget
Preston, Lancashire PR3 2ER 40p and
an SAE per issue, payable to Dave
Kelsall

CPU 63 Avondale Road, Edgely,
Stockport, Cheshire SA3 9NY 30p +
20p postage per issue, payable to
Hamayoum Choudry.
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ENTERTAINMENT SYSTEM
THANKS TO CRL AND SOPHISTRY

90 CRASH May 1988

5  T

Bet you didn't know that the title of (
-
R t . ' s
latest game. Sophistry. derives from the ancient
Greek term applied to a group of professional

tic teachers, popularly known as the
*sts. Budding Greek orators were taught
rt of twisting words and spinning out the

y disputations and discussions that formed
a staple part of Greek political life.

Fortunately. knowledge o f  Greek politics
and public speaking are totally useless skills
when it comes to taking part in our competition
Sophistry has so many complex elements that it
demands extraordinary feats of mental agility
to complete_ Just in case you're not feeling in
tip-top shape, we've devised a mildly intelligent

to get those little grey cells into action and
to go. A ll you have to do to get your

grubby hands on  the  incredibly advanced
Saisho
- 
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TV all rolled into one) is complete four words
beginning with the prefix •soph'. A  list o f
transparently obvious clues is given below. To
prevent you from rushing off to the dictionary
and sending off your entry in ten seconds flat
we've included a devious tie-breaker; in the
incredibly likely event of there being hundredsof correct solutions, the winner will be the one
who thinks of the most imaginative. original,
and hopefully humorous name for the pod that
hops from square t o  square in  Sophistrv_
Completed solutions should be sent to CI &
SAY SO COMP, CRASH. PO Box 10, Ludlow,
Shropshire. SYS 1 DR.

The overall winner receives a Saisho S

990. second prize is a Saisho PS27SP personal
stereo cassette player with speakers. Top prize
winners and fifty runners-up win a copy o f
Sophism,' itself.

I An American teenager's second year,
2 Worldly-wise. highly developed, urbane.
3 A Greek philosopher or a mistaken reasoner.
4 An incredibly famous ancient playwright and
tragedian.

My choice of name for the hopping Sophistry
pod is

Entries must be received by June 7 and as usual
the decision of the appointed CRASH judges is
tfinal in all respects_
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INTERESTING!
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THtS EVENING, I f  G a r  A
PEEL ANG 5044E 77-/tN65 egOING

'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
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aNPREPS OF NEW MENDS
„ • I  NEVER THOUGHT 7144T
COMPUTERS COOLO SE

SUCH FUN!

HOW DEBBIE MET A STRANGER!

LONDON El4 9TW P H O N E  N O W  L o i l a T 2 J 1 1 1 1
DESIRE
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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.

L51515_1 1r5.1.5I[J

JOIN FORCES WITH
BRITAIN'S FASTEST-

GROWING ALL-PURPOSE
COMPUTER MAG!

OUT NOW ISSUE 6

First With The Major Reviews! E  43 games reviewed across all popular formats

Essential! Hottest Game News E  six packed pages of multi-format previews

Games Machine By Name, Games By Nature E  Play By Mail, Fantasy Role-playing & Boardgames

The Cutting Edge Of Technology E  The astonishing new generation of computer-radios

Who Needs Tin-Pan Alley? E  Recording studios are out -  your ST can do it all

Up To Date Microgadgetry 0  Amazing hi-tech computer-aided war robots

AND THERE'S A WHOLE LOT MORE 0  DON'T MISS OUT ON THE GAMES MACHINE!

Issue 7 goes on sale May 19: Our Me controlled by computers •  The house of the future 11 Games software In 2001 In It Bites use STs on
stage •  We reveal a  computer faster and snore powerful than the Archimedes •  Astounding new grata' from the States-
El Reviews •  Previews U News •  Boardgames •  PBM •  RPG •  Technology

CRASH May 1988 9 1
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FlArAlticrofi 0.
As keg AS you know how to bed a game, hfULTIFACE wiN COPY rt ar a touch of a bunion!
Wane saved a raffle, you can contour it or re•save later as you p-ores. Programs svili re4lomi even

without MULTIFACE attached and run where you stopped and SAVED.

PfULTIFACE can aho save SCREENS only and COPY SCREENS to pruners
it has a built-el MULTI•TOOLIKIT with unique facilities it, toady modify programs - mental for hackers!
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VI DEOFACE digitiser takes pictures from
a video camera or recorder and turns them
into standard hi- res Spectrum screens.

f;
oSt-
N
I 
0

C1=1 = 1 : = 1

Screens can be copied to onnter, saved to tapernicrodrive/
Discovery/Beta, incorporated into other programmes (why not
alter your image by. say. ART STUDIO). animated (6 different
screens 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 VIDEO
signal and a lead. You can even adjust the grain (the black and •
white ratio) and create speoal effects! VIDEOFACE is a unique,
most useful an p o we rt  . o n  - and ifs also SO much fun

VIDEO CAMERA-
1
+
0
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mONTI-15
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AT LAST: THE MOST VERSATILE AND YET
EASIEST TO USE SPECTRUM PRINTER INTERFACE

FULLY compatible with Spectrum (+1, Spectrum 128. Spectrum 2+ (128K iSt
and with a d d
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INS TANTLYusable - has EVERYTHING you will ever need in its 8K ROM and SK RAM
FREEZE button - to activate MULTIPRINT anytime - STOP any program. LUST it. SAVE or

COPY screens, use built-in MULTI-TOOLAT, tre)set MULT1PRINT, LPRINT. etc
A JOY to use - M E N U
-
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w i t h  
s c r e e n  
p r o m p t
s .  
o n e -
t o u c h  
c o m
m a n
d s ,  
f u
l l
y  
e r r o
r -
t r a p
p e d ,  
e
t
c
.

FULLY PROGRAMMABLE - f e e d .  width & spacing, margins various COPY types (text, hi-res, shaled) e•
and sues (whole or pans. standard or large). tokens a l l  can be instantly set AND programmed in BASIC

With SK RAM IXIENSION + M U L T I - T O O L K T I  •  1 2m • 'inter cable* Corn • atible with GENIE I
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"A GOOD REASON TO NY SPHINX+ 3:" (crash)

L GUARD 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 - w i n  again and again -

and for E6.95 ONLY!
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GOGGLE!
FAST FORWARD
INTO THE FUTURE
DOMINIC HANDY on video
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at the cinema last month I
just can't wait for its video
release. Mel Brooks's
farcical story of

intergalactical mayhem contains
many hilarious sketches which film
buffs will appreciate - there's a
great bit in a bar where they meet
the crew from Aliens and the
encounter on The Planet Of The
Apes is hilarious. Even the
imminent video release is given a
plug - with the video used as a
reference aid for the actors during
the film. Anyway, enough of the
cinematic releases and on with the
home entertainment.

I hate to sound pessimistic but
the current batch of videos waiting
for release aren't the best of
previous months. That's not to say
that there aren't any good films -
there are. It's just that there's an
abundance of bad. Still, watch out
for these , • ,

RCA/Columbia have just
released an array of great hire
videos. Fans of Max Headroom -
star of the technological age - will
be pleased to hear that he's finally
reached the video cassette in
series form. It's not the wild 'n'
whacky Max of the Channel 4
music/chat show, though. Nor is it
the film, Twenty Minutes Into The
Future, recently screened on TV
Max Headroom Volumes 1,2
and 3 (RCA/Columbia, 15) are set
in a futuristic Bladerunner
-
type
environment, The same main
characters appear, and much of
the same dialogue is used, but
these three cassettes total almost
five hours of viewing time, whereas
the film is just over an hour long
(and finishes VERY abruptly).

As I mentioned last month, also
released on April 29 are Radio
Days (RCA/Columbia, PG), which
is well worth gettingfor something

94 C R A S H  May 1988

a bit different (aren't all Woody
Allen films?), Foreign Body and
Roxanne, The latter stars the
wonderful Steve Martin who
brings any film to life, especially
when he's written the script, as
here. Those of you who can
remember the 1950 classic
Cyrano De Bergerac will see a
strong similarity between the two
-  Anal Ferrer picked up an Oscar
for playing the long-nosed lover
almost 40 years ago.

America's Saturday Night Live
TV show has spawned many a film
star -  Steve Martin, Eddie
Murphy and Dan Aykroyd to
name but a few. That talented trio
star in CIC Video's latest batch of
sell-through titles, all for £9.99.
Eddie Murphy and Dan Ayhroyd
star alongside each other in John
Landis's Trading Places (C1C
Video. 15), The story of a ludicrous
bet between two millionares,
played by Ralph Bellamy and
Don Amecite, on how a person
from the ghetto (Murphy) would
cope in the position of a corporate
company - and vice versa.
However, someone else must also
swap places and Aykroyd is the
man who suddenly finds himself
out of a job and living off the
streets. A super release, well
overdue, as is Steve Martin's The
Jerk (CIC Video, 15)!

Martin portrays the title role of a
terminally stupid young man
whose crazy inventions take him
from rags to riches, and back to
rags again. It was his first full.
feature role (back in 1979), and he
went on to produce (although not
star in) the TV version, The Jerk
Too.

Talking of such sequential, and
contrived, titles, Teen Wolf Too
(Entertainment In Video, PG) has
lust reached the shelves. The
cousin of the original Teen Wolf

SKALLAGRIGG
William Harwood
°enguin Books14.50. 728pp
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cerebral palsy - he's a
spastic - but the time is
1927 when, at age
seven, he's committed

to a mental hospital and left to
the untender mercies of
medical ignorance and nursing
cruelty - some 50 years before
his condition will be recognised
and properly understood.
Handicapped beyond hope and
forgotten, he pathetically calls
out the one word he knows:
Skallagngg ...

Esther Marquand is also a
spastic, but with the computer
technology of the Eighties, she
is able to communicate; in fact
she is one of the world's leading
computer game programmers.
She's also an avid collector of
stories told to each other by
handicapped people
throughout Britain - and they
nearly all tell of an Arthur, his

friends Frank, Norman and
Eppie and a mysterious, godlike
presence called the
Skallagrigg.

Bit by bit, aided by her
mongol friend Tom and her
father's wealth, Esther pieces
together these stories until she
alone realises they form a
pattern - a cry for help passed
along the decades. How she
tracks down Arthur and
discovers the astonishing
identity of the Skallagrigg,
against a background of
struggling to prove her own
intelligence, forms a highly
original and moving tale from
the bestselling author of
Duncton Wood

But Horwood's real coup lies
in the cry for help that Esther
herself leaves buried within the
depths of her role-playing/
adventure game masterpiece,
Skallagrigg Computers and
games are at the very centre of
the novel, but, as we say about
so many games, it requires
some perseverance at the start
and then rewards enormously,

(originally played by Michael J
Fox) enters university and wants to
be treated as a normal student -
not easy when your relations have
pointed ears and hairy hands, and
everyone is trying to bring out the
REAL you. Little do the students
realise that tricking Todd Howard
(Jason Bateman) into dancing
with the campus queen can do
nothing else but turn him into a
werewolf - try explaining that to
your biology student girlfriend!
Strangely, (well, not for America I
suppose) his outlook on life
changes for the better. Girls swarm
about him, and guys respect him -
he's cool. But Todd's still not happy
with his hairy lot in fife

One chap who had no trouble
attracting members of the
opposite sex was The Woo Woo
Kid (Guild Home Video, PG).
Patrick Dempsey stars in the true
story (the onginal Kid, Sonny
Wisecarver, introduces the film,
'Hell, I was just like any other kid
my age') of a young teenager who
is attracted to older women, but
sadly plagued by press attention.
Especially when he marries one,
who is subsequently arrested for
kidnapping him! However, Sonny
soon finds the right women in the
form of Beverly d'Angelo (Every
Which Way But Loose), playing a
25-year-old- much nearer his own
age of 14! The Woo Woo Kid enters
town on May 26 - so warn your
Mum.

Mums everywhere had better
put that date in their diary as Tom
Conti's latest video release,
Beyond Therapy (New World
Video, 15). also comes out on that
date. Acclaimed director Robert
Altman, the man behind

* A • S • H, guides the
confusing action along its medical

route. Conti plays Prudence's
therapist, Glenda Jackson is
Bruce's psychotherapist and Jeff
Goldblum is Bruce. When Bruce
meets Prudence, through a
personal ad in a paper, he reveals
he is bi-sexual Understandably
Prudence is upset and confused.
They both go running to their
therapists - whose offices are
fatally next to each other_ But it's
not a simple as that, The therapists
have other ideas for their
clients

Ishtar (RCA/Columbia. PG) was
one of the most talked about films
of 1987_ Not because of its
ridiculous storyline or awful music,
but because of its sheer bad value
for money. The two stars, Dustin
Hoffman and Warren Beatty,
were rewarded six million dollars
apiece for the roles
- i t  
s h o u l d  
h a v e

been compensation. Although.
Ishtat's not as bad as the all-too-
quick-to•criticise American critics
would have us believe, There ARE
laughs (and Isabelle Mani), but
not 12 million dollars' worth.
Anyway, you should be able to get
It now.

Looking further into the future,
as is always possible with Warner
Home Video since they plan well
ahead, there's plenty to be happy
about from the end of May to the
end of June. Soon we should be
seeing the muscular bulk of Dolph
Lundgren in Masters Of The
Universe Jack Nicholson with a
trio of beautiful ladies (Cher,
Michelle Pfeiffer and Susan
Sarandon) in The Witches Of
Eastwick and Dennis Quaid with
Martin Short in Joe Dante's
innerspace - all from Warner. All
three are well worth seeing, but will
appeal to very different tastes.



THE CLASSIFIEDS
SOFTWARE SALES

SOFTWARE SALES. Loads and loads of
games. all latest titles at great discounts.
Call Dan on 09276 2673.
WILL SELL Quartet, Trio, Hit Pak, Future
Knightand many others. Send S.A.E. plus
otters to Kurt Fiery, 278 Aytsham Road,
Norwich, Norfolk. NR3 2R6 and I will send
you a list
FOR SALE, Music Machine, unwanted
gift, boxed. cost E50, accept E30 or
nearest offer. Tel. 041 952 3793 after
6orn Ask tot Joan
SPECTRUM SOFTWARE for sale All
software tapes E4 each. Over 800 games
for sale. For details please contact Paul
Bowman, 2 5  Archers Court  Road,
Whitfield, Dover, CT16 3HP, Tel: 0304
821883
FOR SALE Curmh Speech synthesizer,
boxed E15. Quickshot Two Joystick E5,
BarbarlanE5, Elevator Action E5, Willow
PallemE3, L e a p  frog El H e i n z
Scheilinger, 1 2 2  Sut t on Avenue,
Peacenaven, East Sussex, 8N9 70L.
SPECTRUM GAMES TO SWAP and sell,
eg Enduro Racer. Head Over Heels and
more. Also Joystick plus LX Printer for
sale or  swap for Comcon Interface.
Phone: 0382 815395.
LOTS OF SOFTWARE to sell. including
Renegade, Exolon, Tal-Pan, Gatintletand
Road Runner. Also many 128 games.
Phone: 021 7442817 and ask for John
VERY CHEAP GAMES all Latest titles
available Write los Jeremy Segel, 47
Crespany Road, Hendon, London, NW4
30U, Phone: 01 202 8510 Fast service
guaranteed.

SOFTWARE SWAP
SWAP MY Space Hamer, Bobby Bean'ng,
Feud, Vie Ar Kung Fri. etc for your Monty
On The Run, Ping Pang. Dynamite Dan,
etc. Please Phone: Taypori (He) 552219.
WANTED SHADOW SKIMMER. I would
gladly give Paperboy, Hall Of Fame,
Chimera. Back To Skeet, Knight Tyme and
3D Starsinke. Please write to:. Damien
Beale, 47 Abbey Road, Witney, Oxon, 0X8
7LGor phone
- 0 9 9 7  
3 3 4
5

SOFTWARE EXCHANGE CLUB. Exchange
your unwanted originals. We offer free
membership, cheap rates, news sheets.
competitions and more! Send a &Al  for
details t o  SSSC, 178  Forest Road.
Kongswood, Bristol, 8S15 2EN.
SWAP 128 Eittefor 128 Tat-Part Write to

Dostmohamed, 1 9  Dagmar Road,
Wood Green_ London. N22 4RT
SOFTWARE EXCHANGE CLUB. Swap
your used programs. Free membership,
huge program base. This is the original
club, of ten imitated, never beaten
Spectrum, CBM 64. Atari ST SIVE please
to: UKSEC, 15 Towell Greave, Sheffield
S5 9GE
I WILL SWAP Way Of The Tiger and
Commando for The Great Escape and
Indoor Sports. Phone: 08772 208 and ask
for David
WANTED GUNSHIP. Will give Rambo and
Space Hunter or Video Olympics. Write to:
Natishad Husain. 1 8  Pelewura Way,
Aoapa, Lagos. Nigeria.
SWAP LOTS of games including They
Stoic A Million. 6-Pak, Five Staretc. Want
Yankee and Waterloo and any other good
games pi ease). Phone: 0922 25006 after

6pm and ask for Gat
SWAP Everyone 'a A Wallyfor Grange Hill,
Sir Fred for The Young Ones. Wizard's
Warriortrx 2 issues ol CRASH, numbers 7
and 11 Phone
- 0 9 0 8  
6 1 6 6
3 6 .

WANTED Elite will swap for any two of
these games:  J ac k  Th e  Nipper,
Undetworide, Wh e e l i e ,  F i m l o r d
Paperboy, Masters Of The Unrverse and
The &dolor!. Phone, Reid Selman 0554
75649.
WANTED MULTIFACE 1 will swap 4 of
the following: He-Man, impossaball. Top
Gun, Tartan, V, Gunfrightand Marsport,
Must be in good condition. All original.
Tel: 0789 773739 and ask for David.
SWAP MY Slap Fight and Beach Head for
Centurions. Phone. Omagh 47898 any
time between 4pm and 6pm and ask for
Barry
128K MUSIC WANTED. Is  anyone
programming music? I do! Please write
to me. Also 600 games to swap. Frank
Sours, Tollensstraat 23 Heerlen, 6416
VG, Holland
ADVENTURE EXCHANGE CLUB. Men
you've finished an adventure don't let it
gather dust Swap it for another one Free
membership. Details from SALC,  4
Kilmartin Lane, Caduke. Lanarkshire ML8
5RT
TITLES LIKE Zeds, Lightforce, Ghosts 'N•
Gob/ins, Bobby Beanngancl budget
games. Wanted a r e  Quazatronand
Starglider. Send a S.A.E. to: Dawson. 26
Ho/wood On've, Charlton, Manchester
M16 8WI for a list.
I AM A 15-year-old Speccy user who
wants to swap games with a boy or girt
aged 14-16. Send me a list and all will be
replied to. All latest titlesavailable. Austin
Scamloy, 157 Marigold Street, Dundate,
Dublin, Ireland_
SWAP Heavy On The Magick by Gargoyle
Games f or  Gauntlet. Originals only.
Please wr i t e t o  K a r l  Butcher, 4
Greenleas, Thundersley, Bentleet, Essex
$57 3UL

SOFTWARE
WANTED

WANTED TO BUY: Spy Vs Spy. Archon,
Saboteur, Valkyrie.  A l l  complete
packages and all good condition onlyi
Offers to
- 
F a l k  
S t
e m
s ,  
A
m  
S i
t e
r h
o f  
8
3
,

Moencliengiadbach 5 ,  4050,  Wes t
Germany
.PLEASE HELP ME!! I'm going madl I need
Zig Zagby OK'Tronics, Must be in good
condition, will swap for cash Contact
David Crank, 103 Uphalland Road,
Billinge, near Wigan, Lanes WN5
Hurry'
WARTED Sam Fox Strip Poker, will swap
GunfrIght. Ping Pang, Mike, Tournament
Leader Board, i t ' s  A  Knackoutor
Konami's God Write to: Mark Cox, 32
Ken Road, Darlington. Co Durham, 01.1
3PD.
WANTED Starglider128_ Will swap for
Dyra Curse. Fist 2, Starsinke 2and Light
Force. Phone: 041 762 3791. Ask for
Chris.
WANTED Bubble Bobble Will swap for
one of  the following
-
. Z y n a p s ,  
E r a /
o n ,

Wizball, Temple Of Doom, The Big Sleaze,
I also want Tat-Pan. Phone 061 903 0339.

OTHERS
HELM I know a bit of machine code and
want to program games. I need help, tips,
routines, etc Write to: Joe Pairman, The
Rectory, Hawkchurch, Axminster. Devon,
DO 3 50.  Free program!
SOMEBODY OUT THERE must know how
to complete Never Ending Storyirom
Spook City. It so please write to: Karl
Harrison, 8 9  Queens Park  Road,
Heywood, Larocs OL10 4JR.

VOTE FOR
THE CHARTS
HOW TO VOTE FOR YOUR FAVOURITE GAMES: give each
of your top fi ve games  for  the  HOTLINE,  ADVENTURE
and STRATEGY charts a mark out of ten —the be tte r the
game, the  higher the  mark.

ADVENTURE CHART
TITLE M A R K  OUT OF TEN

2
3
4
5

Name
Address

HOTLINE CHART

Postcode

T-shirt size I  I
This is the E40 of software I'd like If I win first prize, but I know some
games are unavailable and CRASH can't promise anything

Send this voting form to: CRASH ADVENT URE CHART,
PO  Box 10, Ludlow, Shropshire SYS M B

TITLE M A R K  OUT OF TEN

1
2
3
4
5

Name
Address

STRATEGY CHART

Postcode

T-shirt size
This is the E40 of software I'd like if I win first prize, but I know some
games are unavailable and CRASH can't promise anything

Send this voting form to: CRASH HO TLINE CHART, PO
Box 10, Ludlow, Shropshire SYS 1DB

TITLE M A R K  OUT OF TEN

2
3
4
5

Name
Address

Postcode

T-shirt size
This is the E40 of software I'd like if 1 win first prize, but I know some
games are unavailable and CRASH can't  promise any thing

Send this voting form to
- C R A S H  
S T R A T E
G Y  
C H A
R T ,

PO  Box 10, Ludlow, Shropshire SYS 1DB
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reached Britain yet but
it sure looks like the
software industry is
going to be hitting the

summer blues soon. For years
summer has always been the
worst time of the year for computer
games buying, and subsequently
all the producers of full-price
software tend to go quiet for a
couple of months before the big
build up to the PC Show in
September.

However, there are still some
releases to look forward to: the
Birmingham-based producers of
All American Software, US Gold
have got a little gem up their
sleeves just waiting to be launched
upon the game-hungry public.
Charlie Chaplin is promoted as a
'Totally unique game with a whole
new concept', and puts you in the
seat of the producer, director and
financier of  the silent star.

111. Mysterious magic and evil wizards in US Gold's Wizard Wanz

This has got to be one of the
oldest licences to come from US
Gold. Chaplin, who was born in
1889. first appeared at the London
Hippodrome in 1900 and was
discovered by Max Sennet on a
theatre tour in America - he then
joined Keystone. He made his first
film in 1913, Making A Living, and
succeeded it by making an
incredible 35 films in 1914 - a truly
prolific film star, If the computer
game can come close to the real
thing then we're surely in for a
treat.

LIGHTS, CAMERAS,
ACTION!

The game is split into three
sections: choose your script, each
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111. Coming very soon: impossible Mission llfrom US Gold/Eprs

such a backlog of releases to cope
with!

The Epyx team should have evil
although you won't  be able to get
hold of  it for a while - they've got

with a different amount of actors
and scenes; select your backdrop
and cast, and then you're all ready
for shooting the film. Shooting
takes place with arcade-style
action - collide with policeman
(that'll make 'em laugh) and avoid
the drunks, for they'll cost you time
-  and t ime IS money. Once shot
you can edit your movie and then
just sit back and watch your
production -  but more
importantly, will it go down well at
the box of fi ce, . .

Then, f rom GO! comes the
fantasy role playing game, Wizard
Wa r t -  taken from an original idea
by Canvas Software. Throw an
assortment of spells across the
play area before your viewing
screen diminishes through lack of
health. St reet  Fighter is also
ready for release f rom GO!,

II* Evil Elvin is up to his old tricks again

Elvin's Impossible Mission
ready in the next couple of
months_ The basic layout is very
similar to Impossible Mission
(76%, Issue 22) although the
content and storyline is larger and
more challenging. Battle your way
past a series of robots -
sentrybots, minebots and
pestbots to name a few -  and
collate the three digit pass code
for a series of eight towers. Once
all eight have been conquered you
come face to face with Elvin in his
control room. To defeat the
megalomaniac you must

deactivate the missile launch
control and save the world (for the
umpteenth time).

The flow of American-originated
software continues with Street
Sports Basketball, due for
release in July. More news on that
very soon.

007

Chante Chaplin isn't the only
person to make the transition to
computer next month. Her
Majesty's Secret Servant James
Bond returns in his third computer
game soon. The suave and
sophisticated super spy battles
against Kananga in Brocolli's Live
And Let Die As in the 1973 film
(Roger Moore's first Bond) the plot
revolves around the fast action of
speedboats and the dangerous life
of drug smuggling. As 007 you
speed across the swamps and
rivers of Central America. Bond's
worries do not stop with his deadly
P u
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scarecrows armed with poison
darts and rising corpses who
throw spears and shoot at him.
You're not ,  however,  totally
impervious to these vicious
assaults so Domark  (or rather '0')
has equipped you with rocket
launchers, shells and machine
guns. You start as a 007 but
constant los o f  lives could lead
you to become a pathetic 000.

If you take a look at this month's
budget Smash from Firebird,
Brainstorm, you'll see it's written
by Pete Cooke (programmer of
Tau Ceti, Academyand Micronaut



One). His latest game, this time at
E7.95, is available from Firebird in
June under the title Earthl ight  It's
described as a 'Full perspective
scrolling shoot 'em up', and set on
the moon. Slaatn, an ordinary
everyday alien f rom the planet
Acturian, is pulled off-course from
his patrolling squadron one day
and forced to land on a cold and
crater-fi lled moon - lost and a long
way from home. There's only one
way to get off the planet: he must
find and neutralise the moons

to Pete Cooke's latest Firebird game comes out of the shadows soon
transmitters allowing him to
escape f rom the planet's
mysterious pull. Unfortunately for
Slaatn, the transmitters are
guarded by droids and monsters
whose sole aim in life is to keep the
transmitters functioning.

The graphics, like the scenario,
are said to be 'Out of this world -
really?

KNIGHT TIME

The producers of this months
puzzling Smash game Sophistry
have signed up R T Smith
(programmer of Arnhem, Desert
Rats and Vulcan - all successful
wargames) for their next arcade
release. Cyberknights, from CRL,
features one or two players and
contains two different programs.
You must fight other gladiators,
like yourself, to a gruesome and

fatal conclusion, Survival is the
only key to the future, which
contains great financial reward -
and money is the only way you'll
increase the fighting power of your
Cyberknight, or gain extra
Cyberknights if you wish. Then.
using the combat  program, you
can pit your warrior against any
other player's design, or even a

computer-generated warrior, and
two preset designs are included
for immediate action.
Cyberknights is available now, on
cassette (E7.95) or disk (C14.95).

Those two-foot green people at
Gremlin Graphics have Skate
City  waiting in the boxes for
release on the streetwise kids in
the next few months. It's based
around the exhilarating sport of
roller skating. Your main objective
is to 9ain as much street cred as
possible -  shown on your cred-o-
meter, Help Freddie, the man with
the wonder wheels, to avoid
obstacles and carry out as many
spins, flip and amazing stunts as
possible, to finally become the
most streetwise kid in the city.

Mickey Mouse, Alternative
World Games and Hercules
should all be out in a month's time.
We've also seen Venom Strikes
Back which has astounding
presentation, but seems to be very
similar to the Yesod games -a full
review next month. All four are
from Gremlin Graphics_ They've
also got Night  Raider. - a flight
s imulator- but that'll be out at the
end of '88.

Soldier Of Light from ACE
(another Softek label), although
behind the proposed Easter
schedule, should be with you now.
The coin-op conversion of Taito's
1987 Top 5 hit surpasses all other
other arcade conversions (ACE's
words, not ours), but certainly
looks to be one of the most eagerly
awaited arcade tie-ins for months.
You take the part of Xain, an
intergalactic warrior who must

prevent the destruction of all the
planets in the galaxy by the evil
Empire's invaders. That'll be about
the fiftieth t ime you'll save the
universe this year!

More coin-op conversions from
ACE include Alien Syndrome and
Darius. Both from arcade
producers, Tait°.

ROLLING STONES

Scheduled for the beginning of
May is The Flintstones from
GrandSla mi. Fred. Barney, Wilma
and all the gang are back to their
old tricks again -  Ouicksilva first
released a Bedrock game, called
Yabba Dabba Do  (81%. Issue
26), in 1986.

Fred and Barney are trying to
have a quiet bowling game down
at the Bedrock Super-Bowl, but
Wilma has different ideas. Fred
has promised to paint the living
room before his Mother-in-Law
arrives, so Barney will have to wait
until tomorrow. You must help
complete the painting, while
avoiding obstacles and
hinderances such as their
adventurous child Pebbles. Once
completed, Fred can trip down to
the bowling alley for a few frames
with Barney 'Butter Fingers'
Rubble. On their return, however,
Pebbles is nowhere to be seen.
After comforting the distressed
Wilma they find Pebbles perched
on a high girder in a building site;
now you must help fearless Fred
rescue her. All in a day's work for
the stoneage TV family.

ZEPPELIN LANDS
YOU MAY REMEMBER us
mentioning at Christmas time
that Derek Brewster (ex-
CRASH Adventure Trail writer)
was starting up his own
software house. Well their first
Spectrum budget releases are
on the software shelves now
Zeppelin Games is the name,
and for more info on them take
a look at the NEWS page.

Their first release is
Front line - very similar to
Ocean's Rambo, although not
as impressive. Zeppelin s
second game is Sabotage - a
basic but polished shoot 'em
up.

Players have always been a
very quiet but extremely
successful company on the
Spectrum computer. Their
next release is based on the
oriental sport of karate.
Shanghai Karate features
animated backdrops, drawn
by Jabba Severn (Denizen,
Riding The Rapids), and
digitised sound effects by
Andy Severn, Colin
Swinbourne (Joe Blade) helps
out with the sprites.

Colin Swinbourne is terribly
busy at the moment  finishing

Joe Blade -  follow up to the
superb Joe Blade (134%. Issue
44). Set in the London of 1995,
the streets are full of punks,
muggers and other
degenerates. There's only one
man who can clean up scum
city, and that's old Ht. It
promises to surpass its
predecessor.

While Players are one of the
quiet budget  houses of the
software world, Code Masters
are certainly not. The people
who re-invented the word
'hype' will be back on our TV
screens on Saturday May 7
promot ing their Sport Aid
game. The Race Against
Time, The game takes the
player across the six
continents, f rom landmark to
landmark, solving intriguing
puzzles along the way. They're
confident it'll sell over a million
- t he  most successful game of
the year so Jar, Out Run, only
sold 300,000! Keep trying
lads

The recently relaunched
Power House have a new
character on their hands.
Moon boots is the latest budget
star. in Met ropol is -an arcade
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The eponymous Jell bird returns
adventure taking the player
around a large town trying to
gain fuel for his escape.To help
Moonboots on his way are
three different fomis into which
he can change; Zoid the Ovoid;
Superspy or The Mad Monk.
Metropolis is out at the
beginning of May.

APOLOGIES: Last month we

stated that Dusty Drold And
The Garbage Gobblers, OK
Wahl! and Don't Say it, Spray
It were all from Top Ten Hits.
This was -  and still is -
absolutely Incorrect These
budget games are In tact the
product of Pirate Software.
Apologies to all involved; the
person responsible has been
shot.
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COME TRUE!'
YOU HAVE BEEN SWALLOWED! EATEN ALIVE BY AN EXTREMELY HUNGRY, TEN MILLION TONNE MEGA-BEING THE SIZE OF THE MOON,

ON A JOURNEY TO EARTH FOR ITS MAIN COURSE!
NOW TRAPPED WITHIN THIS RAVENOUS MONSTER FIGHT ITS ANTIBODIES TO GAIN ACCESS TO THE MAIN FUNCTIONS IN ORDER TO

SHUT THEM DOWN -  AND THAT'S NOT EASY! THEN BUILD A SPECIAL WEAPON, BREACH THE DEFENSIVE DOORS J U S T  FOR STARTERS!
Ocean Software Limited • 6 Central Street • Manchester • M2 5NS • Telephone 061 832 6633 • Telex 669077 OCEANS 0
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