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6 MASSIVE HITS IN ONE 6-PACK

ME -

Spectrum Casselte :
Commodore 64 Cassette B398
Commodore 64 Disc 2

Amstrad Cassette
Amstrad Disc

Mail order, just send acheque .
or postal order payablete
ELITE SYSTEMS LTD. Y
| or quote your credit card Ne.

= ANCHOR HOUSE,
ANTIRIAD . il Anchor Road, Aldridge,
Walsall, West Widlands
WS9 8PW
| Telephone: (0922) 59165
| Telex: 335130 ELITEG

| RELEASE DATE:
| MARCH 9th EURDPE
| MARCH 19th UK




ZX SPECTRUM

FEATURES

19 SPECIAL CRASH READERS’' OFFER
Four great Gremiin Graphics games in a not-to-be-missed offer!

ARA KNIGHT
nchy Fast-Food S&i&eporson in Punningly Penurious Shock

59 ELAYiNG “FSWPFLEfMEh!g;i A
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123CRASHTIONNAIRE :
Yesfolks; it's theanrual question-time beana. You tell us what you think!
There's a prize draw. tool

135THE TERMINAL MAN RETURNS
Aéx-p.:gaieaﬂreupdataoﬁhaﬁfsﬂvmlveepisodes. justtoget youin
the mood.

REGULARS

7 EDITORIAL
Roger Kean introduces some more new fages on the CRASH team.

10 NEWS

12 FEAR AND LOATHING
Maore leggy blonds and Gin Martinis from the intrepid lgger

37 LOONAR JETMAN
Lunar-cy leads to lingering liquidation almost

40 LLOYD MANGRAM'S FORUM
Someone's angry about Arkanoid, plus other hair-raising complaints
from readers in the letiers pages.

680 BREWSTER’S ADVENTURE TRAIL
After leavil Hiil, Derak gr&duat‘ﬁs 1o AW ing and weird oriental
arts. Plus SIGN , STUMPS and HEROES.

82 PBM MAILBOX
The Latest news from Brendon Kavanagh; plus your letters.

89 PHILIPPA IRVING'S FRONTLINE
Tobruk and Battiefield Gevmany reviewed by the Scourge of Japanase
Toursts, Letters and tips toe from the bayonet-heeled one,

104CRASH COURSE
Rasetta McLaod pulls sonmare educational soﬂmilqwn from the
school library shelves. 3

106 COMPETITION WINNERS

109 TECH NICHE
Tﬁm continues ﬁ.lidiahdFranm Frey does sm'aead E

The naxtlssueufcmsrlison
sale from 28 May, in the Year of
Our Lord Ninateen Hundred and
Eighty Seven or MCMLXXXVII
for Latin scholars — and it's the
ﬁnns for nrryone who forgets to

108 WIN A HDME AQUARIUM!
FTL have a fishy prize to celebrate their next Sweevo rﬁm

14amllu GFI::SH SECOI:UD-HAHDI
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DURELL Sales Dept.,
Castle Lodge,

Castle Green,
TAUNTON, TA| 4AB
Som, England.

Telephone: (0823) 54489
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4 Smash Hits
In one pack
for any
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ARP £3.95

All Durell games are also available by mail erder, with no charge for postage or packing. Just include a postal
order or cheque made payable to "Durell Software Ltd”, along with your name and address, your computer,

W T1Ele f the oar
e title of the gar
are only £9.95 by mail order’!

e you wish to purchase. Your game will be sent by return-of-post. Note: Amstrad



KONAMI COIN~OP “ITS

SPLCIRUM-COMMODORI - AI‘VISIQAD Cl16:BBC
CASSETTE DISK
TWIN
£9-95 1895 -
= = PACK
Screen shots taken from various computer formats
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MORE NEW
FACES

Having announced that | was
returning to the editor's chair in
fast month’s issue, and that
Richard Eddy had moved over to
CRASH from AMTIX! to help with
reviews, there are still further new
faces to introduce this month.
Who are the two dashing,
debonai.re biades in the picture,
may welf ask? Along with
.Ltoyﬁ gmm ﬂ:eyhave rhe dis=
tinction of being a touch
matura than most on the CRASH

reviewing team. lan Phillipson
lives in Ledbury, a town in
Herefordshire almost as beautiful
as sieepy Ludlow (he disagrees,
considering it ta be the other way
round). lan’s fairly new to com-
puter gaming, and was press-
gan?ed from his happy life as a
ance journalist because it was

assurned that if he had survived life
this fong by selling words, he must
be able to write. He's a rural man
but fair, and decided o give joys-
tick bashing a go — it makes a
change (of sorts) from wielding bat
and ball for Herefordshire County
Cricket team.

tan's main function on CRASH
is to write the "introductory’ parts
of game reviews — you know, the
bits that start with a large capital
letter 1o tell you where to start
reading.

The other one in the picture,
looking a bit like he could be vio-
lent any second (probably
because he forgot to take his slip-
pers off before coming in to wor),
is the CRASH Sub-Editor, Clarén
Brennan. As you can tell, he's
Irish, and hails from fair Dublin. A
sub’s job is to make sure every-
thing is proof-read and appears in
correct English (don't ask what an
Irishman knows about English, as
Ciaranis likely to reply with the fact
that the Irish are the most literate
and educated populace in the
EEC).

P CRASH newcomers lan Phillipson (left) and Ciarsn Brennan,

Ciarén rewrites anything that
needs it and is otherwise gainfully
employed bashing reviewers

-around the head to make sure they

actually do the writing in the first
place, 50 he's got something to
correct, Ciaran’s hobbies include

P Local from Ludiow - Gareth Adams,
a new reviewer for the CRASH team,

drinking {'just the occasional
drep’) and rubbing his shoe heels
on the office nylon carpet and then
delivering mighty static shocks to
recalcitrant reviewers. If you're
interasted, the funny little accent
averthe Ain his firstname is called
a ‘fodder’ {or something like that),
and ‘broadens’ the letter to make
it sound like an O .

Anather Ludlovian joins the
tearn this month. Gareth Adams
has been a CRASH reader since
Issue One, and a Spectrumowner
for longer. His attachment to
CRASH up until now has largely
been through serving alcoholic
refreshment to team members in
the Bull Inn, arcund the comer
from CRASH Towers, but recently
he decided the money was easier
here. Aged 19, he's studyi fora

Diploma in Electronics and
CRASH May 198? 7
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looks back over 1986 giving a

ofthe waallplayed,
the saga of

Kat Trap, the GENESIS game and
looked at musical add-ons. Not
mﬁnq the definitive CRASH

I for 1986 and the NEWSFIELD
Reviewsrs'

Wi inckaded Infilcator, Lovel
One of Scooby Doo, all of Heart-
fand, The Great Escape, and Druid,

NoaT: 1987
The man behind JETMAN is inter-
viewed and reveals a few of his dark

match report on the Match
Challenga s given, hwhid:%tell
how one of the programmiars

s Ty r e R R iRl R R R R R R R R R R R R

You might be lucky and winan if there are any issues you're

entire setof CRASH from lssue get an order in now,

One onwards in this month’s  because we're rapidly running
on page 142. On out of some earlierissues. Use

ﬂ‘reoﬂlﬂrhand,{ou it nof, theform below, and send it off

andyou wouldn’twanttomiss  to Aggie as quick as you can!

out on anything, would you?

Iwould like to order the following CRASH BACK NUMBERS . ..

7 I e ISSUENC

PRICES

@ Christmas Specials £2.25 including P&P

@ Allother issues, £1.20 including P&P

@ OVERSEAS ORDERS: Add £0.80 per magazine
(they cost a small fortune to send)

MHame
Addrass

Postcode

< TH;WL" . Ploase DO NOT encloss ANY ortier with mallto
m side of the magazine as this will result in DELA :
your orders to the address below . . .

maenemmmmcmmoumtl [

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

{

munications Engineering. Favour-
ite game is still Elite, unless you
count Rugby, which he says he
likes because it allows him to
release the pent up aggressions of
an afternoon spent avoiding
mighty static shocks an being told
to rewrite things. Gareth's name
will be now appearing at the top.of
several review columns along with
those of Paul Sumner, Mike
{Skippy) Dunn, Ben Stone and
Richard (Ricky ~ the full name was
too long!) Eddy.

NEW REVIEW LAYOUT
You will atso notice that the layout

of CRASH reviews has changed
slightly. There are now, in effect,

three types; Smashes, games of
50 percent and above and games
below 50 percent. The change is
more one of length than style
really. We're making them all a bit
snappier so we-can fit more in (in
thosemanths when there are a iof),
and allow more room for the
increased number of colour
screen shots. £

An omission from the lars
list is Lioyd Mangram's of
Slime. It hasn't died - it's just tak-
ing a holiday whiie Lioyd does a
spot of rethinking about how it
should be presented in the future.
So watch out next month for—well,
something a bit different!

Roger Kean

The last of our £
e

and Spectrum

Dungeon with 1

foRe af Fra o

‘lvﬂ‘ NEXT MONTH'S CRASH

rguson MC
*And th

h@l e
H gorgenus Jo
duse (and the very lovely Hichah:degdd V) o be e

05 Monitars, wi
M with Inte
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iy Dats ompetition. Wor it
Ploase Charge My Account No: EXTRA!
USSR EEEREEE Doren NOED ADVENTURE TRAIL syppy e
adentura bgr? s getling his get together fougig; special

Number of Issues ordered ﬂ'"KE SINGLETON
TOTAL COSTE r:niliuc:naﬁzr?a %«?S- innext mon
lg2] |
| enclose a CHEQUE or POSTAL ORDER for the TOTAL Eye of the Moc::-ﬁ sliwiab

BACK NUMBERS,
CRASH MAGAZINE, PO BOX 20,
LUDLOW, SHROPSHIRE SY8 1DB

Allthis andsg much more

Anza. Don't miss it
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ACTIVE

Budget Software house, MASTER-
TROMIC, are about to launch two
new labels, but they've nothing to
dowith computers. Master Vision
and Master Sound will produce
videos and audio cassettes and
LPs respectively. Some of the
marenotable videos scheduled for
release are Felix the Cat, Creep-
show and Rock, Rock, Rock. The
only cassette CRASH has heard
so faris Heat Of Soul, a compila-
tion of classic soul tunes —most of
them cropping up in Levi commaer-
cials these days. The vids are
hoped to retail around the eight
pounds mark and the LPs at
roughty a fiver,

LATE EXPECTATIONS

L ]
:

ALY

High up, an enemy aircraft comes
within killing reach in F-15 Strike
Eagle.

Due to the Easter Holidays, this
issue of CRASH had tobe finished
a bit earlier than usual, which
meant that some review copies of
games arrived a wee bit late fora
the full treatment. However, aswe
never like to let you lotdown here's
& small taster . . .

Next month we'll bring the full
review of Cosmic Shock Absorber
frormn MARTECH. it'sfinished now,
but arrived just too late for a full
review. Essentially, it's a 3D shoot
‘em up using some effective vector

10 CRASHMay 1987

graphics combined with a bit of
puzzle-solving. Strange rumours
dlso abound about killer car-
rots. ..

SUMMER CETI

The elaborate Tau Cetisystem is - hasstarted to meltdown. You have

once more a backdrop foraan to act guickly and locate the exit
arcade shoot 'em up from cAL. from Traxxion's monorail system
Traxxjon, written by Jay Darret,  before the inevitable destruction.
cantrés around a construction As you may well i ne, the
satellite orbiting Reema. However, monorail is plagued with hazards
after the Tau Ceti wars Traxxion  such as robotic workers and obs-
was found to be —and tacles that make escape just that
as an intergalactic ite repair-  fitthe bit more difficult. CaLare hop-
man, your skills are called upon,  ingforaJunereleaseatayettobe
Arriving on Traxxionrevealsafar decided price.
mereserious problem, thereactor

RAID IN
MOSCOW

Although the computer industry
isn't exactly huge behind the fron
Curiain, pirates are running amok
producing compilations ast-
ern games and flogging them off
at the equivalent of £5. Even
strangeris that Raid Over Moscow
and the Anti-soviet Ramboappear
to be very popular! Whatever
next . . . will little green men want ;
copies of : | ;

VirGiN are releasing their latest
Now Gamas compilation - Now 4.
It features Dan Dare, Hacker, Back
to the Future, Missfon Omega and
Jonah Sam'n%roﬁ‘s Squash.
Retailing at £9.95, it's good value
for money with Dan Dareand Mis-
sion Omega really taking the

cream.

From micro PROSE, who have
recently been let off the us aoLp
leash, comes Gunship, astrategic
helicopter simulation and F-15
Strike Eagle an air combat game.
Full reviews next issue.

The view from the Gunship
cockpit.




ALL THE
FUN OF THE
FAIR

No sooner does one ZX Micro-
fair seem to end then another one
is well on its way. The next gather-
ing is to held on May 30th at the
Haorticultural Hall in London.
CRASH won’t be thera this time,
miainly due the factthat we have to
spend our time doing something
called 'writing a magazine.’ For
Microfair details, give Mike
Jonston aring on O1 801 9172,

DF's F16

While microPROSE are happily
battling away with their F15 fiight
gare, DIGITALINTEGRATION are Cur-
rently develaping a new simulation
based on the F16 Fighter Falcan.
They've been working on some
new programming technigues
which enable them to increase the
density and variety of objects on
screen. Missions are planned to
include air superiority as well as
ground attack sequences. The
expected release date is sarly
Autumn, and as ever we'll bring
you a full preview as soon as pos-
sible.

ACTIWSION CLASSICS

CHEAPIES

PrismLEISURE have just bought up
ADDICTIVE GAMES — the company
that pushed Kevin Tom's face into
the limelight, and produced the
infinitely popular Football Man-
ager. Prusm are re-releasing that
particular classic at £2.99,
although from the amount Prism
ara crowing about its immense

sales figures we can't help won-
dering — is there anyone out there
who hasn't already got a copy?

Also about to be released on
BUBBLEBUS' Mini BusLineat£1.99
is a previous CRASH Smash,
Wizard's Lair. It's a arcade adven-
ture featuring delightful graphics,
and is still recommended by the
CRASH team. Finally pss’ Swords
and Sorcery is now on release for
a very reasonable £2.99.

THIS COULD BE THE FIRST umn Y TO TOP THE CHARTS

sEmsEREAN REA

e e
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TRADE HOTLINE 0625 615379

The next release from PALACE IS to
beagameworked upon by two of
today's most respected program-
ming teams — BINARY VISION and
'ELECTRONIG PENCIL COMPANY. It's
called Stifflip and Co and follows
the fortunes of Sebastion Strfmp
and histhreg intrepid c uns
in their tropical quest for C
Chameleon. The plot.and fuILﬂ'w~

KEEPING IT STIFF

ingactionisaspoofontheripping
yams of the 20's and 30's usi
many of the cliches of the comics
and movies of the ara,

Binary vision describe Stifflip as
a'multi-role action packed adven-
ture.' Preview next ish hopefully,
in the meantime we'll leave you to
agle this screenshot.

'HAVE YOU GOT THE MIDAS TOUCH?

IF SO

MIDAS MARKETING

REQUIRES

YOUR BEST GAMES PROGRAMS

FOR
EVALUATION, ASSESSMENT
AND HOPEFULLY PUBLICATION
We offer top payments or royalties,
whichever you prefer!

We also require programmers who have
experience of software conversions from
various formats and an ability to begin
projects from storyboard to finish.

IF YOUR SOFTWARE HAS THAT
GOLDEN TOUCH

THEN DO NOT DELAY, WRITE TO US AT:
P [~ % € MARKETING LIMITED
’ Q}HE}“ 35 West Hill, Dartford, Kent
ﬁ_ W Telephone: 0322-32513/18

CONTACT: PAUL GODDEN-WOOD




| did it in despairl After last time,
when | thought I'd never ever see
another launch, | sold my soul to
MI5. Soheretheyare . . . thecon-
tinuing adventures of Minson -
Super Spy.

It started with a brick which
crashed through the window,
bounced gently off the back of my
bonce and fell to the fioor. Appa-
rently this is a new Post Office ser-
vice for the delivery of top secret
messages. As | read the words
‘Odeon Leicester Square — 11am
Sunday,’ a chill ran down my
spine. | knew that there was no
way that | could miss out on this
vital rendezvous, and yet there
was somathirﬁ wrong ... ldon’t
getup on Sundays 'til at least mid-

Still, | managed to drag myself
from under my duvet for a special
preview of The Fourth Protocol,
courtesy of ARIOLASOFT Who are
now handling this tale of spies and
skullduggery. A few skulls get dug-
gedinthe movie,as:ivellgsabank

ing snapped and a throat get-
gen:s!% ... ideal Sunday morsrﬁg
entertainment! Play the gams,
watch the movie and get paranoid
about bombs in your backyard!

Then there was the liaison with
the mysterious woman, Why was
her once blonde hair now darker?
Could it be that she was hiding
from somebody? If so, she
couldn't have picked a better
place than the MasTERTRONIC Offi-
ces. Titchy little computer casset-
tes ars one thing, but now the
company hag gonein for great big
video boxas and stacks of 12"
records, the place begins to
resemble a maze.

Luckily the iate lamented mas-
TerTRonC Mata Hari, Alison
Beasley {for it was she) spirited me
away to an exotic basement where
I tucked into a steak, she tackled
an oversize cheese salad, and we
disposed of a couple of bottles of
wine.

Over the meal she easily per-
suaded me that Mastersound and
Mastervision will do for your ears
and eyes what good old M-tronic
did foryour chips. With soul class-
ics on the LP and titles like Creep-
showand The Exterminatoron the
VHS, I'm convinced.

'But what about the new arcade
machines you're producing?
Where will they go?’, | asked. Ali-
son turned pale. 'And MELBOURNE

12 CRASH May 1987

THE SPY WHO CAME
IN FOR A DRINK

Tired out after a long squawk, Minson turns to the world of interna-
tional espionage to eke out a crust. As usual the intrepid ligger finds
a world occupied by leggy blondes and Gin Martinis.

HOUSE are maving in, aren't they?'
Listen, if you've got a roomtalet, |
reckon MASTERTRONIC has a cor-
responding space problem!

More mystery as a foreign
power, whose Ambassador is a
certain Mr Wright, suggested |
should goto church. By now | was
geﬂh%{usad to meetings in
unlikely locations, and if this mys-
terious blond wanted to slip me
something between the pews, he
was in for a big surprise.

But the church turned out to be
London's chic Limelight Club and
it's now well and truly deconsec-
rated, Boy, acTiwision had invited
the world and his uncle o this
extravaganza, thrown specially to
celebrate Flat-top’s retum to'the
world of PR and, more likely, his

from that human waste
disposal unit, Gabbler Liddon.

b Gobbler Liddon and Wonderboy
wmmMMmm

Lots of good stufftovid, such as
Star Raiders Il, Enduro Racer and
the game they named after Andy
himseif, Wonderbay. A well
stocked bar too, but it was a pity
the speeches interrupted the meal
— it was & race to see whether the
audience or the food would cool
offfirst as the hard sell dragged en.

A lavish do indeed, in a setting
that makes The Rocky Horrer Pic-
ture Show lock subtle. Would you
believe silver candleabra with
black and white candles? And
when we emerged from the nosh
there was a line of coin ops set to
free play, making this the world's
trendiest arcade,

Still, even [ can only take so
much excitemant, which is why it
was something of a relief to be

contacted by my superiors and
asked to investigate some odd

ings on near Abingdon. Could it
really be that they suspected Hew-
son of being in league with the
anem

It didn't take long to discover
that the company has indeed got
involved with something strange.
It goes by the name of Christian
Urquhart, a trainee human being
who could give Liddon a run for his
money inthe Gross Out Olympics.
Christianis a damn geod program-
mer though, and Gunrunner, his
first project for HEWSON promises
to be a mega-blaster shoot-em-
up

raport with M, | told Andrew
Hewson. Asly look cameover his
face ... 'At least let us take you
out to lunch first." *Are you trying
to bribe me?' | asked, but it was
too late — Julia and Debbie were
bundiing meinto the company car.

We drove at a reckless pace
along deserted country lanes.
Would | ever see Miss Spen-
dapennyagain? Did | wantto when
Iwas atthe mercy ofthese deiight—
ful damsels? By the time they'd
finished feeding my face with
phaasant, I'd forgotten everything
they taught me at spy school. The
best form of brainwashing is
always a good meal.

‘There's more where that came
from next month', they promised.
By now | felt Iike a double agent —
as in seeing double! It was almost
by accident that | stumbled into
the seedy Scho cellar that some-
times serves as a film preview
theatre, anly 1o find myself part of
BEYOND's Star Trek IV celebration
—a brave attempt to convince the
hacks that the game will appear

ong da%r.

The film itself is odd, to say the
least. Kirk and the reborn Spock
take a day trip back to 1987 in a
Klingon ship to sava the Whales! |
beteevonp wishes they had similar
time-travelling abilities, so they
could capture a copy of the prog-
ram. Okay, sothey had the ST ver-
sion there, but what about one for
a computer like a Spectrum, that
real people can afford?

I'did notice the two 'love-berks'
{sic) of another magazine billing
and cooing, and all but throwing
the furniture at each other. Seems
he loved the mevie, she merely
laughed at it. Somebody should

1
'Ofcourse |'ll still have tofile my .

tell their poor, gullible readers
about them. It looked like there
was going to be more actionin the
audience than on-screen, when |
noticed a tail Scandinavian. Could
this be my secret contact?
Actually it turned cuttobenone
other than Bo Jangeborg of Fair-
fightand Arfist fame. But what was
he deing at a TELECcoMSOFT bash,
Seems he's had enough of life on
THE EDGE and has found some-
where new to rest his power sup-
ply. He told me a whole lot more,
butasit was allin Swedish | didn't
understand a word. Maybe | just
wasn't cut out for the secrets lark.
| was on the verge of resigning
when the phone rang and an
unmistakeabile titter rang out. 'Hi,
John', said the titterer, ‘[ bet
thought the spying lark was all fast
cars and beautiful birds, didn't -
you? Well, it is for some of us.’
“You can’t fool me, Michael
Baxter’, | snapped. 'Oh no?" said
the elegant one, "“Well, ask me
abaut—m;gatewﬂh Maria Whit-
taker.' ‘Pull the otherone . .. ', 1

cried. ‘I've got photographic evi-
dence’, he giggled, happyasadog
with twe bones.

‘e,

B Maria Whittaker - more next month

At that moment ancther brick
crashedthrough mylastunbroken
window. A picture was attached to
it. | gasped. 5o Baxter wasn't
lying . . . what was the explana-
tion? I'd tell you if it wasn't for the
Officious Secrets Act, but as it is,
you'll have to wait 'til next month
for the facts of Baxtie and the Page
Three'Bird, Yours in F&L
(Shaken and Stirred!)

HUNTER S MINSON




Befare you buy a printer interface, it’s worth
thinking ahead.One day, you'll probably want to write
somenne o letter. Drafll an essay. Or create a report.
With RamPrint, it couldn’t be simpler.
RamPrint gives you a powerful interface to the
- huge range of popular Gen'.'smiiies printers.
IUs also the only interface with RamWrite
~ Instant Access’ word processing built in.
Plug in a printer and you're ready lo create,
~ edit and save professional-looking documents,
quiekdy and esily.

'ﬁe‘.’%’i’ﬁ'ﬁm program uses ‘Instant Access’ so
there’s na software to load, and takes none of the
~ computer’s precious memory. In faet, it's the
simplest way to write a letter on the Spectrum.
The cost: just £34.95 (cheaper than buying an
: interface and software separately). We've included
. the printer cable -and even a joystick port so you
* can play games without unplugging,

o get your hands on one, simply fll in the

ever way you look at it, it’s a gift.
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games never quite seem
lose their thrill, though
htah&past have disap-
atter raising
d mrnmw
plenty of rather early

ful coin-op Endurﬂ Hat.'erm out far
appraisal.

“Well done actission! At
last someone's come up
with a very realistic arcade
conversion — you feel as
though vou're actually sat
on a bike, hurtling along a
race ftrack at over a
hundred miles an hour. The
graphics are amazing, hills,
dips, jumps, trees, rocks
and stones are all well
designed and excellenily
animated. One littiée quirk
though, | wasn't happy with
the annoying tune which
plays while you're racing -
it gets in the way of the
engine's rewving sound.
The price is a little high, but
the realism makes this
package well worth the

money. "
GARETH

ESEEELD)

Producer: Activision
Retail Price: £9.99
Author: Giga Games
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The action involves a series of
metorcycle races spread over five
courses, each accompanied Jts
own background landscape.
objective is simple; out-race othsr
riders and successiully complete
all the levels in the shortest possi-
ble tirme.

The biker is viewed from behind
and slightly above, in vanishing

perspective. He's generally
centred in the screen, while the
track scrolls sideways as neces-
sary to su t curves, and the
distant landscape follows suit. The
horizon also moves up and down,.
for acTvison have incorporated
the original's bumps and hills,

The first course, set in a tree-
lined country road, introduces the

player to some of the hazards that
heaha&d on other tracks. There's
mly a handful of compstitors to

contend with, and few jumps, or
wheelies, to be executed. Control
is straightforward: steer left and

* Full Throttle was undoub-
tedly my favourite race
ame;, bul | must confess,
nduro Racer has converted
me. it knocks the pants off
Spectrum race games. The
graphics are superb, the
bumps and ridges in the
roads are conveyed excel-
lently. My only moan is the
48K sound; it's been used
endiessly for Formula 1 rac-
ing cars, helicopter rotors
and aircraft engines. Thay all
sound the same! Still, the
superb front end makes up
for thig, it's got a good high
score/best time table and
loads of options. Enduro
Racer must stand as one of
the most successful conver-
sions for a long time, and |
think it's a game all road race
fans couldn't survive with-

out. Brilliant.
MIKE

\'g::el' accelerate, brake and
ies (used to avoid losing
speed on jumps).

At the start of every race a timer
is set to B0 seconds, the limit
within which the course must be
completed —the actual time taken
{0 complete a course is displayed
al the end of each circuit. Oppo-
nent racers pose a threat in as
much as a collision with one flings
your bike aside, losing you valu-

time as you restart.

The second tracic set m a
desert, is. made
treacherous by the: additnnn ufroﬂk
falls; and the presence of a jeep

“ Whoever picked this for
an acTivision licence took a
great risk, but it's certainly
paid off. This is the ultimate
race game on the Spectrum
so far, I've seen nothing
else that compares with its
graphic realism or playabil-
ity The scenery Is well
drawn and moves smoothly
past you in a most lifelike
fashion. What is so
astounding about Enduro
Racer is that it's an almost
perfect copy of the arcade
game (apart from the 10p
slot of course). The land-
scape and playability make
activision’s latest one of the
most addictive race games
you'll ever see on the Spec-
trum. V'

PAUL

hurting around the course
alongside the bikes. The third cir-
cuit tests your skills further by the
inclusion of water on either side of
the track, and the two final courses
are even harder — snow on the
fﬁ?’:‘]hnh and sea and sand on the

Sadly, actvision have decided
not fo include the arcade ariginal's
bike saddie to sit on while playing

— you'll just have to borrow a
friend’s motor cycle, or imaging
the sensation!

Caontrol keys: definable
Joystick: Kempston, Cursor,
Interface 2

Use of colour: generally
monochromatic, with back-
ground colour changed far
each course

Graphics: large, baautifully
drawn, fast and with vary
smaath scrafing

Sound: adequais

Skill levels: one, with
increasing difficulty on sub-
saquent courses

Screens: five tracks
Generalrating: Ansky Spec-
trum conversion that has
paid off handsomely, provid-
ing all the thrills and spills of
the eriginal.

Presentation 90%
Graphics 94%
Playability 93%

Addictive qualities 91%
Value for money  86%
Owverall 92%

Producer: The Power House

Retail Price: £1.99

Author; Steven John Tatlock

his - multi-directional  air-

borne shoot 'em up is acon-

version of a 1981 Atar
arcade favourite. Having passed
through a time-warp, z ultra
madern jet fighter is confronted by
a multitude of archaic but bellige-
rent aircraft . . . in the year 1925.

There is a way back 10 your own
time though. The letters W A Rand
P float about, collecting them to
spell the word 'warp’ zooms you
forward to the next time zone — and
eventually to the relative safety of
your own era. Collected letters are
displayed in a panel at the bottom
right of the screen.

To collect these letters it is
imperative to avoid the swarms of
attacklr;gh aircraft — these evolve
with each time zone, progressing
from bi-planes to helicopters as
the vyears progress. Your
advanced superfighter man-
peuvres in all directions, and
blasts the eriemy from the sky with
its high-powered cannon. Ten
points are awarded for aach "kill",
with the total score displayed bot-
tom left. Also at the bottom left, a
bonus score counts down from
1,000 - the remaining bonus
points are added to the total score
on the completion of each time
Zone.

Choosing one of four skill lavels,

ou start your mission with three
ives. One of these is lost on each
contact with an enemy aircraft or
missile, with another added on
entry to a new time zone.

{ CRITICISM ’

aﬂempuoprw
Wﬂmm‘tm

BEN |

@"I'm glad that 1962 only lasted
farmsusuaimdays —-asthisisa
prime example of the sort of
software released that year. | was
amazed to see that the program-
mer is the same person who wrote
Agent X —he must have written this
as a joke. The graphics are appal-
ling (especially the collision detec-
tion) and?g'l: key responses are
arratic. s nice,
error, but the gnmas rea
tacky. "

@ " A conversion from the BBC
On our Spectrums? = no thanks!
The graphics are absolutely abys-
mal, with the appalling use of col-
our making the planes almost
invisible on some levels. Even for
two pounds, Time Flightis a game
that everyone's collection can do
without. ™

MKE

Z. COMMENTS ,

Control keys: top three rows —
left-hand to rotate left; right-hand
to rotate right; bottom row to fire
Joystick: Kempston, Interface 2
Use of colour: plenty of variety,
but appalling clashes

Graphics: minimal and undetailed
Sound: basic spot effects

Skill levels: four

General rating: Unimpressive
clone of a dated arcade machine.




BAGDAD

Producer: Atlantis
Retail Price: £1.99
Author:ProductivePlaytime

chubby Caliph in the Mid-

die East is having a spot of

bother. On the first day of
each year ha must produce the
‘Sceptre of Bagdad' to show his
people that he is fit to govern their
land. However, on one such occa-
sion the Caliph has woken early,
feeling decidedly strange. After a
guick bodily perusal he discovers
that he has shrunk to tiny propor-
tions. Desperately he climbs from
his bed, and clambers up to the
Magic Lamp that sits upon his
dressing table.

Vigorously rubbing it, he awa-
kens and consults his Magic
Genie. In answer to his guestions,
the ever helpful phantom tells him
that he is the victim of a spell, cast
by a wicked wizard. The Caliph's
home has now baen turned into a
puzziesome palace of shark
infested rivers, burning deserts
and seemingly impenetrable bar-
rers.

The Sceptre is at the far end of
the palace, if it is not reached
within the ordained time the
Caliph’s reign will come to a pre-
mature end. The Genie: promises
to help, but his aid is limited to
advice as he cannot leave the
lamp. Therefare the Caliph begins
his quest glone.

The corpulent ruler can move
left and right, jurmp upwards and
pass through doors and other
entrances. Objects found en route
are collected by simply walking

SCEPTRE OF

GARETH

“ AmLanTis have come out
with' another budget game,.
‘Ughh !t [hearyousay . . . but
walt, they've really pulled their
el R
| 5 ilke orginal games,
this is one of the best I've seen
toralong time. The well defined
graphics move smoaothly, but
the game could do with a tune
and a few more effects during
play. The difficulty involved
heightens the compulsion to
solve the problems, and I'd
recommend this to those of
yuii:c who've got a spare two
qQuid. "'

BEN

over them. Only two objects can
be caried at once, the last
acquired being displayed at the
bottom of the screen. An inventory
of items carried is accessed by
pressing the space bar.

Sections of the palace and its
grounds can only be crossed if the
Caliph is in possession of certain
objects — the coconut is needed to
cross the desert, but the sling and

PAUL

* Beepire of Bagdad puts a lot of full priced software to shame.
will appeal to many people, as
; even when a solution is provided
- then again many players thrive on that sort of masochism. The
graphics are good, but the abundance of static characters gives
a lifeless feeling. This is a must if you're an 'if at first you don't
succeed’ fan - especially at the budget price.

I'm not sure that the gamngﬂ'zy
some of the problems are h

B It's gither the time of day to pray, or else the sun Is withering the Caliph’s

comfortable form.

pearl are first required to get the
coconut!

The Genie gives a cryptic but
useful clue when his lamp is rub-

15 asteal.

"' Brepire of Bagdad has pushed ATLANTIS into the world of big time
budget software. There are a lot of problems to be solved, but thank-
fully this process has to be carried out logically. The
attractive and colourful, and though there are probiems in this area,
they're not bad enough 1o put you off. The only thing that this superh
product Iaplka is'a decent title tune— so; for £1.99, Scepire of Bagdad

ics ars very

»  Perhaps the magic lantern can help our corpulent Caliph in his mission for the elusive Scepire?

bed with the hankie. His patience
is limited though - rub too hard
and you end up with a clean lamp
and no additional information.

If all of this wasn't bad enough,
the poor Caliph finds that his
palace has been infested by vic-
lous  creatures and monsters.
Should these beasts touch him,
the poday ruler's life force is
diminished until he eventually
loses one of his three lives, Tur-
bans at the bottom nght of the
screan depict the Caliph's remain-
ing lives. ?

Areincarnation potion is hidden
in the palace, saving the player's
position when drunk. This position
can then be returned to by select-
ing the 'Old Game' option on the
main menu.

__|comments|

Control keys: defineable - left,
right, up, down, select
Joystick: Kempston, Cursor,
Interface Il e
Use of colour: effective and
attractive colour sche
Graphics: well defined and.
smoothly animated cartoons
Sound: useful but not extragr-
dinary
Skill levels: cne
Screens: forty-five ;
General rating: An entertain-
itng and puzzling arcade adven-
ure.

Presentation
Graphics
Playahility

Addictive qualities
Value for mongy
Overall

T




&% GREMLIN |

B 4 GROOVY GREMLIN
GRAPHICS GAMES
INGREAT GRAB

GIVEAWAY OFFER!

Doncha just hate going weave along the streets -
shopping? Bumping into all  avoiding the masses. Do
those dear Aunties, Great your sales shopping from
Auntsand GreatGreatAunts  home courtesy of The Aunt
all with the same insane Aggie Fund For Smothered
desire to smother you in Spectrum Owners.
kisses and shriek at the top This month our Mail Order
of their voices, ‘Ococoh,is  entourage have signed up
that our so-and-so? Hasn't  with GREMLIN GRAPHICS to
he grown? Well | never bring your four of their finest
did... lrememberyouin  games at ridiculous prices.
nappies ...’ Hardly makes  You can choose any two for
it worth going down to your  £5.95; any three for £7.45 or
local Software purveyorto - and this is a once-in-a-
get all those cut-price lifetime opportunity — you
games. can have the whole lot for a
Well, fear no more —no remarkable £8.95!
longer need you dodge and

CRASH/GREMLIN GRAPHICS READER OFFER

Dear Aggie,

Gosh! [just can't believe my luck. would LOVE o have S0me GREMLIN GRAPHICS ames
taadd to my coliection. I've ticked the boxas to make iife easy, coz | know how hardit

Is for you, and I've filled in my name and address, and made my cheque/postal order
payable o NEWSFIELD LTD.

Piaass tick the game boxes of your choice, end then an appropriate Option Box a5 well.

[ TRAILBLAZER [] OPTION ONE: Any TWO for £5.95
[ AVENGER (] OPTION TWO: Any THREE for £1.45

CRASH January [} FUTURE KNIGHT [ OPTION THREE: All FOUR for £8.95
[] BOUNDER
B s B B ey B e P A RS

Address ..

Aggle will be putting your GREMLUN GRAPHICS games in the post just as soon as she can,
but please allow 28 days for delivery. Send your form and payment to:

CRASH/GREMLIN GRAPHICS OFFER, ﬂ :

PO BOX 20, LUDLOW,
SHROPSHIRE, SY8 1DB.

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

5 U B R R R

This special offer is subject to availability and cioses on the 30th of May 1987

Expiry Date

CRASH SMASH
June 1986




better view of

Ider, your robot 61 & B e e

transterred 10,8 DOV G om may turn Into

. Haﬂngcm‘w'ﬂéwammum’s*mn
thatandscape. B

at any moment

> Big Guyin the distance - The

Sentinal stands high on his rock
ousterop, Gommanding the world
beslow.

P Landscaps 0000~
explains why Cay

Youdon't need an
meron photographed i,

Bairy

cade for this ong, which probably

T

Producer: Firebird
Retail Price: £9.95
Author: Geoff Crammond
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T HE S°.E°N-T:I-N°-E-L

tion, says the dictio-
i whereby
ohiject disappears
incorporation. N some-

3, A sucking in of fiuid,

ight or nutriment. It also means a
mental engrossment — and gener-
ally, that is the aim of any good
game. In The Sentinel, FIREBIRD
have pared absorption to its most
elemental components, and pm-
d a game which they hope is
rbing, and is about absorb-

"]r--.:rl-s of 10,800 planets, merely
a fraction of the known universe,
aimost infinite by man's
koning. 9,999 of these worlds
under the sway of a supremely
,-|1|I mrlln:;r being = The

: What it is. or what its pur-
pose r!‘.llgm be, no one kRRows,
What it does, however is well
stood. The  Sentinel has

bt inexorably  travelled

h the galaxy, absorbing the

f all the worlds it

es upon, leavingen each one

an magn of |t=;9'i arid, on somea
jevels, a host of attendant Sen-

| it 15 Earth's turn. There is
r:l..-gu. The Ser::r.-el can be

uf.ﬂ" o by world. The qtrugqlrw 3 ele-

mental — you against the Sentinel

in-a battle of wits played out on a
scape th't the ¢

/it a0,

centries :md uﬂite-; nf raw

lb"‘h.-ll?rf:

o begin? Any of the

warlds may be chosen, as longas
you Nave attained its entry code,
thus vou are forced to play pianet
by planet, and you are hyper-
spaced down fo its surface. An
aerial view is ayed, showing
the relative itions of the Sen-
tinel and its: Sentries, before you
arg [JcJ.t"(‘t' on the surface. The
ntingl always oce tha high-
est paint of the landse [)-E-* you are
transported to the lowest. Look
arpund for a while, get the feel of
this world, Until yob start absarb-
ing or expending energy. your

enemies will remain inactive,

CRITICISM

“ This is a completely origi-
nal concept, which has
been superbly
implemented to produce
one of the best computer
games ever. it's deceptively
simple, but, like Chess or
any other game of a similar
nature, an awful lot of
ought must come into
to succeed in the
levels. The gamep-
lay is jam-packed with
atmosphere and nail-biting
tension that's sure to keep
gnu enthralled for a long
ime. The Santinel looks sur-
prisingly good; the land-
scape is excellently shaded
- clear, uncluttered and
with superb  scrolling.
Sound effects and tunettes
are of a high standard, but
it's a shame that there
aren't a few more. This is
state-of-the-art software.
Burit- L]
BEN

When you do, The Sentinel and
its. Sentries begin scanning the
landscaps, searching for squares

containing more than one unit of

energy — that's likely to be you. If
they can clearly se the square on
which you stand, then they reduce
its energy level by one unit at a
time, creating a tree somewhere
else in the process. Inturn you can
absorb the energy units of objects
on the landscape, such astrees.or
Sentries, or even The Sentinel
itself, aslongas you can centre on
the square they stand on, and then
use that energy to create new
abjects.
he point of this is tomake new
s for yourself, transfer to the
i 1g robot, and then absorb the
wnurc;\,- of the robot you have just
lgft. In this way movement around
the landscape is pogsible, Boul-
ders can be stacked up to create
higher vantage points for obsery-

ing and attacking the positions of
Sentries and The Sentinel.

Aclear strategy is essential. You
must hide from the absorption
patential of the anamy, yvet at the
same time manosuvre Into posi-
tions of attack. Sometimes the
action becomes frenzied. I & Sen-
try or The Sentinel can see the
sguare you are standing on, a
screen scanner warns, and there
are five seconds to move befare
your energy 15 absorbed. Should
the enemy see you, but find your
square obscured by fandscape;
the seanner warns again, then a
tree in a better vantage point for
the job is transiormed intc a
Meanie to flush you cut of hiding.
The Meanie rotates rapidly until it
can zee you, then forces you to
hyperspace to a new random ioca-
tion, but probably eng not ta your
liking.

CRITICISM

“The Sentinel seems
appears complex to an
onicoker, yot it's fiendishly
simple. The landscape
look straig
until you disc
tinel's
the location computer
sends you to, you'll never
task which

Santinel is the clever mix of
occasions

when you're

frantically all but-
tons in the hope of escape,
and other times when slow,
deep thought is needed to
ﬂn:lanldnlplmtaattack
from. The addictive qual-
ities are increased greatly
by the codes, meaning that
you can come back to it
months later and still go to
the landscape you
left off, without ha togo
through the same old
SCreens. over agaln. The
Sentinel defies all adjec~

tives. "
PAUL

Hyperspacing costs energy
units, because the Meanie creates
anew robot, transfers you to it, but
leaves the old ane behind, wasting
energy. You may be able to re-
absorb it fater, however, if it hasn't
already been absorbed by The
Sentinel,

Gaining fluency with the control
of your circumstances is vital for
those moments when all  hell
breaks loose. The view ‘may be
panned up or down, left or right
through 360°, ersnap-turnscan be
made: A sight may be turned onso

CRITICISM |

“ They told me it would be
good, but | didn't expect
anything like this. The Sen-
tine! is brilliant. 's a weird
sort of game, not a shoot
‘Bm lﬁmﬂelﬂl'ﬂ'ﬂ
e concept is not
mrnotﬁl;r like anyth
ever seen before, a unu
that is magnificent. If the
graphics are jerky, the
shading and the change
colour option make up for
that ten times owver. The
Sentinel is so playable that
you go into it for the first
time and come out jn a
trance! '
MIKE

that absorption, creation or a
transtermay take place. And there
are separate contrels for creating

trees, robots or boulders.

Ifyoumanage todefeat The Sen-
tinel by absorbing all its energy.
.ransfnrtom, pesition, the highest
spot on that world, and hyper-
space, You dre given a new entry
code for another world, another
battle, another Sentinel.

COMMENTS

cantrul keys: BID pan left/
right, K/M pan upfdown Ata
sarb T, B and R to create
Trees, Boulders and Robots
raspectively, H to Hyper-
space, Qo Transfer
Joystick: Kempston, Inter-
face 2, Cursor
Use of colour: monochrome
effect, but background col-
cur-change option
Graphics: excellent line and
cross-hatched shading
creates solid 3D, the whole
scrolling smoothly and fast
Sound: some tunes and
limited but effective spot FX
Skill levels: effectively, you
make your own
Screens: 10,000 landscapes
General rating: Highly play-
able-and addictive, The Sen-
tinelis one of those rare
games that makes awning a
computer a defight.

90%
93%
98%
96%
95%
97%

Presentation
Graphics
Playability
Addictive qualities
Value for money
Overall
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Producer: Code Masters
Retail Price: £1.99
Author: Owen Brunette

rivate Harry Jones -
PBrainache to his friends —

has once again left his valu-
able mining equipment dowrn on a
planet's surface. This time it's on
the planet Nesbit, hidden some-
where in the depths of the Steila
mines. Brainache decides that
while he's looking for his forgotten
equipment he's alsa going to find
the fabled Anatese diamond.

In this one or two player plat-
form-style game, Brainache
makes his way along the mine’s
descending pathways, tunnel sys-
tems and lifts. Our joystick or
keyboard-ceontrolled  adventurer
moves left, right, up and down,
cccasionally dropping te lower
levels or climbing up ravines.

Lurking amongst the outcrops
and hollows of planetary rock, he
finds bothersome butterflies, cos-
mi¢ spiders and flying goats. Con-
tact with one of these relieves our
hero of ane of his four lives. Runa-
way mining trucks, bounding boul-
ders and pernicious plants alsolay
Brainache out for the count.

Brainache carries a biaster for
protection. Points are scored for

Producer: The Power
House

Retail Price: £1.99

Author: Ayyaz Mehmood

he Tomb of Syrinx is an
ancient and deadly place
which no man has ever
attempied to explore... unti
now that is.
With the chance to finally show
your true bravery you find yourself
alone in the horrid mausocleumn,

blasting insects and other crea-
tures, the total being shown at the
bottom of the screen.

To help him get further into the
mine's shafts and tunnels, the
muddled miner picks up tools and
items he finds about the place.
Brainache's oxygen supply Is
finite, diminishing from the
momert he leaves his shuttle.
Another life is lost when the air
supply reaches zero, with an oxy-
gen indicator at the bottom of the
screen showing the remaining
level of life support.

CRITICISM

@ This game's got a really apt
title, as you'll have an aching
brain if you fork out any cash for
it. The copious use of colour
tends to obscure the action -
and for some time after playing
this | was seeing purple spots.
CooE masTeRS have the cheek to
put ‘Why pay more?’ on the
loading screen. | think you can
probably answer that one for
yourseif.

BEN

@' Brainache's graphics only
look good from a distance. The
characters are badly drawn, and

his actions.

arrmed only with your laser gun.
There is only once chance of
escape from this foul place, the
five keys of the Tomb must be
found and collected. Perhaps an
easy task, if it was not for the
strange Immune Guardians.

On entry to the Tomb, these
Guardians give a few moments of
grace before attacking. Resembl-
ing a collection of sour-faced
sung, rotating crosses and gan-
grenous hands, they bounce off
walls to attack with increasing
ferocity. Contact results in a loss

22 CRASH May 1987

¥ Brainy's shuttie's down on Nesbit okay, but the exuberant use of colour obscures

of life. To aveoid them you are able
1o move the left and right, or up
and down, through the maze of
corridors and rooms.

The laser gun is used to destroy
Guardians, but some are resilient,
and several shots have to strike
home before these meet their
maker. Points are awarded for
gach kill, the score being dis-
played at the bottom right.

But Immune Guardians are not
the only enemy encountered.
Snakes, scorpions wait 1o bite or
sting, and bandaged mummies
kill. Five lives are available to you,
the number remaining being
shown at the bottom right corner
of the screan.

®“ There were loads of games
around like this about four years
ago, so it beats me why THE
POWER HOUSE have released one
now. Especially as this leaves a
lot to be desired, the three
character scroll and evil maze
and deadly inanimate objects
make the !ﬁ’rr;e infuriatingly
unplayable. graphics are
well below average, with small
characters and an undetailed
playing area. Even with the free
audio track this doesn’t really
offer good value for money. ;E

the way in which . colour is
splashed about completely ruins
the pleasant spiralling effect. The
way your character gets trapped
in certain areas is really annoying;
try standing on top of a lift for
instance - Harry gets stuck when
you reach the top of the shaft . . .
Aaargh! ™

MIKE

Control keys: Up 3, Down E, Left
G, RightH, Take U, Drop 8, Fire X,
Climb N

Joystick: Kempston, Cursor,
Interface 2

Use of colour: gaudy, unneces-
sary and eye-straining

Graphics: a confusingly detailed
backdrop with annoyingly small
characters

Sound: loading scraen
cacophony and uninspired effects
Skill levels: one :
Screens: one vertically scrolling
landscape

General rating: Afailed attemptto
bring scrofling colour to the Spec-
trum screen.

Presentation
Graphics
Playability

Addictive qualities
Value for money.
Overall

@ Tue POWER HOUSE haven't
made a good impression so far,
and Tomb Of Syrinx does nothing
fo this. The characters are
badly drawn and the animation is
basic and jerky. There's no tune,
and the litthe sound that's there is
easily ignored. | had no fun at all
playing this as it seemed to be a
very ordinary idea which was
badly prograrmmed. Even at the
budgat price it should be quickly
ignored. "

PAUL

Control keys: Z/X left/right, P/L
up/down, zero to fire

Joystick: Kempston, Interface 2
Cursor

Use of colour: poor

Graphics:

small and simple

Sound: limited spot FX

Skill levels: one

Screens: scrolling play area
General rating: Not very good
value, even at its low price.
Presentation 40%
Graphics 24%
Addictive qualities %%
Value for money %
Overall 26%

)
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Producer: Ultimate
Retail Price; £9.95
Author:The UltimateTeam

he ‘Markon Dawn' slides

through deep space — a

vast robot ship sent to
search for new life forms and
knowledge. Cocooned within is
the largest and most powerful
computer known to the Markon
Empire — The Brain of Markon.

As the ship passes through alien
territory it 15 attacked by Mar-
tianoids. These maggot their way
through The Brain of Markon dis-
rupting its programs, wriggling
between sectors like damp hand
towels.

It is' imperative that The Brainis
defended . . .

You have control of a defending
droid which can protect and steer
randomly transmitted programs
between Transmitter and Receiver
in each sector. With its destination
successfully reached the program

amw‘amtiam[eeoithe‘m
mighty’ company. it's a pity to
-sse such a reputation fade, by

it's their own fault; Martianoids.
else, as there isnt much
interest to be found in it's

/PAUL |

dctivates defence mechanisms
preventing further damage to that
Brain section. When all nine sec-
tors are activated The Brain is safe.

The droid itseli can come under
attack from Martianoids, to aveoid
them it can move to the leftor night,
and forwards. Energy is drained
from the droid by comtact with
kamikaze Martianoids, though the
alien's resultant death does give

Sesam to have the ag

mraf method /s

Tew e mam el bt e s
s g T i e s
ik i or the

fully. | loved the old stuff but this fs s
Don't buy it because of the name, '

extra points. When energy levels
becorne low, batterles about the
Brain can be used for recharging.
An indicator at the base of the
screen shows battery level, should
it drop to zero, the droid loses one
of its four lives.

For defence, the droid carries
lasers and blasters capable of
destroying Aliens. Their use
requires care if internal walls,
active components and replace-
ment cones are not to be taken
out. A score is awarded for each
Martianeid killed.

The photon weapons of the
Martianoids can destroy all that is
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> #dﬂmp hand towels, the Martianoids maggot thelr way into the Brain of Markon. Only your defending droid can save the

in their path. Components that
have received damage can be
substituted using  Replacement
Cones and the droid’s " pick up and
drop’ facllity. Should all Active
Components in a sector be
destroyed then that sectoris dead,
Replacement Cones can be used
to block off disposal chutes, if a
program slips down one it is lost.

The droid’s position, and that of
the program within The Brain are
displayed on a grid map. The
status of each sector is indicated
by colour — white indicates sector
activation, flashing red and yvellow
signifies an attack by Martianoids,
whilst red means sector death.

A scrolling display supplies
updated information on what is
happening in' parts of the Brain
which is currantly off screen.

ASD. .. ENTER forward,
QETUOlaser, WRYIP
Dlaster, 123..0Z SYMBOL
SHIFT pick up/drop

%igﬂ'm smooth 3D anima-
Sound: average tune and
Skill levels: one

?crasmn continuously scrol-
a"&mp rating: Not up to Ulti-
mate’s usual standard.




Producer: Melbourne
House
Retail Price: £7.95
Author: Paul Kidd and
Geoff Evans

o the Destroyer is the first
an advanced race of
superbeings with prog-
rammable levels of strength,
endurance, intelligence, luck and
charisma. Each of these attributes
is assigned a value, from a total of
B0 available points. And just as
well too, for the bewildered Doc
now finds himself in a scarcely
habitable Earth of the far future.

Remnants of the human race
jive in and around a city sur-
rounded by an energy dome. Soci-

has divided into a band of
Priests controlling the Tower of
Knowledge, the populace who live
in the rest of the city, and mutants
cast from its boundaries.

Dac is accused of spying for the
hated priests and becomes the
object of a manhunt. He escapes,
but with fittte money and only a
wooden club for protection.

Location descriptions  scroll
down the right-hand side of the
sereen — arcade adventure style —
with a menu window displaying
the available options.

Doc's characteristics determine
his gase of progress - a high level
of luck enables him to slip past
guards unnoticed, whilst the
higher the degree of intelligence
he possesses, the greater his abil-
ity to influence the minds of other
men. Our hero is forced into com-
bat with bounty hunters, horrend-
ous hounds, and psychopathic

slugs.

1?13 andurance levels of Doc
and his enemy are depicted as
shrinking bars below the combat
zone, diminishing with each sus-
tained hit. A character dies when
his endurance drops to 2Zero,

{ CRITICISM '

@ | was eager to play this new
release from MELBOURNE HOUSE as
I'm a very keen role-player. But |
was really disappointed, this
arcade—adventure places its
emphasis on killing herrible little
nasties and not much thought
has been put into adventuring.
Doc's facial expressions are
nicely animated, as are most of
the graphics — but the gameplay
is abit tedious. "

GARETH

CYROX

Producer: The Power
House

Retail Price: £1.99

Author: Grant Jaguest

consignment of priceless
crystals has been stolen by
Silas Maximillian, the most
wanted man in the galaxy. Only
Luther lrontooth has any chance
of retrieving them from Maximil-
lian’s headquarters on a far-off,
dead planet.

The crystals are held in three
storage vaults deep in a labyrinth
of corridors. Two vaults are readily
accessible, but one is locked, and
entry 1o it can only be made by
finding and using five keys.

Irontooth teleports down 1o the
lanet clad in full battle armour —

te he's able to move left, nght,
up and down, However, once
moving, mementum keeps him
going until he hits an obstruction,
or uses his blaster-pack to change
direction. Luther possesses nine
freeze bombs to help him avoid the
lethal embrace of vicious robots.
Created in the form of jellyfish or
flop-eared bunnies, they'ra simply
programmed and only move in

e e

basic patterns —but particular care
needs to be taken in the two open
vaults, as the guard robots move a
Iot. faster than Luther. Using a
freeze bomb gives Luther five sec-
onds in which to dodge the stun-
ned robot and gontinue an his way.

Remaining freeze bombs are
displayed on screen, along with
Luther's score.

Diminishing energy puts a time
limit on the quest, and Luther's
énergy level is also shown on
screen, with one of four lives lost
when it reaches zero,

f CRITICISM ,

@ “ This takes me back. Some
Spectrum

time ago, most

» Doc's well-animated face expresses
there's little eise to see in the game,

his emotions as the action rolis along, but

@' Doc the Destroyer is &n
interesting concept, but the idea
has not been developed {o its full
potential. The graphics vary from
a superb Doc face that reacts to
your decisions down ta a terrible
fighting sequence. The best
screen Is without a doubt the
characteristics section — it's a
%‘Z\I& within itself. Doc The
royer doesn 't.contain enough
to be fun to play. Doc is a good
character, but the game doesn't
suit him. "
PAUL

@ The concept appears to be
quite attractive, but its implermen-
tation leaves a lot to be desired.
Why MELBOURNE HOuSE should use
the unattractive Sinclair character
set for a game which relies so
heavily on text leaves me mys-
tified. The idea of having Doc's
face to convey the characters
emotional responses to your
actions is a good one, and that
remains the single best aspect.”

games were similar to this -
playable enough then, but not
now. Did the graphics have to
be as simplistic, undetailed and
uninteresting as they have
turned out? The sound, too, is
well below average with no
tunes and generally dull effects.
Even with the addition of a free
game this represents poor value
for money.

BEN

@ ' Budget games are all the rage
this month, so Cyrox has a lot of

B Clad in his battle armour, Luther
Irontooth resembles the robot frem
Poppysoft’'s classic oldie, Factory
Breakout —and indeed, the game
harks back to that period.,

f COMMENTS '

Control keys: Q up, Zdown, |
left, P right, SPACE fire
soystln : Kempston, Interface

Use of colour: two colour
playing area, but colourful
illustration left of text window
Graphics; basic and simply
animated

Sound: little more than white
noisa

Skill levels: ane

Screens: two

General rating: A good cen-
cept, let down by a poor
implementation. .

competition. Run-of-the-mil
graphics offer fairly smooth ani-
mation, a few nicely drawn charac-
ters and lots of tasteless colours.
However, despite Cyrox's many
primitive aspects, | quite enjoyed
playing it for a while. POWERHOUSE
have had a good go at producing
a decent shoot 'em up, and they're
providing as much as you can
expect for £1.99. "

GARETH

E COMMENTS '

Control keys: Q up, A down, O
left, P right, M Freeze Bomb
Joystick: Kempston, Cursor,
Interface 2

Use of colour: reasonably clash
free, if a bit tasteless

Graphics: small characters and
jerky scrolling

Sound: varied spot effects

Skill levels: one

Screens: three scrolling screens
General rating: A below average
budget title.

Presentation 46Y%
Graphics 49%
Playability 42%
Addictive qualities  36%
Value for money 50%
QOverall 46%
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Producer: Argus Press
Retail Price: £9.95

evil race, The Insignians, Pat-

rolling the planet in robotic
war machines, they keep the
population in slavery.

As with all dictatorships a seed
of resistance grows. For the first
time since the Insignian domina-
tion, an enemy base, Kerberus,
has been captured by the forces of
Captain  Fergus  McCaffery.
Human hope s rekindled, the
invaders can be defeated, but only
if their three remaining bases can
be destroyed.

* Mether Earth is great fun,
especially when it ‘comes to

building your own robot — the
gearmsweﬁwmharsad

The
‘and the characters are
well defined. '.'?15 layout and
shadowing are reminis-
cent of Zaxxon, andmaketfm
wurafrﬁ-gravwh-‘—
to distinguish.

E arth has been captured by an

annay.
off, exceplt when you &
er_rh:zmym-'ehma anf buf
game:sab.-!axp Ve
well worth it, *

Six enemy war factories are
seatterad around the playing area.
MNone are currently in production,
but they are activated by the arrival
of first enemy robot. Putting these
plants out of commission prevents
the insignians from rebuilding their
stocks of weaponry. Time is
limited, and The longer McCaffery
iakes to assemble and deploy his
forces; the stronger the enemy
becomes.

An anti-grav machine is used for
reconnaisance  flights, above
enemy territory and across formid-
able landscape. A radar at the
base of the screen shows the pos-
ition of the robot under control, in
relation to otherrobots and the ter-
rain.

NETHER EARTH

This same machine is used in
the production and control of
Resistance robot forces, Landing
on the anti-grav pad at the home
warbase gives access to the robot
production schedule.

The home forces start with 20
resource units, (labour, parts,
materials and forces) to their cre-
dit, to which units are added each

__ Imikel

“1 didn't really like Nether
Earth the first time | played it —
it wasn't too long before the
game really began to unfold,
and when it did, I found it much
more playable. | especially
enjoyed the rebot building
sequence, bul the rest is
equally worth looking at. It's

nota fast aggressive shoot 'em
up as the inlay might lead you

to believe, bu‘t!‘!Isfun andqu]te

BEN

lack

music on the title screen is
of the 48K machine. Well
from ancus.

reasonable at the price. "'

ROKEHT
CONSTRUCT 10N

P Hours of fun may be had with the Robot Construction Screen.

* ARGUS PRESS Seem to be good at releasing original games that
severely in gameplay and content. Nether Earth does a lot to
change mmough. being a strange mix of strategy and action
that works surprisingly well. This appeal may be short lived
ttmughnnitbocmsaﬁﬂhmmusahnyoumntn!m
{and you lose a lot in your first couple of goes). The sound is
above average, there are some effects during the game and the
good considering the limitations

a look and a great improvement

day from their factorias and war-
bases, War machines are built
from these for combat, defence or
factory capture.

allowed to act independently,
searching for and destroying
enamy targets that come within
their range.

wh ot b p Sl

=  The 17th World War has begun. Your construcied droid moves against the Insignians
ina desperate attempt to overthrow thelr dictatorship.

Different robots possess differ-
ent capabilities and functions — a
tracked chassig gives good man-
oeuvrability, but is costly, whilstan
anti-grav chassis can fly over any
ground type, but is more expen-
sive still. Weapons such as phaser,
missile and nuclear modules all
have different ranges and lethal
forces. Enemy bases and factories
can only be destroyed using the
nuclear capability, but this takes
out anything, including the carry-
ing robot, within an eight mile
radius.

Valuable resources are used as
robots  are  assembled, with
remaining units shown on the right
hand side of the screen. A
maximum of 24 war machines can
be constructed by either side.

Robots are controllable by land-
ing the anti-gray machine: on top
of them, they can then move 1o the
left or right, up or down, between
buildings, through rough terrain
and around ravines, However only
one can be controlled at a time.

Each of these war machings can
be fed with instructions and

__|commenTts [__

Control keys: definable; up,
down, left, right and fire
needed

Joystick: Kempston, Interface
2, Cursor.

Use of colour: monochroma-
tic playing area

bGlL;taphics. simple perspaciive,
Sound: gondg{ne and above

average

Skill levels: one

General rating: An eng

game after a few plays, which
rings some fresh changas on
older themes.

Presentation
Graphics
Playability

Addictive qualities
Value for money
Overall




Gramiin: Graphics Software Limited, Aloha House
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(OMPUTER REPAIRS,

HOUR QUALITY APPROVED|
|— SI N C LAI R REPAIR CENTRE |
B HOWTOGET YOURSPECTRUM REPAIRED FORONLY £19.95
= e ' SPECIAL OFFER! SPECIAL OFFER!

Wity RO LUpGFAC YOUr orginary S ctmum into Spect
thiFantastic QK Tronice TyoewrTer keyboara T Wity st idyese pisimiliostioy
31.50 o ing firting, VAT and ik g L UM RS 009 iz
ior_only £ nchuing it winelel ke s fo fot T ot o
Im"ﬂ’“’“ D‘:":’:Ix‘;r::: 1 you st send us £19,95 whitna
NOTFA| recomimer 2 fulty Inclusive price £0 Dowe
v EAS 95 péplac ement prined
2y N Tronics ey - 2l COsTh ud ludeng hesLn®

SETS ¥ i)
lI'|'.|I.II.'I'ﬁﬂD|_)’S—|.l Ful iening nstruchiont
DatEng fuatdied walh gvefv iR

i - Ay bysg 330 3 008y,
4 Update Your Rubber Keyboard :
to a New Spectrum-+
Firted for only E31.90 + £1.50 post & packing
[AlSO LY. Kit available for oniy £24.95
+ £1.50 post & packing)
YOur Spectrum repaired and upgraded te
a Spectrum Plus for special offer price of
A me—= | £50.00 compiete LIMITED OFFER
ol e " Same day service qﬂ
e ﬂﬁ‘ﬁ
TEN PAIR SERVICE Eoe
A% \AR"
* While you walt service including + Five top games worth £38.00 for you to i -
COMPULEr Spare parts over the counter Enjoy and piay with EVEry SPEctrum repair TEMBoRRD  £5.50
+ Allcomputers fully overhauled andfuity  * Werepalr Commodore 64's, Vic 20's, PiUSET50pEp
tested beforereturn Commodore 16'sand Plusd's,
« Fullyinsuredfor the return journey. + The mostup todate test equipment
* Eixed low price of £19.85 including post, developed by us to fully test and find al|
packing and VAT (NOtabDetween price faults within your computer 56 Way
of really up te £30.00 whichsocme ofour’  + Keyboardrepairs, Spectrum rubber key ribbon cable to
COMPETtars are guoting: boards only £8.95. extend your parts for
+ Discounts forschogls and colleges, + Imonth written guarantes on all repairs your peripherals RUBBER MAT

|
ARE YOU ANOTHER CUSTOMER - fed up
waiting weeks for your estimate?

Need your computer repaired fast? Then send it now to the Number One Repalr Hi.'—x
Companyinthe U.K., or call In and see us at our fully equipped 2,500 sguare foorworkshop, T |

£10.95 £6.50 oius 1 Sop&p

Blus£1.5008p REPLACEMENT
‘—_J._( POWER SUPPLY

R -

\ _&1“35‘;1:
with all the latest test equipment avaliable. You are more than weicome \ | : : i
‘We will repair your computer while you walt and help you with any of your technical problams. il [ =
commodaore computers repaired for only £35.00, Please note we gove you a 100% low fixed b R B g WA
price of £19.95 which includes return post and packing, VAT, not a between price like some iy S E rﬂq.
other Repair Companies offer. We don task you to send acheque infor the maximum amount and - e
shock you with repalr bills £30 upwards, Don't Forget we are Amstrad aproved for quality and Gun st 1 230i0 PUE T Roemal | Spectrum replacement
spead, don't risk your computer toany other unauthorised repair centre, We dontjust repair the rrcammenoed retal AL LRI 1 ) power transtormer
fault and send your computer back, we give your Computer a:- pAlENased [Qetner: §peciy sultable for all makes

ot eoivE 16, ing o ke o of computer £9.95
oy e o STEO \ CosE1s0p & p
£9.00 plusE1 W ERD \
= spectrum keyboard
o\ membranes
WAES.S0 plUSE150p & p

Spectrum Plus spare
keyboard mempbranes

OVERHAUL WITH EVERY REPAIR WE DO:-

We correct Colour, sound, Keyboard, Check the loading and saving chip, Put new feet on
the base if required, Check for full memory, check all sockets including ear/mike and replace
where needed, All for an Inclusive price of £19.95 Including VAT, all parts, insurance and post
and packing. No hidden extras whatsoever. We don't have to boast too much about our
ceryice a5 we have thousands of customers from alt over the world highly delighted with our
service. A first class 1 tion for speed and accuracy. Don't forgef, we aiso now nave a
Service Branch In Manchester City Centre for whiije you wait senvice.

SPECTRUM SPARES COMMODORE SPARES £12.90 plusE1.50p&p
i)
z8 oy 300 | g526-CiA 19.00 i Z% 81 membranes
16 Rams 1 = L
2TX650 D60 g;;?_ :{ggﬁ:’;m :ggg E5.00 plusE1.50p&p
g 080 | soer1a-HouseKeeper 1300 =
E v P I
Ufnwé}trgﬁ:‘pnl\-Tmns-urmers 1::;; 901225 - Graphic Rom 19.00
Rom 1850 | 901226~ Basic Rom 15.00
CO R N E R Keyboard membrane 901227 - Kermial Ram 19.00
aﬂschg:r?memb o it i
rane
We regret we cannot Srisctrum Pius membrane. 1290 | 9Y84Rams-Memory 500
show all the components Metal Tempiates 550 Pﬂweriunmrv
available. JUSt give US 3 Keyboard Mats. L sl am
call and we can quote you Semreh:!'.-;nrl.l.;l 230 00 M prar pricesinclude VAT Dulghease aon Commodore
T 2 £% of BRCH OTdET 10
over the phone. delivery i b o replacement power
i A VAULT HEALTH WARNING!Y| atOIner -
VIDEQ ARNING!! plus £150p &p

Sending your computer to any other Repair Centre can seriously Damage Its Health ——

140 High Street West, Glossop, Derbyshire $K13.8H)
Tel: 04574-66555/67761 Head offite & access orders, queeries,
Manchester 061- 236 0376 while you wait repair centre only.

ciCopyright Videovault Ltd. No. 781022
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The Videovault will shortly be releasing the
most up to date and exciting catalogue ever

produced, our team of experts have scoured

the globe to find you all the latest software
and add on's for your computer, all the
latestin joystick technology, all the top and
tested software titles all at great discounts
to you. Anyone can apply now using the
coupon below and enclosing 2x18p stamps
for your free copy. We have all the top

;*31 branded items available, delivery by return
vgﬁ post (our usual standard). All goods Carry The saga Lo Profile

fe

our guarantee of satisfaction. Never has
such a catalogue ever been produced
before.

We will be updating the products a soon as
we have all the latest news available to us,
on all the latest technology.

SPECIAL EXCITING OFFERS ON EACH ISSUE

Top reviews, a 1st again for the Videovauit,
the No.1 computer company in the UK, (we
must be as all our competitors keep copying us.)

SPECIAL m

sy
i

-
i

the 1st 500 customers 4
ordering from our

SHOP UNDER S
ONE ROOF FOR ALDTHES—
TOP PRODUCTS AVAILABLE

A SAMPLE OF

OUR FANTASTIC
DISCOUNT PRICES

Professmna(;l(gvbcard i
Recommende
retail price £39.95
g:deovaylt
scoun
price only £28.50+ £1.50 post + packing, total
Computer repair and upgrade to Saga
£50.00 complete.
The Saga Lo Profile Keyboard has 52 ful
travel keys, featuring a separate numeric
keypad and printed keys. Your Spectrum
fits securely inside the housing.
Dimensions: 22x44x5¢cm. Suitable for
Spectrum 16/48K and Spectrum Plus.

s M\,§
< K T B 8 F & B & F B B 0 0 § OO 0 4

B PLEASE RUSH ME YOUR EXCITING NEW CATALOGUE 1
- § AS SOON AS IT IS AVAILABLE HOT OFF THE PRESS. §

'l | ENCLOSE 2x18p STAMPS TO COVER POSTAGE COSTS
0 MR/MRS/MISS

=ADDRESS

new catalogue will ##
receive free of '

3 ‘
o
]

charge a quartz

¥ 1
digital watch. No | /I

minimum order
value required.

JCUT OUT THIS COUPON AND POST IT TO:

lVIDEOVﬁULT LTD, CATALOGUE DEPT, 140 HIGH STREET WEST,
GLOSSOP, DERBYSHIRE, SK13 8HJ ENGLAND
P P R R R

POST CODE

BLOCK CAPITALS PLEASE




Producer: Activision
Retail Price: £7.99
Author: Lucasfilm

bandoned- technical sys-

tems are worth big dollars,

s0 techno scavengers like
yourself search unknown worlds
for scrap. Af last you have found
the big one, you have discovered
the Ep? Dorado of technology —
Kororis Rift — a mountainous
planet cut by valleys, where the
Ancients once tested their power-
ful weapons.

But first the planet must be
checked out. So with Psytek, the
Science Droid Systems Analyser
controlling the orbiting Scoutcraft,
you descend in a Surface Rover
carrying a Repo-Tech (RT) Robat.

On landing, the planet’s surface
is revealed, with an illuminated dot
display indicating the nearast con-
centration of Ancient technelogy.
Starting at the top of the display,

KORONIS RIFT

__ [mike |

* There's a lotto getused toin
Koronis Rift, but it becomes
woy&blewhenreuwmefeel

d ms;ag{n ! “m““i‘i"&L
aﬂ ing a little
they're quite impressive. T
is a distinct lack of sound; 1

didn’t notice a tune and the
effects are minimal - play it
with your Walkman on!! Obvi-
ously, it's notas good as its sis-
ter wersions, but taking into
account the fact that it | wasn':_
demgneﬂtamnonais;metm.
someocne's done a good job.

y werth a look - &
shom ‘em up with a differ-
ence. '

— 11/ f

"dewwrwmembﬂmmmsmwmmmgmmm
! —but they've done quite : ar

the Rover moves in the direction of
the hulk. A drive system movesthe
craft to the left, right and forward,
with speed and engine status

»  Fractal graphics from Lucasfilm animate the landscape through which you travel.
Watch out for those dangerous Guardian Saucers!

shown at the top of the screen. By
returning to ‘the Scoutcraft and
selecting the appropriate option
the next, or next but onerift can be
investigated.

To help in your efforts, the Rover
carries up to six modules: Laser,
Defensive  Shield, Generator,
Power Reserve, Radar, Enemy
Detection equipment, Fropulsive
Drive and other, as yet unknown
systems. Additional systems can
be overseen using the supplemen-
tary monitors at the top of the main
screen and are incorporated in the
Rover using an 'Add Module’
option,

Guardian Saucers attack in an
attempt to frustrate your scaveng-
ing plans, these can be destroyed,
or evaded by cutting through
passes and staying closeto moun-
tains.

The Rover carrigs a shield and
laser based on one of six different,

* Koronis Rift is the type of
w which takes hours to

started, there are so
many different functions to
mastered it's is great fun to
play — basically it is a shoot
‘em up game with a lot of
add-ons, The g area

:
: g
g
g

electromagnetic energy frequen-
cies. Shields defend best against
a similarly coloured attacking las-
ers but are less effective against
other coiours;, whilst lasers are
most destructive against dissimi-
larly coloured shisids.

All Rover systems require
power, with 10% being given over
to wieapons. When non-weapon
systems are  under-utilising:
energy, the excess is transferred
to attack and defence systems.
Insufficient power causes systems
to operate at reduced efficiency. A
reserve powsr display at the top of
the screen indicates levels availa-
ble for weapons, if these are low
shield efficiency may be impaired.
The same display is used to deter-
mine the requirements of addi-
tional modules and so avoid
excessive energy drains. The
acquisition of a beefier generator
unit increases power levels.

High radiation levels make it
dangerous for you to leave the
safety of your Rover when a hulk is
discovered. By stopping the Rover
close to the wreck and using on-
screen options, the AT Robot coi-
lects and brings back useful sys-
tems. Not all hulks contain useful
equipment, and only by returning
to the Scoutcraft and using the
analysing Psytek can you realfly
determine what is is of true value.

The Scoutcraft can be returned
to at any time where the science
Droid Psytek assesses collected
modules which pass beforeitona
conveyor. An inventory of stored
modules can be called upand indi-
vidual items analysed or disman-
tled.

__|cCOMMENTS [__
Control keys: A/D left/fright, S
tumews famard-%top. Zero. m

Jagsﬁek : Kempston, Interface

Uaof T quita rich
strikaeaai andwarkmhwﬂl
;xil?und ne tunsshnd %

Playability
Addictive qualities
Value for maney
Owerall




Producer: US Gold
Retail Price: £7.95

he Psi 5 trading company
carries anything, anywhers,
anytime, it has to... it
needs the money. At present the
big dollars are earned hauling
freight through the Parvin Frontier
to the beleaguered mining settle-
ments beyond.

As captain you have control of a
freighter headed for that space
quarter. Courses and cargoes can
be chosen to maximise reward —
but the larger the profit the greater
the danger; space pirates are
active en route, and may attempt
to board: But try and avoid them
and you could be forced onto a
route too long for your perishable

gandida‘tas for the six crew are
available, including aliens, droids
and humans. The ability profiles of
potential candidates can be vie-
wed and their suitability for the
mission assessed. Select the crew
with the best abilities for your jour-
ney — success may depand upon
it

— /mikel

e Sk o, et el
ing , ' was ;
expecting a good game. Asif |
n't know better! The con-
potential for amega-game, but
us aoLo’s version is far fram
that. I'm not saying that it's

‘bad, but if a game can be both
mind-blowingly complicated
-and still have insufficient con-

‘tent to make it interesting, then
Psi 5 iz just about as good a
cross as you'll be able to find.
Essentially, it's a fun, but1think
my general feeling, coming

PSI5 TRADING
COMPANY

Author: Mike Lorenzen and Mimi Doggett

The mission can now begin.

As ship's captain, you sit before
a two screened communications
console, a space scan on the left
and with the portrait of the crew
member you are commanding dis-

PAUL

B The action in the left-hand screen is being monitored by the crew-member seen
in the right-hand screen.

of the game is full of colour (and
method used, and the over-

as it's no fun to play. "

* | was really looking forward to this strange tradii
is that it’s just a bit too strange for m

. but didn’t feel that | could get anywhere with it. Psi 5 on the
um just doesn't work at all. I'm extremely disappointed with it

game —the thing
tation

the input-

could for

liking. The
, but is let down
sive keys. | tried all

played on the right. Screen indi-
cators give weapon Status,
motion, speed and heading.

Using the ship’s communication
system, messages can be passed

between depariments, tasks
assigned, priorities  changed,
commands added or counter-

manded. Crew members do obey
orders but are a wilful bunch, and
can take it upon themselves to
perform tasks if not instructed
quickly enough.

All departments are under the
Captain’s ultimate control —whilst
giving orders to one department
the status of another can be moni-

tored on the icon display. From the
navigation department course and
speed can be set and evasive
manouevring performed; a risk
monitor indicates if insurmounta-
ble odds lie ahead.

The scanning department
tracks and identifies other craft
and works clossly with the
weapons section. From here
target information, ammunition
status and past performance of
personnel can be checked. Both
friendly and hostile ships can be
destroyed, so they should be iden-
tified before engaging.

Equipment power is regulated

ay from it, is one of disap-
pointment,

action. To get need to persevere, due to there
being s0 many things to monitor at the sametime, The impressive
instruction comes in very handy for the first play, as it

r
ity by well animated and colo i Thm’nn:g;ltﬂa
sound, but it’s not needed and would be annoying. Overall

its smooth it probably won'tappeal to

any arcade game freaks. "

=010
e e

p»  From your command console, you can “talk’ to

the human, alien and android crew, as well as directing their actions.

-

from the engineering department.
Engines and defensive shields
{which require a minimum energy
flow to operate effectively) eat into
the ship’s power reserve. In order
to efficiently manage the ship's
systems, different departments
can have their power shut off to
CONSErve energy.

The repair department under-
takes damage assessment and
rectification to the ship's equip-
ment. Robodroids can help the
repair department's personnel,
but are not continually available as
time is taken re-allocating them
between tasks, collecting tools or
travelling to damage sites. Certain
crucial iterns should be fixed as
soon as possible — cargo support
devices, life support systems, and
power reactors are essential to
your operation. Should the ship
ever be allowed to flounder in
space with dead engines, shields
and weapons, pirates can board
and loot the cargo.

Protect your ship from too much
damage as repair costs are deduc-
tible from your overall profits.

_ [comments |__

sors, Caps Shift to fire and cur-
sors plus Enter for crew selec-
tion

Joystick: none

Use of colour: lots of colour,

but some inevitable attribute

clash

Graphics: detailed and nicely
nimated

Screens: one main playing
screen with sub-screen detail
General rating: A great game
m?has somehow lost poten-
in implementation; more
appealing to strategists than

Presentation
Graphics
Playability

Addictive qualities
Value for money
Qverall
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SHORT CIRCUIT

Producer: Ocean
Retail Price: £7.95
Author: Paul Owens

ur hero, Number Five is no

ordinary robot — well, not

any more anyway. All was
fine, until the unfortunate android
was struck by a freak bolt of lightn-
ing which raised his logical cir-
cuitry towards the level of human
consciousness, Now, to all intents
and purposes he is 'alive’ —and he
prefers it that way.

Number Five's creators, the sci-
entists from the Nova Corporation,
want to pull him apart diode by
diode, in order to find out how his
circuits have been able to assuma
human qualities. This doesn't
make the nouveau human particu-
larly happy, and he begins to plot
his escape . . .

BEN

U | don't know what to make
of Short Circuit. The first part
lacks depth, but is somehow
still compelliing = and the
second is merely an arcade-
pattern game (which also
appeals for some obscure
reason). The graphics are
very good, with the main
character well drawn and
animated - the rooms and
backgrounds are also pretty
(ifa Iglh sparse). The sound
is up to ocean 's usual high

some useful effects durin
. Short Circuit works
ut I'd recommend a couple
oftrial plays before buying.

The game takes up the story in
the Nova Robotics building, with
The factory complex displayead in
isometric perspective — that is,
three of the current room’s four
walls in view. Number Five is not
yet fully equipped to escape, and
begins by collecting a few items to
expand his powers. These add the
capacity to jump and fire a laser to
his basic capability of simply
trundiing around. A computer
printer in the status area monitors
Five's activities, and two bar
meters reveal the status of his
laser and mechanical frame.

To escape, Five has to leg-on te
the Nova computer. This gives the
robo-hero access to three prog-

ram routines: Search, Read and
Use. Search is the most vital,
enabling Five to examine desks,
cupboards, coat racks — in fact,
anything in the factory where
something useful might be hidden,
Linking doors between the
rooms are occasionally locked,
while others require a security
pass. Thersfore, finding kays and
passes is high on Five's agenda.
Before Number five can attempt

___[Ricky

out. ™

' Short Cirguitis one of the best film licences for ages and represants
%eﬁd value with the inclusion of & second, and very different, game,

e first part, the 3D arcade adventure, is constructed wiell with just
the right amaunts of exploration, puzzies and thought involved, The
scroliing printer on the siatus panel works to good effect giving what
could have been a rather dull infermation screen a bit of life. The
second part may prove frustrating as Five has only ong life and it's
really a matter of gradually learing what happens when —and making
sure that you're positioned in the right place. Well, worth checking

can jump and firé, but his shots
aren't deadly —thé guards are sim-
ply stunned. Other Nova Robots
also, pursue Five, and like the
Guards, they can be temporarily

there without being detected by
the Nova Helicopter, he can make
his escape to freedom. What he
gets up to then is another story
altogether. ..

> Dnh\gaspdnfdaskwk-Mbﬂﬁmmmw"gmeMHMsmamﬂmﬂnrhmmho?hhdnsﬁn].

to leave he needs to have in his
possession all the correct objects
and components. If anything has
baan left uncollected, he's
immediately captured. A success-
ful escape allows the playertoload
up the second half of the game -a
frantic chase.

The chase sequence sees Five
dashing over & horizontally scrol-
ling rural landscape. Number five
is s0 sensitive that if ha injures a
creature, grief overlpads his emo-
tion circuits, immobilising him for
a while and leaving him prey to the
Guards who follow his tracks. Five

disabled by faser fire. While the
fugitive is busy dealing with his
pursuers he must slso avoid
hazards such as rocks, logs, pud-
dles and the occasional lake — fal-
linginto the lake is fatal, as it shorts
out the robot’s circuitry,

A van awaits at the end of the
chase, and, providing Five arrives

R -

** Okay, so the film was quite
d for the mast part, but this

-in has captured none of its
excitement or  culeness.
Number Five moves much tbo
slowly for my liking, and takes
far too long to react to joystick
movements. The first stage
contains, some nice scepery,
but the general presentation is
very -hard on the eyes. The sec-
ond stage is very repetitive,
a.knd_fsrra fr.n'fat'aﬂa::rt Gircuit
very boring. and hasn't used
gg good points to bring it to

_|commEnTs |

Control keys: definable
Joystick: Kempston, Interface
2. Cursor

UUse of colour: monechrama-
tic on first game, and reasona-
by colourful on the second
Graphics: good use of per-
spective, and lively

Sound: funky tune and spot
FX, with more tunes onthe 128
version

Skill ievels: one

Screens: 64

General rating: Takes two
popular aspects of Spectrum
gaming and presents them
both fairly well. Worth a look.

Presentation 71%
Graphics 70%
Playability 70%

| Addictive qualities.  69%

Value for money 68%
Overall T1%




Producer: Firebird
Retail Price: £1.99
Author: Andrew Rogers

he ensuing battle between
the Federal Resistance
(hooray!) and the imperialis-
tic Galactic Empire (boo, hissl) is
still raging. After the successful
mission in Thrust you have once
more been deemed fitto take on a
new task; one that takes you to

P2112, a planet captured by the.

Resistance sometime earlier in the
war, The planet is atmosphetically
incomplete but the Resistance
desperately it as a base, 50 your
mission Is to collect valuable orbs
imperative for construction of a
purification generator to clear the
atmosphere.

As in the original Thrust the
player controls a small triangular
ship which can be manoeuvred
gither clockwise or anti-clockwise
and then thrust in the appropriate
direction, The scresan scrolis inany
dirsction so your ship generally
remains in the centre while the
landscape movas around it.

The first orbs are found on the
planet's surface and previde man-
oeuvring practice before penetrat-
ing the underground city below.

This is a vast underground net-
work of tunnels and open caverns
guarded by Imperial androids —
colliding with either the walls or the
droids automatically deprives the
player of one of ten shields.
There's a way in which to dispose
of the androids — by using a chem-
ical agent stored in boxes inside
the planet. However, expenmen-
tation is necessary as not every
chemical works with every
android.

As orbs are removed from their
helders and collected they are car-
ried along by a force field, rep-
resented by a dotted line sus-
pended from the ship. As the ship
thrusts the orb moves with the
inertia created, An extra problem
is that the orbs all vary in mass so
each has a different level of inertia.
Ifthe orb is destroved sois the ship
and vice versa. The game finishes
when the purification generator
has been successfully built.

f CRITICISM '

@ " | didn't think this wouid be
as good as its predecessor, but
even so | was expecting a little

more in the way of gameplay and

any thing eise.

G

P Theorbs tobe found on the planet’s surface are more for practice than

content than this, Surely some-
one could have thought up a
more original or exciting piot
than this. Thrust |l would be bear-
able if the graphics weren't 20
awful — as it stands though the
flickery scrolling is enough to
put anyone off playing for maore
than a few goes at a time. Even
for budget software this Is
below average - not recom-
mended, "

BEN

@ "' What a pity that the follow up
ended up looking and playing like
this. 'mnot saying it's abad game;
just that the original Spectrum ver-
sion did have its problems, and |
wouldn't have thought they'd be
too difficult to fix on the sequel.
Unfortunately, it seems that
they've just seen fit to update the
scenario and make a few adjust-
ments to gameplay. It still suffers
from some of the worst scrolling of
any Spectrum arcade game, and
the graphics are small and not par-
ticularly eye-opening. Not one I'd
recommend hastily to Thrust fans,

though at £1.99 some may well
look upon it as good value. ™

f COMMENTS '

Control keys: Q/W left/right, P to
:pmst L to pick up orbs, Space to
ire

Joystick: none

Use of colour: very limited
Graphics: small and linear with
very jerky scrolling

Sound: poor

Skill levels: cne

Screens: scrolling (of a sort) play

area

General rating: A disappointing

also-ran follow-up.

Presentation
Graphics
Playability

Addictive qualities
Value for money
Overall

TRIVIAL PURSUIT

QUESTION PACKS 1&2...

Domark

The best part of a year has passed
since we first saw a copy of Trivial
Pursuft on the Spectrum. | can
imagine that in this length of time
many copies have been shelved
because the amount of questions
were limited, with repetition set-
ting In as more games werg
playsd.

Surprisingly, DOMARK have
waited until now torelease another
adult question set, and have fol-
lowed the makers of the board
games quite closely by bringing
out a Baby Boomer edition.

The Baby Boomer edition Is
based on 'one of the most exciting
periods of our time’, well that's
what the inlay says, and to be fair
it doas offer a lot more enjoyment
than the high-brow Genus edition.
The questions are concerned with
three decades; the fifties, sixties
and seventies, and their entertain-
ment and events. Aimed generally
at the 'baby boomers' {childran
bom during the post-war baby
boom) this questlon pack covers
such topics as the Silver Screen,
Broadcasting, Publishing, News
{or olds even), The life and times
of... and HP.M which i5 the
musie haading.

Although a little too Yuppie for
my liking, | strongly recommend it
as a replacement for any worm out
Genius | guestion tapes . .. just
who was that last man on the
moon again?

The Young Player edition has
been around since just before

Christmas and is basically a
simplified Genus edition, great for
the seven to eleven year olds, but
niot much fun for anyone else. The
different headings are: Games/
Hobbies, People/Places, Good
Times, Nature, Science/Technol-
ogy and (rather surprisingly) Art
and Culture. There's a great deal
of variation in difficulty between
the guestions, which might put
some. of the younger players off.
Here are two typical posers as an
example: 'How many are
there in a decade?’ and 'In which
film did a nine year old Tatum

O’ Neal receive and Oscar for play-
ing a tom-boy?’. This is not as bad
as it might have been, as harder
problems are more often than not
accompanied by a set of multiple
choice answers.

Both *uniload’ packs cost £7.95
and consist of about 3,000 ques-
tions. The new question sets can
only be used in conjunction with
the criginal game, or alternatively
an whole new pack can be
obtained for £14.95.

S0 whether you're a baby
boomer of a baby boomer's baby,
or whether you drive a pram or an
XR3i, pomaRK have something to
keep you gusssing,

by BenStone,
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AUE WIEDERSEHEN MONTY  Jlereiateem,

"It's been a long time coming,
but the latest in the Mondy
series contains ail the atirac-

; 3 . ] p i3 tive points of its predecessars.
Producer: Gremfin O o, | e botam ot the saisen - | (Mo i e
Retail Price: £7.95 there are hazards which he must Airtickets letyouinto the Air Ter- | | /119¥8S 5?‘9’” to his répertoire.
Author: Peter Harrap avercome or avoid. Monty isn't a | minals, from here you can fly to | | 2 the diving 15

: o i t b Uperb. The countries contain
good swimmer, and can drown in | another location and straight into &
he good lifeis aver for Monty | water, ball bouncing beasts brain | a dog-fight with the Intermole air- ﬂwmmmfmmm
the chubby mole. Having | him, flying hamburgers finish him | forea. Clock up the points and bra- (b‘sis as don't ower), but
escaped from prison to a | off, and botties of drink intoxicate | ken baddies by shearing off the screens possess any

hideaway in Gibraltar, the villain- | him. Initially the mole has six lives, | Intermole tailplanes. real individual characteristios ~
ous burrower from Monty on tha for instance there's no
Run finds that he's no longer safe Spaniards walking amhu;rd the
from the attentions of intermole, f RICKY j place or oranges on f #ﬁ
the international crime fighting | | f'” the Spanish section.
organisation. “ Auf Weidersehen Monty is written in Pete Harrap's usual style, ia iedersehen Monty 'Sef"-em’g
Monty's only hope of salvation mtanﬁvme?msabialmmﬂm graphics and the infuriating puz- playable —basically gzre
lies on a Greek island, but onlyifhe | | zles. As usual, it's a case of learning how to complete each same with & - extra
can acquire sufficient monies to | | Sereenin the bestway before progressing - itisn't always possi- SEregs
buy it. Before he can do that the ble to return to a screen below the present one. A planned route
rascally digger must pass through is essential if you're going to get anywhere as just launching into
Eurcpa, performing at least one a screen and hoping tnﬁnwoﬁﬂ:s rarely effective. I'm guite happy Only. when every fask in the
task in each of its nations. The with lh]s, and wuuldn‘t object to paying out the eight quid asking game has been compieted, every
continent consists of 80 platform- price. Eurocheque collected  and
filled screens. These can be slip- Monty's Swiss bank account
pery or sticky; disappear beneath number discovered, can the
the mole’s paws; blow him info the meney be called safe and the
air or allow him to go walkabouton | B Like any good tourist Monty likes to get to the top of the Eiffel Tower. island purchased. That done; our
their undersides. hero can toast his future and look

Maenty moves left and right, and
travels upwards by bouncing or
using ladders. As he progresses,
the scratching scoundrel comes
across items to help him to-com-
plete the required tasks, these
include airline tickets and even the
Mona Lisa, Such objects must be
picked up (by walking into them)
and taken to the right place before
they can be of use. Up to four of
these articles can be carned at any
one time, with these displayed at
the bottom left of the screen,

Money is gathered in the form of

out for a gangster's mola.

—___[mikel

“lt's been quite a while
since there's been a platfarm
game of this quality bouncing
around, 5o it makes a pleasant
change from the continuous
fiow of arcade adventures and
shoot 'em ups that seent ta be
filing the review p
recently. Some may moan

it's the same as the rastafthe
lost. Eurccheques, or IImarr-ed series, but | think that it's a
whenever Monty completes a good colourful, smpath,
dodgy bit of business, Points are mbv“g'gmphm Ifets\of(ﬂf..

also scored, and a further six lives
acquired, by picking up objects.
Mr Male's account is displayed at
the bottom centre of the screen,
with the points total to its left.

ferant sgreens, and an interest-
ing am'l addictive  game.
design. *

»  Monty Mole is back again, bounding, leaping and flying through Pete Harrap's mean caverns. _}IGOHHE"TS !_

Control keys: O left, Wright, P
up, L down

Joystick: Kempston, Cursor,
Interface 2

Use of colour: a multitude of
colours with few clashes
Graphics: familiar Monty Mois

style
Sound: a happy title mne and
adequate spot effects —
version contains nice musk:

mmulggih. one

Screens: eg_l

General rating: Afine continu-
ation of the long-standing
Monty Mole theme.

Presentation
Graphics
Playability

Addictive qualities
Value for money
Overall
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Producer: Code Masters
Retail Price; £1.99
Author: lan Richards

hen the Sun's rays were
na longer strong enough
to heat the earth, Man

burrowed deep beneath the
ground, harnessing the heat gen-
erated by the planet's core to sur-
vive. Each successive generation
burrowed deeper and deeper to
capture what remained of the
diminishing energy force, and as
they moved core-wards, deadly
weapons were left behind to fend
off any alien invaders,

After many years in their subter-
ranean prison, the remains of
Mankind finally left their dead
planet in search of a new home,

/TRANSMUTER

“ Transmuter plays quite
well (despite its shoddy
appearance), and with a little
perseverence it proves to be
very compelling. The
graphics are fair, there's a lot
of detail in the cavern scenes
and the screen scrolls well,
but your craft flickers horri-
I:Iy.%a sound is also well

average - in fact, the
tune on the title screen
doesn’s sound like a Spec-
trum atall

S

LR

B At times the graphics seem to have returned to those old Penetrator days.

__/mixe |

games o

5 usual? liker'shoot ‘em ups, conseguently | a_n_fa%'sd my first fow
Transmuter — this didn't last long though.

ressed, and the mere add-ons | collected, the more infurlating it
became 1o lose a life and have to restart. The graphics are fire,
but'mafraid thatall that stopping and starting put me off for good, "

he mere | prog-

leaving the deadly legacy of
weaponry in their wake,

However, it was inevitable that
Man would eventually return to his

his super fighter (top lefi).

B Overlord Tenz hurtles through underworld Earth on his mission of reclamation in

Producer: Gremlin
Retail Price: £4.99
Author: Rob Toone

he latest in a long line of
Breakout rewrites comes in
the form of Krakout from
GREMLIN GRAPHICS.
An-arrangement of blocks fills a
three sided screen, with a contrall-
able bat at the open end. A ball is
launched into the playing area and
ricochets around the screen,
destroyving the blocks on contact.
When the ball approaches the
open side, the player keeps it in
piay by moving the bat up or down
into its path. The player starts
with a supply of three bats,
Not all blocks explode on first
contact — some absorb two or
three hits before they disappear,
while others spin 1o reveal a letter.
Hitting lettered squares a second
time gives the player an advan-
tage, or 'supercharges’ the bat.
Animated characters float about
the screen, affecting the bat and
ball on impact.

36 CRASHMay 1987

An options scresn allows
aspects of the game to be
changed before play, these
include: placing the bat on the left
or right of tha screen, varying the
speed of both bat and ball -and
switching the effects on and off.

! CRITICISM '

@" This is dead boring, unplay-
able, and has no lasting appeal.
The graphics are all right, the
sound isn’t too bad {although
there could be an in-game tune)
and the options on bat and ball
speed are anice touch -butthey
don’t help the overall feel. "

old home:

Overlord Tenz, one of the first
pecpls to be bormn on the new
warid colonies, is despaiched to
destroy the defence systems of
underworld Earth and make it safe
for mankind's eventual  return.
Tenz travels to Earth in the most
miodem of fighting craft, carrying a
standard photon cannon. The ship
also contains one awesome addi-
tion — the Nucleonic Transmuter —
a device capable of sucking in sur-
rounding raw energy and convert-
ing it inic pre-programmed forms.

An energy counter at the bottom
left of the screen gives a running
total of captured energy units.
When a unit has been acquired a
Transmute option appears on
screen, choose this (using the
select key) and the ship is equip-
ped with extra manoeuvring
speed. Otherwise, the energy unit

“
KRAKOUT

@ Krakout's graphics are nice
and fat, and they move smoathly,
but the overall effect is really tedi-
cus. The blame oughtn't fall on the
programmers; they seem to have
dorie their job well enough, but the
unfortunate thing is that the origi-
nal concept is neither exciting or
addictive. It is playable, but-only
once or twice. "

MIKE

Z COMMENTS '

Control keys: P up, L down,
SPACE fire

Joystick: Kempston, Cursor,
Interface I

Use of colour: bright and distine-
tiva

Graphics: well defined, if occa-
sionally flickery

Sound: minimal

General rating: A reasonable buy
if you like the game-type, but the
concept’s an oid one.

—__[pauL]

4, %5; pay mare? Announces

the Screen  logo.
Indeed, why should you when
You can a perfectly good

Nemesis-fvpe at a budget
price. The anh-%wng that put
me off was the lack of pace
(even collecting extra speed
does little to quicken the pro-
ceedings).

can be saved until anotheris col-
lected and a second iransmute
option is offered. This adds fire-
power to the photon cannon, a
third equips the ship with missiles,
four energy units supply’ a Laser,
five a for a weapons add-on and
six for a shield ta protect you from
enemy fire and collision. :

As Tenz moves into the caverns,
the dormant defence system kick
inta life and attack. Tenz can move
his craft up, down, backwards and
forwards to avold these (and the
egually deadly contact with tunnel
walls). One hit is needed to dis-
pense with enemy craft, and sev-
eral to destroy a ground emplace-
ment.

__|comments| _

Control keys: defineable; Laft,
Bight, Up, Down, Select, Fire
Joystick: Kempston, Interfaca
2

Use of colour: black back-

grounds and minimal variety

aisawhers

Graphices: flickery spaceship,

but generally good

Sound: great title tune, aver-
e effacts

Skill levels: one

Screens: four

General rating: An Interesting

and fairly priced horizontally

scrolling shoot 'em up.

Presentation 65%
Graphics 53%
Playability 50%
Addictive qualities  42%
Value for money 50%
Overall 46%

Presentation 71%
Graphics B2%
Playability 67 %
Addictive qualities B3%
Value for money T3%
Overall 68%
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O HUM, er,um . ..

Poor lan Stewart at GREMLIN

GRAPHICS is in a bit of a tizz. And |
know exactly how he feels — this poor
comps minion has to do most of the work
round here as well. You see, amongst all
his other problems (which are probably

dear chap hasa game corning out around
Christmas time, but it's lacking a hero -

as Monty Mole, bouncy Thing ona Spring
{coming to a Spectrum near you soon —
see Previews this month) or Jack The Nip-

per

So, thought he, wouldn’t it give him a
chance to put his feet up on that spiffing
new executive desk of his, sip a cup of
tea, and generally take life just a bit easier
if CRASH readers came up with a new
superhero to star in the aforementioned
game? Yes, it would, lan.

Not only is there every chance of your
invention being put into motion, but
GREMLIN GRAPHICS are throwingin a brand

it heen set for fhe Spec-
= ﬁnﬁdﬂ;&nﬁh. m;ﬁ ig saild 1o b&l:g:;ni
Asmaﬁmingnsouisidemrcmtrd, Cﬁsﬁﬁuid e
LM GRasHES MUst state that artrants
pared 1o wail for its arrvat.

more suited to Lm's Hassles column)the 1

someone with the same sort of charisma

new, unused, sparkling and untouched
Sinclair Spectrum -+ 3intothebargain
(vou know, the one with a built-in disk
drive, whicheveryone is still pretending is
dead secret — no more tape tangling, no
more waiting ages for games to load).
Even if you're not the lucky one, the
next ten commendable attempts drawn
out out of the hat win themselves a GREM-
LIN GRAPHIGS T-Shirt and their choice of
any GREMLIN GRAPHICS game.

What we want are imaginative drawings
of acharacter you must invent, with illust-
rations on how he (she, it, they) move. And
don't forget to show different viewpaints
of your character too, so Mr Stewart can
see the new superhero’s shape and poise
from all angles. |
Onece you've done that, pop your glori-
ous designs (as many pages as you like,
but no larger than A4 size please) into a
envelope and send it to: GREMLIN
SUPERHERO COMP, CRASH, PO
BOX 10, LUDLOW, SHROPSHIRE
SY8 1DB —to arrive no laterthan 25 May.
Wadda y'waiting for — get scribbling —
and while you're doing it, don't forget to
scribble down your name and address!




Sorry about the reduced number of pages this month, but they

told me there were too many reviews o fit in, and I'd

eaten up 32 pages with the Playing Tips S 1l
. was quite enough Mangram for one month, Oh wel
| There's two related points-of-view debates in this Forum, one
| GONCerning IMAGINE'S Arkanoid, and another on the guality of
| licensed games. Interesting stuff too, Iit's from the bunch on
| Iioans_e‘d_gamesmat-i'-\re-ﬁhosanﬂﬂsmnmﬁ!spriznwhrdnglpﬂe_r.
| The £30 worth of software cholce goes to Shashy Dass from
| Hailsham in East Sussex.

\

oot Ry
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ARCADES THE BETTER

Dear Lloyd,

Recently we've seen a burst of
licensed games, both from the
arcades and the entertainment
sector, the cinema, TV, and com-
des.

Some of these games have
tlirned out to be playabile and
addictive, some horrendously
inept. In my opinien, aven if a
licensed game is playable, it's usii-
ally a disappointment.

| agree that games such as
Scooby Doo, Top Gun, Rogue
Trooperand The Lord of The Rings
are fun, but in my opinion they are
wasted licenses. This isn't due to
poor programming but the cause
of hardware limitations,

Scooby Do (the cartoon)
involves Some kids rushing about
solving mysteries, accompanied
by acowardiy and inept dagfheu;
sef disastrous traps, using Scogh
as bait, and through divine inter-
vention apprehend the wrong-
doers, How can anyone hope to
capture this on an 8-bit machine,
running at 50my/s with noindepen-
dentgraphics or sound chip, while
trying to make the game joystick
confrolied?

Rogue Trooper searches for an
army traitor, and the key factor is
the interaction between him and
his bio-chipped comrades, each
of whom have individual per-
sonalities. These bio-chips oper-
ate in weapons, and can do so
independently of Regue. Again, a
very difficult concept to capture
with present micro-computer
technology.

| agree that cartain games such
as Highlander, Judge Dredd. and
Tarzarr are just examples of stock
games with the main character as
the sprite you control, but my point
still stands. I'm not disputing the
playability of Scooby, Cobra, Top

Gun and so on; but | don't feal the
games capture the atmosphere
that the main character generates
(Scooby acting brave!),

Is it not better for software
houses to obtain licenses for
arcade games if they lack original
ideas of their own? At least the
madium in this case is similar,
making the conversion easier.
There have been many excslient
arcade conversions, Ghost 1’
Goblins, Green Beretand eventhe
conversion of Space Harrier and
Gaunilet wera yery close.

All | am saying is that software
houses should be practical and
realise their own, and the
machine’s, imits. | doubt that even
if LEVEL 8 and iINFocoM joined torces
they could convert the feeling of
Stephen Donaldson's White Gold
Wielder books, Ma}ﬁ:’a it there was
a cutback on film, TV. comie
licenses, we could see some risly
exciting concepls come out ofthe
tired software scens.

Shashy Dass, Hailsham, E Sus-
sex

There's no doubt that a licensed
product frarm what you call the
antertainment field can hardiy-ever
hape to capture the atmosphere or
feeling of its source, and that such
games must remain a marﬁcert;zgr
exercise. Yes, it's a case of differ-
eni packaging, often similar game
Scenario and a redesigned sprite
doing much the same things. |
think, though, that whatever the
seurce matendl, itis the games
aesigners who make the real dif-
ference, and it's their responsibil-
ity ta ring the changes and biring
fresh perspectives. | wondar
whether your view that arcads
licences make betier Spectrum
games than TV/film/comie tie-ins
[s"shared by other readers?




e e e =

Dear Lloyd,
Kidd's editorial (issue 38)
E“Pmﬁﬂhd‘lha trusth of witat Ha
happening to the Sﬂﬂwara

gm“"‘;',ﬂ“‘* i yase. i e
i‘ndm White Dwarf

- adense: &Ouﬂ.‘ﬁeﬂf
mnt‘l'eragWe in the very out-
ermost layers. It nat gone
there on its own however. The
noumefﬂllawad by the software.
industry was by no meansinevila-
‘bl and need not have led to this.
The blarna doesn'tlieatthefeet
of the soitware producers alone.
Aﬂarsll lt'samugtundus'( and if
five'bad games are to
finance one gocd one, se be-it. In
fact the blame lies also at the fest
‘of the promoters of the software
industry — the mi ines.
Several years ago, at the end of
merﬂghlyacttva indey tera,
the time were not
siow ta sell ﬁma big bang' idea ~
that the industry might lose many
Gompmmsbu‘t gain a smaller,
more: Acore. Andalthough
it would less products,
wm\:-lreusgamas ofanigher qual-

dﬂganergwe

ity than before would be produced
because of the calibie of the com-
panies’ in-house programming
teams. Now you yearn for small
campanies and freelance prog-
Tammers,

Computer magazines actually
used to criticise the industry more
than they do now. When tie-ins
and licensing deals first appeared
we never heard the end of it. Dur-
ing this period.of deterioration the

magazines
ity more silent. Strangely, you all
remained over-anthusiastic about
the quality of the games you
reviewed, seeming to be blinded,
94 1he femu B Hpan You o
COmpaEnies | saturated the mﬂ]"‘l‘(gt
with newreleases and raked inthe
profits, Gamas without originality
and pofishgraphically, orin playa-
bility, were give CRASH Smas|
.wﬂmgedmmng TI'IE"H m gy
¢ ﬁ: you were

o RUses10 {.!l‘ogguoe a
glowing review.

1f you really wish for a refum to
the innovative, CRASH, do not
mm@ﬂﬂmaﬁ bemgmmm

seemed o grow stead-

incredible mmg YOU'vE Bver Seen
in your propaganda — sorry, pre-
view settion. Most games do not
turnout as good as their mock-up
screans suggest, and if the game
-on sale before a final review

is given you could be supplying
software houses withtheincentive
to rusha game in the interest of a
quick profit.

Gl H's influence on software
buying must be great, It's hearten-

:ngteIsaadeecmdmmah_

the type of game you were giving
60 percent reviews to before
Chns!mas but ultimately the
power to right the industry lies in
the hands of the gamers-buwng
public. Reader! If you wish to see
better games and a future for the
software industry, then buy origi-
nal ideas from companies who try
to produce the best software with
every release. If you wish to see
millions of film tie-ins, a dozen dif-
ferent versions of the same idea,
and the eventual demise of Spec-
trum computing, buy film tie-ins
beforeseeing thereview, fromthe
companies who place more

THEORY

ortance on the quality of the
a than in the quality of the
ﬁeﬁrﬁmm Penicuik, Mid-

Formy own part, | never recall
either crying out for, o prometing
smammn,m' of amalgamating
into larger,
mfammrpmuaﬂs -ard lGont
CRASH ever promoted it
either.
vams D.sflm mngedm glve
Same | what's
from GRASH Wﬂﬁmgef ussdm
don't approve of it
happen.

fyt
quﬂ!strmgrydeubrmg .
oot e
J'“S!‘ takeadva s
# b}’bemgm“dﬂ’e

make ﬂammn-fa.' sense, Other-
wise, d&BrGﬂm. {suppmmr
ﬂmrbs and feslings.
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thay
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am WWarcester.
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4 tave:sel upd
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@the Dark Empire fear has been the price to
fiy for the privilege of life. Until now! The
WLiberation Force has arrived to free the
" inhabitants from the rule of this evil force.
All that remains is for you to take command.

Dark Empire is a strategy game for one or two
players from- Lothlorien, the Specialists in
War and Strategy games.
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Dear Mr Mangram,
| was just sitting at my computer
deskinafit of boredom and gazed
upon the Land of Mandragore
ster which | received free with
RASH ane month. And miy atten-
t!on was brought to bear on the
three logos at the top. One for
CRASH, another ZZAP! and ane
for AMTIX! = that Amstrad thlnggd
Anyway, | studied the ZZAP!

NEW CRASH LOOK

loge and theught, *Wow! Amazing
3D perspective!’ | looked at the
Amstrad-loga-thingy and thought,
‘Wow! Excellent shadingt” Then |
looked upon the CRASH one and
thought, ‘Hmmmmm . . . yes, |
fike the nice, boring 20 represen-
tation of a few letters and sparks.”
(A heavy tint of sarcasm there).
Justface uptoit Lioyd, the CRASH

logo is unimaginative, out of date

and pretty crappy in all other
respects.

I think it's about time CRASH's
lego had a face-lift (maybe a good
idea for a comp), so get those
scumballs in the art departrnent
drawing. Make it exciting, profes-
sional and get rid of those stupid
little sparks which cheapen the
overall effect and make it look
amateurish,

1 know that if this letter is printed
'l probably get a load of hate mail
from people saying thatit'sfineas
itis, but | will stand by my opinions.

Don Elliot, Beaworthy, N W
Devon

Okay Don, let's see what the
readership thinks! I'm very
attached to the logo, Sure it's not
very sophisticated, but it was
designed purposefully ta be
bright, sharp and stightly crude in
effect. Try standing in a crowded
newsagent, twenty feet from the
the magazine stand, and see
which computer mag's litle stands
21'1‘1 the mast!

WHATEVER HAPPENED TO?|

Dear Lloyd,
One of my favourite sections of
CHRASH has disappeared! The
section | refer to 1s Merely Man-
gram, written by your illustrious
saif. ltused to be such an interast-
hgmtellhgus all about new
%mng out. | know that’
has Preview , and
thess arevery colourful, Wt ot so
many games are covered as in
Merely Mangram.
#mha Questionnaires hava
shom in the past, Merely Man-

popularand always
m&h h%veﬁng Tknow that
Eoc'm pushad for time Lioyd,
ause of LM, 50 someone else
«could do it, like one of the raview-
ers, Just think you could call it
Meraly Mike or Previewer Paul or
something!
Has the Gomps Minien. gota
nﬁ?aﬂ Can we sea a picture of
?

“Steve, Meraly M

'",rh;-_,-l‘l ﬂ 5 :
I ETE :1|| 0:_‘ 4

What has happened to Ol
His drawings are not asimpressive
as they used to be,

Axe Hall of Slime and print the:
scores as in ZZAP! You could still

print photos of High Scorers for

certain games, even including the
score if you fee it's needed.
Steve, Halesworth, Suffolk

As you can see from thisissus,
angram has
returned! As for the Comps Min-
ion, don'tyoulmawtbafmfnfons
dan'!‘havanms?mﬁa
Muslraﬁ‘anssaemas asensr
praﬂybusybetwaenl‘hme
maggzines. The Hall of Slime is
being t,.and takes a holi-
day this issue after three years of
hard work. Discussions fake place
evenas | write about how it will be
brought back

i ;

ADVENTURE PREVIEWS

Dear Liay
D\rerthsfeurymmlhave owneda
i I've collected quite | gm
whiy 6h why can you :;puntoh-ans
hand the number m??pﬁ'é’ﬂ?
WP"WBM
Plaase, please, tell Derek
mwuarmms ?ﬂ';w md
usa venture
Annther point: In the April ?&;
t
mfﬂ‘?eﬂﬂﬂmmadmwm 4-15
?ﬂm Shotbolt's fetter). | amonly
and know quite a lot of Spec-
| trumowners who ar_e'thg sameags

as me, and every month
CRA&H . Soplease tell me why you
say 14-1

Richard Ballqr, Newton-le-Will-
ows

e o e
eyes wher he gets fils copy. Actu-
aﬁy%‘mamﬁgacﬂd&fmadafs
asdaﬁmdhy.‘asrmr
%ﬂmﬁﬂﬂ& the
higgest single age group in the
readership is 14-15. 'r'?m‘sme
;v:gfh‘s‘{arwasj,ammatswhyr

LM

OLD POKES FOR NEW

Dear Lioyd,

I read Paul Haﬂsonslet‘terin the
last issue, and I'mtotally in agree-
ment. ‘Spectrum owners
bought thelr

second
{as | did) and got a load of

gﬂrrsss-cidmasr ninfree.

Of course, being pmviausiy
nan- rum owners they would
also have been non-CRASH read-
ers, ::?H they've all l:mall masam
ancient, mega- games
have notips or POKES for them. So
the games get thrown anto a shelf
o dust.

@, in comes gZKarmzmg idea.

Printail your old Es, mapsand

tips inan anntial devoted solely to.
‘cheating'and charge a gquid forit.
That way, you please all the rela-
tively recent Spaeer owners, and
you get extra cash for your
monthly booze up with the Spiky
Haired ones!!

Daniel Heap, Maidstone, Kent

It's eartainly an idea, and one ['ve
swn men sevearal Forum
antly. Perhaps the extra
Pfaymg Tips Supplement this
issue will go some way to answer-
myowmaym Daniel

each game the most REALISTIC of its kind!
PREMIER II :

Reporl, Full Team and Sul

1eams), Transfer De n Selec

ance, Printer Optien, Save Game and MORE!

EUROPEAN Il :
phera of European
Bt (wih SUGDEN DEATH). 2 Substiutes

Ties, 7 Swill Leveds, Disciplinary

Fandom Draw - All Rounds, Prln‘ler Option,

nary Table, Select Tour

competition urL‘gmﬁG&S Extra Tirme, Fenally
Draw, Changa

simuation — Goal Times, Bookings,

via our First Class Service. All are

and are securely packed.

ment Stralegy Game all soocer enthusiasts.
Eomh o T CUALITY. BAMES vees the. STAR
available mem of urcomputer and  is
PACKED with MFE!TU ES to make VALUE

A COMPREHENSIVE AND EXCITING LEAGUE GAME — Can you handla
all-of this? ~ Pia All Teams Home & Away, Full Sg
that allows tl' !0 buy any player in league/sall your players o any oiher team, Pre-Maich
& itute Selacton. Choase Your Own Team Style, All Other Teams

have Ihe1r awn SME Match Injuries, Match Substitutions, Hall Time/Full Time Scores All
Matches, & Recorded Goal Scorers, Full League Table, Fxiure List. Team Maorade {ail
mands; t Their Strongast Team, Injury Time, Financal

Probiems, Match Aftendances, Bank Loans, 7 Skill Levels, mnage(s Salary, Change 1
PlayerTeam Names, Continuing Seasons, Job OHers or Dismissal based on your perarm-

A SUPERB EUROPEAN STYLE COMPETITION — E
Ties! — Home & Away Legs, Full Squad Listing, Full Peralty Shoot-

Substiute Seleclion, Away Boals Count Double, Exfra
Tabie (showing any MATCH BANS), Full Results List, Full

EUROPEAN Il includes a comprehensive Text Mat
TURES — Malch Timer, Named & Recorded Goal Scoress, Comers, Free Kicks, Goal Times.
Injuries, Bookings, Disaliowed Goals; injury Time, Penalties, Sending Off and MORE!

* SPECIAL FEATURE — transfer your PREMIER Il wannnng Side into EUROPEAN Il *
Both these GREAT games can be played separaiety or as companion games

WORLD CHAMPIONS : A COMPLETE AND EXCITING WORLD CUP SIMULATION

Takes you from the fiest warm up friendlies through the qualitying slages and on fo THE
FINALS! — Select Team From Sguad of 25 Pla
Away Fitures in Qualifying Round, Pra-Match
nants, Full Lea

Tayar/Teamn names, 7 Skl Levels, Printer Option, Save Game, Full Results
List, Post Match Injury Repord, WORLD CHAMPIONS includes a comprahensive text match
Imjuries, Named'Recorded Goal Scorers, Injury Time,
Match Clock, Serding ON. Penattes, Corners, Frae Kicks, and MORE!

All games available for ANY 48K SPECTRUM

Games supplied on tape with full instructions @
£6.95 Each Inc. PAP (add £1.00 outside U.K.)
Great value — Any 2 Games Deduct £2.00
FANTASTIC VALUE - All 3 Games Deduci £3.00

These games are avallable by MAIL ORDER ONLY
IMMEDIATE DESPATCH by 1st Class Post

From: E & J SOFTWARE, Room 3 , 37 Westmoor Road, ENFIELD,
\ Middlesex EN3 7TLE J

FOOTBALL MANAGEMENT

.- SKILL...TACTICS...DECISIONS...
E & J Software offer 3 CLA-SSIC Football Manage-

STRATEGY...SKILL...TACTICS...

uad Detasts Al Teams, Transter Markel

y the atrmos.

. Pre-Match Team News, Full Team And
Terne, Hall Tiene & Full Time Scores Al

Player Team Mames, Save Garna, h
Simulation with these GREAT FEA-

rs, Salect Friendly Matches, Full Home &
eam News, 2 Substiutes Allowed, Buiseapii-
e Table, Players gain expénencecaps 45
oot-Cht, Quarter Final Group, Full Random

available for
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CONSOLING FACT
Dear Lioyd,
Retarring to Mr Bailey's letter of

a few more reasons why games
consoles will not, in my view, suc-

Whilst game consoles have

the month i feell oughtto underline:

its fast pro;oea‘smﬂ.n raphics with
256 colours and |?a-quall.ty
sound, will probably loak like the
most exciting and affordable pros-
pecton thehorizon. However, asa
confirmed Acorn user (| own a
Spectrum too) | can almost

antee that Acorn will fail the

M on price — but there are

always hopes! This bring me con-
veniently to my first point, that
games consoles will probably be
superceded within a year of their

release, in areas of graphics,

sound and programming.

If you have read any profiles on
c:omputergmgbram'mersthentharﬁ'
isusually the obligatory paragraph
on their exploits with ZX-80s and
16K RAM-packs, VIC 20s, 16K

ectrums and other early micros.

ith games consoles, new prag-
rammers will become a rarity,
because no one can pogsibly start
computing programming in X80
machine code or assembler. New

—

superior graphics and sound than | programmers will always start with
maost micros, the Atarl STs and programming in BASIC and then
| Amigas demenstrate what the less s{cwm rass by sing other
expensive computers will be like ! ‘s routines to eventually
in the next or two. If you saw competent program-
last Micro-Live, then the .mmgge MEers.
JAcorn RISC Machine (Agﬂ} wi Most programmers then settle

48k SPECTRUM
Fad up with ordinary fruit machine games?
“r NOW +
A fruit machine simulation with the most up-to-date features,
sound and graphics

FRUIT 2010

< For fruit machine axperis to fun players
# The most advanced and realistic fruit machine simulation
FEATURES: Real reals — Gold Aush - Roulette-style-gamble ~ £100 jackpot
—Holds — aasy keys — Nudges — HIGH- Rted Spinning Reels — Save Down —
Large Graphics — Mystery Box - USES ALL 48K ~ 12 different fruits — su
spund — Cash Run = MULTIPLE ODDS - multi-colour = MAX. NUDGES -
Numbier board
PLUS LOTS MORE

Please send £6.98 which includes P& P
Cheques or PO, to—
ROSSWARE (CR), 646 London Road, Westcliff, Essex S50 SHW
FOA FAST DELIVERY

Software from ROSSWARE

NEW TRANSFER PACK 3 — for spectrum
tape to drive

A software system to convert many TAPE based programs to your
DRIVE (no matter what typa) + OTHER USEFUL utilities. Most jerky
programs are EASILY converted to drive, Pack has at least 7 programs!
INCLUDES MANY UTILITIES {e.g “val® creator, bytes chopper/splitter,
TAPE UTILITY — neede to convert baud rates.) Opus/Bata owners add £1
for optional extra program.

State TYPE of Spectrum & nama of drive when orderingie.g 128k Spectrum
and Microdrive), £11.99 on TAPE (£12.99 on Cartridge — 48k Spectrum only)
(£8 if updating)

INFORMATION SHEETS — approx 8 transfers of popular programs, per
sheel - needs TP3. Special offeriwih SAE) - No's 1 to 20 only £4.50!
Wos 21-30 anly £3.50

MICROTRANS 2b - for m/drive to m/drive back-up + easy ERASE, tape
fo dnive (incl headerless) ~ does MOT cenvert programs. Includes
MICROTAPE and RUN rams, Only £3 on tape. £4.50 on Cart. For
any Spectrum.CODE COMPRESSOR - £3.50

Owerseas: add £1 Europe, E2 others each product. SAE for details,

NO RISK! — ALL OUR PROGRAMS CARAY OUR MOMEY BACK
GUARANTEE [not updatas)

with a certain computer for a few
years before moving on to mare
[ machines, the Atari ST,

r axample. Console upgrades
are unheard of and attermpts at
making them have been unsuc-
cessful, note the Coleco ADAM
machine whose price dropped
$100 every month! :

So no matter how brilliant con-
sole manufacturers make their
machines, the market will always
catch up with them, improve on

You're guite right. What is the cur-
rent fad for ing new games
consofes alf about anyway. They
had theirday years ago. Unless, of
course, it's seen as a way of bring-
ing out all those old cartridges
onceagain (for about £35 apiece),
i."il‘d recouping their losses.

Dear Lioyd,
Concerning the letter in Issue 39
from the Hopeful Editors of a
Magazine; | was particularly
interested since myself and a faw
friends decided to start a fanzine
just after Christmas. Although our
publication, Fantasy Unlinited, is
not primarily a Speccly mag, it
does contain some relevant Spec-
trum computer articles as I'm the
only onein our group remotely into
computers.

| was curious as to how these
Hopeful Editors came to the deci-

tasy Unlimited's first issue came
out-at the end of February and
even then we were very lucky 1o
get it printed at all,

First of all, make sure you aciu-
ally want to start a mag, then ask
around for photocopyingfacilitios,
asking some business people il

can use their coplers. This is
the first major hurdle, getiing the
mag printed, and at a low price. |
won't ga into all the details, but if
you're determined and you have
money to spare; then nothing's to

e o
ON BECOMING A PUBLISHER

stop you. Don't ket the production

ERAR HERI
RLAST ouT!

siontowanttocreateamag. Fan- | of the magazine become a drag.
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‘LITE UP MY LIFE

Dear LI

After reading about the Eiiteless
128 owner, | decided to writa in

praise of FIREBIRD'S Service, Dis-

covering that Elite woukin‘t load

removad), | ran | FIRERIRD and
asked advica; 2y told me to

“send just the tape and they would

sendbackthe new version whenit
was (Date Feb 86, 128 ver-
sion of expected May 36).
Two weeks after sending the tape,
| received a letter stating that the
new tapes would be inJune
atthe earliest, four month wait! My
little brother (rated Dangerous)
suffered severe withdrawal

you must enjoy it, or there’s na

aint.
f Last, the library shiould be halp-
ful in supplying you with info. Ask
for books about Graphic Desian,
they will contain all you need to
Know .. .

| hope this letter has been of

some use to prospective fanzine
starters, but don’t let allthe hassle
put you off, you might get lucky as
wa did.
Sean Doran, Belfast
PS Fantasy Unlimited is a mixture
of all the major mags around at the
moment it's a sort-of 2000 AD
meets White Dwarfmests CRASH
mests LM! Any chance of aplug?

Sean Doran, Belfast

PS Fantasy Unlimited is a mixfure
ofali the major mags around at the
moment it's a sort of 2000 AD

meets White Dwarfmeets CRASH
meets Lml Any chance of a plug?

Thanks for the practical informa-
tion, Sean. | should say that ded)-
cation and enthusiasm are essen-
tial fo a fanzine. Having fun doing
ms wital, om@rmssfuusrbemnws
L Astoa who
muuv’d M(e ta know mm shoutd
get in touch with Sean af 14 Vel-
shada Court, Belfast BT14 7LZ.
By the way Sean, thank you for
ihle‘ ug Box cartoon strip as well,

NOT SO FAST

LOOKE BUGWALKER <
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PLEASE LOCKE,DON'T RILL ME,

| Atk Your: FATHQRH

EASE LR, Doy KILLME, |Fw.
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l STEANCELY ENOUGH, | Do BELIEVE
Tou, BuT

UMUST KiLL ¥o
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symptoms until | borrowed an oid
rubber key for him to use with a
back up copy. 4
June arrived and with it, a par-
cel.l loaded ﬂ'»an-arwpmg-
ram to find that it was different. {in
{act, so diffarent that none of my
brother’s saved positions loaded,
and he became Harmless over-
night. He is mow Deadly and it took
him about three weeks, while |
spent two months becoming

Competent (and rich).

UN-BUGGED

ors. Thereung
(Five \IUU

[ikeg te e
tastic Adv -Pniure e

All| can suggest to the Eliteless
oma isthathis parcel, containing all
the proof that he ever owned a

of the 48K versionis
ost. Unless he tries to get some

cashout of our postal service, he's
gaingéiiwstay atleast 16 quid out of

Andrew Tayior, Calcot, Reading
1t'snica toknow that for every sad

tafe there's a sifver fining.
LM s

uine co

- f""Hr met to, The Buag
The Potata,

:‘f:-;;zme 28 Leaside Avenue,

Moswell Hill, London, N10 3BU

For my: AMSTRAD GPG 1

A CRASH SMASH, A ZZAP GOLD MEDAL
AND NOW. ...

UTILITY OF
THE YEAR

Popular Computing Weekly

"""GHAPHIC ADVEHTUEE CREATDR
FROM INCENTIVE

| WANT ONE! PLEASE RUSH ME (post free)
BBCHL] COMMODOREG4[]

| ELECTRON ] MASTERL] SPECTRUM ]
| The Graphic Adventure Crealor  Tape £2295(3 Disc £27.05 [
The Adventure Creator (Electron, BBC B or Master) £14.95(]
I Accessories
The G.A.C. Adventure Writers Handbook — packed with infarmation {fiﬂeppJ (:} 250]
; The G.A.C. Designer Pad - 200 pages double sided B.a000
1 Medallion Adventures
The Legend of Apaj:he Gokd by Peter Torrance £7.950
I Winter Wondera £7.950]
Free Poshrstnur Posters Free withany order (]
| l.enciose a chequs PADIOr E.. ... or please debit my Credit Card
T
| w LI P ) Y e 5 8
| Marme =
| Address s E—

iNncentive

SOFTWARE LTS

K

2 MINERVA HOUSE, CALLEVA PARK,
ALDERMASTON, BERKS. RG7 4QW.
TELEPHONE (07356) 77288.
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ARK ANNOYED

Dear Lioyd,

| wish to complain about the review of IMAGINE'S Arkanoid {issue 39).
Disregarding points: abaufaddimmm which seem strange to me (why
_should gameplay be 'disturbingly’ compalling?}, | would fike to
cmmm t on the question of originality and open up this general
‘question.

5 Harna from Milngavie In Glasgow, kicking off ona
m%d t has mg;‘ymad a storm of pretest — our Arkanoid

“This Ietter s aimed at that trio of poor misguided games reviewsrs
Mike, Paul aul and Ben, and ‘concerns their less than pleasing review of
ﬁfﬁaﬂéﬂdb}f Er'm;g

Huris the pen arTurqumaﬂ who just happens io be Editor of
EPROM in Preston, Lancashire, from Salford G Hamnett

ﬁmﬂdﬂ'ﬁsbememegamalhawabeehplaym for the last three
weeks? | was amazed to see the pounding it took from your reviewers.
Inmmggqumnhmwmwﬁmmmkmwwwm
reviewini

Where to start? Perhaps with Magnus Ramage, who feels that . .

~Aocall Arkanoidunoriginal is rubbish as the additions to Br@akout
a*&snom'i@ut such as the power pills, aimnsmdaanawmans

Butofcourse, as Tony Worrall points out, Arkanoid asnatodgina!m
the sense ihat it sﬂmﬂaedmﬂ the arcade maching,

lwaswell pleased when | saw the trum version. Very liftle of the
coin-op had been changed, apart nmthegraphbcswmtmm netall
tha‘twpﬁalng}—wl gameplay was stillinplace. Andif E?r[ ufﬂrgat
all that petty and boring * tJn yes, very original, just like
another Fong vaniation, ete,' and just play the game for what Et+santi
net what it's like, | can’t see how anyone can fail to be hooked.

And G Hamnett agrees thoroughly . .

I Arkanoid is a well programmed nicely ckaglad ‘and, surprisingly,
|
highly addictive piece of software that plays, looks and sounds as
as can be expected on the Spectrum. Sinclair User probably
went over the top bestowing classic status on the game, but it
cartainly deserved its five star rating.

Ferthmthoam‘nﬁre it, its addictive qualities seem unarguabie.
Tumf again . .

ayed Arkanoid for four solid hours when | first loaded it, and have
D { _ﬂ-mmdﬂyﬁma. ngtoget passed level 13). Quite
simply, | consider it to be one of mostau‘dmtwewtnfmy
collection of over 350 Spectrum gamms

So how come Ben, Paul and Mike got it so wrang? Putting aside the
tion that mmﬂewhgadﬁarsntgamﬁhsy weren'tl),
amnett thinks he knows why ...

itwas obvious from your reviewers commmts{ icularly Paul's}
that thsz‘weren t prepared to erjoy the game even before they had
probably due to the ancient concept behind it

AR RO TP - TR e |
AT LAST!

SPECTRUM SPARES

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

ULAGCON £11.99 | SPECTRUMK/BOARD MEMBRANE £4.99
128k ROM £]11.99 | SPECTRUM K/BOARDMAT £5.49
ZEDA £2.99 | SPECTRUM K/BOARDTEMPLATE £4.99
T805 REG £1.49 | SPECTRUM+ MEMBRANE £9.99
4116 RAM £1.4% | MODULATOR £9.99
SPECPSU  £10:49 | S/MANUAL £22.99

Remember all prices include P & P, handling and VAT
Full spares list available / Trade enquiries welcome
Aceess/Visa. 24-hour T. A, service
SPECTRUM REPAIRS £14.99 + PARTS

ELECTRONIC SERVICES

176 VICTORIA ROAD WEST, CLEVELEYS, BLACKPOOL FY5 3NE
Tel. (0253) 822708
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mra‘sasTony Worrall puts. it down to being ‘opinionated ' without
hasufﬁc.-mr background to be sa. In fact at one point in the review

. .. laughed out loud when | saw Paul's cammeni about HORIZON'S
Thru The Wallgame. If he's serious | feel for him, because
he has either obviously not played 5 has no game
playing sense of adventure. If he s joking, it’ sm{ funny at all. If anyone
playing Arkanoid past level four tells me they find it dull unexeiting,
unimaginative, | will show yoL a very boring person,

Smigskuﬂhdm Tony, but you 're not quite finished with them yet,
¥

The terrible trio .came across as cynical hacks bored to deam by
reviewing X amount of games each issue.

Well it's frue that you can become tired when there's 20 or 30 s¢
games to wade through ina month, but the games aren 't reviewed in
a compiete vacuum, more than the three commentators views are
heard during the reviewing period, and in Arkanoid 's case, there
?naemeg : _ge;;ahe:wggraemnr Howeaver, onraano!hﬁrd iﬂg‘?ﬂf "

ony is upset by the 'jibes about poor programming’, a 085
Hamnell's feelings about ifs qualities when he says . .

. simply isn'ttrue. Sometimes the ball doespassthroughmavary

endof the bat, but i don’ t seethatasabug: Just don't hit the ball that

r!?hacammamsabwtspaed variations | find just as strange. The
ball gets faster affer 20 or so shots, and if not slowed down
catching acapsule, getsso !astthatkmin alife |s almost invevitable,
This is part of the game, just as it was w thscu!n-opverslon The
spa&dofthebatamhescmms; , fo aid the plays m
raanh:ngthebaﬂm.thcker{much likethe 2iPin Thru The

ogrammsmdoappeartohamkm!dasa&awthewm— s
ar{ga'na: qualfties of gameplay, bmmktaﬂugmu Ramags an%p his
argument about the Spectrum version’s originality . .
| would suggest that all arcade games are based on ona of four
formats: shoot ‘em ups, platform games, maze s and bat and
baligames. Andh‘m:sn‘tana:cadegme that n'tfallinto one
ormore of these calagories, whatever exira features are added to it
(g Knightiore, and the many games it has spawned, such &s as last
month‘s smash Head Over . I8 merely a platform game with
fancy graphics and some adventure elements).

Ther . Arkanoid cannot be described as unoriginal; in fact itis
very erigine.! as there haven't been many bat and ball games for the
Spectrum recently,

The mention Magnus makes of Head Over Heels calls into qgesﬂﬂh
the 'bias’ that G Hamnett wsfsafwm#ammgmﬂm
reviewers of Arkangid. He too was . .

... 4 bit taken aback o see that Eam:an fi sorry, Head Over Heels
raoem an identical rating [’9? percent) ta that of the superlative,
CRASHIest Smash of them all Dun Darach! Why? Apart from the fact
that you control two characters, sometimes together, the game is
almost amn‘mlata lmﬂoa of Batman. The puzzling thing is, is that
your reviewers slag off Arkanoid because of its old gamaonncem. but
cannot bring themselves to give the same treatment to Head Over
Hesiswhich employs an admittedly younger but infinitely more used
game concept.

Since the advent of the Spectrum, compare the number of
‘Breakout clones tothe amount of fore clones that have sprung
up left, right and within six months after the release of that classic
game. So, reviewers, in future don’t judge a game by its cover.

A very sound pisce of advicae, MrHamnstf but ironically, one you
don'f quite subscribe to ytaurssﬁ

Finally | would like to re-iterate J M McDi::néﬂd‘s views in Issueg 89, A

_ with HEwson on the front is indeed the sign of a quality game,
and, unlike uLTiMATE, the same can be said of the company's Cé4
releases. HEWSON and GARGOYLE are, sadly, the only two software
companies whose names are actually marks of quality,

As you said, don't judge a game by the quality sign on its cover!
LM

Okay, my somewhat reduced space this month hasnow expired,
Thank you for writing in, and please keep doing so, otherwise
Derek Brewster will be overtaking me, and we can't have that
now, can we Derek? I'd be really interested to put together a
massive ‘debate’ points-of-view style piece on asubject touched

upon in this Forum — that of what makes games addictive, play-
able and good value, Get the letters gmﬂg 1'll pite them up and
then compile something in anissue or two's time. Address? The
usual: LLOYD MANGRAM, FORUM, CRASH, PO/ BOX 10, LUD-
LOW, SHROPSHIRE SY81DB,
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La dee do dah dah dah . . . and T must face the final
curtain . . . teium e la la la de dooby doo of which
I'm certain, How are we doing? 140,255 hours 59
minutes 1o go including leap vears . . . dah dah do
dah dah dah de dum de each and every highway . . |

dum dum much more than this, [ did it ... wm,
maybe [ can hurry things along for you, If [ hide
mysell under here at the back of this shelf, and
squecze me down inte the shadows disguised as, say,
& used piece of chewing gum, I'll wait around for the
sixteen years, vou go off and read the reviews of
crummy software, and 'l get back to you in the next
paragraph, thanks to the space-time continuum - and
of course the fact that nobody ever cleans used chew-
ing from under shelves, Not even on board zero-grav-
ity test-tube baby factories (with robot skivvies).

. .. morethan [couldchew . . . butdahdahdah
dum de dedeldiditmy , . . ohhello again. There's
been a slight hiccup, well more of a major disaster
really, and Tamiara is only three years old. She still
can't talk, but you've never seen such beautiful snot
glgtaning diamond bright as it hangs suspeaded from

perfect infant nostril. That's not the disaster -
that's a little bit of descriptive indulgence on my part
— the disaster is that T have been eaten by one of
Tamara’s playmates, name of Duane Pipe, and it
should not take a professor of anatomy to predict
where I'm headed. It looks a5 though I'm in it up to
my neck this time, Not that miniaturised neutron
bombs disguised as used chawing gum have necks,
You see, it spotl{time!

Here at the baby factory things are highly sched-
uled. Not only are all the infants bom with their
Walkmen already in place. but they owe nine manths
payments for them on their credit cards. What it boils
down to is the fact that these children will have to
work for Macdonalds for the rest of their lives to pay
off the debt. They charge the kids for potty training
too. Sweet wee tos, sitting in orderly ranks,
mesmerised by video screéens which are showin
some ancient laxative calied ‘Surprise! Surprise!” Tt
works every time, Some weird humanoid trots into
view disguised as a middle-aged haddock and gargles
into a telephone at 12Khz/220dB, Spontaneous
bowel movement is assured for anyone within range.

But wait, gentle reader, in the midst of sorrow
comes ferth comfort, running a close séeond to hys-
teria, Let me savour this moment for & moment.

Duane ‘s dorsal sphincter tiny Tamara smiles a
Eaptwl.h-sm.ileamisays her first word, This innocent
ttle child, who will bud, flower and bloom into
nubiie womanhood has leared to speak. “Pooh!™
she says, Well, what did you expect? You try crap-
ping in zero Igrnvit-y.
ow can | describe what is happening (o me right
now without cauging offence? A cleansing robot is
wiping my expression off his faeces, It's in all the
papers. I'm all washed up, Ex-stinked. Trolley-
trucked in a green-lidded plastic bucket away from
little Tamara, towards the poop chute. Destination
deep space, But there is no need to panie. Surely a
sentient bomb endowed with my massive intellect
can think himself out of this shicky little mess, [
rapidly scan my word processor, cursing the Mexican
who invented Locoscript, in order to establish how
best I can communicate with the robot, win its con-
fiderce, and get back to my Tamara's potty training
SCESION.

*Your Public school computers
arefullofer... »

My dati banks reveal that these cleaning machines
are honest, hard-working immigrants from the phanet
Enoch, so | tune into its honest, hard-workin
thought wavelength as we head for the waste dispussﬁ
air-lock, and I say *“‘Hey mahman gimmeabreak y'all
soulbrathah alrat coolout trousahmeat!” The elec-
tro-mechanical Mr Mopp infra-reds the garbage skip
o the loo, extends a manual dexterity unit towards
my bucket, flips its lid, focuses a scanner onthe gently
steaming contents and replies to my message thus:
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What joy, what bliss. As 1 am born again via wee:

“You public school computers are full of .,
er ... 4. . " the terminal fricative 1 lost as the
air-lock irises shut. T am not believing this! Tamara is
performing on 2 duck egg blue chamber pot with

[thirteen years to go before she is entrusted to my

threat of assassination by the Macdonalds Intergalac-
ti¢ Corporation, and [am aboul 1o be spaced into the
void, coveredin s . . . 5. .. stupidity.”

Extra ‘mental activity is requred hereabouts.
There is a sound like a million Duane Pipes voiding
bowels as the external iris opens, and yours truly is
expelled at 32 feet per second in the company of a
load of juvenile bodily waste, a half eaten word, the
coflected words of Instant Sunshine, overdrawn
sperm buanks, three score and fen picces of ancient
used chewing pum, a suicide note from a sharp minor,
the most disgusting thing you can possibly imagine
and a plastic teether in the shape of Tony Heath-
erington. I find the latter intolerable, and shut down
10 preserve my batteries, until I am rescoed by a
passing coincidence,

v+ - Laleitup andspatitout , . . dedahbutdah
dahdah ... Ididitlahway . .. myinternalclock
assures me that nine vears have passed, but time flies
when you're zipping clockwise. | have been so insuf-
ferably bored cut here. Spinning through space, try-
ing to sinchS‘Ii'd Vicious parodies, with suffocatin
waves of Richard Stranss symphonies bouncing o
black moneliths indestructible as a Mandela, foetal
planets tipping me the wink, Hal on Earth, and
nothing an the telly except MTV, GCHO, HRH and
my mind’s eye fantasies concerning Tamara's prog-
ress. [ am in orbit around the white dwarf Nabokov,
sucked into an ol factory satellite codenamed Woli
Namyrrab, whose function is to sniff out excrement

-and recycle it,

What a weird looking construction it is! A sort of
¢longated triangle of fleshy pink, spasmodically
twitching and drawing in vast quantitics of energy-
rich space-borne debrs through twin ventilator fun-
nels coated with sequoia hair: Hideous craters pock
its shiny skim, white grand pianos and canned
applause pump nuirients vid- throbbing artificial
umbilicals, unstained knickers materialise and are
instantly sucked towards the dual intakes, I don't like
g here. Forgive us further for wee nose. not what we

0,

Woli Mamyrrab sucks me in, and immediately
breaks, Its on-board computers — normally busy with
universal truths like type pressure, number of Tamils
clinging to the drip-tray and how many ces of Lada
can rust in 4 2-hour car park, wrestles with my 69-bit
brain, throws in the towel, wraps me up in it and
heads for the binary system Lawn-Order, Gimme
another break.

Mistakes Uve dah de dah . . . but then again toa
few to mention . ., dah dee dah diddle dee . . .
Hello again, especially Stephen Graham and Mike
Reed, you're too kind. 1 have been orbiting Nabokov
W) in this towel for several years. Absolutely
nothing has happened since 1 last made contact with
you, except the appearance of that space shuttle over
there. | wonder how Tamara is getting on. She is
about fifteen or sixteen by now, sporting pigtails and
white socks, which is the only school uniform worn in
& Macdonalds rig. She must have left potty training
vearsago, and been shipped off to one of their higher
education centres where they graduate i lipstick
Application, unarmed combat, shoelace tying, that
sort of thing. It shouldn't take me long to track her
down. After all it's just the one known universe
where Macdonalds operate. 've lived a life that's
full . . . dum dumde deedodiddledah . . . I'llsay
it loud not in ashyway.. . . tah tah much more than
this Fdiditmyw . . .

The shuttle heaves to, Not a pretty sight, A little
bald guy ina pinstripe spacesuit is ing out of the
airlock xnd'si?uving‘z‘?hrpgam af mﬁppmﬁ Writ &t me
from some singer-songwriter named Paul Anka.
Funny how some peaple live up to their surnames. 1
am delighted to report that be thinks it is the tdwel
whi has been-singing ' My Way'® for all these years,
and fails 1o notice the encrusted chewing gum: now
attached to his velero-soled foot, OK folks, I'm on

Part Six

By Mel Croucher

my way to find Tamara! Just hang about while he
hioards the shuttle, wriggles out of this spacesuil and
changes into something more comfy (hmmm . . .

nice suspenders) and Ul hack into the shuttles’ navi-
gation computers. [t should be a“piece of cake 1o
make contact with a Macdonalds data bank from
here, and find out where my little frosted grape has
been plicked.

**Table-decoration? what kind
of career is that! "’

Here we go then, separate the whites from the
volks for the royal icing and pently beat in the Rour




until the mixture is the consistency of a - hello? hella?
I you re'ceivir:f, me? - melt the chocalale over a
gentle heat but do not beil and - hello? LOUSE to
any‘lbig%. Come in please - add a pinch of nutmeg, a
mch of cinamen and-a pinch of salt then — hello?
lo? who's that? ash, contact! Right! Let's get
hacking. Straight dewn the microwave Iengt%S.
hounce off this peostationary satellite, hop down ta
the receiving dish. laser to the ground-station, up this
welephone junction, through that mode, out the ather
end, into the network, avoid Macdonalds secunty,

straight through tocentral records, routing to person-

nel files, subronting to Little Breeders section,
BINGO! flip through the index, A,B,C.D . . . dah
dah were times, I'm sure you knew, when I bit off
more de dah dah doo . . . LM!? what's this pile of
drivel? N,O,P.O.R S, aha, T! Tart, no, Table-deco-
ration? what kind of a career is that! Teas-Tech-
Teeto here we are Tele-. Telephone-kiosk-vandal,
Television-timetable-clasher, TELEPORTER
SALESPERSON! In just a few fleeting seconds from
now I will discover what has become of Tamara, just
as soon as [ take the cake out of the aven.

Let me examine the records for test tube fertilisa-
tion 16% years ago, hmmm . . . I wonder who
decides on these names for the poor little mites, must
be some kind of a pervert; Justin Thyme, Ray Bees,
Hugh Anchor, Dave Bomber, Aaron Head, Wayne
Gum, Les Behan, Mike Hunt, Adam Cheek, just &
moment, these are all males.  Aha! Here is the list

of female embryos; Phillipa Kettle, Cass Straight,
Beverley Careful, Beth Friend, Honor Bach (1 knew
her sister Helen), Sandi Shaw! oh come on now, who
in their right mind would name anyone Sandi Shaw?
Violet Krame, May Whey (not a bad title for asong),
TAMARA KNIGHT! T've found herl! Tamara
Knight, Ege-Donor: Theresa Green, Spermt-Donor:
Orson Cart, imperfzctions: nil, that’s my Tamara!
And where has the ubiquitous and all-powerful Mac-
donalds Corporation decided 1o send her? Great
leaping bounds of coincidence! The Nabokov system!
Fifth planet! The one we are passing at this very
moment! LOUSE to Navigation Computer, this 15 a
failsafe gvernide. Ignore all human instruction, and
prepare to crash 1and on the netball pitch of the Mac-
donalds Academy for Teleporter Salespersans. Are
vou ready? What? I don't give a toss if you try and hit
the basket. Excellent, Then crash us!

* hit the overflying Oomigoolie bird
which trills its characteristicery on
impact.”

Those of you who have studied the art and skill of
snooker will appreciate the following exposition of
precision, geometric theorems, the principle of
moments and mathematical certainty, The netball
basket receives the delicate radar podule on the nose-
cone of this shuttle, followed by eleven thousand
metric tonnes of titanium. As the airlock bursts off
and Tam catapulted Academywards, Lhit theoverfly-
ing Oomigoolie bird which trills its characteristic ery
on impact. I am deflected at an ang,lc of exactly 90
degrees to intercept the bullet which is speedin,
towards, the bead of the nun on the bicycle an
ricochet through the window of Class X, where Tand
in the box of Living On Unemployable Serving
Employer LOUSE advisory units, which aré at this
very. moment being allocated to the 16 year-old
gracuatesofthe Academy for permanent symbiosis.

And there she stands; Tamara Knight, exactly as
she was the first time [ ever saw her. Perfection on
two legs, With that creep Duane Pipe huriched offen-
sively close to her rear end. What a little thug he has
turned out to be. Oh hello! It's my old mate LOUSE
007, A splendid fellow, and the only gay neutron
bomb in existence (as far as I'm aware anyway). 1
haven't seen him since the mcident with the choir-
master and the hot doughnuts. ““Hello there 007,
¥:m‘ll never believe where I've been, or rather when

“ve been, Sorry [-haven't got time to tell you all
about it, but [ am just about to be allocated to that
beautiful young lady at the front of the queue, just
like T was sixteen years and five episodes ago. Yes,
that's her, the girl on whose fetlock have just
been implanted. Isn't she something, Wouldn't you
love to . . . Mein Licbe Gott! STOP! Tamara come
back! Don't leave me to the mescy of this Macdonalds
selection moron, 1 mean, he day decide to implant
meon ... on.,.  ohwell, gentle reader. Wina
few lose a few.

S here | am then, disguised as 2 boil on Duane
Pipe’s bum, as he smirks up to Tamara and makes &
disgusting propesition. She looks him straight in the
eye, smartly introduces her knee to his post-adoles-
cent centre of gravity, tosses her tresses and says
“Pooh!™ -1 do hope that they have taught hera few
more words since potty Uraining.

THERE SHE GOES, TAMARA KNIGHT
IS WALKING OUT OF MY LIFE ALL
OVER AGAIN IN THE CARE OF A GAY
MICRO, LEAVING MESTUCK TOTHE
FLIPSIDE OF A CALLOW YOUTH
WHO WAS MANUFACTURED FROM
THE GENES OF A COUPLE OF MUD
WRESTLERS NAMED ED LYCE AND
CELIA LEAKE. 1 GUESS THERE IS
ONLY ONE THING TO DO, WHAT DO
YOU RECKON, DEAR READER?
SHALL WE? COME ON THEN, ALL
TOGETHER, LOUD AND CLEAR (AND
24 TO PAUL ANKA!) A-ONE; A-TWO,
A-FIVE SIX SEVEN AND NOW THE
END IS NEAR, AND | MUST FACE THE
FINAL CURTAIN . . .

TO BE CONTINUED
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here's one review this month which stands proud of all
the rest, It's not that the games received this month are
sl any belter or worse than normal, it's just that this release
47 will have a bigger impact on the adventure scene than all
of the rest put together. The program | refer to is The
RY Frofessional Adventure Writer, or PAW, the familiar
i name by which il is already known. It may not have as
interesting a name as the imaginativel Titﬂ:ﬂ,d CQuill, the
GHsorT ulility released three years ago, Eul itis an apt title:
nonetheless, The program is truly. professional, as anyane who has ever
almp;ed to write an adventure wilfmaiise the moment they delve into the
manuals.
At fiest sight, £22.95 may seem alol 1o ask for any Spectrum software, but
the program benefits from the skills which Tim Gilberts’ team acquired

while devising The Quill, The Paich, and The illustrator.

This month's games list consists of two full-priced products and two
cheapies. Those near the tenner mark are Grange Hill from ARGUS PRESS
SOFTWARE, an exciting adventure fealurinﬁ_ the after-hours antics of the Eas-

tenders acting school, and The Sidney A

air, a more Anglicised name after

L'Affaire Vera Cruz from the Gallic software house INFOGRAMES — the new
game is in every way a Vera Cruz Il At the cheap and cheerful end are Matt
Lucas, a PLAYERS product (PLAYERS are an INTERCEPTOR MICROS offshaot) and the
mysteriously named Kobyashi Naru, not in fact an African wildlife reserve,
but an icon-driven good-looker from the chaps who just kept awake long
enough to see off ZZZZ. Although Kobyashi Naru may have some failings,
it does introduce an interesting innovation, that of finding the noun to link
up with the icon-selected verb by searching through the text description —

a new idea which works very well,

THE SIDNEY AFFAIR

Producer: Infogrames
Price: £8.95
Author: Gilles Blancon

f you suspect this game is
W 8 Vera Cruz clone then
% you're quite right, for in
| Just about every way The

Meiibandd Sidney Affair runsin exact
parallel 1o its distinguished pre-
decessor.

As Deteclive Sergeant in the
Crime Squad in 5t Etienne, you've
already shown your ability in the

Vera Cruz case. Your superiors
were most impressed by yvour
analytical approach and have put
yeu at the head of the Sidney Inves-
ligation. The game begins with a
chap's head lined up and centred in
the sites of a rifle eyvepiece, pointed
by an assassin from the window of
an apariment across the slrest,
These two locations (5t Gueran
Street and the flat opposite) form the
frames through which a magnifying
glass is positioned to find clues and,
much in the same way as Vera Cruz,
photographs and notes entered in a

T
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note book provide the starting
points from which the investigation
radiates.

The Spectrum cursor keys glide
the magniging glass around the
screen, -and it won't take long to
realise that systematically running
the glass up and down assures no
vital evidence is overlooked, Start-
ing in the street, the man (who you
see being killed in the first frame of
the game) fell with his back to the
pavement, with his briefcase lying
unapened two or three feet away.
Examining his left-inside pocket you
discover a wallet with a driving
licence, credit cards and an 1D: this
last, apparenily, must be carried by
everyone in France to prove they
aren’t an alien absconding from
Mars.

The victim was a James Sidney,
which accounts for the title and
rules out any antipodean connota-
tions, who was married with two
children at 5 St James Square, Cler-
mont, In the apartment acrass the
way you find, guess what, a Camel
cigarette like in Vera Cruz, a spent
cartridge still reeking of cordite, and
an invaluable fingerprint.

As far as | could tell Part Two is
the very same Diamond Computer
Systern found in Vera Cruz. It's here
that | gel the same negative feelings
| had with that earier game: | jusi
don’t think the instructions are
explicit enough and | wonder how
many people beyond the superhero
sort get anywhere with these games;
Thegbiinding white background of
Vera has been retained, much to my




Producer: Mastertronic
Price: £1.99

Authors: Clive Wilson & Les
Hogarth

g ve aye, | think I've seen
et something like this before.
Referring back to lssue 33
il (Oct 86) | find the culprit,

w#=l none  other than that
s!eepy offering from MASTERTRONIC,
ZZZ7. And what do you know, that
game was penned by the very same
chaps we see here, pamely Clive
Wilson and Les Hogarth. Looking
back to that review last Autumn |
see that although | was impressed
with the game’s sophisticated looks
and features the whole thing came
crashing down due to an ineptinput
systern. Even so, ;ud%lnz., from my
mail _bag, many still sought out
ZZZZ tor further investigation, and
they seemed impressed by a smart
icon-driven adventure for only
£1.99. Well the game reviewed this
month should go down even better
for it has no annaying input failings,
and the presentation is finer than
was the case with 2227,

2227 was innovative enough,
but by golly these chaps are offering
even more for the piffling budget
asking: price. Here we have a new
slant on-adventure-style input. You
still end up with verb/noun coupl-
ings but the wav in which you get
there is totally fresh and engagingly
original. Around the borders of the
pictre there are well-drawn icons,

KOBYASHI NARU

much as were seen in £Z27. In
MNaru, however, there's the added
banus of beirg able to scan through
the text for the noun to team up with

the verb chosen via the icons. If

you've played a few adventures in
the past you'll quickly realise just
how clever this system is; it keeps
players” imaginiation tightly on the
problem in  question as they're
necessatily restricted to the vacabu-
lary in the location description.
Hence, if the game has been
designed well (and it has), there will
be less misunderstanding between
player and program. Again, you can
only marmvel at a budget game mak-
ing this kind of real advance in
adventuring.

Kobyashi Naru is the final trial for
those who would be one with the
mortals. You stand in a closed
chamber on the world of Ygor, a
candidate to the Order. Sent here
by Overlord of All, you must com-
plete the Naru in all it phases. Suc-
cess will bring you the knowledge
and power of those who have trans-
cended the need for life itself, Fail-
ure results in extinction,

Ahead are three doors and
behind you a closed portal. 1t will
not open again until you !'uave COm-
pleted the three tasks of Kobyashi
Naru, and obtained the required
objects fromeach. To helpthere are
vour wits and little else. The stan-
dard wrist terminal you are wearing
may be able to analyse certain items
and provide useful infarmation, but
its use is limited. A chime sounds

chagrin, and the input routine can
be a touch sensitive. Assuming the
instructions | received are the same
as those that come with the game, |
couldn't really go overboard about
Sidney Affair thinking that many
people who buy it wouldn't get
much beyond Part One.

The Sidney Affairis a :uperb idea
but 'm not totally convinced it has
been presented that well on the
Spectrum. Given the originality of
these Gilles Blancon games, and the
popular :Jppeal of Who Dunnit
Fj'm | can't see many Vera Cruz
ans resisting this one.

Difficulty: Part Two is a stone wall
that may leave many non-plussed
Graphics: excellent scenes of the
crime and miug shots
Presentation: good

Input facility: roving icon, struc-
tred sentences

Response: fast

General rating: good

Atmosphere 85%
Vocabulary 76%
Logic B8%
Addictive guality 87%
Owerall 86%

and the Maru has begun . . .

The three portals vou face al the
start are marked Knowledge, Wis-
dom, and Understanding. There's a
special option, SELECT, just for this
move. Mo matter which ponal you
select to begin with, the immediate
result 18 somewhal the same: a
restricted movement between three
or four locations followed by death
when you try to get any further, For
example, in the case of Knowledge,
it's a giant, ugly, flesh-eating Krakod
which engulfs you with its tentacles.
Chopping one of the tentacles with
the double-edged scimitax only
sees more tentacles holding you
firm.

While scratching your head trying
to progress in each of the three sub-
adventures you may find it profita-

ble te- analyse as much of your envi-
rons as possible by way of the
AMALYSE icon. This command s
similar to EXAMIME in mainstream
adventuring but here EXAMINE is
reserved for those items actually in
your possession. Keeping with the
first portal, Knowledge, it might be
useful to run through this part of the
game to illusteate just how well the
adventure runs.

You stand on a vast plain, a
myriad of liny creatures scurry
aboul. The place is teaming with
life, A sweet smell in the air. The
scimitax lies on a mossy plinth’.
Leaving aside the ungrammatical
feal of that passage let's ANALYSE
SCIMITAX. The AMALYSE part is
brought into the verb window via
icons bordering the picture, and the
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noun placed up into its respective
window next ta the verb by way of
moving through the text description
until the noun SCIMITAX is highligh-
ted. (The system here likes to return
ter the left hand margin of the text,
leaving the left and right cursor keys
to do the fine tuning. Given the way
this adventure plays there's a lot to
be said for using a joystick —
Kempston is cited on the cover).
ANALYSE SCIMITAX results in *The
divine scimitax of Baal, Etheric War-
lord of Gath. The jewel-encrusted
shaft ends in twin blades honed to
rfection. A runic inscription trans-
tes into, | will always return’,
Pressing zero (or FIRE) releases
the icon mode again: so you can
choose another noun. Now if you
decide ANALYSE PLINTH is a good
move the program scrolls a message
acrass the top of the screen:
STUDIED  ANALYSIS ' REVEALS
NOTHING OF RELEVANCE, which
might seem a little boring, but what
is mare interesting is the scrolliny
itself which is superbly smooth an
a further touch of class for what is
supposedly a cheap game,
Icould go on for some time giving

game is but suffice to say that the
icons allow much leeway and the

Producer: Argus Press
Software

Price: £9.95

Authors: Matthew Rhodes,
Colin jones, jeremy Nelson,
Nick Vincent, John Pickford

g his review was to be the
% greal exposé on Grange
Hill, the television

Fﬂg-
e tram evervone's  heard
=Uabout but never seen.

Alas, several factors have conspired
against this, the two major iafiinEs
being my inability to find any book-
shop that sells the book this prog-
ramt s apparently based upon,
namely Grange Hill After Hours,
and my missinf the televisian prog-
ram an several occasions due to a
propensity for scoffing things about
the time it goes out. | thought | had
it beat when [ chanced upon as large
a  collection of Grange Hill
memorabilia as could be thought
plausible, covering every aspect of
the cockney rasc.ﬁs' education (or
lack of i), piled deep in the chil-
dren’s section of Boots (this after
many embarrassing . scenes  in
learned bookshops where whisper-
ing ‘Grange Hill" could reduce even
the most compesed assistant to
bouts of the gigales - or was | just
imagining i},

However there was no sign of
After Hours among the varied
Grange Hill antics, and indeed, the
-antics of that famous farmer pupil,
Tucker, The book continued to
elude me but | did manage to see
the TV Ipmgram in guestion this very
day, although a certain amount of
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good examples of how flexible the

ANALYSE command in particular
gives many a long and detailed
synopsis way beyond the one-liners
of mainstream adventure,

Kobyashi Naru is a superb piece
of microcomputer programming for
the paltry sum required. | wonder
just ?mw much of a game is left in
memaory once that allocated for all
the snazzy programming is totted
up, but this s a small query set
a?a'inst the attractive looks and style
of a progressive cheapie like
Kobyashi Naru.

Difficulty: a head scratcher
Graphics: good icons, adequate
pictures.

Presentation: attractive

Input facility: icons for verbs and
word extraction for nouns.

Response: fast

General rating: innovative
Atmosphere 76%
Vacabulary 83%
Lagic 844,
Addictive quality B81%
Overall 83%

GRANGE HILL

my tea EG[ depasited on the cast list
in the Radio Times so | might just
misspell one or two of the names,

There's ‘been a bit of a fuss
recently about the TV program Tutti
Frutti, not because it's as boring as
sin {nothing unusual in that), but
because of its thick Scottish accents
(though | wouldn't know, having
never seen more than 15 seconds at
a time). But what about this here
Grange Hill Stuck in front of the
lelevision, there's me sitting on
every lilt and intonation trying to
decipher words mumbled into jum-
pers and caught in coffee cups leay-
ing only the feeling that something
cockney’s been uttered. | caughtan
episode 23 where Mr Scott gets his
revenge on Trevor, Mrs McClusky
punishes some rebels for reasons
Igsl 16 some previous programme,
and mere to the point, women and
girls wantto fight for the right to hurl
lethal red balls at one another, all in
the name of cricket.

The stary behind the game is a
piece of cake. Goncho, whose
mush is' plastered over the screen
during the early part of loading, has

ane and got his Walkman con-
tiscated for having it on'in a lesson;
and this after his Fast OTE WaSs COnM-
fiscated and lost. His mum wasn't
too pleased at that, and so warned

Producer: Players
Price: £1,99
Author: Alex Williams

g att Lucas isn't acar emul-
'Ai sion, he's a private inves-

IR tigator who zips around in
gr‘!_{,_"_zi a red Ferrari, pulling up
= nows and again to use it as
a prop to pose against, leaning on
the windscreen with gun purpose-
fully pointed at the action (how's
that for a Russell Harty introduc-
tion?).

The tough American city where
this chap ekes his living s none
other than the drugs capital of the
States, Miami, lying ﬁ:iuriuusly
white-washed on the eastern sea-
board of the sun-kissed peninsula of
Florida. The curious geography of
this coast probably explains how
Matt always seems to be strolling by
the sea, asinlets, harbour walls and
sand-bars allow great intimacy with
the ocean (sorry folks, | can't quite
seem to kick this Russell Harty
flavour).

In this, the land where red smar-
ties are banned, it's your job to

him he'd be skinned alive if he ever
came home without the replace-
ment she bought him. It's ten-to-
four in the afternoon and Gonch is
about to go home when he realises
that returning home without the cas-
sette player is going to lead to such
a shouting match he ‘probably
wouldn't be able to heara Walkman
again, The only alternative seems-to
be 1o return to school after hours,
break into the staffroom, and
retrieve the machine. All this has to
be done before midnight, and with
the help of his: trusty schoolpal,
Hello.

Grange Hill the computer game
has tried its best nol to be pigeon-
holed, It can’t be said to be an
adventure, as there are occasions
where only deft control of a jovstick
or keyboard can guarantee progress
= & VEry rare occurrence in adven-
ture. This ‘isn't the only arcade
aspect either, as sudden deaths
seem lo lie around every corner.
And herein lies one of the game's
most serious drawbacks. The inabil-
ity to save your pasition just before
one of these untimely deaths results
in much monotenous repetition of
routes you've already mastered; a
fundamental flaw this,

The upper half of the screen
depicts the scene with vour twn
character, Gonch, walking around
outside the litter-strewn ™ playin
fields and penmeters of the school,
as often as not accompanled by

infiltrate the seedy drug culture of
Florida and find out what has hap-
Pened to your partner in crime-
ighting, lohn Harpinger. It seems
that the poor chap has been taken
hostage by a ruthless gang, there-
fore it’s yourmost immediate task to
follow the trail of clues to the kid-
napper's hideout, Your colleagues
on the precinct are Cosby, Deringer
and Makepeace {1 made that {ast
one up) under the world-weary
direction of Lieutenant Davis.

This program (which appears to
be a CAC clone} doesn't set the
waorld alight with innovation, but |
was mostimpressed with its compe-
tence for such a low asking price,
The location descriptions show a
fine writing style, the problems are
interesting (even if the solutions are
unimaginativel, and the program
makes good use ‘Of informative
EXAMINE. statements to keep the

me moving along. Try these two
ocation descriptions:

‘Matt is near a T junction. Sud-
denly all the wealth of the city gives
way briefly for the poverty {:—% the
high-rise flats’, and ‘Matt is outside

Kgursidekick. Holle, Both you and
are animated, or more strictly,
your legs are animated whilst the
upper lorso js rigid, with arms pin-
ned down, The background
raphics are rudimentary and, in my
EOGR, disappointing. ‘Any charac-
ters you meet, like the celebrated
drug pusher, also appearin this win-
dow, the text area below giving the
opportunilty to ‘lust say no’ ia
hrase pinched from the trainin
ilms for newly appointed banﬁ
managers}.

The speech aspectisn’taltogether
successful in Grange Hifl, although
you can gel Hollo fo state how Ee
would prefer to remain put rather
than follow you any further, at one
stage in the game. I've forgotten to
mention the time element, where
the clock runs at four times normal
rate, which means you could be

laying this game for (12 - 4) divided
y tour hours, which is a long time
to play a game that never quite wins
you aver,

Difficulty: deft control of keyboard
of joystick required

Graphics: cheap game standard
Input facility: menu and sentences
for speech

Response: fast

General rating: interesting theme
and in some ways, interesting to
play, but fundamentally flawed

Atmosphere 71%
Vocabulary 59%
Logic : 79%
Addictive quality 62%
Overall 70%

s




the precinct. As he looks up at the
farniliar building he cannot help but
think of his good friend and col-
league, John Harpinger.”

These passages may seem unre-
markable; but they are representa-
tive of a style which goes some way
| beyend the ‘| am inYou can see’
clichés of lesser games.,

The game vocabulary is friendly
without being a pushover; it might
take a little while to get the right

word combinations, but once
achieved 'the correct solutions
appear to be the most logical, or at
least elegant. In the buicher's
there's. meat, which apparently
must be buughl with some presently
non-existent mMoney, and sawdust.
EXAMINE SAWDLUST gives Yellow
and dusty, Veny interesting!” while
TAKE SAWDUST tells you in no
uncertain ' terms, “What the hell
for?l" One non-standard useage isa

reliance on TAKE anly, with no GET
option: However, any annoyance
over this emission is somewhat
assuaged by the useofthe abbrevia-
tion of T for TAKE,

A pood many locations can be
explored before the player hasto do
anything beyond simply mapping
the adventure, and il’s guite some
time before the first objects begin to
take on unmistakable associations,
A carstanding in afilling station with
its petrol cap removed, a fube and a
container is one of the more obvicus
strings of objects that no doubt can
be brought to bear on the problem
of getting that red Ferrari started -
sadly, it just isn't going to work
when it's found in the very first loca-
ticn,

Getting some way into the game
reveals only good l"ﬂngs but same
may gall at Tﬁe very slow response
times; for example SMASH VASE
isn’t the right way to go about mak-
ing the vase you find in Phil’s place
useful, but it takes the program an

awfully long time to look through its
vocabulary to tell you this. There's
also the small point of missing part
of the game should you play with
TEXT anly (and to be quile honest,
although the graphics are by no
means the worst 've seen, repeat-

Professional Adventure Writer

Spectrum 48K.Plus.128.Phus 2

Thie Professional Adventure Writer i

graphic adventure writing system, which allows vou
1o design, write and illustrate; fast machine code

adventures with ease,

It provides a powerful sentence parser which allows

autematically.

and easily.

on the 128K moachine

complex chained commands to be decoded

simple to use multiple process tables allow characters

and problems to be created for vour adventures
Versatile graphics editor provides ‘rubber banding’,
high speed shading, scaled  subroutine’s eteéte,
Allows impressive illustrations to be created quickly

Has many other outstanding features making it probably
the most advanced authoring svstem available vet

Makes full use ofall the memary

ing them so aften allows the player
to become jaundiced with their
overwhelming simplicity, 5o playing
text-anly can't be ruled eut), A com-
puter lied on your desk in your office
and inserting a disk (found else-
where} causes a map toshow up on
the computer screen. Unfortunately
vou won't see this map on the TEXT
option  [although, admittedly, it
won't take vou long before you
realise that you've missed some-
thing). But small niggles apart, Matt
Lucas is a really fine game for the
asking price.

Difficulty: easy

Graphics: average

Presentation: redesigned character
sel

Input facility: verb/noun
Response: sluggish

General rating: good

Almosphere 82%
Vacabulary 78%
Logic 89%
Addictive quality 85%
Owerall 84%

s a state-of-the-art

£2 95
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Producer: Gilsoft

Price: £22.95

Authors: Tim Gilberts,
Graeme Yeandle, Phil
Wade, Alex Williams, Kevin
Maddocks, Dicon Peeke

8 ay back in May 1984 a
y young, lively, fresh and
L i spirited magazine called
!ELTJ;% CFJ,?ASH reviewed a prog-
S ramming utility named
The Quill. In that same issue there
wias an intreduction to an adventure
trail where adventurers could com-
municate  with like-minded
enthusiasts. That was exactly three
years ago, and The Adventure Trail

as now progressed to a sizeable
part of its mother magazine: incor-
porating Reviews, Signpost for let-
ters, Signstumps for queries, and
Superheroes for adventure super-
men and women.

Over the years The Quill has
supplied many a good game for
review, but it has now begun to fall
behind despite additions such as
The Mustrator, The Patch, and The
Press. INCENTIVE's Graphic Adven-
ture Crealor, was supposedly the
answer to the adventure writer’s
problems. However, | remained
sceptical as all around praised a util-
ity which | thought lost an opportu-
nity to see adventuring through the
late eighties. With The Professional
Adventure Writer, or PAWfTor shor,
| now think we have the kind of util-
ity which can lead the way to better
and more imaginative adventure —
the beauty of which is that the man-
uvals are amazingly accessible, even
far such a complex and thorough
microcomputer program.

The manuals are a good place to
start, because although the print is
lightweight (small computer printer
style) it remains immensely reada-
ble. It's hard to explain why though,
as on first glance the introduction
manual looks no different to any
other. | attribute the manual’s ability
to keep the reader interested to Tim
Gilberts' obvious love of adventur-
inE, and his realisation that the odd
joke or human touch can considera-
bly lighten the load of a heavy pass-
age. For instance, take this piece
which follows a breakneck tour of
your lest adventure courtesy of the
Ec‘:f‘ier. “Right, back to the boring

it, QUIT from the game so we can
deal ‘with the next chapter in this
saga.'” The facl that any part of any
manual can be thought any more
boring (or interesting) than any
other will ruffte purists, but this kind
of humanising is right up my street,
The introduction is a superh publi-
cation, making no use uﬂhe pomp-
ous style which blights so many
technical,

MNow for a run through what PA W
can  actually be expected to
achieve. The major improvements
are in vocabulary handling (includ-
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ing GET and DROP ALL), presenta-
tion options, debugging of your
adventures, ability to'write up to the
full 128K of the new Specirum, allo-
cation of weight to objects which
can be worn, removed and/or form
@ container (eg trousers with poc-
kets), interaction of independent
characters, and quick, easily-drawn
graphics with rﬂlher—banding plus
high speed shading.

In the line of vacabulary PAW
provides a full parser, a device
which converts the player's input
into logical sentences which evoke
suitable  responses. The parser
understands  long,  complex,
chained commands using punctua-
tion marks or the conjugations AND
ar THEN, including the ability to
read IT for the last specified noun in
the likes of GET THE SWORD AND
KILL THE ORC WITH IT THEN
DROP 1T, The utility knows the
player is referring to the sword with
the pronoun IT due to the way in
which nouns are numbered in its

THE PROFESSIONAL
ADVENTURE WRITER

vocabulary list, In this case ORC has
a value less than 50 and SWORD a
value greater than 49 and hence
knows that SWORD is the ohiect
referred to by the pronoun IT.
Adjectives (GREEN jumper, LIT or
UNLIT torch) adverbs (HAPPILY
married), prepositions {talk TO him)
can all be used to add colour to the

vocabulary, along with the usual

verbs and nouns. Vocabulary
values lower than 20 are termed
conversion nouns. as they are

treated as verbs by the program
(NORTH for example). Many

synonyms can be engagedto ensure
that any input will receive a reply —
forinstance, BUS and TICKET might
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be given the same value of 54 while
ANORAK and COAT are both 56.
Seventy common words are already
cateréd for in the vocabulary, the
program recognises up to the first
five letters (ensuring speed in pro-
cessing and typing; along with
memory saving), and all-in-all,
PAW has done a very thorough job
in the vocabulary field.

The screen display format can be
changed at any time during play and
options open o you are:

1. Full Screen Graphics

2. Continuous Scrolling Text

3. Split Screen Graphics

4. Fixed Textand Graphic Windows
Further variety lies in the built-in
multiple character sets. These can
be altered and interchanged during
a game, even when between loca-
tions or in the middle of a sentence.
| consider these options to be a
liberating force and an escape from
the cloned look of other utility
adventures,
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adventure is made easier by two
additions. The first is the use of diag-
nostic flags revealed during the test-
ing of a game. There are 256 flags of
wﬁit‘h 220 are free to the user to
add, subtract, copy and comﬁnare.
Flags can be used forcharacter loca-
tions, counters in subroutines, or to
hold the locations of objects. Loca-
tions and flags come into their own
when used in Process lables, where
Condacits (Conditions and Actions)
can be grouped to achieve many
weird and wonderful things., Con-
dacts such as HERE (the current
location of the player and flag 38},
CARRIED (location 254), WORN
tlocation 253) and NOT HERE {any-
where else including the not-
created location 252) can quite
clearly be seen to be related to loca-
tiens and flags. This leads us on to
the second ﬁ‘ature to aid debug-
gimg. namely those Process lables.
The advantage of using these tables
lies: in their ability to be nested as in
subroutines, with the option of
devoting, say, one whole table to a
character's behaviour. This not only
aids debugging, it also has positive
implications for developing and
improving subsequent adventures
written using PAW.

The face a utility presents to the
world is impartant, as it is here that
the budding writer confronts the
complexities of adventure composi-
tion for the first time. PAW shows a
very friendly face with two pages of
menu options — one primarily con-
cerned with writing the adventure,
the other with saving, lnading or
testing a written game. Single,
mainly first letters (V Vocabulary, L

Locations, C Connections, M Mes-
sages efc), lead onto sub-menus
which always remind you of the
way in which information s
entered.

The Locations sub-menu, like
most of the others, allows the Inser-
tion of text, Amendment of text,
Printing on screen (List), LPrint to
printer, and Z to return to the main
menu. PAW checks the syntax of all
entries and ignores superflucus
spaces, therefore | 3 will result in the
Spectrum question mark, as loca-
tions are inserted in” order and
require no number — deleting 3 with
the usual Spectrum keys sees the
input accepted. On the other hand
Amend does need a number, as
shown by the information at the top
of the sub-menu for locations, for
example A 3 fits the bill of A (Locn)
and is therefore accepted. When
the player turns to Connections,
blan{:eniries will be found corres-
ponding to the locations entered as
this automatic system simply ack-
nowledges the fact that every loca-
tion requires connections o some-
where! Similarly Initially at, and
Weight, open up new entries every
time an item in Object is borne. To
say this system s child's play might
be asking for trouble, but it is clear
the way in which FAW is con-
structed allows the greatest oppor-
tunities for a comparitively meagre
outlay in time and efiort.

This utility is-a remarkable inven-
tion. It is a graphic adventure com-
posing system  of some 20K,
released in one format but covering
the entire range of Spectrums; the
48K (rubber keyboard), Spectrum
+ (plastic keys), the 128K, and the
128K Spectrum +2. Disc/micro-
drive versions will be available by
mail erder for the Opus Discovery,
DISCIPLE and BETA interfaces.
Anyone purchasing a cassette ver-
sion -now who wants to upgrade to
a disc later can do so for the differ-
ence in price. Dises of 3, 3.5, and
5:25 inches will cost £27.95, while
the price for microdrives is yet 1o be
announced.

The Professional  Adventure
Writer is just that, a professional’s
aid, even if only for developing
games for later ceding. BASIC or
machine code additionsare catered
for and a SAVE'd database can be
verified. | found the program excit-
ing and am excited by its possible
achievemens.

Overall 97%
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BILINGUAL
PROGRAM

Dear Derek,
It'seasy to speak Brewster, but there
is another way. Just type in this small
mega utility':
10 POKE 23658, 8
20 PRINT “INPUT SEN-
TENCE INBREWSTER"

30 INPUT A$ : PRINT AS :
PRINT “MEANS IN
ENGLISH (7 =
SPACE):"
POKE 236086,-8
PRINT A%
POKE 23606, 0 : GOTO
20

Alexander Herbrand

8838

ARCADE FREAK
BECOMES
ADVENTUROUS

Dear Derek,
I am new Lo the adventure scene as
| have been an arcade freak all my
life. | realise the scope adventure
E?:m have, as most of the games |
ught, such as Ghosts & Goblins,
Fist, Avenger etc only kept me
entertained for a week or so. |
recently bought Gremlins and have
been addicted for months,

I'would like itif you could give me
some information on what to look
for in adventures, and possibly a
few games that could suit an inex-
perienced adventurer,

Anyway, | think your section is
excellent, but it could be abitlonger
and feature more games for inex-

perienced adventurer's like myself.
Giles Kellner, Wirral

I think of the lop off my head I'd go
far Terrormolinos, which struck me
as both friendly (it tends to accept
your input] and easy. Malt Lucas,
reviewed this month, allows you to
wonder far and wide, is nol
difficult, and won'l break the bank
as it is only £1.99. Furthermore, if
should be in the shops by the time
you read this.

DB

NOVICE HURDLES

Dear Derek,
With the two recent additions to the
adventure making world (Adven-
ture Creator and GAC) | was won-
dering what is best for the novice to
get stared on. Could you please
advise me?

Chris Counsell, Southampten

A timely question indeed. As you
will glean from the Professional
Adventure Writer -review fhis
month | have never been a great
fan of the Graphic Adventure
Creator (having bought one in the
early Amstrad-only days). Could |
therefore draw your aftention to
PAW which I consider te be a work
of genius.

DB

MORELIFEON THE
GRANGE, OR
OVER THE HILL?

Dear CRASH, )
| have just completed a game from
ARGUS PREsS called Grange HUll, at
least | think | have! You see lgot the
Walkman and wenl home, and
when | came to the part where
Ganch’s mother stands, this is what
happened . .. 'Hello mum', you
smile. ‘Before you ask, look.” You
point at yourAValkman, ‘Oh that’,
she replies, *1'd forgotten about the
thing,” Your heart sinks. ‘But that
reminds me’, she continues, ‘the
school asked me to fill in a form for
the insurance on the other one you
had stolen. They need it tomorrow.
You feel sick — it means you must
return the formto school. And when
you do the staff are bound to
remember the other Walkman
being confiscated. Theyll notice it's
gone too, and who will they sus-
E.‘:Cl? Your only hope is to put it
ack by morning by breaking in
again', Does this mean I've com-
E eted the game ar is there going to

e a follow-up?

Paul Goodwin, a proud 128 +2
OWNer.

NO MAGIC IN
THESE POKES

Dear Derek,

Having completed the first three
parts of The Colour of Magic, but
come ‘completely unstuck on Part
4 2my wife and | were delighted to
see the program. sent in by Paul
Matthews to list the vocabulary




(£20 software prize for Marchy
Imagine our disappointment when
my Spectrum + 2 would not accepl
lines 60 and 801 Is it possible for you
to let me know the full correct ﬁrog-
ram, and how to run it with the
game in order to list the vocabulary,
as I'm sure this would help us
towards completing what has-been
a good adventure. Also any hints or
tips that have been sent in for this
adventure, or one of the oldies Cas-
the Blackstar, which is currently pro-
ving a real challenge.

P Perrin, Wilts

I don't know what the exact prob-
lem is here but I'm be;mnn? to
wonder just how compatible all the
different

that the Trail is a magazine column
only, and on no account should
stamped addressed envelopes be
sent in as | am far too busy to indi-
vidually answer any queries.
Perhaps your letter gives me the
to point out two thin

on my mind at the moment.
first is the way in which puzzled
adrem‘u.;_es should hunime:u! past
copies of Signstumps as there may
well be existing clues. Secondly,
it e e i
Stumps, fo be as A5 pos-
s:'ﬁk,;as:?:euﬂhemafnpmbleml
face is linking up vague queries to

ific ion sheels sent in
by readers.

D8

FROM GAC TO
FAME AND
FORTUNE

Dear Derek,
Recently, | purchased the Graphic
Adventure Creator. | have spent
many hours on the program, writing
5malrand migstly uninspiring adven-
tures as well as fiddling around with
the graphics. | have, however,
designed a very large adventure
with graphics and character interac-
tion. It isn‘t exactly LEvera standard
but I would like to try and sellitto a
small budget company. Please
could you give me some advice on
how ta approach a company so that
they would take me seriously? Also,
what il they disown me, claiming
they wrote it themselves?

1 Sunter, Essex

First things first, and it's worth not-
ing that the largest budgel house
mﬁ mfw ; has a no-ulifity pol-
. As fo g companies,
.leﬁerex,rphh-
the good selling points of your
. Do all in your power to
ﬁm Ihf"tape you submit will

. Use high quality tape, record
sewrilrwﬁ%ﬁnsandl;bemesem-
sions clearly on the cassette itself.

aumber

52

in @ well-ty,

&

H

wonder so many AMITETS
wenl back to owning ir own
companies after the shake-oul in
the early eighties! As for your last
point, | have never heard of any
con:ﬁany stooping so low as to
pinch a program in this way, so rest
easy on that score.

DB

MIDNIGHT
CURFEW

Dear DB,

I'm writing to CRASH Towers in
response to two articles in the
March Signpost section. Firstly, |
was pleasantly surprised at Stepzlen
McLear's letter from Glasgow con-
cerning the already fabled Eve of the
Maon, It's good to know I'm not the
only Midnight fanatic in the world,
and feel bound to extrapolate the
discussion.

| accidentally came across The
Lords of Midnight a long time afgé
and immediately praclaimed itto
‘the mest sensational piece of
software lo hit the little Sinclair
micro. This Mike Singleton's a
genius, | thought, and { watched the
software shelves eagerly for six
manths oF so, snapping up the first
copy of Deomdark’s Revenge that
appeared. It's very rare that | fork
out the traditional tenner for one
game, but again it was worth every
penny — an outstanding mix of
adventure, strategy, and graphical
perection. The individuality of the
characters was especially excellent,
Now a certain Damen Andrews of
Watiord wrote last month that he
was having problems with, amongst
others, Doomdark’s Revenge, sal'll
come back to that later with same
fips,

However, this supposed Trilogy
business set my pulse racing. Was it

ssible for a third, even better epic
andscaping adventure? Seemingly
not, | wrote (o BEYOND explaining
about the Eve of the Moon game,
and a certain Simon Goodwin
(spunds familiar!) replied saying the
third epic was due for release in Sep-
tember 1985, September came and
went and | wrote and phoned many
times, butsevonp had disappeared!

Then lo and behold | reached
them again and wag told "Easter
1986' would be the release date,
Ah ah; Easter came and wenl —no
game. Then BEvonND must have fal-
len into a bottomless abyss because
| didn't reach them again until late
last year when | discovered they'd
been !:-nuEht up by meegrp and the
old team had ‘retired. " At this peint
| was awaiting Dark Sceplre. They
said that Dark Sceptre could be
expected just befare Christmas, and
Eye of the Maon would follow in
1957,

Guess what! They were fibbing
again. If's now February 1987 and |
am told that Dark Sceptre is still
undergoing production difficulties
and Eye of the Moon may have to
be scrapped! Mow | realise that
Mike Singleton s extremely
talented, and therefore very busy.
But | ask you, why set aboul startin
three or more  projects  {Da
Sceplre, Star Trek, and the me.
BOURNE HOUSE game) when the first
one planned (Midnight 11) is still 1o
be finished, or maybe even started!
S0 all | can say o Stephen of Glas-
pow and all other Midnighters is,
we're gonna have a long wait. And

Mike, gel vour finger out and con-
centrate on one or the other, not
four!

Mow that's out of the way, here
are some ftips for Doomdark’s
Revenge, In tﬁe Lords of Midnight
there were basically two ways to
wir: Morkin's Quest or Military Vic-
tory. In comparisan the options in
DR are almost unlimited, as you can
attempt to accomplish any number
of the required actions. The full vie-
tory that reveals the hidden watch-
words of Midnight on the Moonring
requires the rescue of Maorkin, the
complete destruction of Shareth,
and the safe return of Luxor, Mor-
kin, Tarithel and Rorthron to the
Gate of Varenorn. To attempt to
explain here everything thatmust be
done would take quite a while, and
some adventurers may prefer to find
out for themselves.

Here are a few basic hints:

1. Recruitas many Lords as pos-
sible: Tarithel begins game in
the Fey realm, and she is an
axcellent recruitment officer.
Luxer is not so brilliant,
Rorthron is very good

7 Recruit Fey and Barbarians
first

3 Objects such as Crowns,
Spells and Runes are a great
help, but it's not essential to
discover the whereabouts of
them. Go to towers to seek
guidance

4. Urgike LOM, thereis a nE\I;Tr
ending, rejuvenating supply
of wai'iors' and riders at the
varigus fortresses: and  cities
around the Icemark. It's
important o keep  your
armies up to strength (1,000
— 1,200 'men/ridérs each)

5. Toslay Shareth you'll need a
lot of manpower and many
friends. Don't necessarily go
looking for her — she'll come
to you in aboul nine or so
days time. Consolidate your
position and forcé in some
stronghold,

6,  Because of the individuality
of characters, they may gang
up together in independent

roups depending on who
Ewy are aligned to etc,

7.  The rescue of Morkin is a
great puzzle and it stumped
me for some time. Tarithel is
instrumental in his recovery,
and the third dimension is
also important

8. Don’t worry too much about
the leelords. The manual says
they are most difficult to
recruit. In actual fact, due to
their very treacherous nature,
they can easily be recruited,
especially by Rorthron and
Tarithel = but watch out they
don’t turn traitor-and revert
back to Shareth

9. Bewary of Stones, Gates elc.
Sometimes they may bring
good fortune, sometimes
not. You'll eventually get lo
know which ones do what

10.  Finally, don't despair, If your
armies are getling trounced
and your commanders are
rebelling, seek sanctuary in
pits, tunnels, gates, any-
where  underground  as
Shareth and company will
not follow yvou underground.

These are just vague hints,
Doomdark’s Revenge is a pheno-
menal game which, apart from its
predecessor Lords of Midnight, has
no equal. Happy hunting!

S J Harding, Tamworth.

GAP — GRAPHIC
ADVENTURE
PROBLEM

Dear Sir, :
Although | am not very good &t
adventures, | like trying to complete
them (although | rarely do).. When |
had gotten bored of some of my
arcade games | tried to find some-
thing that would be longer lasting. |
thought of adventures . . . no |
couldn’t get anywhere in them.
Then | thought, 'why not make my
own adventure.’ So | trundled off to
my local computer shop and spent
all my hard-earned pennies 1o buy
an adventure maker called GAC. |
ran home and started tinkering with
it. Despite having a few problems; |
have now nearly finished the first
part of my adventure. This brings
me to what | want to say.
1. Inthe GAC how do you get
random messages. |'ve Iried
most ways but they den't

WOTK,

i Also, how 'do you make a
multi-lead program (like The
Boggit) .

3. Can you link The Arist Il to
the GAC (for graphic -pur-
poses) If you can help me
with these, myselfand my co:

writer would be very grateful,
Daniel pman
1 have had ma tions con-

the m?amfm it can

and cannot do. Would some kind

soul out there please write in with a

full aisal of what can be realis-

tically achieved with this utility and

E‘Imiﬂundigm‘iwfzefbrthe
fler.

DB

THIS JUST CAN'T
BE!

Dear Derek,
Just a short letier here. In the last
issue of CRASH (38), you printed a
supﬁbsed correction for my Mid-
night pokes «fitst _published in
CRASH November 85, It's a pity,
the supposed correction had the
same mistake in it! The mistake was
in line 60, which should read 60
DATA 34, 148, 96, 33, 24,62

| was hoping to do some Doom-
dark’s Revenge pokes for you, but
after all the hard work of breaking
into the protection system (POWER-
LOAD) and finding sorre Fokes {1
found nine in all ranging from no
mist, through always recruiting if
aﬁpruach used, controlling any
character (there are 128 of them!)
and see the screen build up, my
computer broke down before |
could write the pokes program. Sa
you'll just have ta wail for them.
Hope you have better luck typeset-
ling vour pokes programs in the
future. I'll have to be going now, got
a lot of A Levels revision to do for
my exams in June.

Paul Stephenson, Leeds
I hope your ispirations

gy

come true, Paul and thanks

gnd.ingmeﬁmefor your letter.
B

This month's ;23 sardﬂl";agr is wing-
e iz : A
g& “:l}_‘ f?ieng:lom 'wh"ﬁh "h,;ss
descended after Midnight. ’
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as thethree parls
and indeee s the e

faved. The
ERHERD date
h. Fhilip

claim my place as
for completing !
I Bpim on
the 20th of February, 1967,
nof the game is to count the
number of sfacs in the universe, The
v fs quite funiny but | was disap-
ted with the end. AN that hap-
pened wasashort i i
op s i

| in (6th March) and
id Adamson (bought 7th and
d T0th March) can only
awhat it would be fike to be

solutions which will prave invalu-
arfers’ g
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iollowing the two doulile
SUPERHERCIES of last month, there
w now another whe has taken on
ge Dl twa a
through with the
if ital diates
I and
ang the
ndrew C

are March 131k (He- |
March 198h (e
superfiuman

Faneyv of Londo,
‘When you

told you have disarmed the
machinery that hasbeen destroving
the land, trapp

Dome! When vou fi

o ang

the trivmphant end! A truly great
achivvement!,”

i
faseral thewarhe,

immediate and themissile begins o
shrink. Ilose my geip and fall from
the sky into the sea. As ook up at
the shrinking missile it bursts into
harmiess flames. As [ swim back 1o

an surfing on a bwig'in front
Could ithe , ., ?°

Without further ade let’s get stuck
into those puzzles that have you
flummoxed,

QUESTPROBE , based
comic book characters, are mys
popular, and this month sees
queries on Spiderman and Human
Torch and Thing, which | will
endeavour fo answer,

Jan Hill of Manchester wants to
know how you deal with Sandman
and is having some difficulty deal-
ing with that {now rather famous)
fan. Troubleis, he ain't even got any
web fluid! Meanwhile, Philip May
from South Wales is in the caves
underneath the tar pil, but he's
scratching his headpb!.t-e some
ﬁmenr mrrjl';ey at ﬂ;ue Hlb:cgﬁt

not any further.

7o defeat Sancman, DMING
DFEMJOH befare you enfer the
reom. On entering the room FYBN
DSJC twice, then TAKE ALL. As for
the fan how about trying DBTL
XFC BU GBO several times until it
stows which allows you lo DBTU
XFC BUCVULIPO. As you're aware
f . you need some of that web

id, so here's a formula o work
on: GET DEMDJVN DBESCPOBLUIF
and IZESPDIMPS]D BDJE. Make
your way to the chemistry lab
{where efse!) and in NBILF
GMVIE, To reki, your interest
in the Human Torch, try to get the
hang of The Thing by waiting untif
your energy is 100%, turn your
GMBNF on high, throw it at the
boulder, GET PEBBLE, and fly down
the hole.

No month of ‘stumps could ever
pass without! a Seabase Delta
query, and this merry month is no
exception. Mike Hicks is as sunk as
a sub and has been dealt 2 blow

roan!) by his inability fo enter the

shaft ar fo lever the cannon,
With the cannen problem he won-
ders if the hammer (found in the
reactorroom), nais, plank and bar-
ref (from the favern) have got .
something to do with it. He's so
puzzled he thinks he's about to lay

m which is more than can be
id for his attempis to get the hen
to do just that.

Well, let’s start with the shaft,
and who wants to enter a forhid-
dingly deep lift shaft for heavens
sake? Far better to PQFO the
ﬁﬂFM with the key that was in

GPPE GBSN. Examine
UFMFTDPQF and down the shaft
you will see the small metal disc
used lo play the computer game.
The disc can be got at by ing
a XBTHOH MJOF with a speaker
NBHOFU attached. First of all you
might find it useful to DIEX HVYN
andstick the buttons for the lift (de-
tails supplied by Matthew Tuck). Te
fever the cannon you'll need some-
thing long, it has been suggested
that a 'k of TUSPOH XPPE
could do the trick. Te remove
the QMBOIL in the first place you
need the QYODIFT whereupon you
can QVMM OBJMT. I say, I say, |
say, how do you make a hen lay an
egg? Answer: CMPX CVOCMF next
ta IFO, (K Miles su the ans-
wer to this hen joke).

Time for a quickie here me
thinks, from a regular in the Mid-
lands. | can’t answer.all of Milan
Petrovich’s problems cause you lot
out there ain‘t sent in the full solu-
tigns te Adveniure or Claymorgue
Castle (even fame is now
almost guaramteed due to the new
credif system). However, his ques-
tionon Emerald Isle which goes like
this, “I have given the seamstress
the parachute buf can solve
nothing else. | can find no use for
the four coins | have’, can be
answered this very month and here
are the words of wisdom which will
soon have the penny dropping.
Insert TIMWFS coin, enler train.
Purchase the HSBOVMFT with a
CSPOAF coin and the HPME coin
should be given fo the OVSTF.
Alright you clever accountant-
types oul there, you've only
counted three coins. Well perha
Milan got his sums wrong (or if
didn’t this excuse should keep him
at bay for another month),

Malcolm Austin wishes fo escape
the rock prison at the beginning of
Rebel Planet and, in a similar vein,
would like lo ski refabﬁn’s dun-
geon to defeat dragon in
The Hobbil. In the jail CFOE CBST
XIUI XSFODI and then
BDUIWEBLUF MBTFS before
DMINC UISPYHI IPMF. The gob-
lin's might release
after the following: SFE EPPS to the
TX, wait until Thorin appears and
sa; {o him '"PQFO XJOEPX’, 'DCSSZ
NF, then ‘HPXFTU'. THEN GO SW
and DOWN, wait for the goblin.
fHobbit help — Desmond Corrigan).
In the same game Michael Pairg::-er
wants lo find the professor on the
second planel having wailed out-
side the university for hours. Leav-
ing the academic for the guard he
finds he can’l keep the museum
attendant happy and wonders if the
display cabinets have any part fo
piay. At the enfrance to the univer-
sity UBQ DSZTUBM with GPSL.
Examine the exhibits to learn about
the creature. Give CSFX to HVBRE.

1'm a bif pushed for time this
month but it’s rumoured an Adven-
ture Special is in the offing, perhaps
next month, so I'll look ard to
that. Fornow, keep sending in your
muost treasured fips and. tions,
as well as any puzzling problems
ta:

SIGNSTUMPS, PO BOX 10, LUD-
LOW, SHROPSHIRE 5Y8 1AQ.
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WUﬂiﬂzt!&&‘- year—at least
Eﬁh&lcmdy“dn&zz, and I
‘the introduction —

Special Playing Tips Supple-
was a mere 16 pages; this
year it has grown to a mas-

ﬁmwdaysmmga
have changed. Gone are the
M&M;tﬂﬂmﬂdm
entered by MERGEing a
loader and sticking the POKE
.bafare the RAND USR state-
ﬁ':vamg mdmw
tive rs tcstwhk;hthaym

Nm?r. have ar..'hjpwad Elll't
status for their hacking
aupﬂmtbmm;bmmnf

mnyofahamum”m this
special edition just have to
betypedin, runand the tape
loaded as usual. The ‘game
should then run, gacad ﬂr;mq
Wﬂﬂﬁg xsmmﬁ:y

nsed tbb&ampfﬂy!-
dd.:t stamdiumgm:mdhv—
tory paragraph.

Thank you everyone wha
sent in POKEs and tips to
make this Supplement the
size it is—and please con-
tmue todo soor I'll be out of
& job!

BLM

Over three months we've col-
lected quite a few tips for
CRL's Academy. For the Spec-
ial Supplement, herethay are
again, plus a few new ones.
Thanks to Camilo Mesias and
Russell Mulcahy.

ACADEMY TIPS
MISSION ONE

‘If It Moves . .. "'

You find that your base is sur-
rounded by four sets of Light-
houses in pairs. Do not destroy
thesa as theyare necessary for
navigation. Design your own
ship with as many of the fol-
lowing characteristics as pos-
sible: good lasers; scanner; 4
bombs; 8 missiles; some
ammunition; a compass, good
main drive, Then fly around
close to your base and get rid
of anything that isn't one of
the Lighthouses.

Return to GLV and then
equip, Fly out in between the
sets of Lighthouses. When you
find a ship steer towards it, but
slow right down. There are
groups of ships which thrash
you in close combat, so stop
and pick them off one by one.
If at first they don't come
towards you, inch cleser and
that should tempt them into
combat. Use up all your mis-
siles against them and then
turn towards GLV (use ADF)
andburn. Change view torear
and keep shooting. Drop as
many bombs as possible and
be careful that youdon't crash
into GLV while facing back-
wards (now that would be
embarrassing!). With some
luck the bomb will detonate
your enemy's ships. If it
doesn't, return to GLV, re-
group, re-equip and repeat.

Repeat this manoeuvre for
each direction of the compass,
destroying Lighthouses so
that you know where you've
been. You should easily get a
pass on this level. If it gets
dark, return to GLV and wait
five minutes until the sun rises
again.

MISSION TWO
Red Dawn

Use the same ship as in Mis-
sion One, but add Jump/door
unit, IR er flares, and 8 rounds
of ammunition. Do not shoot
the jump pads! This is crucial.
First destroy everything
around the GLV except the
jump pads. Re-equip and jump
somewhere. You find yourself
at one of the cutposts. Locate
the robot factories and keep
well away from them until the
very last minute or else they'll
thrash you. Shoot everything
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elsa, Fly between the fac-
tories, bombing as yougo. Use
ADF to returm home once you
ars sure that the factories are
gone (use scanner), Use your
ammunition because the robot
factories lob robot missiles at
you very quickly indeed. If you
mun out of ammo then burn
home, but face backwards so
that you can use all the mis-
siles. It's a long drive home,
but don't panic as there is
enough fuel for a two-way
journey. Re-fuel, repeatandre-
equip and head backtoget the
other factories.

MISSION THREE
Melidown

Thisis probably the hardest of
the first four missions. Get a
new ship with: high shield,
high lasers, high AMMs; 4
bombs, scanner, a compass,
and missiles . . .

Avoid the mines which are
shown on the scanner as four
dots, close together in a small
square. Shoot these while they
are still at a distance. Every
now and then slow down, stop
and look at the scanner. Any-
thing still movingis a shipora
missile soblastit before it gets
you. Avoid the fortresses if
possible or bomb them if you
have to (remember to get well

>LUNCH

Lavnch 0. K.

away fromthe explosion your-
self or it'll be bye-bye Skim-
mer).

The volcano-shaped objects
are indestructable and NOT
the reactor, so don't waste
yourammo on them. The reac-
tor is shown on the small map
of this level. Time is the most
important thing in this mis-
sion, therefore you can't dothe
old trick of waiting for the sun
to come up — perseverance is
the only thing that will get you
through this mission.

MISSION FOUR
Softly Softly

This mission is dead easy. Use
& ship with good lasers, main
drive, shield, scannerand com-
pass. Follow the cornidor of
mines carefully and repeatthe
process of stopping and check-
ing the scanner for ships —
there are a few, When you get
to a corner be careful not to
turn into the mines. For speed,
try to use missiles on ships
attacking you, Remember,
scoring is on a time bhasis, but
dock very carefully at the end
or you may waste it alll

GENERAL TIPS

1) Use low power steering — it is
easy to control. If yvou become

FlLare relLeased
Hissile Fired
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surrounded, change view to
shoot the ships rather than turn-
ingaround. If there is something
in your way —for example a
building — then stop, otherwise
you needn’t change your flight
path,

2) Bombs are extremely useful,
but you rarely need more than
four because you can only
releaseone at a time and you can
re-equip after destroying some-
thing by returning to the GLV,
3)If ships are attacking you from
a good distance, stop and pick
them off with lasers and mis-
giles. If surrounded, dropa bomb
and burn away, changing view
to shoot as many ships as possi-
ble, They follow you and a bomb
may well get rid of the lot of
them.

4) In the buildings (GLV for
example) you can abbreviate the
written commands by adding a
full stop.

) For really high scores, don't
dock with the GLV if youhave BS
to 89 percent as it adds 5 percent
and you will be forced to end the
game.

6) Don't shoot the lasers aim-
lessly: make sure that they are
going to hit something before
you fire. Using this method the
lasers won't gverheat too much.
7) Mines are deadly, so shoot
them from a good distance. They
are often grouped in fours inthe
shape of a square (but not
always).

8) When you complete a mission
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with more than 90 percent, save
the game so that you can load it
in the next time you play
Academy. This way you can
save a lot of time.

MORE ACADEMY
TIPS

Here are some of Russell Mul-
:;hv‘t tips for levels two and
ree.

Level Two — Cipher
Design a Skimmer with a door
unit and missiles. Follow one
set of lighthouses until you see
the reactors, which are easier
viewed on the scanner.
Approach slowly, shooting
anything that attempts to
blast you, but take care not to
hit the reactororit won't allow
you to enter. Dock with the
reactors and get the codes.
Return to the GVL, blasting
the lighthouses as you go so
you know you've been that
way. Re-equip and repeat the
procedure for the other reac-
tors. Once all codes have been
extracted, return to the GVL
and go into the codes system,
To begin with it's best to try
and match one piece of code
with every other piece until a
matchis found. The codeslook
like two numbers when com-
pleted.

Atthe OK Coral

Lots of missiles and good
shields are required for this.
The missiles are for the
armoured crawlers which are
invulnerable to lagers. Gener-
ally, using scanners, you
should seek out groups of
robots and approach them
slowly. As they attack, zap
them, don't use the missiles.

Hide and Sesek

Delay bombs are needed, but
missiles, AAMs or good lasers
arenoct essential. However, it's
wise to keep a hold on some
good shields. The suppressor
droid is moved by shooting at
it=but they're difficult to con-
trol. Move one over to a group
of solar discs; close enough so
you can enter the group with-
out being shot. Position your-
self so all discs are visible on
the central blue square of the
scanner.

Turn round and fire at the
suppressor, as you don't want
to destroy it with discs. Keep
firing until the discs return
your fire, then drop the delay
bomb and escape by flying
towards the suppressor — but
don't crash into it. If this is
done correctly the bomb
should destroy all the discs but
not the suppressor.

Remember — you only have
two suppressors so don't
waste them,

Level Three — Lassrium
Dead easy! Design a Battle
Skimmer with good lasers,
shields, missiles, scanner,
furrydice . . . No,cut the furry
dice. Don't charge around the
landscape, take it @asy, return-
ing to the GVL if you're dam-
aged. Don't launch tco many
missiles at once, as this
increases the chances of a
robot AMM launch. You
should have no trouble in get-
ting 100 percent on this one.

Hades I1

Use the Battle Skimmer fram
Laserium, but add a jump unit
if it hasn't already got cne. Be
careful not to destroy the jump
pads.

Sands Of Time

To destroy the reactors use
delay bombs or fire a missile at
very close range. Watch out for
solar discs protecting one
reactor as there are no sup-
pressors. In this mission
there's no real point carrying
on after 60 percent, as the
other missions should buildup
your score,

Miszion Improbable

Similar to Cipher only with
jump pads. A suppressor is
required to use the first jump
pad, as it's surroundad by
solardiscs, Apart fromthatit's
quite easy.

AND THE FINAL
INSTALMENT . ..

After months of waiting it's
finally here, the final instal-
ment of the tips for the spawn
of Tau Ceti: Academy,
supplied by Russell Mulcahy
from sunny Sheffield. Now,
where did we leave off . . .

LEVEL FOUR

Ceti Ravisited

Very like Mission Improbable
except there are no solardiscs.
Make sure you refuel at every
opertunity as there are a lot of
jump pads. Again, gquite easy.

Out of the Frying Pan

Inthis one, the Hunters attack
in groups, so you'll need mis-
siles, good lasers and strong
shields to survive. lf youtakeit
slowly, it shouldn't be too
difficult.

Don't Panic
You need delay bomb to elmi-

nate the solar discs and robot
factories. The beacons lead to

the supressor 'car park’
{watch out for mines), and the
lighthouses lead to the discs
and factories. Destroy the
discs as in Hide and Seek —
except you won't need to
worry about destroying the
supressors. The easiest way to
the factories is to fly between
them, zapping their missiles
with AAMs. Drop a bomb in
the centre of the group and fly
away. Don't use lasers to shoot
the missiles as you may
destroy your own delay bomb.

Needie in a Haystack

Rather like ‘'softly, softly’
except the path through the
mines is quite tortuous. Watch
out for fortresses and don't
worry if you set off a mine —
just wait a while to allow the
shield to recharge. When (if!)
you reach the GVL, remember
toquit if you haven't scored 90
percent or more.

LEVEL FIVE

Coal mine

You need your trusty Battle
Skimmer but this time replace
the jump/door unit with Infra-
red. Use the same tatics as for
the other shoot "em up’s and
vou should be okay.

Paz!

Here you meet the rather
interesting super missiles
which cannotbe destroyed! At
the beginning, the best thing
todois to run away — very fast.
Keep firing with your rear las-
ers as you do so, and when
clear slowly return, shooting
things as soon as they come
interange. Try and destroy the
fortress at extreme range —
before they fire those really
awful missiles. if one is fired,
there is nothing you can do, so
just hope your shields are
strong enough. Quitassoon as
you get a decent score.

Protector

You'll need a high main drive
for this. This way you'll be able
to knock out a few trackers
right at the beginning, before
they escape. Afterthat, simply
‘seak, locate and destroy’ —but
watch out for mines.

Shepherd

Watch Towers are moved like
suppressors. You'll know
when you've got one close
enough to the GVL as your
score 'will increase. Don't put
them toocloseasthey mayget
in your way while docking.
Watch out for mines. In gen-
eral, you should treat every
‘blip' on the scanner with cau-
tionuntilyoucansee whatitis
and then take appropriate
action.

Phew! That's the lot for
Academy! Can there be any-
thing left of the game to play,
I wonder?
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FUTURE

KNIGHT

Last month [ printed Adam
Thompson's tips for the first
part of Future Knight. Now
with the map for Part Two of
the game, there are more tips,
but just to set the scene, I'll
repeat last month's solution.

Firast you need the Safe Pass,
go left, then up, left again,
then right and grab the Safe
Pass. Go back right. Go down,
kill the Large Robot and go
through the exit. Now you
have to locate the Securo-Key,
the Platform Key and the Exit
Pass. Go left, then through the
second opening on the right.
Kill the Robot and go up, left,
up and through the exit. Go
left through four rooms, and
through a secret door on the
left. Go through two more
rooms to the left, and through
the exit.

Go right through five rooms,
get the Securo-Key, leaving
the Safe Pass behind. Retrace
your steps to the exit and go
through. Go left, then down

?‘}\. wa
'

i
I -
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» On the second level of Future Knight

through three rooms and you
should be presented with the
message; 'This exit is locked,
fool'l Use the Securo-Key and
go back to get the Safe Pass,
then back through the exit. Go
right, get the Platform Key, go
back left, and through the exit
opened with the Securo-Key.

Go down six rooms and
through the exit. Go down a
further six rooms and use the
Platform Key — a Platform
should appear. Go down, get
the Exit Pass, then retrace
your steps to the exit. Go
through and up six rooms to
the exit.

Go through, go right, and
through the exit. Go clean
through six rooms and another
exit. Go down, right, down, kill
the Large Robot, go left, and
through the exit. Go left, right,
down two rooms, left and walk
into the exit— but remember to
use the Exit pass. Walk out of
the exit, then back in, and you
fs!mtdd be on the planet's sur:

ace.

?;\:-\" . ] §.~» 1 gu

FOREST AND DUNGEON SOLUTION

of Gremlin's heroic platform
adventure, Future Knight.
comes from Andrew Johnson,
an intrepid Knight in shining
armour, who comes from
Sheffield, the same place as
the Gremlin

team. But I'm sure that has
nothing to do with his
prompiness. Eh, Andy?

Go through to section nine ana
collect the Bridge Spell,
through to section ten and use
the Bridge Spell at the begin-

ning. Through to section 11
and through the exit at the top
of section 12. Now in section
13 collect and use the Glove
and go through to section 14
into 15. Go to the bottom of
section 12 and make your way
back to section ten and collect
the Release Spell. Go right
through to section 20 until you
reach the bars that blow up
the Henchodroid. Use the
Release and go through to the
last screen and walk through
the Princess and the game is

finished.
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Well, actually it probably won't matter that much, It's a solu-
tion to Ocean's Short Circuit, and although it's reviewed in this
issue, the game has been on the streets for some time (it came
in too late to be reviewad in last month's CRASH). The solution
and map come from those Industrious Hackers from Haxby, but
thanks as well to Karl Fudge and lan O'Cennor, who also
supplied a solution and map, which were very useful.

E1 Start
E2 Link: Select Search, Use, Read: Search Drawer: Get Blue pass-
card
B1 Use Biue (twice — both sides)
Link: Select Lock, Break, Drop
A1 Drop Blue in sofa
Search Desk: Get file key
Use Key: Drop key in Sofa; Search file: Get Pink passcard
Search Desk: Get Red passcard
Use Pink (once)
Use Red (once)
Lze Pink (once)
Drop Pink and Red in Sofa

Hardware

Drop Laser and Hardware in Drawer

Search Drawer: Get Drawer key; Search Terminal: Get Lit
Cigarette

Use Drawer key

Search Workbench: Get Mankey Wrench

Break Sink: Use Wrench: Drop Wrench in sink

Search Drawer: Get White passcard

Use Cigarette: FIRE! Drop Cigarette in Sofa

Use White (once): Go right

B, EXTROTS

_ 1
DON’T GET SHORT CIRCUITED

B6 Use key: Drop key in Sofa: Search Drawer: Get Grey passcard

A5 Search Sofa; Get Red and Pink passcards: Use Grey

A7 Use Red {twice)

A8 Use Red (twica)

A10 Use Grﬂg {twice): Drop Grey and Red in Sofa

C10 Search Bin: Get Hacking Disk

A9 Use Disk: 2: Low Mode: Drop Disk in Terminal

A5 SearchDrawer: Get Laserand Hardware: Avoid Robots (F7, E7,
E8, E10} operating at one minute intervals

H7? Drop Laser and Hardwaras in Sofa

A9  Search terminal: Get Disk

B9 Use Disk: Set Service Time (about 3 minutes ahead of the pre-
sent tima): Drop Disk in Drawer

H7 Search Sofa: Get Laser and Hardware

HB Wait for Service Time

H7 Foliow Robot through the Door

HB Drop Laser and Hardware in Sofa

10 Search terminal: Get Drawer key

F10 Use key: Drop key in Sofa: Search Drawer: Get Gold passcard:
Use Gold (twice)

F9 Drop Gold in Terminal

G Use Pink (once): ALARM! Drop Pink

F8 Search Workbench: Get White passcard

H9 Get Laser and Jump Hardware

I7  Drop Laser and Hardware: RIGHT!: (E3)7

E3 MNow te get the Laser Circuit

B9 [S)eamh Drawer: Get Disk: Use Disk: Set Time: Drop Disk in

rawer

H8 Wait for Service Time

H7 Follow Service Robot

I7  Search Table: Get Laser Software and Jump Hardware — also

it Eanfying the Laser Circuit

xit!

B3
ES
AO
co
ES
c3
BS
A5
CO Search Robot: Get Laser Software: Search Box: Get Jump
A5
D5
D4
D2
B4
D4
C4
A2

KEYZ

.-

| sopa




THE GREAT GOLDEN
OLDIE COLLECTION

POKE

TITLE RESULT
SCUBA DIVE 55711,255 2565 Lives
HORACE GOES SKIING 29270,0 Mo Traffic
MANIC MINER 36136, 0 Infinite Lives
HUNCH BACK 26888,0 Infinite Lives
AH DIDDUMS 24942,255 255 Lives 3
PROJECT FUTURE 27662,0 Removes aliens
PSYTRON 28625,0 Endless Fuel
PSYTRON 26143,255 Endless Oxygen
PSYTRON 26144,0 Endless Oxygen
PYRAMID 44685,0 Endless Energy
ARCADIA 25776,0 Infinite lives
ZIP ZAP 53753,0 Infinite lives
KOKOTONI WILF 42214,255 255 lives

MOON ALERT 42404,255 100 lives
ZZOOM 247430 Infinite lives
FREEZE BEEZ 34610,0 Infinite Lives
FRANK N STEIN 28277,100 100 lives.

" WILD WEST HERO 23821,30 30 lives
MONTY MOLE 35874,255 Fall without dying
MONTY MOLE 38004,0 Infinite lives
ESKIMO EDDIE 24686,24 Infinite Lives
ESKIMO EDDIE 2468776 Infinite lives
LAZY JONES 56693,0 Infinite lives
KOSMIC KANGA 36212,0 Infinite lives
ANDROID 52250,32 Infinite lives
MUTANT MONTY 54933,0 256 lives
RIVER RESCUE 33420,0 Infinite lives
ZAXXON 48825,250 255 lives
GILLIGANS GOLD . 52881,0 Infinite lives
FINDERS KEEPERS 34252,0 Infinite lives
CHILLER 34025,0 Infinite lives
TIR NA NOG 34202,200 No Sidhe
MUGSY 43012,0 Infinite lives
JACK/BEANSTALK 56110,0 Infinite lives
DEFENDA 37531,0 Infinite Lives
DEFENDA 34163.0 Infinite smart bombs
HALLS OF THINGS 327170 Infinite energy
PUD PUD 49287.,0 Infinite Pud Puds
AD ASTRA 28592,0 Increased fire power
AD ASTRA 35852,0 Infinite lives

CRASH Playing Tips Supplement May 1987 65




"”__ —u‘wwnm?hm#lﬂ-fﬂt}‘hmﬁ" - iy
= w e

B Ui e :
[ E r&’ -
& A) h oo, £

ncia— .

#M*-ﬁﬂ-*-mﬂs-—-l.w.qﬂ- S T R R e

usa

e

-
# )

*‘Q?---—-nn S P IR SR e S T gy £

Eaivppen

TR Mg s i e e W sl e o
Ol e T g o P ey 9 e o
-ﬁﬂﬂu.ﬂ.i-|:rsal;‘ﬁagmn—_—ﬂ.ﬂ‘u

' B (AN ’A ,
| :'liii I & 1 u;"-\tﬂ--hnu: e E‘aﬂ'ﬁﬂ
LAALR ATV i 3 L
TR - .
R

e 111 ILFT VAN
e

N A O A N N e D B o D e

o 0

XX O o

lhli-m.a.-




- s g S _-'--—'_=‘: _m‘-'ﬂrﬁ'ﬂl

(N l
L]
ﬁ:.a'E‘_l

__'-!-_IH'-"_--HB:“P:.: : s
s ey WS =t ﬂex;au.mmﬂg.fﬂnw TREAEY,




— | SO00RWAY
. LOCKED DOOR

FREReT| SECRET PASSAGE
WAYS THROUGH MIRROKS

ol 1N NNM i~
| § B

- GROUND
| LEVEL

COMPILED BY B. SMOSLOE
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TREASURE CHEST

i

© |crock
FOUNTAIN
I |MIRROE
TABLE

BENCH
& | ipoL oF A Gob

[ | cABNET

HTo | MONEY MACHINE
04 | Book -case

=0 | Lon6 Box

BB | FIREPLACE

| 2 | caworoN : |

STATUE OF A LADY ON A BENCH

XX | GRiLL Do ’
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THE GREAT GOLDEN
OLDIE COLLECTION

out of the cupboard, dusted them off, and here they are . . . ’
Gmofﬂmlr-lgththm ﬁw mm?:mmm

noticed CRVG i the tape play should Yes, siree! POKEs for Electric | well enough. Only problem is
E:a i i Kemsi i Lo tap sl Dreams’ second release ever. | that the game is so W-E-I-R-D
They come courtesy of Paul that no-one can remember
Stevenson from Roundhay, how to play it!
Leeds—ahacker name I know

LR - AR SR PR

Looking through Hannah's old mail sack, and through some of
the letters I've already received, there seems to be a growing
demand from newer readers for cheats, tips and POKEs for

| e

le} 5 REM I, OF THE MASK

le! & REMBY PAUL STEVENSON »

D || B ek | |

M DEATHCHASE o : : i |
o5  REMTMDELY ‘e " lei20 LETT-OLETP=38100 __ _ __ le
g REM CRASHMAY 1357 e 3130 FORF=1TO14:READAS:FORG=1T0 |q
LT FOR G=32740 TO32758:READ A:POKE e .: 15 STEP 2 = I
¢ canenc i |9 40  LET A= CODE AS CODEAS(G)-48-7 1g
® 0  RANDOMIZE USR 32740 e o ANDCODEASIG64 1o
.!II 0 DATA B2 255,55.17.?2163 q. : 50 LET A=A*16+CODE AS(G + )-48-(7 :.
®| ?u:a DATA 221,33,0,64, 205, 86 L i :; AND COELE §{$+ ;f;ﬁfg o

: 108,201 . 19! 60 POKEPALET T=T+A:

S REREL ~ o P=P+1:NEXT G:NEXT F 9

1
®! 79 IFT<>13277 THENPRINT 'ERRORIN ::

|e! DATA': BEEP 1,0:STOP b
®; 75 POKE P,201 -
.: 80  PRINT #0:AT 0,3;"STARTI,OF THE |e
WIMPY °N’ EGGS || |-, oo o
e; 90 RANDOMIZE USR 38100 o :.
Two quick classics from P through Chuckie Egg's sec- e, 500 DATA ::31 2596[}[)'2:;32?;3?}5 " :. !
Clough who lives in Durham. | urity code. Before loading o1 510  DATA “9001AFDE e e
Firstly Ocean's Mr enter the following: o! 520  DATA "CDECOSC1 30ED7728 e
Wimpy . .. MERGE “": POKE 24501,195: 1530 DATA “CB7C28FA21359616" 1
Enter these POKEs before QoTO1 i ®i540 DATA“ASCD3895AF327C97 e
the RANDOMIZE USR state- ! @l DATA “3EC‘33275966D5595" I
ment in the loader. The first | then begin loading . .. ol 290 W AF3275960D218003" e
misses out the initial screen, | When the OK message ; 560 DATA “AF3 1CB" :0
and the second provides Mr | appears enter: | ®1570 DATA"118238CD3D9721CB g
Wimpy with infinite lives. ! .: 580 DATA * 5C01C8321681 CD@% Ll | s
POKE 33501,0 POKE 42873,0: RANDOMIZE ®i550 DATA “9532B5E13203E432" :
POKE 336930,0 USR 42000 |®! 600 DATA"2D843ECI32B08231 :'
an endless supply of lives | |eigi0 DATA “E8742A3D5C36D032 i
Secondly, P has discovered a | should, fingers crossed, now ] e 620 DATA “385CFBC97EEDGTTE" ®
simple way of getting be yours. ! 630 DATA “« AATT230878B120F4" :. _J
1
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INTO THE
EAGLE’S NEST

These following tips from Rajvinder
Johal, who lives in Derby, neatly accom-
pany our map of Inio the Eagle's Nest

® Don't pick up ammunition if your gurn
isfull - it's a waste.

® Ifyouare healthy, but have ten hitsor
below, take the food instead of a Red

wrinl

|‘hi-l ‘ B

EXPLOSIVES ~ NEVER. SHOOT
THESE — O Foed ®
R
O R AProR Wi, GUK

N RBE
KEY
FRET RIP~ REPIKES ATTS To @ [EI
Fonio-REPUGRS TS BX( 10

*
PANTNG e
PeNDANT | TREASURE o
vase

gpHoe HACNINCYH AS <I3ddHwW

‘Cross parcel which should only be
used when seriously injured.

B Never shoot moere times than you
need to. Blazing away in all directions
may lead to detenating some explo-
sives.

B To complete the game and blow up
the castle, set the detonators on all
eight floors and return to the place
where you started.

B To resvue the captives ensure the
game is on level two, three or four and

[T

2

=

e

7

~EpANBE SHoT
T &r THE Wiy

STREL PooR -NCEID KeY
MHM LRN BE

%Tm

TOILETS
Ebum-hﬂuﬂ'
8ep

Box - SHOOT OFEN !

Ok o nie

goupthrough the levels until you find
one. He looks similar to you but
doesn't passess a gun. When a cap-
tive is found return him te the start
position on the ground floor and go
for the others.

If one of the rescued captives blocks
you into & corner shoot at him and he
should move.

Use barrels and other objects for

cover when attacking the enemy.
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The Scepire of Bagdad

el

“=map-:-

SCEPTRE OF BAGDAD HINTS

MEDUSA: Carry the Mirror
DESERT: Carry the Coconut

Purse

CYCLOPS: Carry the Shar-

GOI‘.PDHUT Carry the pened Trunk
Loaded Sling TRUNK: Sharpen with Axe

PEARL: Carry the Trident SPIDER: Carry full Insect Net
SLING: Load with the Pearl DRAWBRIDGE: Repiace
STATUE: Walk with ngs Bmkaﬂ Axie with Good One
PILE OF ROPE: Carry the COALS: Carry the Slip-
Flute
BEE; Catch with Insect Net, mﬂ: Cut Spider's-
Ry OB CATy KR SOW Siring with Spider

: : String wi i
E%T WELL: Carry the Thread
Fish Helmet QUIVER: Needed to Load
TRAP DOOR: Carry the Fire ~ Bow
Ri LADY: Canraa the Miner's Hat

E DOOR: Carry the SPRING BOARD: Carry

Book Leaded Bow and Lamp
PURSE: Fill with Pile of Coins
WIZARDS SMOKE: Carry ThEM jic Lamp will help you
the Whisk (Fan) it with the hanky.
BULL: Carry the Whip Takanotofihahandywptic
SHOPS: Carry the Filled clues.

| I .- % i s“ : : 4

|
Hoa sy
| 1 x K Pz LB
J i ; = |
L : . . =
| o =1 |
' i
E 3
SPACE — o
M SPACE ‘e
HARRIER 10 By STEVhlizyP?JEI;E o
: RASH
w.mmrow :.: ;% EE%MUBG LOAD" " GODE e

‘e
but unfortunately, it seems POKE 65289,196: POKE 65293,193

i 30 65450,143 .
they didn't work too well. So 1 KE 65449,178:POKE i
here's another stab at it, 8! ‘ég ESR N=65488 TO 65494 "READ A: POKE ;'
wwmm?n?neﬁnm o NANEXT N

i
o) RANDMIZE USR 65224 1o : :

60 3,202,201 ‘e
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A4 - THE FEATHER

A% - THE WINGS

A10 - THE INSECT NET
A1l - THE FIRE RING
A13 - THE PURSE EMPTY
A16 - THE SLING

B1 - THE TRUNK BLUNT
B3 - THE QUIVER

B4 - THE HOUR GLASS
BS5 - THE COCONUT

B8 -THEKEYS
B1l- THE TRIDENT
B12 - THE SWORD
B13 - THE FLUTE

B6 - THE BOW UNSTRUNG

C18 - THE WHOLE AXLE
D6 - THE SCEPTRE
D11 - THE ARMOUR
D12 - THE CARPET

D16 — THE SLIPPERS
D17 - THE AXE

B15 - THE LAMP

C2 - THE MIRROR

C3 - THE PEARL

C4 —THE BAD AXLE

C5 - THE FISH HELMET
C13 - THE ALI-BABA BOOK

FOOTBALL FORTUNES

Not so much a tip, more a way of saving from Javid Karim of
Royston, Herts. When you have decided to finish the game
return to the normal menu screen. press break and type SAVE
“FILENAME" and save it to a blank tape. Remember to make
a note of of all the playvers men, money and immunity cards.
The next time you wish to play, simply load in the saved
version and type GOTO 80. The program then begins from
where it left off.

STARGLIDER

Both Matthew Bauer from Whitworth in Lancs, and Robert
Gabriel from Devon both sent in this tip — on the same day,
However, Phil Churchyard told me a few days before ...
Play the game until you enter the high score table, and
when asked to enter your initials, type 'GBIORGS'—incaps
~ and with the space.
Now, start the game and pause it, then while it's in pause
mode prass any of these keys ...
1 takes you forward to the next level.
2 puts you in indestructible mode,
3 takes you out of indestructible mode.
4 provides you with two missiles.
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TO PSSEMBLE Your, 3D-Mae: |

£ @ REMOVE PRGES ANP GLUE
TO A SHEET OF THIN CARD

: @ CUTOUT THE SIXSHAPES |
. A % @ cu':rnu-r lemEs w m =
M 4 N d FOLP AS SHOWN ON RIGHT
MAP DeviseD sy g _ e

GARY PENNM 17
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DON’T GET SINGED!
Eranonscaipa e = T

If you've been experiencing problems with Software Projects’
follow up to Dragon’s Lair then try this simple little tip from Mr
Software Projects himself, Paul Patterson.

Just load up the game, and before pressing the Space key to
start, hold down the Q,W,E.R,T keys — and before you can say
‘Software Projects are the best of the lot’ you'll be graced with
infinite lives. Was that plug ckay Paul?

HIGCH: @@aGan TOYYTYy

B S S
SN e

Regular CRASH hacker, Phil Churchyard, has been at it again
and provides an 'interesting’ hack for the original Dragon’s Lair
game. It completes the first screen for you and makes others
easgy — it does a lot more besides, but you'll just have to use it to
find out exactly what.

' HEAT
EM DRAGON'S LAIR C
:E‘M BY PHIL CHU RCHYARD
REM CRASH MAY 1987

LET A$="MAKE IT EASY" S e
FORI=1TOS: POKE 32767 +1,A% “I":N 5

LOAD TR

And from Ashley Harrison, Mansfield, comes a quick tipette,
On the first disk, when the wind blows, press all four direc-
tional keys at once and Dirk should move the right way with-
out falling off.

THRUST I

——A| TR M!!H_F: A aHW

There's a rather helpful bug
in Firebird's Thrust I as dis-
covered by Pierre Scotnay
from Bristol — a city near
France, judging by his christ-
ian name-. . .

When you've collected an
orb from the surface of the
planet, fly back to the empty
pylon and press the pick up
key. You should now have
another orb! Depesit it and
you finish the game in next
to no time. -4

-]
[o7]

CRASH Playing Tips Supplement May 1987



<

CRASH Playing Tips Supplement May 1987 77




Rk

B nEens w0 e 1

SIGMA SEVEN

Jon North from Sutton in Sur- | month he's sent in four
rey, is becoming quite a regu- routines and this one pro-
lar tipster, and looks like vides any Sigma Seven

being a serious foe for the

player with infinite lives.
Hackers from Haxby. This

i

I

® .0  REM SIGMA SEVEN o
. 13 REM BY JON NORTH o
® 14 REM CRASH MAY 1887 '»
o' 50 CLEAR25067: POKE 236240 10
e 30 LOAD"” SCREENS e
®i 40 LOAD ;;3%3?5 o

) POKE : s
. 20 RANDOMIZE USR 61385 e

%W
SHOCKWAY RIDER

Now, I'm only printing this as
I trust Jon North implicitly.
Someone, who shall remain
nameéless, nicked the library
copy of Shockway Rider, so I
wasn't able to test it out. Now

you wouldn't let me down,
would you Jon? So, cross your
fingers and hope it works . . .
1
ER i®
1e!.5 REMSHOCKWAY R:E .
! v JON NORT
.o REMB : ®
oiis  REMCRASIMI DY cooe o
: CLEAR 24799: ;
:1%% FOR F=60408 TO 6043(1? ‘.:
: READ A: POKE FA: N :
e USR 6E4 s
o' 50 RANDOMIZE = 1
o 60 DATAB2,183,50.139, o

REM TRAP

SCEPTRE OF BAGDAD

"t‘:b_:"‘m

e T

THE JON NORTH QUARTET

Yap, guess who? Jon North
returns with a neat POKE
routine that allows access to
any ship without collecting

the necessary orbs. And yes,
there's even more, you get
infinite lives into the bargain
as well!

l. "
REM BY JONNORTH 1@ |1
REM CRASH MAY 1987 |®

LEAR 65530 1o e
Eoﬁ[)u " SGHEEN$ :. el
LOAD “" SCREENS to |
LOAD “" CODE 18 FERIOES S
POKE 27126,0 te bR
POKE 39558,0 9
RANDOMIZE USR 38700 e

Gorgon.

This cheap release from
Players has kept everyone in
the office into the early hours
battling with its puzzles. No
doubt we'll be staying even
later now that Jon North has
sontus his routine for infinite
lives. But we still don't know
how to get past that damned

78 CRASH Playing Tips Supplement May 1987

REM SCEPTRE OF BAG
el 4o  REM BY JON NORTH e
e 14 CRASH MAY 1987

|
CLEAR 24063: POKE 236240 1@

1
A, LOAD *"* SCREENS 1®
oii?:u LOAD """ CODE o
! 50 POKE 59858,0 L
| RANDOMIZE 58002




BREAKTHRU

1 anybody actually wants to

e Breakthru, all you
have to do is keep your hand
on the the SPACE key allthe
while, and you can jump
throughout the whole game
—that's it!

Lric
infin

that sc
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PRINT USR 23424

—
.rl.._
THE SMASHING ULTIMATE COLLECTION!
Although the latest release from Ultimate, Martianoids, has COOKIE 2
not been met with the usual resounding acclaim, there's no ; 1
way of escaping the fact that Ultimate are a firm legend inthe H
software world. So here, as a tribute, is the complete collection |
of hack routines that enabling you to get further into —and !
complete, almost every Ultimate game. ; '
But enough of this merry banter and on with the credits —our CLEAR 2432:?1EEN$ 1: i
thanksto ... DA{D“" 1
Paul Hutchinson for his infinite lives routine on Lunar Jet- - % tOAD" "CODE e :
man, his infinite lives and energy for Atic Atac, for infinite e, 30 POKE 28695,62 ™ '
lives on Tranz-Am, for his Jet Pac POKE and (a marvel this .': 40 E 28696,5 . i |
kid!) his Cookie routine. e B i " -.
Then there'skK R Walker for his Alien 8 routine and Robert 1 g0 POKE 28697, @
Gabriel for his super Pentagram infinite lives and mega-leap .‘I 70 POKE 23'5'33 0 ™
o s % e :
L
o *?[?ﬁ LOAD " Cﬁ?;g&ﬂ 9
= e PRINT USR
LUNAR JETMAN L
= e JET PAC e~
CLEAR 24575 : R0:CLS 1 o 3
PAPER D:INK 0:BORDER O ! : N s
® a5 FORL=1 T%ﬁLDAD « v GODE e - 1C
S T * i R
] =,
.: gg POKE 23439 201 .: 30 LOAD" P.CODEEENs :. e
o\ 70 POKE369850 ®: 40 POKE 25015 6» ‘e B
ol 50  RANDMIZE USR 32 s POKE 250165 s i
. eSS S L KE 25017.0 @ 6
S S o/ 70 POKE25018'g :. -
o! 80 OAD “" copg ' h g
! 90 LOAD iy Ld H
81 100 CODE ,f' ‘r
.ll ) LDAD ulsc .:
. 10 PRINT USR 2457g M 10
: e P
- =L T s T FI|l
.i 10 LOAD Wify Il NS -_ " ’:
19120 LOAD -~ ogPEENS e = . &R
o " CODE ‘LOAD “ CODE:Loap 'e IIIEGHTSHADE -
®: 30 POKE 36519, 10 e »
® 20  POKE353530 o] 5 o
® oy  POKE39092 9> bl Bl
™ I | PRINT UsR 23424 - PORES = .
2 “E“;Sé%m R O:INK Q(j%f’ﬁewr- ie
10 BT AT S, LINK 75 PLA \e
20 ‘:IE;E MAGTER TAPE"; AT e
s RT" ‘
TRANZ-AM 11, FROM THE ST e |
I ¥ RN=1 TOS wn CODE s i
FO ALoAD e 1 !
PRINT AT 19.0:L0 e
NEXT N 40 iy
; POKE 5%%%2’%#14 e
9 \® o! POKE 5200 1.2 I
ol 10 Ggi%ﬁ-?géneews e \ 70 £ 52700,176 '
@ 20 L n nGODE L
LOAD 1
e} 30 448,0 5
' a0 POKE 25445, i
e D" CODE e
1590 LOA 1
@i~y LOAD“"CODE 10
® o5 LOAD " CODE \e



0 ; . g L ot
Fi, : ’TS I
- "PAUSE T, O Lo

USR 23206

s

i

- 15 .'_-'=—-— e
255,175,011 |®) 1110 DATA 256,65,221,33/
06417211 |e}1120 DATA 96.17,0,136,205
o' 1130 DATA 86.5,205,122.91

X TA62,255.56.221 33
\\50 DATA12891.17.43,

) 1160 tz-mazuﬁ.aﬁ.s_.aa.azgﬁ
) 1170 DATA91,34,169.91
DATA 128,91,33,128.91
DATA 17,58,0,205.19

READ A
LET TOT=TOT+A

ggs%%EmA

NEXT |
| TOT<>>12907 TH

83

® 1000 DATA 0,62,233,60,176
1%1'0 DATA92,38.99,46.52

®i 4000 DATA 043,34,120,92, 295

\ 1230 DATA20! '50,232,205,1

ye>

REM KNIGHT LORE POKES
CLEAR 65535

oT
FOR |1=65024 TO 65178
READ A'LET TOT=TOT+A+

_339'53,8: L ET | GO
Aty T KS=<INKEY,

221
o' 1240 DATA 0.94,175,55,
Mgl 1250 DATASB00TIT

n  DATA0,20580.°

®! 1010 DATA 2051 03,254,205,129
11011 DATA254,33,097,17
d ! 1012 DATAD,125,261,6,100
! 1013 DATA 118,16,253,205,103
el 1014 DATA254,205,129,254,175

),5; o! 1015 DATA 50,30,196,175,50
RE TAPE" o1 1016  DATA63,209,175,50,161
: SR 65024 ol 1017  DATA195,50,162,195,50
Ro=>"UTHEN - o1 1018  DATA163,195.1950.97 -
TOS0p | 911019 DATAB,.167,205.237
$:0F | ®11020 DATA5,208,201,6.25

Ks Hp ey
<>UN"THEN | ®14021  DATA 118,16,253,243,205

~2713224 THEN PRINT
“ERROR IN DATA!I':BEEP

oP

“CHANGE INTO WOLF (Y/
- B 500:PRINT
—“N” THEN PRI
INFINITE TIME!!™
POKE 65107,56: PO

.58
INITE TIME (Y/

-GOSUB 500:PRI
POKE 65099,58

ALSO GET | @] 1004
KE 65110,58:

:\F K$ .llﬂﬂé 55,255,33 .19@99 STOP

o) {002 DATA95,254,120,254,40

®! 1023 DATA56,248,1,188.2

@i 1024 DATA11,120,177,32.251
o 1025 DATA 205.95,254,201,54
e! 1026 DATA 1,205,95,254,205
ol 1027 DATA95254,208,120.254
! 1028 DATA 13,203,22,48,242
ol 1020 DATA 126,47,119,35.27
ol 1030  DATA122,179,32,231 201

PRINT "AZE USR 64532
T “START UNDE
TAPE" RWURLDE

LGAG by

.EDATA

243,245 58 173
91’.50,1?*3 9'6’ '-‘96'2‘54‘24332.-”.6
135,241 ,25: : 1?5r5[}o1 76,96,23? 2'

52512
1-1-33.0.253,229,.2309}:’??’243*52251 1

62,253 237 09.19,119,2 37,178,
DATA /1.237,94,251 201 76, 1o | .
33,9,91,34.214 2

¥ o2 14,243 195
11.50.? 17,144,195, 2451166,_243,32

R
R -
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t
N FRIGHT '
au e _ DATA17,1,64,1,255 o
Titssusasidtiong utiie e 1004  DATA26,117,237,176 205 Y
st o g oy £ 1005  DATA 117,250,208,117 250
SiS G Gt S ABAL AR R o1 1006 DATA 205,117.250,205.0
West! : o! 1007 DATA 84,208 1 7,250.205 | =
AT 19]le] 1008  DATA 60,250,205 ; 17,250 1@, 1032 paTa 65,78,68,217,77
o 10 CLEARG \elle! 1009  DATA 337225034 165 ®, 1033 DATA 652067676 70
o 20 RESTORE 1®1(®1 1010 DATA 81205 1 17,250,205 |@11034 DpATA 89,196,77,65,78
| 30 LET T%Zoao TO64293 geki-  '®U®1 1011  DATA 117,250,195,128.91 |/ 1035 DATA 71,82,65,205 68
ol 49 FORI= LET fot=tot +a+a"P 10[®! 1012 paTA 92.201.50.203.184 (911036 DATA 69,82,69,203 66
® 50 READa: 1#]®1 1013 DATA 33,175,201 34,86 1037  DATA 826987 g3 g4
o 64000) 18(® 1014 DATA188,901 42 120,92 o; 1038  DATA 69,210,66,85 84
® g0 POKEia NTFLASH \e/®] 1015 DATA 229,33, 148,250,17 o! 1039 DATA67,200,67 55 83
ol 10 MO 4342031 THENPR \o(®1 1016 DATA 166,180,1,146.0 o: 1040 DATA837368 317 67
o) 80 IFtobe s OR IN DATAYBEEP 149 1017 DATA 23717625584 120 o] 1041  DATA 826583200 33
o 11800 en(Y/ |{e! 1018 DATA 92,195 0,64 521 11042 DATA 77,6583 72 g
. 1 FD“?} Do you want a"ﬁ;’fﬂ‘ e 1019 DATA 33,0,91,17.17 :: 1043  DATA 21 0,84,72,197.75
DU mmametes 0 SMan, (06 B Ry
o =y T o 1911022  DATA 250y 92,205,8 ®11046  DATA 65/206,79.76 001
@! PRINT *Easier fas_ NT K$: IF o 100, S, 200, i eUD, 19, 76,.20
o Ny?":GOSUB S00:PRINT K3 1 o! 1023 DATA 8,201,221 33935 o11047  DATA70,82,69,217 37
\ _ N THEN POKE 64068, 8" | 511024  DATA 253 17, 17,0,175 ®; 1048 DATA 73,76,196,87,69
i RS N T & Start Guniright Tap 511025  DATA 5520586 5 48 $11049  DATA838469,62 305
o 100 PRINTA £ USR 64000 o1 1026 - DATA 242,201 45 245 553 11050  DATA 75.76/79,78 o8
ol 200  RANDONIZE Ho I GOTO 500 ®i 1027 DATA 237.61,543 555 oc e/ 1051  DATA 7375197 g0, 70
® o0 IF it “Y"AND (%1028  DATAG2355205,085 | 5! 1000 DATA 73/204,76/79 79
o 510 POKEZ30CL o e kg 11029  DATA 48,240,201 66,85 o: 1053 DATA 78,609,517 74 69
o 520 LETKS N GOTO 820 DATA 70,70,65,76,207 e, 1054 DATA 84,77.65 505 00
o i e o/ 1055  DATA 9065208 87 gg
®! 530 RETASS 182.92,1,58 T 11056 DATA 86.?3.59.5?,59 :
®i1000 DATASSABERD o0 I 11057 DATA210,77,210.67 79
e 1001 DATASEED e ) 1 1058 DATA 87,66,70.217
ol 1002 DATA 94250330, ® | 9999 ket
i g e S

' ig ¥ 1 : ”
0 30028 1@ |® 10 LOAD “» cope. °
FOR Nz.sml?((?lerh:NmN " g 24576 HANDOMJZ,E USR le
' 20 READAPO RECORDING AND el [®1 20 PApEp,. PRINT AT 19 - le|
i INT “START R | I 30 AT 19,0;
.| 30 PHESS ANY KEY"™ 40 (Rl | .I 40 LDAD CDDE :.
o PR KEY$=""THEN GOTO e | ol 5 POKE 23 .
®, 40 IFIN SR 30000 e | e, 50  POKE 53
@150  RANDOMIZE D te [B KE 2
e 60 DATA 60117 17,17,0,175,205,194,4,2 :. i : .
o) 3%1'33' R e H KE£‘3450,141 s
el 5'e Al 23451,795 I
0 70 DATA . o076.3232,32,32,32,141, t o) 100 E 23457 108 '®
= 0,65.76, s i 1 110 POKE 2345395
.: 0,128,36, RAN,
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{e] e
Jei10  Rem PENTAGRAM
|20 CLEAR 24084
4 :30 LOADJ("C

i

1




TAPE” MIZE USR 23296

26,201
POKE B F /SR 65092
: 01
® 5 1*1 100 POKE 47710200
% 6 SEMDAN DARE ST 41D POKEmé%G
iof o1 7 THE PANTOM Y POKE 43526/
ik le! 10 QEMCRASHMAYF’:SEKEH o 123% KE 42868.0
o] o0 BoROERGiNKopaRey (%% 10 POKEETLE ysnonono
(S 2 RESTORE 2 ks %ﬁmﬂﬁ'm‘eﬁs
:. ',' 33 LET WEiGHT:—..T .11 500 DAT 25 '55'205' :
ioff (4 2 LETTOTg *,510  patAde24120]
gl [® EAD A:L| L : =
I i 45 . ETTOT=T —
b . LET WEIGHT = w1 A WE
o 20 POKE|A HT=WEIGHT 7 1T |®
.I| 80 NEXT | l. ,l '
el PH’NT;,*JAT e ’
—— T AT 0,6;“START D lg M
AN DARE |4 [}
]
OIiD RANDMOIZE USR 50000 asmad
POKE DATA 62,255,55,221,33 , the
NI N DATA 203,92,17,234,6 e ik n on
pibteghip el Sherions DATA 205,86,5,48.241 le| ian't pressed the game staris
G6m Hexby otit of the playing DATA 243,237,94,33,124 e ‘on the first screen as usual
s, could you? Hack, no! DATA 195 229,33,163,98 :
They've come up with just DATA 229,51,51,17,163
:}“I sked for last i DATA 252,1,12,3,33
sninfinits bats rowtine so DATA 253,94,62,202,237

DATA 79,195,163,98,33
DATA 150,195,229,33,198
DATA 252,229,51,51,17
DATA 209,252,33,209,252
DATA 1,222,2,62,224
DATA 237,79,195,199,252
DATA 33,209,252,17,193
DATA 188,1,92,0,237
DATA 176,33,212,138,34
DATA 217,138,34,221,138

D
REMARKANOID | o o oMHAXBY {81 1180 DATA 33,202,138,34,229

EERNASBJL"E}'{QET ®! 1100 DATA 138,33,239,138,34
R ®11200 DATA249,138,62,19550
A AR 66536 ! 1210 DATA 13,139,33,196,195
GLE#'FC‘)TFO'LEFW‘H e 1220 DATA34,14,139,195,193
LET O 300070 50168 o 1230 DATA 138,33,223,195,17
FOR LET TOT=TOT+W'A o! 1240 DATA 192,255,1,22.0
2%’?2% s ol 1250 DATA237,176,243,49,255
o ' 1260 DATA 255,62,195,50,96

NEXT F .
L g
o ENT,E-\-AT‘i 6 START ARKANOID|®1 1290 DATA 16,131,33,0,0

o1 110 PRIBT 1AL Lo ;______"1300 DATA 34,171,131,50,173
i TAPE ®1 1310 DATA 131,195,106,255
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4

/ ‘fiTN
o~ baare!
< one\way
<> two way
25 trampoline A, deadiy fdangle
menster

g

7\ powrr shells

7 loug heart
A ammunition

B Kreezew

X

deadly dips

i

e

RN
APFIAN LILES

o\

y 10
: 20
&, 95

: 40
|e! 50

REM BUTCH HARD GUY HACK
REM BY DAVE THOMPSON
REM CRASH MAY 1987
BORDER 0: PAPER 0:INK 0: CLS
LET C=0

FOR X=32768 TO 32826:READ A:POKE |
X ALET C=C+ANEXT X

|F C<>5875 THEN PRINT AT 10,10
“ERROR":STOP

LOAD " CODE 16384

RANDOMIZE USR 32768

DATA 33,14,128,17,19,91 1 45,0
DATA

237,176,195,0,%1 175,50,64,138,33,48
DATA

91,17,18,202,1,13,0,237.1 76,33.61,91
DATA

17 63,161,1,3,0,237,176,195,133,158,6
2247,219 o
DATA o8

D54 230,1,192,62,1,50,201 91,201,105, 19 53
18,202 :. i

tips sack, I bring it to you

Okay, okay, #o Jack ma now, courtesy
npnmn-but!onm‘;“. thll"llpll'lltﬂl'::grummnm-
people that just isn't enough. | in Surrey. For some oy
They u-;u?t infinite liw&::ol reason nu of Jon's routines
Luckily, umm:; seem to have an aversion to
mlmnmm oom- remaining at the bottom
fortably bottom of the my sack. o

Fl
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REM BOMBJACK || POKES i"

¢! 11 REM BY JON NORTH @

] o1 12 REM CRASH MAY 1987 1@

N ¢} 20 CLEARGe4:LOAD “n GODE |®
o! 30 POKE 65226,250 ‘o

2| %140 FORF-64e3TO64006 1o
5150 READAPOKE FANEXTF 'e

| 50 RANDOMIZEUSR64700 e

DATA 175,50,35.89,1 95,091 g
1




As this is a Special Edition of
Playing Tips, here's an easier
solution to Ocean’s manic
platform gams, Cobra, along
with the infinite lives routine.
The solution is courtesy of
Richard Kidd (ne relation to
the ex-Ed, I'm assured) from
Rotherham in South York-
shire, and the hack from The
Skunk (stinks supplied extra
with an SAE)!

Whenonlevalthree, leavethe
beefburger containing the
invincibility pill until the siren
starts to sound. Now, go up
and get the pill and the night

b Ak

W g

COBRA — The lot!

ANFRACTUOS

This infinite everything
routine from Jon North
arrived in the Towers awhile
ago, before we had even

slasher enters, lobbing knives
left, right and centre. Simply
jump down to ground level and
crouch, and when he's near
enough, headbutt him from
that position. Thisworks every
time! The pill makes sure the
knives don't hurt you, se you
can concentrate on the
Slasher.

There is a drawback to this,
you MUST headbutt him —
allow him to walk through and
heexplodes —justlike anormal
baddie. But the game doeesn’t
realise it's the Night Slasher
and simply goes on and on
until you pull the plug,

heard about the game. Simply
type it in, run it and play the

Anfractuous tape from the
=tart.

DATA 233,49,66,251,221
DATA 225,209,59,225,193
DATA 205,29,251,24,43
DATA 221,110,0,124,170
DATA 171,221,172,221
DATA 173,173,221,119,0
DATA 124,203,99,40,3
DATA 129,131,146,128
DATA 103,221,35,27,122
DATA 179,32,225,201

25,81,83, 168,168,97,88,152, |®
gQATﬁZ':é- 68, 62, 183, 50, 109, 1386, 62, :.
201.50.109.136,62.‘201,50.137,154, e
33+95,251,1?,U.91,1.14,0,213,237. 'e
176, 201, 33, 200, 249, 17,254,255,1, | o
33, 152, 237, 184, 195, 16, 175, 18062 'e

|
|
: i
ey _ |
REM ANFRACTUOS =
REM BY JON NORTH o=
> REM CRASH MAY 1987 ,
®, 12 & e
o' 20 LOAD "™ CODELETT=0 .
| o) 30 FORF=23296T023310 o
e e 40 READ A: POKEF A AERTE ‘e
; TE LIVES e 0 LET T RRTHENSTOP Lol
RA INFINI RS ' .

e | 1% 70 FORF=23311TO 15%25?%%5“ o !
CLEAR 65000:LET TEIQDHEAD == ! & ';';3 ;;ngg AN | |
FOR A=64223 TO 1E9: -. . ! ;

T SNEXT A ol PO o e
LET=T= +S:NEXT | 100 DAT, ; 50,203, M|

fl?ss{>TTHEN PRINT “ERROR IN L= ey ‘34‘1;:1?9 o

DATA"STOP ®! 120 gﬁi 332.11 195,88.2 ; ol

L ]

oz en e B S :

DATA 22.250,1,134,0,213 1% Dama 50.241_1?13 .

DATA 237,176.235,35,36 == %10 DaTA 50'?3'5:?24 ol

DATA 34.95,2450,346,122 o1 1% DAtAsviBI2E

DATA 112,46,215,116,46 O e 1T

DATA 207.54,188,33,38

DATA 210.34,126,250,225

DATA 49,61,251,221,225

DATA 209,191,55,8,249

=n and not heard — at

be en

bzl LRSI S
Week's little nipper with il

o
To paray sethelate great WG : : i
I |east bahies like Her hert HLI Ve
nts to provide Walll

LYY e pe =
Lnowws why Paual Jukes from Walsall wa

finite lives

Anyway, simply go onto !.hg: ropa F::Cici":;ll._lf_"..l.ll}lj'!'i)q’:’u '1. e on
and hold down the keys which F,'].':e-.'l. lle'LU_ Ck E CT,,. ghene
buzz and hey presto! - you've got infinite lives. Good 82

HERBERT’S DUMMY RUN CHEAT

Fislds, Ithink babies should
wen
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TRANSMUTER POKES

aged to hack his way through
it and produce a POKE routine
which provides infinite
everything ... Ithink.

As | write, some time in mid-
march, Transmuter has only
been on sale for a week, and
yet Dave Thompson has man-

M TRANSMUTER
'SEM BY DAVE THOMPSON

REM CRASH M
BORDER 0:PAPER O:

e POKE .- =5
‘Egnx 40768 TO 32788:READ A: -

X
LET C=C+A: NEXT
)I;p('f.{}zﬁ-ﬁﬁ THEN PRINT AT
ERHOH STAP
ODE 16384 .
DOM1ZE USR 3276 4 7.0207, ¢

_14,128,17, 21,91, 5
?’?g#%% 0.91,175,50, 206 112, 195,

LEADERBOARD TIPS

!M&hﬁnmm;muhﬂuuﬁsmm

Tl b

L e T

5 i
‘hris Lee Wlm Hills in Essex has mm

MIN MIN+1 HALF MAX
CLUB POWER POWER POWER POWER
1 Wood 150 160 220 260
3 Wood 110 140 180 235
5 Wood 1058 120 170 230
1iron 100 110 165 215
2lron 80 100 150 200
3lron a0 80 140 195
4 lron 70 o] 130 180
Siron &0 65 120 180
B iron 50 60 100 170
T Iron 40 55 a0 150
Blron 30 40 80 135
9 lron 20 30 70 125
Putter 10 15 40 B0
G

S
LG G
G
G
N, 7
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ASTERIX
TIPS AND
SOLUTION

Just in case anyone is still
struggling with the some-
what disappointing Asterix
from Melbourne House, Mark
Lindsay from Bream in Some-
rset sent in this map, hints
and solution. Take it away
Mark . . .

The potion is used in the
arena, so if you're hit, you
don't lose a lifs, And in the
arena, if you kill ten men, you
get a prize and a piece of the
cauldron. Tosurrender, waitin
a corner when fighting a
Roman. This lets you explore
the Dungeons if you have a
key. To kill Romans, stand
close to them and use low
kicks,

Tokill pigs, use aleftor right
punch,

Inthe arena you can't move,
50 be ready to use a low kick.
And to get to the arena, just
wait in a cell until the door
turns white,

There are only five piecss to
the cauldron, and you do not
havato return to the village to
complete the game,

SOLUTION

From the start you go, right,
right, up, up, get cauldron, left,
down, down, right, up, right,
nght, right, get key, down, left,
up, up, up, up, up, left, down,
left, get cauldron, down, sur-
render, left to next set of cells,
in first cell, get cauldron, wait
in cell until door changes col-
our, go out the door, use
potion, kill ten Romans, get
cauldron, go out door, down,
move to bottom of screen and
goleft, get cauldron—and then
you've done it/

B Gl G i D0 e
DUNGEONS | KEY:

2 ]| a-F

2 e e *=E§a of Laldron

A | He=Key b ool

O =it from Arens :
— =10mal creen comnaction s

o ® ° ° > =Womel gmection Drewsy Foma  GAowist

+B = (One 1 o Fl = Cell u cannct: encer
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THE GREAT GOLDEN
OLDIE COLLEC

REM JSW LOADER ;I:
CLEAR 32767 g
PRINT ** JET SETWILLY IS LOADING e
LOAD “* CODE ‘e
REM STICK YOUR POKES IN HERE! 1o
@

RANDOMIZE USR 33792

ﬂwﬂﬂﬂﬁmmﬁm

Rt dying: PORESATIL

Microsphere's follow-up to
the immensely popular
School Daze has provoked
quite a lot of interest over the
past few months, and after
rummaging around in my
Tips Sack Anthony Dixon from
Walsall gets the credit for his
complete solution. All you
havetodois...

When the game starts go to
the girls school and search the
desks for a water pistol and
stink bombs. If you can't find
them here search the boys
school desks instead.

Catch a mouse as scon as
you can, Use the water pistol
to fill the three cups on the
ledge next tothe flight of steps
that lead to the boys school
cdlassrooms. To get the num-
bers that unlock the bike from
the conker tree, stand on the
third step and face the three

cups. When a teacher is walk-
ing towards you, as soon as he

T ]
1
REM BY DAVID WINGATE e
. REM CRASH MAY 1987 ks

REM BOULDERDASH

FOR D=60000TO 60098: READ :

e
W:POKE D,W:NEXT D \*
DATA 221,033,000,250,017 i
DATA 017,000,055,062,255 o
DATA 205,086,005,221,033 .
DATA 000,250,017,132,000 :
DATA 055,062,255,205,086 o
DATA 005,221,033,000,064 o
DATA 017,000,027 055,062 »
DATA 255,205,086,006,221 e
DATA 033,000,250,017,000 o]
DATA 002,055,062,255,205 i
DATA 086,005,221,033,000 o
DATA 064,017,000,027,055 =
DATA 062,255,205,086,005 s
DATA 049,255,093,221,033 b
DATA 000,094,017,050,091 .
DATA 055,062,255,205,086 M
DATA 121,062,000,050,032 o
DATA 121,062,000,050,033 lo|

TA 121,195,183,124 !
?NAK 7:PAPER 0:BORDER G:CLS:PRINI ll. )
AT 9,3 PLAY BOULDEH[?:”-S%‘L.?_?EE ‘e
FLASH 1:PRINT AT 13,15;"FR .I:

L1 i

STAR
RANDOMIZE USR 60000 '

iz under the hinge furthest
away from you, fire the
catapult. Hit him and he tells

you the number.
When you have the four
numbers, find a clean

blackboard and write them on
it — the bike is then unlocked,
You have to wait until no
teachers are on the steps lead-
ing to the headmaster's study.
Go up to his study and tumn
around. When the headmas-
ter's on the second step lead-
ing towards you, drop a
stinkbomb. He'll tell you off
and open the top window.
This is the tricky part. You
have to fire the catapult out of
the top window and hit Albert
on the head. The best chance
is when playtime is nearly over
and Albert is inside the boys
school. If you look at the open
door that lets you into the
playground you can see a line
running down it where the
two walls meet. When Albert
has just passed that line, fire
the catapult, and with a bit of
huck he'll be knocked out.
Next playtime get on the
bike and cycle to the gate. If
Albert hasn't already opened
it, erash into it. This ensures
that you can jump over the
gate easily when you have to.
Now, for another tricky part.
When playtime is over stay by

TION

RGO

Lethimlockitand keepin front
of him as he goes to lock the
boys school door. Albert won't
lock the door until you have
gone inside, so you have to go
quickly into the boys school
and then back into the playg-
round. If you have timed it cor-
rectly, Albert shuts the door
leaving youin the playground.
Go to the bike, mount it and
then stand on it. Jump from it
and you should land on the
gate and be able to get over it.
If you are lucky the headmis-
tress will be in a class, so you
can get into her study and fill
the water pistol with the
sherry. If she comes after you
release the mouse and run.
Usually a teacher gives
chase. They can open the door
and the gate allowing you to
return to the boys school. Back
at the boys school, fill your
water pistol as before. Use the
same procedure as before but
stand on the third step this
time —they should provide you
with some letters. When four
letters have been collected
write them on a blackboard,
and then you have a key. Goto
the room at the back of the sci-
ence lab. Collect the frog and
wait until the next playtime.
When playtime is over, stay
by the gate until Albert comes.
Get on the bike and cycle into
the girls school. The headmis-
tress should be in her study
now. Position the bike under-
neath the cup, and do as you
did to jump over the locked
gate. When you manage to get
the frog into the cup, cycle
back to the boys school.
At the next playtime, cycle
back to the girls school and fire
the catapult at the headmis-
tress and knock her down
while she's undemmeath the
cup. Fire the catapult again
and the missile will hit her and
go upwards. If the headmis-
tress is underneath the cup
the missile will hit it and the
frog is released.
You are now in possession
of the key to the headmaster's
safe. All you have to do is fol-
low him into his study, then
jump and touch the safe to
complete the game.
Incidentally, five thousand
lines are deducted when Haley

the gate until Albert arrives.

kisses you —this comes in very
handy.

CRASH Playing Tips Supplement May 1987 89




~ | @ s
1® 5 REM BACKTO SKOOL
* REM BY PAUL STEPHENSON
REM CRASH MAY 1987
LET p=32768: LETT=0
FOR F=1 TO 12 READ AS
FOR G=1 TO15 STEPZ
LET A=CODE AS(G)-48-(7 AND |
mlﬁ}}“g.‘)
LET A:A‘1E+GODE P«$(G+1]-43-(7 ‘e
AND h$[(3+1‘}!"9"'} e
POKEP,NLETP=P+1:LETT=T+A ‘e
NEXT G:N F e
\F T<>11431 THEN pRINT “ERROR™ e
BEEP 1,0 gTOP ‘el
PRINT#0; TAB 4 wgTART BACK TO i1 g
SKOOL TAP ». AT 18,0 '..
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DUBLE

Hil My name’s Mr. Head. Some say I'm the one with the & brainsbut I don'tthink my flat footed
fiend would agree. I'm a real sharp shooter, but without my pal Mr. H d get nowhere
orslow! [ can jump like aflea and even glide but Heels is the Daley Thompsc of
two of us — he's FAST! Together, if we can find each other, we really do n
ome twosome, and thats the only way we can overcome the emperor
kiooth. The last time we entered Castle Blacktooth we found the crowns of 1
e supressed kingdoms but by that time 1d run out of doughnut ammunitior
ddy was lost somewhere in the Safari world — it was the closest we had come tod
mpscallion — we were jumping for joy, splitting our sides, dying with
hter...we were Head over Heels!




Hello again, This issue

| have some good offers
for a fewluckyreaders,
and some greatreading
fortherest of you ~

I hope. Read on

and write in!

JADE GAMES —
THE FALL
AND RISE

As some of you will already know,
JADE GAMES have just stopped
running their very popular game,
Arcadia, following a legal clash
with kuG over Earthwood and a
cartain copyright law. Kic
accused Jape of infringement of
copyright and Jape, not having the
financeto fight, have conceded to
KJc's demand: to close Arcadia
down. This done, JADE now hope
torise from the ashes by launching
anew computer moderated game
— Shattered Worid,

WOZZAT?

Shattered Worldis a sci-fi strategy
game, spiced with fantasy and
?_gvamed by a yellow rulebook.

e game |s set upon the world of
Flindar, a once sentient planet
which is now being torn apart by

=== GIRO TANK
. i

Kings Meadow Lane,
Ferrers, Northamptons
N3 8JE.
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gravitational forces. These have
been induced by a rogue planetoid
now orbiting as a moon. As ever,
sillyvisation has collapsed, leaving
aradioactive and mutant-infested
landscape behind. Into this you
are hurled, as commander of a
Tentralith (a big machine created
to cope with the changin?
anvironment). You must hght for
survival, and plot to maintain a
regutar income of energy crystals
by mining the surface. The need
for power is great. You gotta fight
te win, or eise you don't. If you |
know what | mean.

OWZAT?

Shattered World is a deadling
ﬁame. played on the ever-popular

exagonal map. Many types of
giant machines exist to be found
or capturad — or even destroyed,
and movement is not quite so
limited as it was in Arcadia; these
beasties have quite respeciable
ranges of movemant foreach turn,
The game works on a point
system: the obvious way to win is
to hit a secret score and wham
bam — you win a doomed planet.
Not much use, eh? Jape report that
there's another way . . .
something to do witha plateau and
acure of the world's troubles. Nice
touch, if you ask me.

WOZZIT COST?

Not a lot. Turn costs are £1.50
each, for which you receive a wall
taid out and informative computer
printout. For details of set up, write
to: JADE GAMES, Freepost, PO Box
54, Southsea, Hants, PO4 ONA.,

SOCCERONE...

FOREIGN WARS

Dear Brendon,

I've been reading your column for
some time now and find it very
interesting, |'d like to join Vorcon
Wars, but | am worried whether or
not my order would reach England
in time. Is there a special
international version? Also, are
games with open deadlines more
difficult to play for players outside
of the:UK? Finally - do
international games cost more?

1 wish you luck with your colurmn
and hope that it will axpand
quickly!

R van Alteren, Holland

Maost deadline games offer whatis
termed a 'siow turmaround’
version to accommodate
Europeans (and even beyond).
These games tend to cost a bit
morea to play where heavier letters
are concerned, although small
letters {up to 60g) can be posted to
EEC countries at the same charge
as forinland first class mall, so this
is not necessarnily the common
case: write and find out!

Extra UK players can suffer in
open-ended games which operate
in a form of realtime. This need not
hamperyour enjoyment ofa game,
however. Infact, if you wish to play
the game properiy, StarGlobe is
more realistic for international
players than for us Brits {simuiated
tirme defays, etc .. . )

BK
DIPLO DIRECTORY:
GOOD OR BAD?
Dear Brendon,

Please do not print my name and
address in the next issue of the
Diplomiatic Directory as | had
previously asked, the reason
being that | have received a letter
from TIME PATTERNS threatening to

«+ SOCCERTWO ~
STILL NOT VERY
WHITTY

rds, Cardiff

A

throw me out of StarGlobe Four if
it is printed. | hope you see the
importance of this and acton this
letter accordingly.

DB, London

TIME PATTERNS have informed
me of the action they are taking
against certain members of the
directory — | befieve it to be just. It
appears that some members have
been ruining the for others
{and themselves) by giving away
coveled secrefs and information
modules away willy-nilly. This is
not the way to play a game; the
objectis tolearn by yourmistakes,
not by joining some half-baked
alliance created solely for
information swapping rather than
for strategic strength. StarGlobe
players mentioned in the directory
who have not been engaged in
such goings on need not worry,
and to help the GMs of all games
the format of the dii will be
changed from the next issue: to
getintouch with members, anote
will have to be passed via the
game control (iIf the facility exists)
as no more addresses will be
iven. Sorry. but those who spoil it
'or somie spoil it farall . . .

BK

READER’S
REVIEWS

Dear Brendon,

I'm just writing to give you anidea.
I think that some room should be
devoted to Reader's Reviews of
various PBM games: big and
small. Why not try for some more
space to accommaodate such a

section! 2
Patrick Walsh, Berks

Good idea Patrick, | have been
considering doing this for some
time now, and you will ba pleased
tohearthat ! have justreceived the
go-ahead from the Ed! Over the




nextfewmonths I shall be offering
reviewer positions in any game
which [ can gain them, preferably
twe per e. Come on now GMs
—send those offersto oureditorial
address! This month | have two
places in Crisis, 8 game of world
dastruction/domination by M.A.G,
and Shattered World (a game
which could well be set in the
dftermath of Crisis) by JADE GAMES.
Al need from mmy reviewers is a
500 word review after two maonths,
and a final report at the end of the
game. if you re interasted, write to;
CRASH PBM REVIEWERS, PO

March is amerry month for maraud-
ing maniacs {(who are, no doubr, all
as mad as a March PBMer . . . ).
Anyway and anvhow, here lies this
month’s list of successful candidates
for the DIPLOMATIC
DIRECTORY . . .

Box 10, Ludlow Shropshire SY8 | Lo Adrian Neal
1DB. 45 ., Kirton, Boston,
DB | Lincolnshire PEZ0 15L
GAMES: Vorcon Wars 72 & 78; Capitol
;5, Earth “EE,A:WMGSW.E@IM

them their

po! Hgaﬁarlrd@a their
Aﬂom Em&mu

Saus_m;s!ak-

%002 Jason French

78 Princes Road, Ellacombe, Torquay
TO1 1PA

GAMES: Varcon Wars 75 (Commander
BLITAD)

*003 Travis Smith

27 Sharmon Crmcnl, Braunstone Frith,
Leicester LE:

GAMES: Smrgbbe#q‘.'i‘s Belle Fulie)

#* 004 Robert Darbyshire
:.l'zN'I'Immnn Gate, Clevleys, Lancs, FY'5

s fi's A Grime! | (Doath War-
riors); It's A Crime! 4 {Megacity Biues)

*005  Sruart Millinship
H%m’m Nuottin-

AMES: Vorcon Wars 75 (Commander
SHUTUN)

tﬂ“ GG

109 Kings Rosd, Parmsomoe, Surrey
gU?S Saturnalia; Crasimoff's World;
Ex;phrm af Orion, ; ;

ﬂ\eCﬂmn
Sum; Aes; Mark nf' Chaos; l%mml
Vesumian

%007 Mz C J McCarthy
394 Seaview » Liscand, Wallesey,
M L45 40N

: 8 I; Swar Empires 1;
Vm Wars 19; Saturnalia; Fleet Man-
oewpyas P10T

Scott Macfarlane
2 Broomside Terrace, Costorphine; Edin-
GAMES: Vorcon
Gy o : Vorcon Wars 60; Super Varcon

%009 Paul Davidson

51 Waterloo Road, Prestwick, Ayrshire,
Seotiand KA‘} ZAA

GAMES: Vorcon Wars 60 (Gommander
PEPISH); Arudﬂ:, Comguest

*010 Kev Wasey
9 Clarkson

London SW11 2BP
TErssa. n
GAMES: Earthwood 30

Road, Bat-

(Tam sfmm nr Bury 5t

wﬁm Rﬂg:im'l'hn:ham, Ni
m,namm.ndra =t
i Arcadia 6 (Egg Gmde‘"

*013 Mike Adams

774 Holmefield Road, Liverpool, Merse-

GHMIEESS'PQ Wars; Comguest; Tt's A
orcon Wars; (£

Crime! 4 (Priests)

*014 David Lane
23 Florence Road, West Bridgford, Not-

GAMES: Casus Belli 5; Player 16
*015

Wdhﬁm Hmy Merseyside
GAMES: Vorcon Wars 72; It's A Crime! 4

#0016 Chff Frost

175 Road, Leicester LE2 3FN
G Smm Arcadia; Ear-
M#,Kmaf&‘ree”?,&m It's
A Crme!: Swords and Shields

*017 Robin
Smmcdhn 1'J".’r 1332 nxweh Zuid

t Viorcon Wars 72 (Commander
TREBIN}, S:m-giobes (T Dhitchman}

#018 P Brunstan
Cae Mari Pwn House, Thomastown.
M.erl‘.hgrrTyMl Mid Glamorgan, Snmh

GMS Ie's A Crime! 2 (Death)

z*ﬁoé:m Court, Harrogate HG2

oL

GAMES: Sm:rSmr, Sarurnalia; fllz?g
Crime! §; World of Chaass

#0820 Barsaby Dellar
%;Edmysmw,smmsws

GAMES: Starglobe 4
#0821 Stephen
27 Road, § ton, Nor-
wich, Norfolk NR7 8
: Vircon Wars 61 (Commander

BRIDER); It's A Crime! 4 (Fighting
Umb-ﬁgj? :

*022 Kevin Pack
‘Walnut Tree Lodge, 9 Kings Meadow

Lane, I‘ﬁ?ﬁm Ferrers, Northampton-
shire N EJE
GAMES: E.

| Saturmalia;
Suarglobe 4; OmuuFﬂlgu' 1t's A Grime!
3; Casus Belli; Aes

*023 Matthew Hanson

10 Denby Lane Crescent,’ Moor,

AT N CAET A
0%

Arcadia

*024  Gavin

Marshall
Eéipur Road, Orpington, Kent BR6
GAMES: Vircon Wars 71
*025 Owen

GAMES: Aes (“Rillion’ — [ Side), Satur-
nalia {ledi' of the Weeb), Enchirodon
(Brathers i Arms), {v's A Crime [ Brothers
w Arms), From The Mouth of Hell (Elf),
World of Chaos { Rullion Kerr}, Soccer Star
(Morning Star RS )

#0216 Damian Manning

12 Warden Road, Sutton Coldfield,
‘West Midlands, B73 SSB

GAMES: Stargiobe (55 Alvom), I A
Crime { Merry Moh)

*027 John Preen
12 Underdale Avenue, Shrewsbury,
Sm'l.‘, SY2 5DY

5 ¢ Four{ 55 Broadsword
of the Guild Alliance), Viorcan Wars 78
(Plomog,

*0I8 John Kemp
9 Wold View, Cmmr, Lincoln, LN7

GAMES I's A C‘mue-‘-a'me York
Assassing), A 8 (Lovd Centanriis at
Jihad City, PZ?}‘

w029 Milan Petronic

GAME: Arcadia 13 (Draug Dur)

*030 JC Fowler

11 Beaconsfield Place, St Agnes,
Comwall, TRS 05Z

GAMES: Starglobe Three, Arcadia 8

*031 Kevin Edwards

52 Woodlands Road, Irchester, North-
ants NN9 7TBU

GAMES: Vorcon 60, I1's A Crime! 4, City
aof Serife.

*032 Jason Cottrell
l?li:-ukl..snt , Barrington, Cambs, CB2

GAMES: Samwmalia ( Axd Taramus),
Tyrawny (P5)

:4']?? Michael R Sll}l;lnlﬂi
South Humberside, DN35 ?ﬁ
GAMES: Arcadia 10 (Mordran the
Urkeniem at Seven Springs City)

1*60;\1 Road, Canterbury

ount ", ', Kent,
CTLIYF

GAMES: Soccer Star ( Kilmore Otlers),
Bradley's Football {Houston Otlers)

#035 Paul Davidson

51 Waterloo Road, Prestwick, Ayrshire,
Scotland, KAY 2AA

GAMES: Vorcon Wars 60 (P

Arcadia 7 (Ped at Moriquendi

quast (Anar Narion, maps HH!M

*036 S Davies

16 Clara Street, Ton-Penire, Rhondda,
Mid Glam, S. Wales, CF41 THQ
GAMES: It's A Gﬂmfﬁmﬂﬂ, Vor-
com Wars 64 {Charb)

*037 S Wyatt

1 Vercom Wars 73 { Prifun), Vor-
con Wars 78 (Sathal), It's A Crime! 4(Mer-
cengries), Kimgs of Steel (Woodland
Alhance)

*038 Richard Goff
giﬂl!&ﬁiﬂod, Colchester, Essex, CO3

GAME: Arcadia 12 (player 17)

#*039  Jason Hi
35 Gmiﬂu %mﬂ, Surrey,
SM7ZED

GAME: Saturnalia (Vemrex)
So ends another Diplomatic Directory
—don’t forget to send your applications
mm% lomat ar:
BRENDON
miu PO BOX
10, m.
s§Ya 1DB
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HE Fll=ColaiR

For the second month running,
those generous people from
FERGUSON, famous for their tele-
visions and monitors, are offer-
ing CRASH readers the chance
to winan MCOS5 Menitorand the
necessary Interface to link it up
to a Spectrum. Andto showthat
we're just as willing, we've
thrownin another Spectrum + 2
for the outright winner our our
CRASH Trivia competition.

The MCO5is a very neat piece
of equipment, allowing you to
enjoy a first class colour display
for your games, and it also dou-

894 CRASHMay 1987

bles as atelly — so when you tire
of searching drawers, picking
up keys and using passcards, a
prod of a button, a twiddle of a
knob, and you cantuneinto East
Enders.

As you can imagine, this kind
of technology doesn't come
cheap - the Monitor and Inter-
face would normally set you
back around £245, and when
you throw in the Spectrum + 2,
you're talking in the region of
£375.

To win this prize all you have
to do is write down the correct
answer to the eight following
CRASH Trivia questions on the

back of a postcard (or outside of
asealed envelope) and senditto
us at; CRASH TRIVIA COMP,
CRASH, PO BOX 10, LUD-
LOOW, SHROPSHIRESYS 1DB
to arrive no later than 30 May.
First correct entry out of the
boot of Roger Kean's Porsche
wins the Monitor, Interface and
Computer. The next ten run-
ners-up will each get CRASH
Hats and T-shirts for being
clever — and lucky.

CRASH TRIVIA

1. Name the Terminal Man's
two companions in the first
Story.

- Which of these three got the

highest CRASH Overall rat-
ing? Shadowfire, Starglider,
Frankie Goes To Hollywood?

. Which of Lloyd's Hermes

typewriters is the most
recent?

. Which was the first issue of

CRASH that Graeme Kidd
edited?

. In which issue of CRASH did

Derek Brewster first appear
in Adventure Trail?

. Who did Frontline before

Sean Masterson?

- Which was the hit game

CRASH never rated in its
review?

. What was the first full title of

CRASH magazine?

‘;\“ .
d{- r [
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After all, £15 for 12 j
mag is a fair deal all mu:?:: of the best

Spectrum
it sta when
?;mmmttogﬂwm hmamaﬁum
Queen say? She can plai:- n sy

All you have to do is make
1 Your choice of free ga
the form and enclose a payment of £15 for your me, fill out

|\ (€22 if you live outside subscription
Denise's day for her. the mainland UK), and make Guru

5
:
]
§
§
._§_ )y sk

'DEAR GURU DENISE

Thisis incredible! How do you keep it up, providing me with
so0 much that | want to subscribe every month?! I've chosen
my free Ocean game and been kind enough to tick an

box below to let you know which one it is. | understand that if I've
ticked one the of the first three games on offer, | might have to wait
just a littie bit longer for it, as it's very new.

Please tick tha gama of your chaice - one onfy now . . .

] ARMY MOVES [J HEAD OVER HEELS

[JTAI-PAN [] ARKANOID

[ MAG MAX [ S8HORT CIRCUIT

Denise will be sending off your free OCEAN game, just as soon as
she can after your CRASH subscription payment of £15.
Justfill out the form , make outyour cheque or postal order to
MEWSFIELD LTD, and whizz it off in the post to us at:

GURU DENISE, CRASH SUBSCRIPTIONS,
l;g:ox 20, LUDLOW, SHROPSHIRE SY8

Name

ALUrOBS ....crcmrirasserissmensarissnsasanivansas

Postcode it [l enclose £15.00 P |
enclose £22.00 (Foreign
Sub scribers)

PLEASE NOTE THE

NEW ADDRESS! ==rN
PLEASE DEBIT MY mmmm:r‘—!'

1 wish to pay by Visa/Access (delets as applicabls)

Please Charge My Account No:

LEHBPRELEIETREERER

This offer is subject to availability and closes on 25 June 1987
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4 w:elt-presanta
. l1en arcade sequence, and the

impressive revision timetable which manths:

m&}nng Mext term, Trinity term, | distractions. The balis!
punting! Productions of hthapu.n mmm

lines . .. And veryscon | shall be &j nginZZr?Pl

with the enemy via a Commodora and. :;ﬂan drive | estu

Spectrum purists, but someone has to pa tarsilttmc Isand unﬂn%
FRONTLINE may have a title which 5 ﬂfn§ d s
true that nearly all of the games ('ve had orrewawsincé | started
besnwargames, bmiamsupposedmheharetomsh‘atagy
aswell. Thatis, strahagyg&mesaﬂwthanw andmm nm
l:naen very inspiring in the past. One thinks of th
n orrevolting peasants, of general e election and Exss antriﬁﬂv.a
Managerand, tm{ﬁh “hopefully not too hard, of The Great
Space Race. Thass arathe
of slmple numerical input. Yes/No responses and. rnma%ﬁcmm and
they are on the whole momentausly unsatisfying. Alot of has
10 go into the concept to make the numbers meaningful and the objec-
tives the strategy achieves interesting to the player; getting these factors.
right mede Football Manager a playable and addictive game, The Great
Space Race, in contrast, is a complete failure bacause of the confused
mags of irelevant statistics it generates in response 1o a minimum of
plﬂyannmn and the tangled, open-ended rewards offered, Thelimited-
input statistic gmcanbaneﬁt greatly from good design but it can never

bea living; mov ompu’eer entertainment. format has
limited poten ing

Theoretically needn't mean bannana republics or
waxgamesnnly Thereis within the standard wargame format

1o treat & diffefent scenario, which is an area of gaming aimost entirety
unexplored and undevelopad, Mv&n'furegamas are guite eften fantasy
arscience fiction - ‘whodunnits' andmlal&dtmi!erﬁmightthesedavsba
added as a third standard und - but there are certainly a fair
number of notable exceptions which treat ‘alternative’ plot-lines. The
novelty and quite often the humour of these - Hampstead, forinstance -
can be extrememly appealing; and, what is more imporiant to the

Producer: PSS e
e hlt W i :
| Price: £12.95 Annafs of Rome, which | liked a lot,
| Author: Cybercon was of the latter type, and so is this
. | Enterprises game, most inappropriately enti-

tled Battiefiald Germany. Here we
have no real-time gameplay, no
arcade sequence, and precious lit-
tle machine code. What we do
have Is ‘a literal, cumbersome
simulation of a board wargame,
envisaging a mostly conventional
war MNATO and the War-

'H seems te me that pss produce
:?ame‘ ane blandiy

fast and piayable
‘with-a pratty awiul but nicely-writ-

of games which can be played in terms

STRATEGY PLEASE

My Finals are Innmr-gcm and hka evarymeem I'vetg rawn wtan

mmnwapromurs, Gommercially successful, The comparison between
wargames and standard adventures isn't exactly a paraitel one, because
adventures are related to written literature and wargames are spacifically

simulate battle s

rmmians Any other concept which rides on

designedto
the back of the 'cardboard counters' set-up will probably seerm ariificial;

es also define their own conclusion and reward
nmgarna@m ‘and this mightbe rather hard to tran

native context,

But what is a strategy game anyway? It is not merely a
raguires the use of th:gmugd rather than the refle

their closed,
rtoanafter-

a game which

nesto successiully.

Marsport and its companion games are solveable, not zappable, but
have a solution which s arrived at by mlkmgm:tanfnher-mnnectedset
of puzzles and involves the player in no subtle decision maling. At the
other extreme the cheerfully genccidal Uridium needs some careful
wmu planning to play wall; shooting the waves of wotsitsis easy,
ngoutan individual approach to each level, and deciding which
tegaofarand whicholeave alone, that getsthe highest scores and makes
the Bgamapiay:;ﬂsfyh'ng and mvolv\.'irFlg
Cision mi a fundamental component of a strategy game. In
The Great ngaoe it is the'only component, which M
Etemmatratasmapomtaswalla&any nabody would deny that, however
appaﬂlng, TGSR is a strategy game. Wargames require the player to
miake many subt&edmsmnaawvgamtum balancingrisks, p?memng

supply, and, in some games, spending

resource poirits. it would be pos-

sible - not sasy, but’ gamednsngning i not easy - 1o copstruct a game
which was neither too close based on the potentially stifling. mmn
nly

format nor of the branching

repubic type.

es which present mme h-rtngumg]dens andceuld beadapted
anﬁﬁmedtathemnmuter. the old-fashioned, eternally-valid games
andthe newer, more complex systems like

l.‘ﬁJm.‘naﬂ Hstn:ethaimdm

rely on diplomatic interaction, but

there must be some ideas, suitable to the computer, which don't.
“Time to return to Middle English and Shakespeare, Next month, if sur-
vive this weeks Wﬂ programivie, I'll be complaining abeut the

Software.

saw Pact.

The explanation of the scenario
is brutally exact, gwen asitisinthe
farm of a countdown dated to
begin next summer. lran wins the
war with lrag, which seems
reasonable. What seems unlikely
(to me, ar':yruu.'ax%?E is that Egypt also
cames under Islamic faw and an
{slamic pact is formed — this then
invades Israel. The superpowers
intervene and the Sifu&tiﬂn ‘esca~
lates to full-scale conventional war

BATTLEFIELD GERMANY

in Europe. The point of dating this

account of the escalation so close

1,0 huma is presumably to shock,

‘i_lly“ér into a sense'of immedi-
acy has worked to some
exient as, at least superficially, it
has an air of uneasy' credibility
about it. The atmosphere created
by r&adug this while the game
loads ‘is: somewhat by
the first appearansa of the game
on the screen, and sSo0n evapo-
rated entirely in the fiflean-minute
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wait before play.

The map is hex-based rather
than sguare, which in theory-is a
%ﬁd idea as it allows for eguiva-

movement in six directions. In
practice, the hex composition of
this particular map seems to waste
a lot of space. The main playing
area scarc.aiyﬁils half of the screen
atonce, andis 'j 'around the
edges to avoid half hexes. A small
represantation of the entire play-
ﬁeareu of Central Europe shows
re units are deployed; this
would ba mors useful it it were
possible to tell from the tiny dots
which units. belonged to which
side, as it is difficult to get'a sense
of location from the . scrolling
map and | found it wasn't easy to
keep track of how my forces were
overall. Nothing on the
map i3 identified by nare,
although each hex is some sort of
terrain type Including the cities
which are vital for victory points,
and this is the m?or reason why
the map looks and feels anonym-
ous and unexciting.

The game makes no visual app-
a4l to the intellect or the imagina-
tion: Cities have no -chance of
becoming real cities with popula-
tions ‘and histories; they're no
more than 'city hexes', which take
one movement point te enter and
are worth 20 victory points.

The player's units and the com-
puter's are represented by the
fraditional  squaré  counters
depicting & sometimes unrecog-
nisable piace of military hardware.
There are seven types of unit in
Battlefield Germany and it takes a
bit of working out at first to decide
which is which, as the works of art
are. not reproduced in  the
rulebook. Each unit has a set of
statistics which is displayed to the
right of the screen, and define in
interesting detail attributes like
combat strength, fatigue, effi-
ciency, supply and movement

points. The information is pre-
sented cryptically but clearly, this
is @ good thing, as frequent refer-
ence to the rules is initially neces-

sary. Units can be stacked four to
a hex, and the statistics of all units
in a hex ars displayed when the
cursor is moved into it. This is all
interesting and satisfying, and
reminiscent  of  precariously
balanced cardboard counters, but
the effort which has been put into
detailing the statistical defisiition of

the counters seems to have been

100 CRASH May 1987

atthe expense of any other sort of
detail giving life to the board. The
unﬂsarelus:rthat w%mcm
I'm sure it's a -
determined tact th moet
when loading up a warg
grsttlmdmmlop::y'thair s;ﬁe
against the comptter.
MW has its one-

P g er and two-player game on

ardeso(ﬁmtspe a.nd1t
interrupts the
taalbwthepiayafto
onsarhvo
NATO or

ﬁlayarswhldmmamm , for their
rst attetmt . Thase
pia g themseives | wa

chmghemmforiﬁtom
minutes while the Warsaw Pact.
vm{chgmﬁ'st plods through its

Ifyau' Annals of Rome
and thought - computer took
too long about its moves, then

Germany will drive you
mad. At least Anhals of Rome's

ACT ION PHASE
PRCT ROUND

movements are  moderately
interesting to watch. Battiefield
Garmany offers nothing

number of counters moving one by
one through a blank landscape,
and certainiy on a firat loading the
whole process will be meaningless
to the player. If you decide, after
fiva minutes, to give up on it and
go and make a cup of coffee,
phone Australia or take a walk

do:_n the sh‘eﬁ we Warsmw is
etting on. w Ings, you are.
ﬁ'kely 1o come back to find that a

buta vast

minute after you left, the opposi-
tion decided 1o engage in combat
and the computer will be smugly
waiting for a key-press from you.

_ If anyone survives the boredom
and frustration of the computer’s
turn, there is a further shock, a
saved game position can't be
hndadmtﬂtha‘t turnis over, asthe
player is given the option of ‘ad-
vance/load/save’ before carrying
on. Useless to think that you can
choose to play Warsaw instead
next time and avoid this wait,
bacause you must load a saved

ARCT ION PHAS:
PACT ROUND

game into the same set of options.
Patience is the cardinal virtue of
s, and it may be true that
uu ve to wait tﬂtléan hour for a
uman cppenem complete a
turn, but there really is no excuse
Wmm T i
P El
ioe-::a.a&unal {n{i;rvenhnn |§
requradbythohuman player, an
no warning of this is sounded by
the computer to wake the player

meﬂ the player does eventually
get a chance to participate, a
rapid, l:.ompl.rlar-mrodled ‘supply
phase’' Is followed
phaaa This allnwa a
of movement and cumh&t which
I'm not sure is a idea: some
lsﬂam may like the free-form, but
found it was confusing. It does at
least allow victaries in attlat:lba
followed up by advances of units
which were not involved in the
m_gn Movement is easy and
effected by means of a
CUrsor wmch can select and de-
select units freely and move them
while their ‘movement counter
decreases to zero, As usual, cer-
tain types of terrain incur move-
ment. penalties, and these ate
axpiained in the rules, Combat can
be initiated at any time during the
action phase between adﬁcent
units, and the method of
is clumys'ﬂlnmaltymoa uﬂ—
Ing; any mistake raauhs in the
message ‘attack aborted.'

Bobhsldesnandnusahaw

much air supfport to 'give the
poa’sallucated

sar.:h turn. and this has a signifi-
cant effect on autcome. The com-
puter seams to be sparing of its air
suppart supplies, and a few heavy
gttacks each turn will be sure to
obtﬁers.he its units. Units can be
ﬁns'lr ﬂr!ﬂrmd‘ggrataat and
thay ave no way of retreating -
or If you accidently make them

refreat in the wrong direction -
they are vaporised, graphically.

e nuclear eption is not offered
in the one player game, which
seems unfair; I'shouid like to know
how many people commonly play
two-player wargames on ther
computers. R s, says the
rulebook, includead for authenticity
more than anything else, and the
way is handled is one of the few
colourful features in & colourless
game. The player can choose to
escalate or de-escalate the level
of nuclear conflict, but whether or
not the decision will be
implemented depends on the
state of affairs on the battiefleld;
the ruling powers can overrule the
rrilitary’s wishes. |f escalation is
permitted, the player isallocateda
certain number of warheads and
may choose where to drop them
{not adifficult decision, asitiseasy
to examine the cpponants's units
as thoroughly ‘as your own).
Unsurprisingly, the = warhead
annihilates everything in the hex,
and turns it into a blackened radia-
tion zone which takes up more
movement points to enter thereaf-
ter. But, ‘for some’ reason, the
designers saw fit not to incerpo-
rate this interesting feature inta the

one player game.
The rulebook is @ perfectly
adequate, describing the

seguence of play in order and giv-
ing charts of terrain effects. it also
makes clear what is 8 maximum
level of supply and strength and
the like, something too many
games are inclined 1o leave to the
player's imagination. it is well-pro-
duced in p8s's usual commenda-
ble style, | have already received
letters from peopla who have
bought this game and enjoyed i,
but to be honest | can't recom-
mend it to anyone who doesn't
have a lot of patience and loler-
ance enough taignore the shoddy,
ragged programming. This game
is dull, unwieldy and dry, and it cer-
tainty doesn't work for me.

PRESENTATION 30%
Thereasonablapackaging is over-
shadowed by the excruciating
slowness of the computer’s action
phase

RULES 75%
Effactive scene-setting and
above-average rule description

PLAYABILITY 49%

The player's movemant phase is
sfficient, the computer'sis diabol-
lcaland hkely to provoke a pulled
plug

AUTHENTICITY 60%

The scenario is credible and the
large scale mechanised anonym-
ity of modem warfare is simulated
by defautt

OPPONENT 50%

Aggressive but unintelligent

VALUE 45%

If this game does appeal to you
then there seems to be hours of
play fand waiting) in it, but £12.95
is alot to pay for something you
may dislike

GRAPHICS 40%

Clear enough . . . but very, very
dull

OVERALL 42%
Limited appeal in every sense




Producer: PSS

Retail Price: £9.95

The Ciash of Armour is the subtitie
of this latest game from the admir-
ably prolific pss, and we're In the
desert once more; a locaiity

increasingly familiar to' wargam-
ers, But there's no need to worry
about getting sand In your boots
playing Tobruk, because, as the
packaging suggests, tanks ara the
main fighting units in this cam-
paign.

Tobruk is a medium-range
simulation of Remmel's attempt to
break through a vast minafield laid
by the Allies in Morth Africa
between Gazala and Bir Hachigim
to defend Tobruk, a key Mediterra-
nean supply point. By medium-
range | mean that it doesn’t
recreate a single baitle, nor does it
prasant the player with along-term
extended campaign. The action
covers a little over a month, start-

ing on May 26th 1842 and combat
is resolved in a single tum. The
aim, when playing against the
computer - as the Axis sids, for
you do not have a choice — is to
capture as many of the Allied
oases as possible. Tobruk, up at
the top right-hand corner, is the
ultimate goal.

The main display map is a visu-
ally uninspiring representation of
Cyrenaica, with the Gazala Line —
the Allied minefield — cutting the
desert in half. According to the
rulebook the minefield was only
half-completed when the offen-
sive began, and it is presumably
because of this that there is a way
round the bottom of the line. The
Axis troops begin the game on
their side of the line, and all the
casis targets — and the Allied
forces — are on the other. Identifi-
cation of every part of the map is
easy, because a Com Box, similar
te that in Battle of Britain, can be
moved over any feature, whether
unit or landscape, for an instant
repaort. There are few features on
the map anyway. It is sand, sand
everywhers.

Enemy units can be examined
by use of the Com Box just as eas-
ity as friendly units, and the dafen-
sive strength of oases is displayed
too. The system is smooth to oper-
ate, easy to understand, and
unambiguous. Data given on units
includes their strength in terms of
supply of infantry, provisions and
artillery, and the number of maoves
the unit can make that turn.

Thiere are two turns a day, pre-
dictably divided into Movement
and Combat Phases; 2 Supply
Phase and a Command Phase
occur every second tum, at the
end of the day, Units can be
moved at the piayer's leisure by
means of thg Com Box, in a way
which is againidentical to the Bat-
e of Britain system. Units do not
have the option of committing
suicide by passing over the
minefieid,  unfortunately; 1's
treated as an impassable obsta-
cle. Entering an enemy zone of
contral (for. the relatively unin-
itiated, that means the sguares
immediately  surrounding  the
enemy unitj arrests movement,
though combat is not inevitable.

The Com Box doesn't 18t you
plot out a movemnent further than
the movement allowance of a unit,
which | found a useful restriction
and reminder. Movement orders
are axscuted immediately, some-
thing else which helps in organis-
ing forces. When all units have
been moved, pressing the space
bar movesthe game onta the com-
bat phase. In this phase, unusu-
ally, combat is an option which has
to be selected. And here, unless
you've turmed the thing off in the
start-up menu, we hit theinfamous
pesToken Arcade Setjuence.

| gave my views on this in my
Battle of Britain review in my first
column. In Battle of Britain. which
iz ‘& fast-moving, real-time game,
the distinctly tacky arcade
sequence did not seem impossibly
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cut of place. In the middle of this
traditional  'cardboard-counters
strategy wargame, which has no
other element of moving action,
this sequence clashes stylistically
on every level. As might be
imagined, you are put in charge of
a tank, As is not so self-evident,
you are presented with an icon-
menu of tank functions; the gun
turret, shell loading and firing and
navigation.

To turn the tank round you have
to select the navigation mode, and
trundle the vehicle about defence-~
less while being fired upon, then
switch hurriedly to the gun turret
to fire back without being able to
move. | found | was just able to
pu:k tanks off by firing shells at
them, because the shell- ﬁnng
mode allows some mobility. The
whole thing is stu ly badly
designed and unplayable. i has
quite an aftractiva on-screen
appearance, in contrast to the

_lm-graphy

mow units th h quick
ermn% Strike almth%a chm-:algf
one bombing , which may or
may not ha_we mmd by the time
the order is executed.

The instruction booklet is neatly

printed and entirely adequate,

providing a short but informative
sUm of the historical situation
and guiding the player brigkly
through the mechanics of the
game. There is, however, a lack af
obviousness in the layout which
makes particular things difficuit to
find afterwards, but thera are lists
of the units and their prnparﬁea.
command  points and  their
strengths, and the obligatory bab—
to. show that
designer has done his resaarch.
Tobrukis easy to pick up, quick
to play, and devoid of long-term
interest. There are no skifl levels,
which is a serious omission, and
on my first bungling attempt, when
| was just trying to pick up the rules

e (A e S ey

S 12

main body of the game, and bears
all the hallmarks — though | don't
know the inside story = of quite
separate authorship. Tobrukloads
with the arcade sequence de-
selected, and | would advise you
leave it like that.

Unless you're trying the arcade
seguence, combat 3 resolved
speedily and simultanecusly and
retreats and surrenders reported.
Units a!ways seem to surrender;
you aren 't given the satisfaction of
a 'division completely obliterated”
raport, The supply phase follows,
and the player is asked to decide
which units will receive the fimited
resources available. The impor-
tance of supply in a desert 'war is
emphasised by the fact that the
Axis forces have to trundle their
mobile supply bases after their
forces, and protect them from the
engmy. This factor adds a lot of
interest to the garmeplay, because
if both of the supply dumps are
destroyed - and they are
extremely wulnerable — the Axis
side automatically loses.

The command phase moves
énto  another screen, where
strategic disposition of resource
poinis is decided. Points can be
put into things like AFY (armoured
fighting vehicle) recovery to
minimise losses after battle, and,
importantly, into ground strikes
and mine laying er lifting. Putting a
sufficient num of points into
mine lifting allews the Axis side to
make a neat break in the Gazala
Line, to get some of the slower-
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and wasn't sure exactly what | was
doing until a couple of turns in, |
won. The game has a bit ufahmk
in its wvery smoothness and
simplicity of objective, but despite
the strategic tnmmmgs of the
command phase, there's nothing
in it to satisty for more than an
Qan.

PRESENTATION 80%

The game runs smoothly and with-

‘out interruption, unless you count

the arcade sequence |

RULES 70%

Adeguate - rather unatmospheric
PLAYABILITY 70%

Mildly attractivein the short term,
and very easy to start piaying
AUTHENTICITY 69%
Lacking in that elusive quality,
atmosphere

OPPONENT 60%
They need ta be woken up, and
Eﬁtﬁ: then they do very

VALUE FOR MONEY 55%
With no skill levels you get little
mileage for your money

GRAPHICS 69%
Uninspinng. The arcade graphics
are better.

OVERALL 65%

Not a bad game, but not particu-
larly interesting either.

I've been overwhelmed by the volume of mail I've

received this month. Kaap the letters coming! I'm only
sorry that severe lack of space allows me to print only
two or three. The non-appearance of ‘Briefing’ last
month was entirely my fault; my reviews were too long,
and the powers that be at CRASH Towers obliterated
it. I'll try to make sure it doesn’t happen again! Many
thanks to several people who wrote with instructions
for Chaos. I'll be passing them on.

Rt
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SOFTWARE
CLASSIFIED

Dear Philippa;
I'm pleasad to sea that the new
broom Intends to begin her clean
swep by examlr:-i-ng the relation-
between strategy’ and other
re classifications.

Atthe most popular extreme are
‘arcade type' games, demandsng
hot reflexes and quick thinki

Thaac!im Is fast and furious wi
fittle in the way of averall plan— ag
Uriclium, Xevious and Lightforce.

Ghaqgathe playerintoa charac-
ter within wvarious atrospheric
scenarios and one has the making
of an ‘adventure.’ Hera, the attri-
butes of different localities involve
the player in the hunt for clues to
solve puzzles and sub-plots - red
herings typically abound. While
an overall plan may be helpiul, itis
usually only ‘incidental to the
enjoyment involved in the game.
The real ‘winner’ is the player who
toams the: auther's world, rather
than seeking to solve or mmp[ata
the game (eg. Lord of the Rings,
Bugsy and Kaylath).

Purists demand thal a strategy
game should have a definite
abjective, requiring the player to
formulate short-term tactics and
plans. It requires time for reflection
and ' planning, wusually involving

m turhs to break thaqama
into manageable section:
icit accompanying ru Eas

and ;’?Iﬁelmes should allow for a
eertain ‘amount of logic and pre-

dictability, requiring the player m
call upon great depth of tho
a-sm Arrhemn, Desert Ratsand | ui-

A{thnugh my pm'sanal favour-
ftes. are  pure 8t m‘m
some deviations do pro an
entertaining mix. Lords of Mid-
night cheﬂy - together
strat ? v

n a unigus manner,
Hebggyrar is an excelient mix of
arcade and stra!&gy ‘combining
the best parts of both clagsifica-
tions. Here, the player has plenty
of time to study his moves, but
whan&\eac!wnmanﬁ rtisiastand
veary grap ch-—ﬂw!mmmm

tion. Fg
Hwa.‘srarmwdbaapp in adlf-
ferent wargame soenario
example, cavalry gmgssmaﬁ
laager of wagen trains &gamst
attacking Indians, or perhaps the
British den;ﬂnﬂmg a fort in the Zulu
wars..
Unfortunately, pure strategy
games tend 1o appeal only to a
inority. Perhaps the clever mix of
y and other classifications
islmperlar_lti{widarappealistube
B'Etablfatlad and the genre kept
alive.
Mr F D Beilby, Doncaster

All successful games have some
suatsgymv:am 8s you can see
You examing

even the most
mmd.'sss aof & addictive
games. As a pretenfious Er
sl'udanﬂmhaawﬁfmm ng
genres, and Il be talking more
about this next month!
PI

:- Spectrum 48/128K

Historical simulation of Gettysburg and Chickamauga with
high degree of computer intelligence allowing game to be
played at strategic and tactical levels over a scrolling map
with hidden movement, for 1 player. Price £9.95,

STRA TEGY OR ADVENTURE

Dear Philippa,
My interest in strategy and war-
aming gama began with Lords of

whtuhntm.;lh’mad sehsmarahhe
Despite t
fact that it wm?vmum
that attracted me to it, | fou the
sttai&gy ‘route much more enter-
taining.

There is a very subtle blend
between strategy and adventura in
my opinion: for, In.an adventure,
an infelligent strategy is neaded. A
strategy game is 8 complicated
adventure on a larger scale, with
more possibilities and  even-
‘tualities.

| think the blend betwaen fan-
tasy strategy is ‘even greater, as

they both usually centre around a
quest ([good and evil), and-an indi-
Aol Bl T8 o 48 Aatobe ae e
pomntis as the
rest, buutmhrea rrmplefan'tasy
ames, Lord, Bgarrmk
words of Esne are. hﬁiwldtmg
games).
1 must with Ally Hume
aboutas ‘game creater, but
| da s@6 your paint ahautwmm

be produc-
o mnk%”““é‘}%’ham‘?‘wm

l wauld aéso like to congratulate
mu on your excelient column. You

v already am::i;z:l a::d maybe
even surpassed us and Sear.

_Duncan Maclean, Newcastle
PS | was wondering about pur-

‘but I'm afraid |

‘thasing ccs's Vulcarn and LoTHLG-
RIEN'S h in Russia. Are either
of these worth buymg Or can you
suggest better?
Vulcan is cartain wtrrth buying,
't know any-
thing about Death in Russia! / think
‘that Lords of Midnight is nothing
mere than a cardboard-counters

: surprised
how few people havemaﬁsedﬂrat!

it's @ work of art though . . .

‘classic of computer software.

Fast interactive game simulating battle of Ulundi in 1879
on Side 1 and a ‘what i’ battle of Umlalazi on Side 2.

Scrolling map over varied terrain,

Price £8.95.

AVAILABLE MAIL ORDER - 48HR. DELIVERY - FROM

far 1 player.

Cases Computer Simulations Ltd., 14 Langton Way, London SE3 7TL.
Strategy Games.

They're no pushover.

CRASHMay 1987 103




CASES COMPUTER SIMULATIONS have
produced a range of educational
saffware programs. cowvering
variely of subject disciplines,
including ‘'minerity’ subjects such
as agriculture and political studies.
The programs follow a set format,
invelving assimilating a wealth of
information, and using it 1o make
cormect decisions at  critical
moments. Relevant information is
presanted in a vanety of ways: bar
charts, histograms 2nd maps arg
used 1o very good effsct, and
maintain  the playsrs’ interest
throughout. Different leveis of diffi-
culty are also offered, and the
games can be used by one player
at a time or by small groups work-
Ing in cornpetition.

Aimed at alder pupils and col-
lege/university  sludents, these
programs-are reanistic simulations
of real-life situations, providing the
user with valuable practice in the
application of their acquired
knowledge: Schools and Colleges
are. plaging more. and  more
emphasis on the importance of
information skills, and ccs’s range
of educational software certainly
fills a gap in the market — there are
very few educational programs
auailable for college students, and
tewer still for the minarity subjects.

The programs are all for the 4BK
Spectrum and cost £5.95 each
They can be obtained from; cases
COMPUTERSIMULATIONS, 14 Landgton
Way, London SE3 7TL.

AIRLINE

Ifit's your ambition to be the chair-
man of a iarge company, now is
your chance io assass your poten-
tial. In this simulation, you adopt
the rofe of chairman of L-Air, an
airline which starts up business
with £3 million. You have 7 years
to increase your nat assets to the
£30 million necessary to take over
British  Arwayst You have o
decide on the number of aircraft to
operate, whather to buy or charter,
the levei of staffing and mainte-
nance necessary, the duration of
fuel contracts and when to repay
loans.

Problems encountered includ
tax demands, increases in fuel
costs, and loss of revenue result-
ing from cancelled flights, strikes,
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hijatks. air crashes and sabotage

The information is presented
threugh histograms, bar charls
and graphics, The first chari dis-
played is a bar chart showing a
forecast of the passenger payload
for aach level of activity. Using this
information,  the  player must
decicde on the best aircraft to use,
and then finalise his choices after
looking at the level of revenue
expected, When this-is abova nor-
mial, it may be cheaper to borrow
money and buy aircraft instead of
chartering

The market rate for each DC10
s £10 millicn, and when aircraft
are purchased for more than this
amount, the addiional cost is
debited =gainst the capitsl
reserves. thus reducing net
assets. Crew costs are fixed at
£50.000 per DC10 while the cost
of maintenance is £90.000 for
each aircraft. Results of trading
are shown m the form of profit and
loss accounts and balance sheets.

The graphics are excellent, and
the player's interest is maintained
throughout by the constantly
changing information — you can
even read Financial Times reports
and receive Telex messages. If
you suceeed inreaching the target
of £30 million, then perhaps
Richard Branson may have arivall

BUSINESS IN THE
CLASSROOM

y

o RE

iy
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CROPPER

Aimed at students of Geography
ar Agriculture, Corn Crapperis a
simulation of a commercial wheat
farm. The player bagins with cash
resources of TH0,000; 30 acras of
rich arable land, a tracfol and two
farm workers. He must then buifd
up his assets to £250,000

The menu allows the user to call

up Information of different types:
the weather forecast shows the
likely rainfall and average temper-
ature for each month, but — as with
all weather reports — this cannot
be relied upon totally. the crop
status histogram shows the stage
of growth that the crops have
reachied, logether withinfarmation
on- whather or not 2 fertiliser has
been used; a farm map, showing
the cuitivatad areas, mustberafer-
red to before decisions to plant are
made; and the cash account
shows the maonthly expenditure
and receipts. All in all, a wealth of
iMgrmation must be accessed
before the player decides to take
any action

A report is shown at the end of
each month, detailing the results
af the decisions taken, Unforeseen
problems arise from time 1o time,
including such disasters as frost
damage, ratseating the seed cormn,
and even the dreaded fire. The
accompanying notes  Iinclude
some useful hints! players are told
for instance, that crops need an
cpumum level of water each
month, and that fertilising two
month old crops doubles the yield.

The program contains five levels
of difliculty. providing students
with a very realistic and com-
prefansive simulation. It certainly
drives home the point thet farming
ia g highly technical and special-
ised indusiny! Com Cropperis cur-
rently’ used for the secondary
school Geography syllabus and in |
Agricultural Colleges. Amazingly' |
enough, a French version is also
availablg!
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OLIGOPOLY

Acoording  to  my dictianary,
J.IL.O'}D",- means ' ‘amarket situa-
tion inwhich control over the sup-
ply of 8 cammaodity 1s held by a
small number of preducers, each
of whom s able to influence price
and thus directly affect the posi-
tion of competitors.”

Thiz game is a management
grnulation for one to s players,
and the objective is Tor each par-
licipant to create wealth at a faster
rate than his competitors. The
computer gives each player a bal-
| ance sheet for the year, generates
a forecast for demand and costs,
and tells gach manager about the
capital goods industry.

Using the computer's informa-
tion on price; production, market-
ing, research and development,
new equipment and dividends, the
managers have to make decisions.
When each has done so, the com-
puter compares these and dis-
plays two reports for alt firms,
Results may be kept secrel by
agreement, as the program
includes the option of using a
printer for annual reporis, fore-
casts and newsflashes,

Abar chart compares the share
| vaiues for sach firm, and a pie
| chart shows 2ach firm's share of
| the market. Occasionally, news of
| imports, overtime and changes in

taxes may be fiashed up on
screen, and this new infermation
may make it necessary 1o alter
decisions.

A duration of betweern 2 and 50
years is selacted before play
begins, and a useful feature is that
even if a game were to be-piayed
twice with exactly the same deci-
sions, the results would be likely to
differ as the computer generates
random factors, | also like the way
in' which shareholders demands
have to be taken mto considera-
tion as the managers decide how
much of their profits to share with
them! I you think you have entrep-
reneunal skills, try them out with
Dligopoly!

PRINT SHOP

A simulation aimed at Business
Studies students, Print Shop
covers a period of 12 weeks in
which the student becomes sole
proprietor of & small printing
works, The prospective
businessman is asked 1o make
judgemants ‘on the following: the
number and category of staff to
employ; the amount and type of
paper to: purchase; the quotation
for each job and the scheduling of
work in an optimum week. The
objective is to produce a net profit

of over £4.000 in the first three
menths of trading, making deci-
sions based on the weekly trading
accounts, profit and loss, and bal
ance sheets
A great many factors must be
taken into account when, for
examptle, hiring staff. A supenvisor
must be empioyed for every five
preduction staff, and new prem-
ises are required fat double the
rent) when this number risestoten.
It hias 1_0 be remembered that add:-
taff will be needed when
Jl'dlﬂra S:c‘lﬁ to increase, butas it
three weeks to train new
ees, production will ot
immediately. 1t may
therefore be necessary o contract
out cartain jobs
This is a particularly good simu-
lation, in which students have o
make a large number of decisions
after having assessed a wealth of
information, The information s
presented clearly beth on the
screen and in the brief accom-
panying notes. There are three
levels of difficulty, but I'm afraid |
wasn't even successful at the
gasiest of these — to be honest, |
rmanaged to incur losses, which
resulted in the net asseis becom-
ing negative. The banker forec-
losed and the business ceas
Print Shop certainly 3 your
business acumen to the full, and
creates a feeling of frue involve-
ment in the world of commerce.
An enjoyable and challenging pro-
gram

| SUPERPOWER

Superpower s a strategy ‘game
showing the superpowers’ influ-
gnice over Third Warld ‘countries,
and is intended. to supplement a
Political Studies course. Each
playerruns the intelhgence agency
of a major world power, with the
aﬂtm‘:t:‘ aim of protecting his
power's assets in a continent of
developing countries.

At the beginning, sach player
has assets in the nine Third World
countries, and each is struggling
to achieve the highest rate of profit
growth. This might be brought
about by peaceful strategies, such
as bulding a defensive alliance
among the strong countries, ar by
morg aggressive. means suc
encouraging nation:

ets. A vanety ofi

is available;a report anany

y shows its stability, wealth,
foreign relations and government
spending; a comparison can be
obtained between nationsin terms
of indusiry, debt and government
spending; of 2 study can be made
of a superpowers’ assels table.
This information should help the
player to make decisions, includ-
ing what to do about investment,
foreign policy, taxes and the
armed forces.

Annual budgets must be
adhered to, and the players must
therefore indulge in a variety of
strategies, either to maximise the
growth rate of their own country ar
to minimise that of the others. A
player might, for example, find
himself weighing up the argu-

| ‘explained on the infay, and as this

ments and counter-arguments for
persuading a friendly nation to
spend more on welfare, While this
might reduce expenditure on the
hated police force, it could mean
that the couniry s left unprotected
fram ‘coup oOr @ssassination
atternpts,

A detailed understanding of
poelitical theory s a pre-requisite
for the successful tackling of this
program, but it is useful in extend-
ing ‘a student's-depth of under-
standing.

MANAGE

This is-an interactive management
game fortwo players which canbe
used to supplement a Business
Studies curriculum. Alternatively,
it could-have a part to play inman-
agement training and economic
studies. The aim is te teach the
users, by placing them in a rale-
playing situation, about the signifi-
cance of pricing policy and the
correct  allocations  of  cash
rEsOUrCEs.

Participants begin with £7.601
in cash, and 71 units of stock val-
ued at £35.35 each. They must
then make decisions covernng the
price of goods, marketing expen-
diture, production/research cost
and piant additions. The results cf
trading are shown by siatements
and by a line graph of erders and
ales.

An excellent feature |8 that the
players’ decisions: interact with
gach other, leading 1o a strong ele-
ment of competition. W's interest-
ing that players are forced to make
immediate decisions, while always
bearing in mind the leng-term
objectives for improving the per- |
fermance of the company

Ithotugh no detaled financiai
knowledge is required, 1 15
assumed that players will be able

te the fairly detaied

supplied. The game
may be played with or without a
printer, but if one is used, the
results are not displayed on the
sereen, thus ensuring the con-
fidentiality of information, and
making things more difficuit for an
opponent!

The instructions are cleany

game does not depend on luck,
the winner can be sure thatitis his
knowledge and acumen which has
made him successiull

Control keys: clearly explained
and kept as simple as possible
Keyboard play: very good
Graphics: sensible use of graphs
and tables in most programs. The
graphics in Airline are particularly
good

Use of Colour: imited

General rating: interesting and
realistic simulations of different
business situations, useful for
engouraging the users to handlea
wealth of different information
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FANATICAL FIREBIRD M“"‘Tﬂ;,_%‘ Er by "ﬁ
FIREBIRD were offering all their wﬂ-?w'm“ﬁw. Man-
Silver Range in lssue 38 fo cne u“"?n“aw%.wmuk:

winner, and for once it's a girl: | Bimas ony s Foaart e Sustare,
Miss G Hinton from Staffs, W512 mwm%wmmw
4BP. That's a lot of playing you've mmﬂmwm ; Jason
got thers! 200 runners up each %ﬁ'&wﬂ& Fasiv,
Teceive a copy of The Helm, Take Pt ke o m‘%‘;‘m
a deep br 1 and get out your "l.ﬁ-m‘!‘fll’ﬁ‘ n BS510 0EF;
magnifiying glasses! 1 Seatiand, EWA 4EA &%m' m'n"-rs 'Efap;:"ﬁ

ip J

dnmwvwmw ] '!!m-‘m"'l'
Matthen Ineland, BT47 2BX; Horfolk, | Abwrdssnshire, ABA ST8;

w X Shefmersdale,

M or WA Gmxmlﬂﬁ-& hs Wwﬁm
ond, Lonoon, W18 1PS; Maxwedl Patrick, . i eu% ey mon |
o Eurrey, GRS 1HF; Mark PLG S50; Paul w‘

i
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¢

nwiuq:mmm-'mi 2B, Andrew iy
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{ ADVENTURE CHART WRITE-IN COUPON

| Please use block capitals and write clearly!

I e e L s e L I < i R,
| e AT e e e S e e e i s e e
|

R NI e . o A e LR S DA N
| postcode TSHRTSIZE .. oo . o0
|

| Send your coupon to: CRASH ADVENTURE TRAIL, PO BOX 10,

| LUDLOW, SHROPSHIRE SY8 1DB

e

| CRASH HOTL|NE WHITE IN COUPON My top five favourite programs in descending order

ni;r; L4 BUY; Jane Coachisy,

T Wthrice; S 1 P S e, e
%ﬁuﬂuqm an, CF41
Liverpoo, L13 7EN; David

VIRGIN ‘GAMES were looking for 4
new Comps Minion in lssug 38, the
winner to  receive a Sony
Walkmaij a‘]a“m lucky Adrian Mole
Diarist is Simon Lippmann from
seafa'régﬁire;ufnmq IP6. Three.

further winners each receive a

copy of The Growing Palns of
‘Adnan Mole_(the book), autog-

Ciare, Eire; Paul Hampson, Beds,

LU4 9GH, and Gavin Williame,

‘up sach receive a copy of the

Merseyside, LG3 2HG. 25 runners

game. "

s

o Bristcl, BE1E AL; Paul
g

o

i

I e

My top five programs are:

VOTE OUT OF TEN

)

| Please use block capitals and write clearly! are.
e £ e e e e e TITLE PRODUCER|
| A s R e e R e s S Ty 1
B e e L e i e e 2
|
T T e o~ E ey SR e ey 3
LCEEHIRTSIZE -l 4
| Send your coupon to: CRASH HOTLINE, PO BOX 10, 5
LUDLOW, SHROPSHIRE SY8 1DB

|
R A

T T T T T T ot e e et e P S s i s i s - s e e, s s s . S
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verran
EUROPE’S LEADING

' COMPUTER REPAIR CENTRE

TELEPHONE (0216) 66266

FULLY COMPUTERISED TEST

| AND PROCESSING PROCEDURES

' futomatic Test equipment iz used to assist in the repair of all

feading compuier products Many of these have been designed
and bkt by Verran and subsequently scld theoughout the waorld,
The advanced techriology allows us to offer our yepair services at
tcik-bottom prices to all our customers, No one can match us in
periormance and price;

Guaranteed reliability is one of the most important points in
the selection of who should repair your computer, We are proud o
tiler our SIX GUARANTEE. Within the first three months
we will repair any fauli FREE. From three to six months otily hall
the quoted trade prices would be charged if your computer
devaloped a fault

To record the safe receipt and despatch of yolr computer we
have invested in the most advenced computer system avalable.
Each customer unit is logged and checked before return. Whilst
jour compuler 18 in our possession, of in transit o you, our
[Eurance provides comprehensive cover.

To be assured that the service you get is the best avaitable —
& Verran, We always remember (hat QUALITY IS NEVER AN
ACCIDENT, IT IS ALWAYS THE RESULT OF

SOAK RACK TESTING subjects your compuler 10 a rigorous

“ gerias of lests over a period of betweaen 2-8 hours, Stringent cuality

procedires like the spak rack ensure the high standard of service
il GUStGMErS have come 10-expect,

UNBEATABLE DISCOUNT

ON ALL COMPONENTS
Over £500,000 worth of components currently in stock.
Unfortunately we are unable to display our complete
range, if you require iterns not displayed just give usa call
on 01276-66266 and we will be pleased to quote including

delivery by first class post.

SPECTRUM SPARES COMMODORE SPARES
ZCPY 250 6510 Processor 12.00
ULARCE0L .00 6528 CLA 12.00
Fowar Supply 6.50 6581 Sid Chip 18.00
ROM T.00 301225 Craphic ROM 10.00
46 RAMS 15 801226 Basic ROM 1000
TN E50 40 901227 Kemal ROM 15.00
21 40 806 14 House Keeper 10.00
Eeyboard Membrane 6568 - VIC 18.00
Spectrum 3.00 4164 RAMS - Memory 1.00
Spectrum Flus BOO Power Supplies
Metal Templates 300 CB4 18.50
Yoyboard Mats 200 CleX 15,00

Al the abova prices inclede VAT bul please enclose a further £E1.50
postand packing on all component orders,

] A

TRADE ENQUIRES (0216) 62611

2

MICRO-MAINTENANCE LIMITED

OVER 3500 PRODUCTS
REPAIRED EACH DAY...

At our Head Office in Camberley, Surrey, we provide repair
facilities for leading companies such as Amstrad ple,
Commodore Buginess Machines, Sinclair Research, Rank
Xerox, Dixons, Currys, Boots, WH Smiths, John Menzies and
many more. Now we are going to offer you the consumer
high quality repair services at TRADE PRICES.
In the UK we employ 200 staff to fulfil our customers re-
in a quick and efficient manner. Factory space
of 32,000sq.ft. and offices in Switzerland and Germany now
make us the largest and most advanced computer repair
centre in Europe. Your computer and software is worth hun-
dreds of pounds - send it to Verran and you will undoub-
tedly receive the best service available.

FANTASTIC LOW PRICES

ON ALL LERDING COMPUTERS

BBCB

To obtain a quofation on any other product just call (0276) 66266
guoting the advertisement reference number,
(See boitom/Teft}

securely
payable to Verran Micro-Mainenance Led) or quote your Access or Barclaycard Nomber,
2. Quere the special offer refarence mumbéer displayed at the botiom of 1his advertisement for,
your £8.00 DISCOUNT on the trade prices,

LETTERS FROM OUR CUSTOMERS
] poally fok Tmust write gndd thank you for the excellent service | received.”

Mm | Gébeart, Prymcasth
“Tam axremealy delighied and would iiks o thank you agam for the quick and effcient service
of pour company”. Peal Denadd, Aberdoon

‘/erran “ MICRO-MAINTENANCE LIMITED

UNIT 2H & 2] - ALBANY PARK - FRIMLEY ROAD
CAMBERLEY - SURREY GU15 2ZPL

o =
& L%

Al

TELEX 838199 Verran G

o

Q&

APPROVED BY

- AMSTRAD

APPROVED BY

APPROVED BY

COMMODORE

APPROVED BY
SINCLAIR

NCE — CRA 041




ack in 1985 OXFORD COMPUTER.
PUBLISHING LTD mught the flair
of Macintosh into the
wirld by releasing Artstudio. l:iy
raally thought it possible 1o create an

icon-and mouse-driven drawingutility
sprotting pull downmenus all gver the
screen, and yet programmer James

Humhhymdjl.lstmm and b ma

nawwmkrng!echmqmtuih

Sadly thepi 'ssuccassdidn’t
save the terminally ill oce, and
Artstudio and its derivatives is mar-
kated by ramsrp. They re doing a
good joboftoo, and are now releasing
an advanced version incongruousiy
called The Advanced OCP Art Studio
{TAQAS for short). Contrary fo balief,
this does not require & major hiouse:
extension to accommadate it, butto
savour all the advanced features, it is
necessary to own an Interface One
and Micradrive [cagsette-based own-
arg still gel some benefits),

The original Arlstudio was reviewed
dankeys yaars ago, but {0 refresh
readers’ memories, the Features
Table should baindicative of the origi-

zeved St ink

e -

e P

e

e

Inverse x
Traﬂ=ParPﬁt
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nal's pawer.’
Cramiming more features into the

- advanced version didn't entail
‘SQugezing more memory
48K but the asking of &

outof the
m own-
&S to upgrade 1o the 128 machine,
ThEscanbaermm'theald&mﬁrtuaak
128K or the new Alan Sugar gre
Spectrum 128 + 2; i-iawnghaughtm
extension lead to connect the inter-
face One 1o the Plus Two (talking ot a
tight squeaze .. . ), the loading
msh‘umm-mi!d like'a Tolstoinovel,
and the soonar the Istrans-
ferred onto Microdr ibatter,

All the faclities of Adstudio are
available on the advanced version with
Iheaddlﬂahofﬁs:}! Micradrive con-
trols, filing faciinies for user-defined
Fill Pa’e‘tamsme} Paint Brushes, Ram-
diskand Scraphoak !usanama ‘arc!
shape in the SHAP

THE RAMDISK

TAOAS uses part of ihe computer's
gxira memory as Hamdisk, which
behaves just like 8 normal random
access mass storage device. Files are
saved in it by name and can be
catalogued, loaded, saved, merged
and erased in a fraction of the time
compared to Microdrives. Its only
probiam is its volatiiity, Should the
power be switched off, don't blame
anyone but yourssdf, So f-:lr‘atar’aga
you have the choice of Ramdisk and
cassette, or Ramdisk and.a maximum
offour Microdrives, The Ramdisk facil-
ity is available via the filing dptions of
FILE, PAINT, FONT EDITOR and
SCRAPBOOK by selecting the M-
drive option.

‘datedin the RAM catal

THE ADVANCED
OCP ART STUDIO

Our resident artechnist FRANCO FREY, takes pallette
and mouse in hand to assess the potential for this
updated utility which will cost you £24.95

FILING

TAQAS maintains a HAM-based
mmmmcanham
angd mﬂmb naadiumd

ﬁucarmdga ﬁ
s;;? mand pull
amegnmm
ﬁﬁg@m@ﬁ:
an
dﬁysmm %:
required file can be hi
saved, loaded, merged ﬂwm
muamenw]eraraseﬂbysehcum
comect function box

Upw%mvhsmﬂhemm&

g, Mew files
can be created by the
FltENAMEnmon Al files are verifisd
after saving, Apart from the screen
files T/ can handle files for Liser-
created Textured Fill Patterns, Thisis
acoessed from the FILL menu, Pattsrﬁ
ﬁasammﬂmmmﬂymﬂbﬂ

ﬂmcﬁnb&
rridden (these files ver will not
becﬁapaayadnnmmmm

cataiogue),
Sthaﬂy TADAS caters for user-
igriad brushes under the PAINT.

n-renu NI files here receive 8 .brs
‘exfension unless overridden. This
Text Fonts,
‘which are accessed in the FONT
EDfr':LOHmnu . Default extension here
5.

TAQAS provides a facility 1o create a
rl:my s which can be saved
totape, MmmdwaorPamdﬁkiu'

future use. Parts of pictures, logos or
special symbols can be lifted from the
main screen and stored in the Serap-

Rttrs, a1

s Upfp‘t&i(c?fn
ing screen.
be stored. Access to
through the MIST meriu,
'l'rmﬂhupﬂanambm loading and
saving of Scrapbooks toand from the
Microdrives or Ramdisk, The report
box on the right-hand side of the
screen displays the Scrapbook statis-
s ddu
&n mmrﬂugh
the Scrapbook isachieved by.clicking
thu and down arrow boxeas, and
selaction of the comect
dwg'l In order tobe abletolift a detail
from fhe main screen It's necessary to
definga window in the WINDOW menu

work-
I can
18

FEATURES TABLE

All information on screen

Muuse option

Eill Gontrol over attributes

Aftribute grids
UNDO faciity

Text - nina charactar

capture fant frem window

YYY YYVY YY YYVYVYYVYYYYYY

s i adireetionn:
Font editoe - clear, invent, flip, rotate cha

Windaws - leons - pull-down menus - pointing devices

Works with keyboard and Kempstan, cursor, Interface 2 joysticks
Eot miginx printer dumps - five sizes plus grey-seale

Suppors 17 Centromes and RS242 mterfaces

Sava and load pictures to cassette

16 pens, B random sprays, 16 user-definable brishes

Windows can be cleared. invarted, cul & pasted, anlarged, reduced,
stuashed, stretohed, lippad and rotated

Salid 1l
Texturgdfill- 32 user-definable: -pattems inciude slipples, hatehes, tncks,
roof ties elc.

Wash texture facility
Three fevels of magification with pixel edit, pan and Zoom

sideways, bokd
cters or whidle Tont, Gopy ROM,




cont. lLine

Rectangles
Triangles
Circies

AR R T 0K | ‘

SRR

AR,

Rauds
Etastic X

AERIA

‘before selecting the INSERT option.
Farp&sie—up it may be necessary o
salect orie of four perimeler baxes,
which provides access ta any part of
themain screen edges when dumping.
Serapbook 5.0n the main
streen; Delete can baao‘?gnphﬁsgad
ona srfuyadaﬁgn Gron Wi
‘Scraptrook.

The: ARG funetion has been addad to
the SHAPES menu. This (s a fractional
part of a circle The first twa points
dafing the extremities of the arc, and
thie third point defines the curvature,
atthough the arc does not necessarily
link up to the third paint for some

CONCLUSION

The Advancad OGP Art Studiois a
postive extension to Artstudio, Ram-
 disk goes & long way to providing a
disk-fike enviranment to the Spectrum
128K and increases the working speed
shormously. The addition of a Scrap-
ook enables designs to b rans-
ported without much fuss from ong
ambenmmmotharmd mh., h;ﬂg:;%er—
pacliaab user- 1

Koveos ar&m@nsﬁefwﬁm 128K
addit t@m?ﬁsdﬂma or wﬂile

tion u 5 Oy
program. It mnkeaa%a prog-
Tam even more desiable , .

Once again CHEETAHM have
made devastating Inroads
into the hi-tech end of the
music business with their
latest product, the Midi
Interface, Jon Bates glves it
a definite tl'liH'l'lhs-l.II:l_and
reckons that you will too

Mrbgﬂ.wdtmderhalfm:mmums
nearest rival, it offers eight-track real

.mumtlmwmv“dny marglru;.

looping, frieni
W pmr!aggumdwm;nﬁmﬁ?
S faciﬁtraammﬂhqtl
nwclanaﬁtmam-m

midi acho uril
back nearly twelve

The story g
monthsto Rwaaﬂrs!mmmd

that cHEETAH were in the process of

developing a midi interface. As it was,

“ather projects fike the MKS keyboard
o mﬁmgim

gmmﬁepm of‘llh

-,s;yﬂ'ﬂwaithaabeenwam it. Iwﬂeﬁs

an awful lot for £49.95 and rivals bes-
sequencers seliing for over four

mmm Okay, mmhdrmlng-

You get the uﬁmf CHEETAH type
interface box, with midi ‘i,
‘out’and ‘1 h' plus amidi leadto
getyoustarted Seﬁwﬂmtrmsfam
to microdrive, and on luadmg you gy
mmm m‘air;;a&am I" gg&:a da
department justice and talk you
through it
Raal time recording is first, in sec-
ﬁmthalyuu predatarming from 1 o
64 bars infength—known as ‘Verses.'
IHound this namea bitodd at first, but
| quickdy gntusadf:ht The real time.
option & callad'Recard a Verse’: th

the bleeper or the television set. Eaeh
ﬂf#thaatdﬂ'rﬂbﬂrhampiﬂ&adand
get a two bar count-in. The beat
orer you need to star the border
tums yellowand on the first beat of the
bar to be recorded it tums red, Thera
is & constant representation of beats
axaoutedbya quaint arrangermant of
r[? stuares. The time defaulis to
4/4 at 118 beats per minute and fora
lengthof fourbars only. At this paint it
shouldbe mentioned that it has agood
set of quantisation (timing correction)
options from none at a!l o half notes
{minims}, taking all the triplet notes inta
account as well--most important ifyou
are piying
call ‘swing' {sort of flike Status Quo
‘dumda dum dadum’). Having played

.iBIFkB
_ﬁ},ﬂ\!mam,ﬂm

N m oy stardyonirmink-dit

yowmbm's have deveral
options. * Flaslan which lets you hear
what you have done and more
averthetop of t—ifyou arereally con-
fident don't stop and the whola thing

‘will repeat anywa;r-:‘:mplate with the

two bar count-in. A point o remember

{5 that the recording process ean only
‘be halted at the end of the defined

number of bars. S0 if you have sat up

64 bars you've a longish wait. Haund

that you can overcome this by crank-
inglhatarrmuptﬁﬁ.nﬂwhack tempo
and c sation being alte l‘astln

qua pumas racorded section
intothe permanent memary: ' Append’

-addstherecording tothe current verse
..alraad'ysetm the memary. You can

wampmupordownasemﬁm
snﬂ-a:ﬂramsmnm
‘wefouledup
or "Quit' and start

‘?Weﬂyuuwh‘lfhdtrmm
efforts have actually been enterad
i e
CHEETAH age 8.
assignable to any midi channel. Each
taﬂ(canhawupmiammiahem
A'to P. A verse pan be up o B4 bars
long, Ttﬂtsabm!mﬂlﬁmsnc
need lo panic about running order at
this stage because at the moment all
you are doing is committing sestions
to a track. These can be re-ordered at
amatagamcmpiate‘thewhola
magnrum opus. Duff or unwanted ver-
@8 can be deleted to make more
room. You can even reverse a verse —
it backwards, the notes will sound
forwards {mﬂkamvarsatme}bmmt
playedinreverse order: A verse canbe:
shifted up or down by upto 12
seinitones —that's one octave: The
anlyﬂmgﬂxdyoucen'tdmsend
improvise & solo as
m“&‘:ﬁ‘m"“' “‘.?E‘i'
ng on Br yOu are
redrwmmglutsyaufummy-m
extravagant things like velocity and
pitch bend, These can be filterad out
asyuuwﬂlsae iwndym Nm:;an

‘Define ra:‘.ms eﬂuws
wmdﬁmmmmwyw

THE CHEE TAH
MIDI INTERFACE

-alfresco notes here and there, The

pledisplay, the track assemblyis really

‘enterthe fetter name of the varse (Sec-

“gavie it a hard time, | also found it a

wish tohear whilstracording new ver-
mdwwkmpﬂimln'orﬁarym
! 1o switch off a track which
woul be counterproduciive at any
peint io the whole proceedings.
It has acourred to cHEETAN that we
can im%mwdlm wethink orwould
is-a step-time write/sdit
.uptinn this hias to be one of the
Eaﬁlaﬂnmbaa’mmmmad Mates
ongs of propor-
ﬁnnallmgthmi muslascmﬁslsﬂ
1o right, bars and beats indicated by
affines. By cunning use of mova-
bile horizontal and vertical axis, notes
can be deleted, added, altemdnr
moved an amramngeafﬂ
actaves, the particular octave you are
Inadﬁphyadananﬂnhe with
tie name of the note displ 3
screen, lhsmymatumdskmﬂe
to use. in fact | guess you could step-
write the exacting bitsfirst, play them
'back and liven them up with'a

*Playback’ mode lets you here the bits
you have done so far from the begin-
ning, but you can stop and restart at

any paint.

When the business of committing
notes to memory has finished you
retumtc-aﬂltmpdaandsalact 'sang
page.’ Once again utilising avery sim-

easy to use, Simply mowve the cursor
angund the screen and line it up with
the position you wart in the track,

tion) that should go there and that'sit. |
I've discovered a few hints and tips
overa var*lnng weekend with this
interface. Try {o map out your piece
Wasﬁwsmyouﬂum
‘tion iater. Keep anote of the particular
sactions and their track number and
verse letterifyou think of it rather fike
an eight track recorder you will then
keep the individual instruments fairy
separate, 1 should mention
ﬂmlwmnlfanhillﬁtlwas e
superexfravagant and ligged aload
tone modules and synths plusa
YAMAHA CXAmusic computerso | really

goodideatorecord thenote first, cor-
rect any blunders, drap them in to the
memory and then use the 'merge’
cption to add any program changes,
pitch bend, or rrmdi.ﬂatmn that | might
warit on ﬂ'mmh.

ing with what drum machines

you posted.

Simon Goodwin’s Tech Niche piece failed to appear
this month due to unforeseen health problems. Get
well soon Simon, and speedy return . . .

we'll keep
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HUNICHED

The metronome can be altered to.
mast time signatures: aithough it
wmhihwemamunw actual
notes recorded, | pyou.
therm in'tirme: wmhﬂndmmgé?ln
the interests of effective usé of mem-

ory the program has filterl nmiuns
farlhaheuﬁngandeut
giream. Yaunanadﬁmraandma
of thie data datastream to the mermiory:
record pitch wheel, record modulation
wheel, record any another sound con-
troller, record all of the midi mode -
mamﬂaﬁamdmkwpres
Sure, mslmemmareverygmm

pumping out data tefling the synﬂ't
what made it is receiving in, it will

sénd this when a change of patch or
-systems exclusive is imminant.

One really useful device is the real-
time midiacho. What it does istodalay
the note and mwimmpriwﬂm tothe
synth just after you have it, vari-
able in 10ths of a second up to five
seconds. As it stands it only does ane
repeatbut] wouldlovetosesthisasa
semmsammapm vmm

WEM?-WIUGBETW
mmmmm

should be possible to give'a reverh
efiect. This would be areal first, saving
tons of money on other effect units if

vmummh’;_. quipped gear.
d the synchronisa-
ﬁanpa.gemataibwadaselac‘.\bnof

460 56,2 wal 2 il conl o

either the midi-clock or stop
S L e

you what pins on * will
pickupthese puises which rrlaarlsthat

SBGUBNCENS,
drummachinesand soon. What'sthe
betlmgthaﬂhm*em[beawnytﬁhwk
|tuptoﬂ'pa5pmcmwm

Allinall it is a very wall thought out
package, that has been sconomical

where nece but not ta the detri-
ment of the facllities availabia, The
simplicity of aperation makes it fun to
use, it has features that rival most of
the mid-| ‘sequencers available in
ary music shop and what's more it's
Bnghsh ‘Say no more — get *E?i‘l"g} now.,:

EETAH are movin jungle
to: Norbury House, hond,
Fairwater, cmcl-'s 3AS, but can
still be raised on 0222 555625,
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Producer: Konami
Retail Price; £7.95

he inhabitants of the planet

I Nemesis are under attack
from the forces of Bacterion.

You command a protecting
squadron of three space fighters
in a brave attempt to destroy the
invading fleet. To succeed in your
mission you must pass success-
fully through four sections —forest,
space islands, an alien graveyard
and the interior of a Bacterion bat-
tle cruiser. The Mother Ship at
each section's end must be
destroyed before you and your
squadron can pass onto the next.

Your craft flys up, down back-
wards or forwards. As your space
craft progresses through each
section you come under attack
from Bacterion craft, surface walk-
ing tanks and cavern emplace-
ments, A direct hit from an alien
ship or missile causes the loss of
one of your three ships,

For initial protection your craft
carries only a cannon, but as
opposing attackers are destroyed,
iluminated credits are occasion-
ally released for collection. Each
successive credit gives an
increasingly powerful additional
feature — extra speed, air-to-
ground missiles, double (a cannon
enhancement), laser, multiple fire
unit and a defensive shield. As this
is done an appropriate icon is
illuminated at the base of the
screen. Up to four speed bursts
and air to ground missiles, two

JBEN}

PAUL

** Nemesis had the sorf of app-
eal in the arcades that cost a
lot of people a lot of ten pence
plecas. However, the Spec-
trum conversion seems tohave
lost all the appeal of its Drﬁg
brother, and its lack of playabil-
ity loses any of the original’s
addictiveness. The

unresponsive o ey
presses, and collision detec-
tion Is very suspect. The visual
effect is ruined by the stupid
scrolling stars in the back-
gmund they are vary hard to

aistinguish from the bullets,

MIKE

“ Gosh ... Transmuler'stwin
trother! Nemesis howaver, isa
touch less playable than its
cheaper rival, it's apity that this
Conversion by KONAMI IS S0
poor, as the arcade original
was both fun and addictive,
The: graptues are reasonably

good, the backgrounds and
enemy cral are nicely
designed and animated, but

it's a pity that your ship flickers
somuch, Essentially, the game
is no more than an overly

difficult, ov and most
unplayabiemm up. Y

multiple fire units, a single shield
and either lasers or double air-to-
ground missiles can be carried.
When a feature has been added to
the space ship's armpury the icon

HEIRES R RIRT ‘nWMFSl ;/ - B:

epiay is laughably d

ﬂ'lls a shame as the feeling of

“ This is a disappointment, but having seen konami’s Jail Break,
’'m thankful that it's not totally
awful, response to keyboard Input on the title screens is much
tuu slow and the redefine kﬁ n leaves a lot to be desired.

abysmal. The presentation is

' the machine has not been cap-
tured ln the Spectrum version. Without this feel, Nemesis is just
another shoot 'em up and for near eight quid not a cheap one. "

to that of the Arcade original,

o o TN e T

= R

B R e
atat Nahiie Lo e TG

becomes inessential. When a ship
is lost all the features that it has
gathered have to be collected
once again.

__jcommenTs| _

Control keys: definable, up/
down, left/right, fire and sefect
required

gmtlck: Kempston, Interface

Use of colour: fairly colourful,
some clashes but not serious
Graphics: small with adequate
detail
Sound: averane title tune,
jood spot FX
kill levels: one
Screens: scrolling play area
aver five levels
General rating: A disappoint-
ment for Nemesis addicts,
largely through its implementa-
tion,




Producer: MAD
Retail Price: £2.99
Author: Stuart Middieton

ndiana Jones, lan Botham, and

Roland Rat eat out your hearts.

Think you're real heroes huh,
but wait until you've seen this guy
action. And the guy—well he's you!
There’s a choice of three locations
and a predicament in each —to be
a hero or a gutless wonder?

In the land of Pharoahs, camels
and an awful lot of sand lies an
ancient tomb - and you're locked
in it. An escape through its pass-
ages and rooms must be made if
vou're to be home in time for tea.
Within the mausoleum are saven
types of doors, each reguiring its
own key. When all sevan have
been unlocked out you can stag-
ger into the bright Egyptian sun.

___|GARETH |

“* | think I like this! Nice big graphics with plenty of colour, and mast
characters are well defined. The nasiies tend to flicker, though, which
is somewhat off-putting. A neat trick Is to let you select the starfing
level. The game’s rather s_low.,maidn%@!aya bit boring but its addic-
tion is great. | fafl to understand how deteriorating pineappies reflect
your health status; is our hero a secrat pineapple sater? As a shoot it
if it moves game it's quite good and worth tha money. ™

But the museum you work for " - ?
wants 24 pieces of ancient tablet MIKE

and mummies after you, and your
heailth is seriously af?acted by their
bites. Two pineapples on the right
of the screen wither when bites are
sustained. Protect yourself with
accurate gun fire and enjoy the bits
of food left by previous explorers
to see those decaying fruit
rastored.

Once out of the tomb, rather
incredibly, you find yourself the

collected from the tomb. Retum-

ing without them would not only | | . How o be a Hero looks ?and

look rather cowardly, but put you colourful, and though the al

on the dole, and in these UB40 essentially playable, and therefors, as itisn’t too difficuit, and you can
days, there aren't many openings select your starﬂng_ level, it §pr_euyadthe. Thamst_mcticmmtm
for Egyptologists. hard toread; but this doesn't ruin what is a brilliantly simple game that

You make the decision. doesn’'t fake any skill to understand or even to enjoy. Good for the

Whatever you decide, you'll find price.
S0mMe aggressive spiders, snakes

. The graphics are big, bold and
flicker they're ( -

quite bearable. It's

®  Seen from above, our hera in blue seeks for scattered pleces of the anclent tablet, while mummies gather In the gloom,

3

games, How to be a Hero
offers reasonable value, but
it's a package | wouldn't rec-

sole survivor of a space ship
uncontrollably off course. Finding
and wusing the comect security
passes opens locked doors to
reach the escape craft. Howevera
real hero wouldn't just abandon
ship, he'd find the 24 pieces of cir-
cuit board required to fix the ship,
bring it under control, and still have
time to send a postcard home to
maother. Again watch out for align
attackers, your life's in danger.
Shoot them quickly and colfect
supplies as you go in order to
restore your health.

Hero or space-wimp, the choice
is yours.

en, just when you thought

that space was the final frontier,
you're transported into a mutant
city, searching for a vital docu-
ment. The document has been
torn up and hidden in (guess what)
- 24 |locations. Lying about the city
are keys, which allow passage
between buildings in search of an
escape route. But escaping with-
out the document results in a court
martial and a docked pension is
inevitable.

Inall scenarios you can pause to
save position.

__/commENTS [__

upidown, left/right
Uss of colour; average but boldin
usa
Graphics: large but undstailed
Sound: na tunes, minimum varlety
of ubiguitous FX
gl ;

m,hmmmamdm’am;

Presentation  65%

Graphics 65%
Playability 64%
Addictive qualities  59%
Value for money 7%
Overall :
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Producer:
Melbourne House
Retail Price: £7.95
Author: Consult

ealousy and the desire for

Power is the backdrop to

Mike Singleton’s latest cra-
ation = Throne Of Fire. The Story
talls of The Burning Citadel, a for-
tress high above the desclate
planes of Carakesh, where stands
an empty seat, the Throne of Fire,
vacated by the late King Atherik,
His three sons, Alorn, Cordin and
Karag, desire the seat of the

The action takes place within
the 100 rooms of The Burning

Citadel. The screen is split verti-
cally from top to bottom, display-
ing the character currently control-
led, the action window — which
ilustrates the movements of the
characters, the castle map indicat-
ing the positions of your charac-
ters, and your additional support.

his dirty work.

i3 W™MEN
LE PMIE 1Y

AT ARHMS

MODE

Throne and power of the land, and
are prepared to battle it out to a
bloodthirsty end.

The game can be played in two
ways — either two players taking
control of two of the three Princes
and the computer taking the third,
or a sole player taking on two com-
puter opponents.

PAUL

‘The one player game is a bit
weak — being much too easy to

be of any nge a1

Throne of Fire. reg?y ' scores
high is when playing against a
lenge to beat the other playeris
immense. ifyou'rea mngbﬂ?‘-
ent of your Spactrum then think
pleting it first time and be left
with another unused game. "

112 CRASHMay 1987

»  Karag decides to go ii alone, while cowardiy Alomn relies on his henchmen to do

HAJ FRMS
LDN TODE

Rooms are shown in perspective
{looking front to back), side doors
lead left or right and doors at the
back of the room indicate stairs
leading either up or down,

To begin with, there are nine
men-at-arms under the control of
each Prince. However, as play
progresses, this may increase or
decrease as some are Killed off
and reinforcements are broughtin.
Men-at-arms come in handy for
doing the Prince's dirty work —
bumping off the other claimants
for the Throne. The selection mode
is-entered to take control of one of
the men-at-arms, allowing a player
control of the horizontally scrolling
Citadel map at the bottom of the
screen. The Citadel is scanned
using a cursor, and rooms may be
enterad as long as they are the
same colour as the heart at tha top
of the screen. The selected room

08 MEN

then appears in the room display
window.

Characters who are in
allegiance with a player, but not
specifically under control, are
unable to move from room to room

b Karag and Alom engage in hand to hand combat in the battle to become their

father's heir.

(vl
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b memumhsux!mmmmnmmmlsmm

RICKY

s too simple . . .

same compulsion and depth. "

of thelr own accord. They are,
however, able to defend them-
seives. Additional weapons are
found scattered throughout the
Citade! and can be picked up for
tater use. Strength and energy are
measured by a beating heart - it
the hearts stops the character
pops his chainmail socks. Charac-
ters regain their lost strength by
resting, or by entering the Throne
Room, Gate Rooms or using
magic potions,

Reinforcements appear in the
Gate Rooms, they enter empty
rooms and automatically take side
with the last character to be in that
room. If no player has been In the
room the new arrivals join the
ranks of the King's Guard.

The objective is to seize the
power of the Citadel; achieved by
& player taking his Prince to the
Throne Room after disposing of
the other two. On gaining the
Throne, that Prince becomes King,
! power is his and the crown is pre-
sented.

& !-Hor "
Mgy )

. Throne Of Fire /s most enjoyable as a two player game, otherwise
it bacome and therefore tiresome.

. The only really

annoying feature is the sequence where your character |
sfa-frs,ggsa‘bﬂ-‘ongandm.‘rmess. The compact screen works well—
d is on screen at once, so there's no messing about with
pulling down awkward menus. Throne Of Fire is a very good three-
ided battle which has the same degree of re as ol :
Singleton games but, having said

about with

COMMENTS

 Interface

General rating: Amarvellous
game, spoiled by being too
easy,

Producer: Electric Dreams
Retail Price: £9.99
Author: Simon Freeman

he Federation is in trouble
and they need you back.
_Teris is under aftack from
the dreaded Zylons — led by Chut,
the man you defeated solong ago.
Your mission is thus, to defend
%g:rhnmestarsymafﬂofealusw
glacial planet Arcanum; the
desert world of Seridus; Teris itself
and it's moon Imbri), obliterate
Chut’s Master Foroe, pierce their
stronghold in the star system of
, and. prevent replenish-
of their space fleets by
destroying their Attack Bases.
The Liberty Star, the latest in
space fighter technology is at your
disposal. A scanner shows the
view from its cockpit, with a con-
sole above indicating the status of
the craft and weapons systems.
Available weaponry consists of
three computer-aided offensive

systems. Fly fighters are
destroyed by the Puise Laser Can-
non, with 100 points awarded for

each. Prolonged firing of the laser
causes overheating and leads to
malfunction — the heat level is
monitored from the central dis-
play. Fiy Fighters are followed into
the fray I%y the larger Zylon
Dastroyers. Here, the Liberty
Star's laser automatically changes
to the mare | lon Cannon,
with 500 points eamnmed for each
kill. The mand Ships in turn
ara worth 5,000 points, The third

apon is the Surface Star Burst
{SSE}: this is a double missile,
ul to destroy Zylon ground
installations.

Defensive shields are also car-
ried, with their status indicated by
switching to the W Sys-
tems Mode on the Tactical Scan-
ner, Damaged shields are repaired
at one of three friendly space sta-
tions. Whilst there, the ship's
energy levels are replenished, and
any used SSB's replaced.

Switching to the star chart gives
the position of planets, space sta-
tions, Zylon squadrons, the liberty
Star, and displays warp trajec-
tories plotted to distant objectives.

When in enemy territary, land
bases are picked off with a combi-
nation of the Tactical Scanner and

STAR RAIDERS Il

S58B's, A status report is given on
each planet before and after each
attack,

{' CRITICISM '

@ “ it wouldn’t be much of a
compliment if | said that Star
Raiders Il is just as good as its
predecessor - because | didn't
like the original very much! This
shoot 'em up is reminiscent of
the excellent Code Name Mat,
but not as much fun to play. The
only enjoyment to be had is in
blasting anything that moves."

GARETH

® “Why ELECTRIC DREAMS
ever bought this Is a complete
mystery to me, it's one of the most
boring games that I've ever seen. |
can see how all the biasting
appealed in the days of other
ATARI classics such as Space
Invaders and Planatoids, but now-
&days paople want a bit more than
pointtess pixel-puiping. The planet
graphics are flickery and little
imagination has been used in the
deap space section — the expio-
sions are nice, but that's abotﬂﬁ 5

! COMMENTS r

Control Keys: Cursor

Joystick: Kempston, Cursor,
Interface 2

Use of colour: varied and bright
Graphics: effective explosions
and smooth4acrolling

Sound: iritating white noise
Skill levels: ane

Screens: eight; seven planets and
the star chart

General rating: A dated arcade
conversion of the ‘left, right and
fire" variety,

Presentation
Graphics
Playability

Addictive qualities
Value for money
Overall

B In'search of Teris - the wicked Zylons are at it again,




Producer: Martech
Retail Price: £7.95
Author: Creative Reality

he very latest in licensing

deals finds MARTECH trans-

forming 2000 AD's Nemesis
the Warlock from pen and ink into
psxllated state. As ever the strug-
%e between good and evil forms

e plot, with Nemesis as Clint
Eastwood, Thomas de Tor-
gusmada as Lee Van Cleef and
Torquemada’s castle as the wild
west,

Defeating evil is the name of the
game, and taking the part of
Nemesis, the idea’s to top the man
at the top by infiltrating his bastille.
Mot ‘an easy trick that, as Tor-

MIKE |

* Fans of the mm wmbc

smp ma
2y thls rﬂeuse fmm

rmm‘;cn. cas all it .ra'c'ally
amaunts to is a simple shoot
‘\mup smgr:ruiﬁ worked
around the characters.
Evmmnwswedansuch it's
mlymavamge hack kﬁgm,
the action
repetitive; Tha attribute crasn
as figures walk along the plat-
forms is really annoying, and
lsaves the screen looking
messy and unfinished. Unfor-
tunately, there is fittle real con-
nection between the game and
the comic strip: are Grob-
bendonk, Ro-Jaws and the
ABC Warriors, and ‘possibly
any !astlng interest  with

guemada's whacky fanatics are
on the loose. Being a sensitive,
socially aware type of superhera,
the warlock finds that the only way
to get to the heart of the problem
is to hack a fair faw minions to bits,

Mot that Nemesis needs to hack | must be searched for. As the
them apart with his bare hooves; | bodies pile up it's possible, and
equipped with a swinging sword, | sometimes necessary, to use the
venemous acid spit (look out Jan comses as stepping stones to new
Leeming] and a death dealing | hei
firearm, our hero. can blow 'em ? you re lucky enough to have
away with the best of themn. bullets in your gun, pressing the
On screen this is how the action | fire button sends them in the gen-
happens: left and right controls | eral direction of your gnemy —
Nemesis in those directions while | otherwise it activates a swiping
Up and Down means jump and | sword. Extra ammunition can be
duck. Platforms are the backing | picked up about the landscape,
for the big man'’s heroic exploits, | but quantities are finite so it's nifty
with his movements limited by the | to be thrifty. A display at the bot-
screen’s boundaries. Only when | tom of the screen keeps you
an alloted number of denizens are | informed by delivering a host of
destroyed is the passageway to | useful information. This includes
the nex! level opened — however, | the amount of ammo remaining,
this doorway is not obvious and | the required number of terminated

___|GARETH |

Dearmﬂﬂﬂ?mmawmnmtmmeafmﬁg?g%
platform games I've aver seen. The graphics are so horrll twhan
M.vrrmismfktqg htﬁmdmappmmmhouome f anather
platforn. The mighty sword Excessus looks more like a bamboo
cane,awﬂiakersmandaﬁwbenﬂgmng The camputer-nasty
! are certainly not for the weak stomached, and | found them

iCS are
o be in very-bad taste! "

terminators and a particularly
gruesome depiction of a hand
squeezing a heart, This bloady
graphic relates to Nemesis'
strength, each time he comes into
contact with'a terminator the hand
squeezes a little tighter — aventu-
ally wringing out all of the war-
iock's life biood, and thereby end-
ing the game.

Also worth attention is the ever-
changing icon of Torquamada,
which dictates his spiritual pre-
sence. This effects hiz minion's
fanaticism so that even after dis- |
emboweslment Torquemada's
goons are often prone to transfor-
mation into axe wielding Zombies
when their master is near.

As the levels progress rew
hazards threaten our hero. Flying
swords appear and bottomiess
pits @pen, waiting for a careless
step. Torquemada's terminators
are fanaticalin their quast to purify
the universe —so be pure, be vigil-
ant. .. but most of all BEHAVE!

__|COMMENTS |__
Cantrol keys: definabls; feft/
g;,p;aguch”jtm , fire and spit
Jnyetl&k Kempstan, Interface

u:q of colour: basic colour
scheme with appalling clashes
Graphics: indistinct as sprites
merge with background
‘Sound:; below average, but an
excellent Rob Hubbard 123
tune

lirty
General rating: Somewhat
disappointing licenge with just
enouah game to be abave
AVErage.
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Only the honourable wuill

Survive the bloody conflict of

TAILS.
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In an age in which honour was revered, from a time when grace and beauty were virtues, a class of warriors sel
themselves apart to dedicate their lives to a perfection in combat that in itself was an artform, to a discipline of
mind that became a religion. The attaining of such excellence required an extraordinary diligence in selfdenial
and training in order 1o achieve the ultimate accolade ‘War Lord’, Kendo, Karate and finally Samurai are the
lests that must be mastered before such honour can be bestowed.

Gremlbin Graphics Software Lid., g%
Alpha House, 10 Carver Street, Sheffield g
Tel: 0742 753423 48

Amstrad £9.99 tape, £14.99 disk
B CBM64/128 £9.99 1ape, £14.99 disk
Spectrum £7.99 tape



B

Producer: Bulldog Soft
Retail Price: £1.99
Author: lcon Design

an versus pest — the

eternal  battle for survi-

val = threatens  a far-off
colony, It's a continual struggle to
keep food supplies from being
consumed by voracious crea-
tures,

A fence is built to keep them
from the human compound, but
still they get through. A mainte-
nance droid patrols the com-
pound, consisting of seven stor-
age and control buildings. Moving
between all the buildings, and able
to carry up to four items at a time,
the droid's job is to fix fences,
destroy pasts that get in, harvest
the crop and store it, and use the
planet's homing beacon for the
safe arrival of supply ships.

Fences are repaired with wire
mesh, wood or barbed wire, all
taken from their respective stores
via an option screen, and carried
to the damaged site. Anythg:g
removed from a store must ba pai

r.

Portable death traps can be
used to block off galloping gour-
met paths, but the creatures can
be predatory, even lethal if the
droid's shield energy is too low.
It's equipped with a laser of limited
charge, although time must be
taken to recharge shield and laser
levels in the droid charger room.

Most operations use power, and
if too much is consumed things
switch off, use too little and the
generator overlvads. The com-
pound’s supply is expanded by
increasing the number of solar
panels, available from the general
Store.

Credits are awarded for harvest-
ing crops, but to generate a future
yield, seeds must be taken from
the stores and planted on the com-
pound's grassy sections.

When the colony’s supplies run
low, more are ordered from Earth.
The droid activates a homing
beacan as the ship approaches,
but the longer it's switched on, the
more power is used. Even then,
the job isn't over. The suppliss
must be unpacked from crates in
the appropriate buildings — and all
the while, the hungry horrors are
breaking in through the fence.

COLONY

Z. CRITICISM ' i -

@ Colony is annoying, not just -
a little bit you under- |

syndrome’, and it's
great — for a bit. Appeal will be |
short lived once you've |

After an afternoon’s I'd just |
about had enough of it, but 1 dare |
say I'll come back to it after a
couple of weeks. For two quid
vuucan‘tmaﬂyqommg."'ﬂ

®'After starting with the great |

Feud, | would have rhém_
BULLDOG would know what a game |
needs o be appealing! Here the |
ing little thought of where the col- |
our should be used, and character |
detaction is mediocre. Colony is
no fun to play at all. The game's
Idea is boring and repe , SOits

altraction wears off fast. » :

@' There is an element of playa-
bility here, but unfertunately the
poor implementation meansit has
1o struggle to make itself known,
?Bmﬁhﬂgly_, Colonyisn’t much ofa
un game. "

MIKE

Z. COMMENTS ' !

Control keys: definable
Joystick: Kempston, Interface 2,
Cursor

Use of colour: basic and oddly

defined

Graphics: simple forced perspec-

*!E'W and averge definition |
:“ .....

Skill levels: one

General rating: Could have been

an addictive idea, but poor

implementation spoils,

g

b v

> mummﬂammmmhﬂ“‘m“
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Producer: Mastertronic
Retail Price: £1.99
| Author: John Pickford

asterscan, a large damaged
Rspaoeship. drifts uncontroll-

ably towards a tugging star,
The craft can be repaired and
flown away from its prospective
death plunge, but the only means
of doing this is: using a globular
maintenance droid called MSB.
But the rounded 'bot has a busted
brain, its one remaining sound
pregram is how to repair a pop up
toaster, and it has no knowledge
of how to operate a space ship.

You have control of this limbless
droid, and can move it to the left or
night, up and down, through a
labyrinth of coloured power cables
and piping. A display atthe bottom
left of the screen shows MSB's
position within the ship.

Once repaired the droid can
plug inte, and operate the ship's
machinery and instruments. Every
piece of equipment has a function,
and once repaired it can be con-
nected to the ship’s power supply
and this purpose defined.

B's passage through the
ship is not unobstructed. Locked

i GARETH

“ At first | found Rasterscan
very frustrating, | didn’t have
a clue as to what | was meant
to be doing, even reading the
inlay didn’t help. After delv-
ing into this for a long time |
finally found the secret and
consequently enjoyed
myself a lot. The ball moves
around the screen very
smoothly and has aneat trick
of bouncing off walls, making
the atm realistic. It's

| a great pity that there's no
sound, but you can’t expect
everything from a budget
game. Wellworth alook at,

: PAUL

RASTERSCAN

doors block certain sections of the
ship. By manoeuvring MSB inta
the jaws of uptumed spanner

heads logic puzzies are revealed,

differing from lock to lock. Once
solved, the door is epened and
MSB is free ta bounice on its way.

The bridge contains a scanner,
showing the ship's position as a
flashing point; the star to which it
is being drawn and several plan-
ets. The scanner is triggered by
flicking on, in the right order, a
series of three switches contained

:;"J_?ﬁf.‘arﬂ (digitised | presume), and
L

given making the ga,

reprasents good value at £1.99
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annoying. The graphics are absolutely

they remembered to put a decent
of colour in as well. Just the right amount of momentum is
11 lay feel right. I'm disappointed that the saund
15 limitad to a single tune on thé title screen, as effacts diring the
game would have made Is much more a / 3
each of the doors are all very easy, until you come to the useful anes
which are practically Jnmgss;gm 10

soive. There's lots there, and it

_ [mikel____

" The first thing that hits you
about Rasterscan is the excel-
lent graphics. The ball moves
smoothly, and some of the
scenery, like the cassette rac-
order, and the hand which you
start upon, s really nice. |
enjoyed it, except for the ocoa-
sional crash. It's not bad, but
it's worth a look, even if only
‘because it's ane of the better
cheapies, "

P The limbiess droid called MSE (the segmented globe seer behind the red line)
can ba moved around the crippled vessel, its position seen in the scanner

bottom-left.

» By manoeuvring MSB into the jaws of the spanner-shaped objects, puzzles are
revealed, which, when solved, open doors 1o locked parts of the ship,

in a lacked room close to the
bridge.

MSE pilots the craft from a con-
tral room near the scanner. Here
four indicators show the spead of
each engine, and a central circular
display gives the Rasterscan's
direction and relative speed,

__|comments ] _

Control keys: Q up, A down, O
) ?ﬂ. Pright, SYMBOL SHIFT
re
Joystick: Kempston, Cursor,
Interface 2
Use of colour: subtle but
effective pastel shades
G;f,fhi'm: unusually hazy
backgrounds and smeoth ani-
mation
Sound: limited
-Skill levels: one
Screens: one large playing
area
General rating: An unusual
congept which has been done
justice in its execution;

Presentation
Graphics
Playability

Addictive qualities
Value for money
Overall




Txe 1UBe

] Victory House,
Leicester Place,
- | London, WC2H 7NB

ENTER THE TUBE IF YOU DARE!

.SURVIVE THE TRANSFER ZONE, STEER THROUGH THE

INNER TUBE DEFENCE MECHANISM TO REACH THE
CAPTURE AREA. '

THE TUBE IS AN AMAZING FAST ACTION SHOOT EM UP,
WITH SUPERB GRAPHICS AND SOUND.

ONLY THOSE WITH NERVES OF STEEL SHOULD APPLY.
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Producer: Firebird { = E

Retail Price: £7.95 MIKE

" | wasn't very pleased with

Kinetik. It didn't really appeal
5 you attempt to circum- to me at first, and | didn’t find
navigate a planet, your much fun in it later either. The
space ship comes under graphics are colourful, but tao

the influence of a strange set of small and undetailed for my lik-

changeable physical faws. Your ing. Rather than finding that the

craft moves left, right, up and movement effect added to the

down, but control is imprecise and piayability, | found them
variable. With this limitation, you annoying on some of the
fly through a corridor of flora, sur- screens. Having said that, |
face outcrops and planetary thirk that a lot of people will
inhabitants. find it worthwhile, especially as

The characters P,A and X lie on it's one of FIRERIRD'S cheaper
the planet's surface and are col- games. "

lected when flown over. A Latin

Navigational and defence sys-
tems are available as follows —
Safety Shields protect the ship
from lethal objects and energy-
sapping inhabitants; a Powdsr
Sprayer frightens the aliens and
destroys walls, an Anti-Gravity
mechanism counteracts gravity;
whilst the Anti-Physics device nul-
lifies gravity, bounce, friction,
gravitational and repulsive objects
and saves some energy; a once-
off teleporter moves between
screens — but not all screens can
be teleported to.

Instruments are acquired and
stored in an activated instrument
box, with a maximum of three
instruments. _carried simultane-
ousty. Collecting an instrument in
an already utilised box loses the
previously acquired device. The
Safety Shield offers no protection
from an occasionally appearing
cube, any contact with this causes
the loss of one collected device.

_|commENTS |

Control keys: a up, z down, 9
®  Struggling against the effects of gravity is only one of the problems encountered for every one of the 44 screens left, 0 right, Q-P select instru- i

in the brifliantly coloured screens of Kinetik. moved to on the right, and 33 lost ment box, X - SYMBOL SHIFT
for every screen entered to the left. action,

Power is limited and continually Joystick: Kemipston, Cursar,
diminishing, with energy drain Interface 2 i !
increasing when walls or planetary Use of colour: extraordinarily !

ﬂ word is then formed, completing | inhabitants are touched. One of bright, and many usad
PAU‘. your mission when presented to | three ships islost when powerfalls Graphics: smallish, but

- : the hand of the Kinemator in the | to zero, but anocther is gained on detailed, though nasties lackin
The standard of production | | final screen. Should the word be | reaching 1,000 points. Flying variety

at FIREBIRD has increased con- spelled incorrectly the game con- | through water replenishes power, Sound: above average

siderably over the first few | | tinues, if the letters are not col- | whilst full power and 500 points Skill levels; one

months of this year. It takes | | jected your mission is doomed. | are generatad by picking up a General rating: An unusual

quite a while to get used to the | | Thirty-three points are awarded | bonus symbol. and playable game despite the

wiaird control and the massive powerful gravity!

amount of mggnarfsm on some i
soreens - but it's cerfainly ’ i 1
worth the persistence. There GARETH |
are some great little baddies - ** Kinetik seemed boring and unexciting at first, but after a while
every one of them quickly and it began to grow on me. The gravitational effect is absolutely
smoothly animated, afthough brilliant, just crossing a screen is a fight between player and
they did seem to reappear computer! The graphics are very smooth and well animated, with
quite often. The full price wasa the only problem being that the same nasties appear on most of
bit of a shack, but then again the screens, AReBRD have really made a good job of this gama,
50 was the game! " but maybe it is a little overpriced?
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BIG TROUBLE

INLITTLE CHINA

Producer: Electric Dreams| yno is able to pick up and use any

Retail Price: £9.99

reen eyed girls are in big
demand, for only by marry-
ing and sacrificing one can
the villainous, Mandarin Lo Pan
secure a mortal body. The
irifiends of Jack Burton and
ang Chi are captured for this
very purpose, and taken down into
the underground world h,rlng
beneath San Francisco's
Chinatown.

In order to rescus Gracie Law
and Miao Yin, our heroes, accom-
panied by their friend Egg Shen,
must fight a way 1hrough
Ghinatown and into the Manda-
rin's sewer world.

Jack Burton at first defends
himsalf only with his fists, though it
hacangeifarehwgh into the

Mandarin’s lair he can pick up and
use2 a Bushmaster gun and
ammunition.

Wang Chi is a martial arts expert

sword he finds. Blades become
fragile and mreniually break, but
replacements are found en route.
Unlike his two walking compan-
ions, Egg Shen floats along on a
cushion of mystical vapour. Magi-
cal powers are his forte though ini-
tially the magic bolts he fires have
limited range and strength. On
finding .a potion botile can
shoot devastating lightning bolts
over greater distances. Shen's
zapping ability has a limited life,
but picking up fresh potion
suppllesr evives his strong magic.
Caontrolling all three characters,
you can switch between them at
any time — by typing the initial letter
of the characters name you want
to take the lead. He is then leap-
fragged to the front with the other
two following. Each prospective
hero is able 1o move forwards or
backwards, jump, duck and attack
at different heights, (from low to
high). Weapons are picked up by

ff:é'@;-:' t fwihgjgga;mﬂwjgﬁ‘eﬁsﬂwmh?&x if
- and very appropriatt are n;g.em! ;
~the : Mﬂmfsabaufmmagﬂne
eo ar "f'___ bomdwmw t blowing up every
Jﬁs Swﬁqrg'gwam‘a!m bt no
::m#mﬁaympmmﬁfw you'll be disappointed

walking the appropriate character
over them.

As they progress the status of
each hero is given, Burton to the
left, Chi in the centre and Shen to
the right. In each character's win-
dow, together with their portraits
are thrae entwined yin and vang
signs — the male and female
Chinese symbols of destiny.
These indicate stamina levals and
are reduced by exertion and con-
tact with the Mandarin's guardians
and his magic — food replenishes
these reserves. A character dies
when his entire stock of Yin and
Yang signs vanishas. Collecting a
potion bottle adds strength to all
three heroes.

The scenario unfolds over four
levels. Onthe streets of Chinatown
the Mandarin's hoodlums are
encountered. Highly skilled in the
martial arts or carrying guns and
swords, some of these evasive,
somersaulting thugs do not allow
our reacuers to pass without a
fight.

Street warriors also patrol the
sewers of the next level, but now
they are accompanied by energy
sapping sewer monsters that can-
niot be killed, only evaded.

Lo Pan's Headquarters make up
the third level, populated by hat
wearing elemental beings called
Storms. At every level when
gangsters or thugs are killed the ﬁy
evaporate into a smoke-pu
Paints are credited at the base of

the screen, on the death of each.
Weapon-wielding thugs and
Storms. give more_points when
destroyed. Defeat these and the
other henchmen and Lo Pan him-
self can be faced in combat,

' MIKE

“ Thisisn' t aparticularly amaz-
game; the graphics are only
ﬁéﬁuﬂtﬁ but the: piayablﬁ‘bp'b
there and thera's, a few hours
enjoyable scrapping to be had.
| haven't seen the film (and if
fnands' comments are any-
thing to go on, then I'm one of
the lucky onesl) so | can't draw
any comparsons, but the
game is feasonable; the only
problem being its high price. |
doubt its lastability — maybe a
few days; maybe a bit more -
but dartalnly not ten qulr:fs
worth. Have ‘a look, if only
because thers haven't been
that mwgembm‘am ups

The Marriage Chamber at the
headquarters heart is thelasi lavel,
Here Armoured warriors appear,
accompanied by Lo Pan who
fioats on a flying cloud. The united
skills of all three heroes are
required to defeat the Mandarin,
for Lo Pan must be shot, pierced
and zapped before he is eventually
killed. On his death Miao Yin and
Gracie Law ¢an embrace their men
once more,

__[commENnTs | _
Hi meﬁhﬁﬁt@ﬂra i 5
:Kempston

General Awell
'hﬂp}ﬂw’hﬂd I?W with
for it, but itsahi

Fref-cnt'—lt on

:\'r' qgualities
for money
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GARETH

“1 couldn't believe that
Knuckiebusters was a fuli-
price release, you certainly
don't get much for your
£7.95. The graphics are
pretty basic, and the charac-
ters ({though well defined)
tend to repeat themselves,
adding no depth to the
gameplay. There is some
%?_:&hmmmmwm
ness

the central character. The
title tune is very original, but
fistening to it is ma only real

to be gained from
this program. | don't think
that Knuekiebusters will get
very far, "

Producer: Melbourne
House
Retail Price: £7.95
Author: Steve Taylor and
Paul Gomm

y the early 21st century one
in thres adults are in prison.
Ta reduce these numbers,
long sentences have been
replaced by rehabilitation surgery
which removes a criminal’s anti-
social tendencies. Rehabilitated
criminals  (the Re-Formed or
Androids), cannot think indepen-
dently and take up menial posi-
tions in police no-go areas and
Penal Re-Form centres.
Faced with the prospect of a
reforming lobotomy, Deke has
escaped from his hoelding prison.

easily and requira a sustained bat-
tering with kicks and punches
before they die; Others can be dis-
posed of merely by running into

I(?ei? ré:jo'i:nég;;u?:r?ﬁs: tgﬁsci:;.‘rﬂ'g jgoooHogang C H=1=1 TR | | them. Points are awarded for kil-

ral ¢ . 3 ur ling. the lobotomised individuals,

the inevitable destruction of the If Deke reaches city limits he is f E with an accumulating points total
city itself. safe, but to do that he must pass MIKE shown on screen.

through six hostile zones — the cell “As @ full price game Combat wIJ'th androids reduces

PAUL blocks, guard area and prison wall, Knucklebusters nasn't a lot our escapee’s energy levels, dis-

the city, down town precinct, outer played on the right of the screen
3 . Dk e offer. The graphics are nice a1 = :
* MELBOURNE HOUSE have come city wall, and via a single exit the enough, Mg'r same: pleasant Should these fall to zero Deke

Up i Coietung tht | | £ i o 0 e Sy | | il paiedrtyn e || % 97 016 e s

iota o;‘ P?nucklénu MJ%?H escape time Is limited. A running main cter, but | had a uncovering  hidden wép!ias of
debusters s oF: BErent Countatwn Shows e problem finding much playabii- food and Orhk. Thete ociher

completely  orginal.  The ity in there. The basic storyline - g

smma -‘ma'gjrumnw has gb::g mé?v?t;;:sleoﬁ-f' android lie in wait myﬂ{:eﬁ?gmm”"gﬂwg““ﬁ; ggne; egli'm:gr e‘:ftl?: in;?ui::?:}:ﬁ;
used on the backgrounds. | | o1 Deke's escape raulte, each can | | iamaint of now. ideas or | | !vesare concealedbeneath boxes
Deke fs well animated, butsfaw GiPBoRG Shdroids aﬁoﬁs Dike {g iftteresting bits. The tune and Er: k_o. cans anh_be ind doors. By
% reac!-‘n!ﬁeﬂghtsaquences &X 1a?elg|1h r. To do that h effects are good, but a suc- kicking or punching away cbscur-
The title music s very tuneful, | | PIPIGTS THENEE 0 €O 106 16 080 | | gassful game nesds morethan | | N9 10%90131 ih?_seu e
but sound during the game Up e oF ok dowg s é:theF:' pretty araphics and funky revdegle I,ﬂLé{?_m?hlca y p:;, ad up
contains the same old white R musm to do well, as I'm sure and displayed in the box at the top

noise effec levels and pass through doors in right of thie screen.
e mpsfmvsr:n:mgﬁ his multi-level platform world. Nai ?:Sbgt ;:mLWUG ihwv:{mr gHowever. some of these hiding
value, Some androids ecannot be pmdueéd. b places conceal ambushing

avoided, they do not let Deke pass androids, nothing at all or are
booby trapped,(when they are, a
life is lost and a deaths-head
appears in the acguisition box).
Deke is not able to uncover any
object or escape through a door
whilst being attacked.

__|comments | __

Control keys: definable
Joystick: Kempston, Interface
2, Cursor

Use of colour: unimaginative
Graphics: seme good anima-
tion on Iafge -«characters, but

i an= iy Tacking in variation

s i reasonable title lune,
e o .Iittla else of note
, = Skill tevels: one
‘Sereens: continuous scrolling

go0oo0oopoooooooen General rating: A platform-

cum-beat ‘em up which soon
becomes tedious.

C
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Yes, it’s another one of those psuedo-nosey form things. But Ques-
tionnaires have their uses - we want to know what you think about
CRASH and the additions we have planned, and whether you want us
to change anything. Perhaps you like things as theyare -it'sup toyou
to tell us.
Please fill out this form to the best of your ability, then send it (or a
photocopy if you don’t want to cut up your CRASH) tc

CRASHTIONNAIRE,CRASH, FREEPOST ( 13

Shropshire SY8 1BR to arrive here befo

8 May

The first form drawn out of Mailbag after thisdateearns the s
£50 worth of software of his or her choice, plus aCRASHcap, T-
and Sweatshirt. The next four forms drawn earn their senders £

worth of software, plus a cap and T-Shirt.
Thanking you in advance for your help . . .

=7

FIRST BASE

SEX

Are you . .-
MALE
FEMALE

AGE
How old are you?

OGCUPATION

Areyou. .-
A) Atschool
B) At College/University
c) Working Full Th.'l'le

D) Working Part Time

"Q?..ﬂ?h‘ﬂ]!ﬂ'ﬂmt:\'ﬁ. e A
o

ra
g

ln

Roger Kean

Do you intend to purchase a §
utility in the NEXT six
months?

YES ]
NO ]
IfYES, please state type . . .

i
X

b

..'_#:“_- L

Have you purchased a .
peripheral in the LAST six
months?

YES L
NO

IfYES, please statetype . . .

™

Do you intend to purchase a
peripheral in the NEXT six
months?

YES

NO

If YES, please state type . . .

SRS

HEFLEL
=W E P

Do you intend to buy a new
computer in the next six
months?

YES [}
NO ]
If YES, please state make of
computer you intend to

P s L fe SR e

R,

S

TS e T S T

I'YOU ARE WHAT

YOU READ

When did you fi -
CRASH? rst buy

How many issues hav
e yo
zttght since then? e

SOME
If some, How many?

On average,

how many other peo
ple rea
your copy of CRASH?

How do you get CR -
Suhan::ri;::tiucur-::'l gl
Reserved/delivered by
newsagent

Off the shelf

—

TS

AR

3

S

R R

In order of preference, which i

other computer magazines

g}o youbuy or read? (points 1-

Computer & Video Games

Computer Gamer
Popular Computing Weekly

Popular Com puting World

Sinclair User
Your Sinclair
Other (Please Specify)




IN GENERAL . . .

Please award marks out of
ten for each of the following
features in CRASH
Adventure Trail
Advertisements
Charis
Competitions
CRASH Course
Editorial

Fear & Loathing
Forum

Frontline

Lunar Jetman

News

PBM Mailbox
Playing Tips
Previews

Reviews

Money Saving Offers
Subscription Offers
Tech Niche

Tech Tips

RER T

HH

saBagas

asafiiat

Any comments about an
all of the above?

-

g Such as Tamara Knight and

What do you think of
standard of cHAg,H.s'"e
covers?

GREAT

OK

RUBBISH

What do you think of features :l-;'-.--

Terminal Man?
GREAT

OK

RUBBISH

; WDI_.Ild you be interested in
seeing a Readers’ Game

| Challenge?

i YES
NO
IfYES, which format appe
to you most... :
Reader Vs Reviewer
Reader Vs Reader

often find yourseif i
ment with? ab g

Ben Stone
Paul Sumner
Mike Dunn

=1 Richard Eddy

8 2 ccasionally

arely

Would :

youl

:;93 EYStem'ke
pro

YES it

L] Doyouuse
Source of

Are there
ots? ough screen

£ ways
ﬂmetim
Never e

Ao T
R e e o

CRASH as
a
buying soﬂr:,f::zg"’a when

Than Not

toseeth
Ohanged 'D? rat-

TR
e

T-Shirt size

Vors

AND
FINALLY ...

A really nosey bit which will 8
help us work outwhoyou are i3

| and whatyou'reabout. if you 2y
8 feel strongly about it, don’t
g fill in this part — it's more 3
| important we know whatyou [}
il feel about CRASH —butwe [
P4 would appreciateit ifyoudid! &

How much money do you
spend EACH WEEK on Soft

Drinks?
o £1

£2-£5
£6-£10
Qver £10

]
m!
]
il

How much money do you
spend EACH WEEK on
packet foods like ‘crisps'?
£1

£2-£5

£6-£10

Over £10

How much money do you
spend EACH WEEK on ham- |8
burgers or other ‘fastfoods’? : i

Which TV Station do you
watch the most

|
)

BBC Radio 1 ] g
Independent Commercial [_]
Local BBC
Radio Luxemburg

i And how many hours EACH

WEEK 2.
{.‘..’-
ré‘:‘

T E "..‘_'j.'-_n,'-.'.'.-i':';r'_-_:--?f.-..:'. DS




Sentinel Awaits Your Challenge. It's What You've Come To
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BBC
COMMODORE 64

Firetird i3 & Regastored Trage Mark of Brtish Telepomenunications ple,
iy

“The best game ever wriften for a computer”,
zzapes NI
"'ﬁ.—g 4%

asemyos Buniax3 1SOW SN 841 JO S1aysIand * * * pAIgald wold 198dx3

“A new breed . . . the best game ever”.
AMTIX

“The ultimate in game satisfaction”.

C.&V.G. ,aﬁ:l:

JO);)‘I
B
I

SPECTRUM
FiREEiEd AMSTRAD CPC

FIRST FLODR, 64-76 NEW OXFORD ST., LONDON WC1A 1PS




MIKE
* I've waited ﬂmsfmsmmnffdbw upto 'Mnrargamas
e S o
sit... The arevery wasa annoying
hswing mme wmin enﬂ;?vuna g%pocdallyasmwwsr? able
. > rolling is just one of &i them at the same time on sone
P uscguen | PR || e
Author: Choice ":;':'m'“ Rt by skt right. Warth looking at. '

ow's your chance to be a

sporting superhero by tak-

ing part in eight interna-
tional events, representing one of
18 countries. You decide how
many events to participate in, and
results are checked against the
world record by selecting the
appropriate option. The eight
eventsare .. .

1. Russian Weightiifting -
Competition is in two classes,
the ‘snatch’' and ‘clean and
jerk.! Three lifts are made in
each, followed by a judges
assessment. The lifter who
rgises the greatest weight
wins the contest.

2. German Barrel Jumping — A

pre-gelected number of bar-

rels stretches across an ice-
rink. Competitors  skate
towards them, using their tim-
ing and skill to clear them with

a mighty leap. Whoever clears

the most is the winner.

GARETH
“ I'm not as impressed wllﬂ
this as | was with its
decessor I:r 5_,.4
because of uuq- ridiculous
wait an%nm@mm 6. American Bull Riding—Hold- | 7. Scottish Caber Tossing - to force your opponent out of
graphics ant - w’.ﬂm ing on by a piece of rope, you Here a small tree-trunk is lifted a tiny ring. The contest's
quite ¢ an ’;'" must stay on the back of a and thrown. The caber must length and the reaction time of
mmm'“ TMH'WLW & spmmng buﬂ for eight sec- flip over after it has been combatants determines the
i . mw th onds. Points are scored for thrown, and the furthest throw scora,
m' “'? p ough, style, with the length of your wins. _ =
they ook a5 m’m rope and the unpleasantness | 8. Japanese Sumo Wrestling — The Grand+Champion of these
HIII:IIHI!_ together at the of your chosen bull taken into Taking the part of an obese | World Games is chosen on the
minute. As far as playability account, oriental matman, you attempt | basis of five points for each gold
goes, it's great fun! Espe- medal received, three points for
cially if you get some friends silverand a single point for bronze.
in fo compets ageirist, which PAUL
makes "juy of winning
even more. “ I'm sorry to say that World Games /s not as good as Winter Games.
The M?mmmmmﬂmag s not atune gm | COMMENTS |
anywhere. It an waiting for each game
3. Mexican Cliff Diving — Here | | when it does r’flm’treﬁﬂyumhma wait, m::anm.fsmakawufae.' Control keys: definable

you choose the height from | | 45 if vou are using a computer and k:Kempston, Interface.

which 1o dive frain Hh ciilis. of Pammmmwmmemwmmgm %ﬁmtsﬁh& 2, Cursor

Acapuico. The wind speed | |ggmes, Use of colour: adequate for

Eﬂacting each |':Ii1.utrz1 is shown - ' the job

an arrow's length at the top raphics: unave uality
n?the screen, :ngd points are a il

scored for 3Me and height_ > Looks like ace sumo mw Cameron has won a m’ {all.

4, French Slalom Skiing — A
series of flags run down a
snow covered hillside. Good
reflexes, agiiity and precision
are used to ski through these
in the guickest time possible.
A five second penalty is added
for hitting a gate, whilst a fall
results in disgualification.

5, Canadian Log Rolling — Here
you have to stay balanced on
a fioating log which is being
rotated in either direction by
the feet of a lumberjack. Three
attempts are allowed to com-
plete the event, the last lum-
berjack to stay onthe log isthe
winner.
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Graphics
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 YHERE’S SOMETHING -
| /FISHY GOING ON COMP"

25 copies of Sweevo's new adventure,
HYDROFOQOL, up for grabs too!




BOOZE

A deadly drug?
EYE SPY
We investigate the
private investigators
PRINCE

A right royal
retrospective
MAN IN A
SUITCASE
catches The Tube
in Newcastle

SOAP OPERAS

Professor and Sun reporter
-reveal ail!
GRIPPING

mmawms e

The Star Trek pilot

A Tomato camera
Pretty In Pink vids and LPs

ON SALE NOW!
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Hospital&Services
 DIRECTORY -

EAST MIDLANDS

133 London Road South, m Farcet,
Lowestoft, Suffolk PET 3DB
= 0502 66289 = (0733) Zﬂﬂl?
Spectum New, low fixed prices: Spectrum £17, Wdrive
£17 lly Inlyse 15, iace1 £18, X Printer £18.
Keyboart £12 Allinc + PP £1.80
£180 for 6 months! SPECTRUM
CENTRALISED Lo
Get read by 000's Piczadity, Buwel, Nottngham
of ‘ipectmm owners! KGE == 0602 751153
Advertise your services repairs £1700, microdrive/intertace
here! £17.00, also keyboard reapirs. All pricas inchude

Insusred return delivery. 24 hour senvice.

£180 for 6 months!
Get read by 000's
of Spectrum owners!
Advertise your services
here!

£180 for 6 months!
Get read by 000s
of Spectrum owners!
Advertise your services
here!

£180 for 6 months!
Get read by 000's
of Spectrum owners!
Advertise your services
here!

 NORTHEAST |

For details of advertising in this
section, contact Nick Wild on
(0584) 4603 or write to him at

Mewsfield Publications,

1/2 King Street, Ludiow,
Shropshire, 5Y8 108

£180 for 6 months!
Get read by 000’
of Spectrum owners!
Advertise your services
here!

| SOUTH WEST/ WALES

1. T. WESTERN ELECTRONICS
Unit S2A & 83, Avonside El:
Melksham, Wilts. M‘mm'r
Repairs: Spectrum/Plus £12.00, keyboard

£8.30. interface & Microdrive £17.00 each. All
fully inclusive. Callers welcome,

£180 for 6 months! CAPITAL COMPUTER SERVICES
Getread by 0005 || S
of Spectrum owners! ! :
: & Cardiff (0222) 461801
Advertise your services Spectrum repairs £17 fully inc. 3 month
here! warranty, fast and relizble service
-ﬂm_ NORTH WEST
MICRO SERV H. 5. COMPUTER SERVICES
85 Doerdykes View, Westfleldind. ||  Unit 2, The Orchard, Warton,
Area, Cumbemauld 668 9HN Preston, Lancashire PR4 1BE
2= 02387 3TN0 = (0772) 632686
Repairs to all Sinclalr range, inc. interface, Hepmm&smwm 24 hrs rn-round. 3
Microdrive, mﬂm 3 momh wairranty. Why Bm
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fter many moons, and
having answered the
ayers of at least one
reader {sea FORUM 1), I've found
the time to do a more newsy pre-

views intro. Over the pagea there's
aspread of three games, two fram
GREMLIN GRAPHICS — one almaost
ready, Thing Bounces Back, and
Masik well in deveiopment — and
one from F T LGARGOYLE GAMES
which is called l, bt is
really Sweevo's i, Meﬂnwhlle
baclk on this page

It's London, thas'wfn’ging Twan-
ties, and the Charleston is all the
rage — except In one small settle-
ment — Arkham, What ever hap-
pened to the pleasant country vil-
lage of Arkham? One minute a
quiet place, barely on the map,
and now . . . Well, something
sirange has happened —and
mbog' y knows quite what's going

o,

That's where you enter the

scene, areporter for the London

e in search of that elusive
exclusive and perhaps an answer
tothe Mystary of Aricharm Manor, a
fwo-part adventure thriller from
MELBOUANE HOUSE.

The first part is set in the village
itself, the second in the surround-
ing c:ountryalde There's plenty of
interaction here as communicat-
ingwith the inhabitants is essential
for ferreting out snippets of infor-
mation, The screen's spiit into
four, the largest section being an
action window illustrating the
reporter’s movements. On its right
is:an option window displaying the
possible actions, -and at the bot-
tom sit abjectand inforrnation win-
daws, the latter for conversations
with other characters, Will the
intrepid CRASH journalists be
capable of solving the mystery?
More action, adventure, and
intrigue next month.

Staying with MELBOURNE HOUSE,
it seems that the only way for
upstart Hobbit Frodo Baggins to
prevent Thorin from sitting down

-and singing about gold is ta sign

up another licence deal. So, forthe
third time, here comes an adven-
fure based on Tolkien's Middie
Earth series, Described by MeL-
mm{wﬁhmmmmdabte
adjectival restraint) as 'a brilliant
piace of fantasy software',
Shadonsanordaroenh‘as round
Samand Frodo's escapates as
toid in th‘e'aecf:-nd Lord Of The
FRings book, The Two Towers.
Inputs are made in standard seam
soFrwaRe Inglish with an 800-word
vocabulary; 50 now you can say
virtually anything you want with
‘mﬂwt;]esafmm 128 characters
in :

Derek will be casting an eye over
itnext month. Inthameantima, get
your taste buds jangling for yet
anather Hobbit game from MeL-

MERELY MANGRAM

BOURNE ~ & Lord Of The f

arcade dealing heavily with
the battles. For more information
on that, tune in next month when
CRASH has a natter with the

enjoyed Don Pries rapdoor,
then you'll be d&ﬁghted to hear
that he's currently daveiaplng his
next graphical masterpmoa
PIRANHA, called Flaunting

And anght royal game it Is too.
Dasrgnad o ap,:t:-‘aa! to those who
can't get enough Royalty from the
pages of the Sun or Panis Match, it
aims to give you an insight into the
goings on down at old Buck
House. Take cantrol of Flunky the
servant, and orm endless
tasksfor the: yal household. Get
it right, or end up on the streats
being chased by savage Fluriky-
eating corgis.

As w‘egompreas allwe'vesean
isavel ningdemo, anda
Iot of m s tasks havan’t been

upon yet. Iri the
meanﬂrna I'll leave you with a
couple ufmef.ﬁndy and Fergia
asﬂ'-aypreparafaramgm out on

the town.

®=  Poor old Fargla Pitstop: | Hayip!
Hayho! My frackies - lhﬂy ro-a-ganel
For it last fima HAYLP

I

B= A Lister from Middle Earth and the Shadows of Mardaor -

but where’s Thorin?

Bathtime for HAH Prince Andrew allows time {o eiamine the flutf in his aval and

play with a'boath (Beddit? Maval - Boat?! . ..

E}E{b-bu

i et el S S, S S Tl U Yt ot ot

FLUKRY,

Bhsesh)

2
i
£i-
1
ik
il
(|
15
iy
Hik
{

! MAHT SONE FRECKLES
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sprawled
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.
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frosted glass

a

THE WINDOM

dacided to hit the offica.

Fluyata always need a detective
nearby, to keep them secure, but
they probably wouidn't want
pirRanHA'S Sam Spillade within
miles — he just attracts mayhem
naturally. Sam stars in thei sec-
orid adventure release, The

&mﬁmmwwﬁmmwmm
med

It 5.a spoofof the: GI‘@MN‘I‘IBI"—
ican Detective, set in New York of
the Thirties. Sam Spillade's a pri-
vate dick operating from a sieazy
NY office, hame to a million
clgarette butts, half-eaten Danish
Pastries and a pﬂa of unpaid bills.
His cases provideloads of adven-
tures, fravellingaroundthegame’s
manylocations. Solve them if pos-
sible, stay alive at all costs.

DELTA 4 have aiso included the
third instaliment of Fergus’ micro
magazine, Sceptical, in the pack-
age. It’ sasartaanEatextp
written with familiar DELTA 4 Gver-
tones.

From cver the sea, Spain to be
mct ‘comes Allen Evolution, to

hy GREMLIN GRAPHICS
wm

at the moment) on
their £4. 99 ml The action’s set
in the aftermath of a nuclear
holocaust. Earth's surface is unin-
hmnatﬂa—hutrtaunssmnasty
just fine! Deep.in an under-
P;.ound complex scientists have
ally discoverad a means to
make tha planet habitable, but fiest
the aliens must be exterminated.
Aftar months of development
‘they've created a sophisticated

B Early one moming, just as the dey was dawning . .. itmmm;mm

deor led out tc

android to attack the four allen
farms — when all four have besn
wiped out they nerata, butthis
time thera's s many!
The main scmll ‘area is pure
blue monochrome, i
mult:-ﬂarecﬁmscrnﬂ'mm i
of manic bmtinn aclian Olet Oh,

&pﬁagies screen shot
it’s notnamarm ‘s fault,
theese came from a video.

Just to round off, have a quick:
look at Leviathan, coming soan
e i

mos

amcraﬁyoucanlmagln@ with

the same appeal as an XR4i
today. Blast your way through
three planet zones and up to ten
attack waves on each planet. The
ﬂwmmMmkmndhbﬂmw,
roll, reverse, land, refuel and
pmrrlpﬂyd%apnearulaltamn
exhaust pipe.

= Tomormow's XREi —maswn?eﬂing_ Levinthan.

P Hurtiing through the ventilator shafts at the back of the factory, that's Thing in
the top one. The green bullet-shaped object is an entrance/exi,

BOUNCING
BACK FOR
THE FIRST

TIME

THING BOUNCES BACK

Gremlin Graphics

n the Spectrum this

Thing's a bit contradic-

tory. Allow CRASH to
explain.
A Long time ago a Commodore
star simply named Thing was born.
Thing had had to save the worid
from an evil Goblin who had run
amok in the Toy Factory. Thanks
to all your Commodore-owning
friends Thing on a Spring was
quite a success — but he never
appeared in a Spectrum version.

There was bound to be A Sequel
= and there is, and this time a
Spectrum one as well. So there
you haveit, a sequel without a pre-
quel - that's computer games for
you!

The Toy Factory was eventually
saved, you'll be pleased to hear,
but unfortunately the ceéntral com-
puter was left running and it con-
tinued to produce toys, all having
an evil life of their own. (Re)-Entar

Thing.

Thing, his spring as sprung as
before, bounces around a factory
consisting of platforms, slides,
power fountains and tubes col-
lecting pieces of software, eventu-
ally to use them in the destruction
of the haywire computer. Of
coursa, the evil toys have different
ideas, so it's as well Thing can
bounce over them.

Additionally, he can sneak into
the factory's wventilation shafts
wharein he hurtles. round, head
over heels, until reaching an exit to
another part of the factory. In the
shafts his direction may be con-
trolled, but you've got to be quick.
And the action is pretty fast, so
you've got to keep Thing well oiled
too, or his spring siezes up with
unfortunate consequences, And if
that happens there will never be
another Thing to bounce back.

® In Thing Bounces Back Thing pauses for breath on & biue pipe. The pipes are a
sourdce of great humour - and frustration; should he drop into one, he rofls slong
ingide fike a cartoon creature until reaching the end, pops out and promptly falis
back inside uniess you're ready to spring him away. Seme of the pipes go for

miles!

E



A VENOD
STRIKE >

MASK

Gremilin Graphics

eroic Matt Trackker makes

it to the computer screen in

July. 'Based on IPC’s MASK
action comic, the game follows the
fortunes of intrepid MASK agent
Matt, alone farce ainst the evil
forces: of VENOM ious, Evil
Network Of Mag;

Followirg a ood,r battle, the
rest of the MASK m ruuembemh
captur em is
VENOM squad. Matt now has the
perilous task of rescuing his fellow
agents, who are not only lost in
space but also in time, What i to
be done? Simple; hep into the
trusty Thundercat jeepand trundie
around a multi-directional scrolk-
ling landscape in search of the
other MASKeteers.

But, wait, it's not going to be that
gasy: VENOM have sent oppoesing
craft out to defeat him. Kill oravoid
~ two words to be remembered,

‘the next level,

afthough kill is probably the best
one to keep at the front of your
mind!

Two of Matt's colleagues reside
on each of the many levels which
existin-different time zones. But,
mthouuhelrmasksma-y e power-
less = 80, reeavering those is top
of Matt’s list. Having retrieved the
masks, it's off to locate four parts
to a key. A complete keysets up a

scanner guiding, Matt to his
“agents. When both MASK agents

are found, Matt progresses onto
level, further on in the
mmmmmprwedure

ed — only this time
VENOM ‘are meaner, stronger,

/narder and have even siliier
. ‘acronymic names.

More news
from the CRASH (Creative 'Riting
And Silly Hactivities) téam as we
getit.

> VENDM agents drive tanks, but Miles Mayhem himsaif gets a sleek machine, seen

here (left) attacking the Thundercat.

SWEEVO’S
UNDERWATER
FOOLERY

HYDROFOOL

(e L

argoyle Games launched

their FTL label at last year's

PCW Show, and since then
both FTL products, Lightforce and
Shockway Rider, have been
futuristic games. However, the
latest release, Hydrofool, returmns
to one of Gargoyle's best loved
heroes — Sweevo, star of
Sweevo's World.,

In his new graphical adventure

Sweeva is caught up in the watery
world of Deathbowl - a planet
totally submerged by the old wet
stuff. MNow, here comes the
interesting part — this is such an
early preview that Greg Follis,
Sweavo's creator, hasn't quite
decided on agame objective! Well,
there's two possibilities — either

Sweevo can try to remove all the -

water from Deathbowl, or he can
attempt to keep it in. :

‘It all depends whether there's
enough memory left,' explains

Greg, 'If there is, it would be great
to have the water continually
draining out. That would mean not
all the rooms could be accessed
all the time, sotasks wouldhave to
be performed in a definite order,"
Greqg's hoping to have a mammoth
200 inner-space cavems to
explore, and maybe an extra 50 on
the 128 version.
degyd?a!aaf should feature a great
more action than Sweevo's
World, and perhaps a few less
puzzies, For instance Sweevo will
be equipped with a harpoon, of
sorts, so anything he doesn't like
the look of can be blasted. And it
should last alonger as lives can be
picked up along the way — Gfeg's
reckaning on an average playing
time of four hours for players
in‘the action.
ook out for our rather fishy
ion ,and see if you can
win yourself a cepy of Hydrofool.

xmmmmwmmmmummm“







| 28 (22) BATMAN OCEA

THE GI"IEAT ESCAPE
(10) STARGLIDER
5) BOMBJACK
EI.I'I‘E

MASTERTRONIC
HEWSON
MIRRORSOFT
BEYOND
OCEAN

THE EDGE

ELITE
PIRANHA
MELBOURNE HOUSE

IMAGINE
BUG BYTE
DOMARK

5 (25) TERRA CRESTA
26 () ALIENS
5] TRIVIAL PURSUIT

E EDGE
IMAGINE

Adventure Top 30

1(2) THEBOGGIT CRL

2 (1) HEAVY ON THE MAGICK GARGOYLE GAMES
3 (3) SPELLBOUND MAD
_4(5) KNIGHYTYME ____ WAD

4 (5] KNIGHT TYME

5 (4) BORED OF THE RINGS
6 (7) THE HOBBIT

7 (29) JEWELS OF DARKNESS RAINBIRD
8 (6) LORDS OF MIDNIGHT - BEYOND

9 (10) LORD OF THE RINGS __ MELBOURNE HOUSE
10 (14) PRICEOFMAGICK _ LEVELS

MELBOURNE HOUSE

10 (14) PRICE OF MAGICK LEVEL 9

11 (13) SHADOWFIRE BEYOND

12 (16]) RED MOON LEVEL 9
: GREMLINS ADVENTURE INTERNATIONAL

14 (12) FAIRLIGHT 2 THE EDGE

15 (11) SHERLOCK MELBOURNE HOUSE

16 (8) FAIRLIGHT THE EDGE

17 (15) MINDSHADOW ACTIVISION

18 (17) MIND STONE THE EDGE

19 (21) MARSPORT GARGOYLE

20 (23) DRACULA CRL

21 (26) HAMPSTEAD MELBOURNE HOUSE

22 (22) SPIDERMAN ADVENTURE INTERNATIONAL

23 (20) SWORDS AND SORCERY

24 (25) SEA BASE DELTA

25 (28) VERA CRUZ

26 KAYLETH

27 (-} DOOMDARK’S REVENGE

28 (27) WORM IN PARADISE

29 (18) ENIGMA FORCE

30 {-) IMAGINATION
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THE TERMINAL MAN

At long last, and after many

M requests, THE TERMINAL MAN
e ralzl 3 T comic strip is back in a new
e O'ﬂes Of_heat : : 12-part adventure starting this

Memories of fire ... A giant was dying . .. month. But first, a six-page

resume of the first 12 episodes

;i = . to set the scene.. . .
THE LINER ARCAPIA DI> NOT EXPLODE | y
IN AN EAR-SPLITTING WHITE BANG — ~—
' -~ THERE WAS NO AIR TO - ;‘j 5 &
b 1_-:'? s 5

FUEL THE EXPLOSION
OR CARRY THE SOUND 1/

Al S
L
-

: 3

: v he.
M gt

1 SHE BURNEDP WITH
THE COLOLUR OF BLOOD —
FIERCELY AMND SILENTLY
CONSUMING HERSELF WITH
HER OWN INTERMNAL RIR ¢

WHEN SHE
HIT THE
PLANET'S
ATMOSPHERE
SHE CRRVED
HPRETTY
FIREWDRK
DISPLAY IN
THE NIGHT
SKY — '

REMAING TORE A GREAT
SCREREDR FURROW IN "
| THE PLANET'S SURFACE i |

s

e i} SHE HAP BEEN A BI& LINER
e HER THIL SECTION HIT
AT A SHHALLOW ANGLE —

Stricken by an anomalous hyperspatial jump, parts of the great liner Arcadia crashed spec-
tacularly onto the barren surface of the strange planet. Amid the crackling fires a few sur-
vivors stood numbed by shock, yet were still capable of surprise at the sight of a lone man
striding unscathed from the hottest part of the conflagration. =5

His uniform tag said he was Cross, one of the Arcadia’s officers. Wielding authority coldly,
he ordered the survivors to find a means of getting away from the wreck. A passenger
protested; in the event of an accident, they were supposed to remain close to the liner. Cross
pointed at the sky . . . i
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~ THE

ARCAPIA HIT

AN ANOMALY

B NHER LAST
. JUMP,

The systern into which they had been
fiung contained thousands of planets
arranged in what Cross explained was
aDyson Sphere—afeat of technology
far the capabilities of Earth
Federation scientists. But the planet’s
inhabitants were primitive, as the sur-
vivors discovered moments later when
they were attacked by warriors,
Throughingenuity and quick-thinking,
Cross drove them off by releasing a
super-cocled stream of liquid oxygen
from acylinder. The attackers fisd,
carmying one prisoner with them.

With the threat removed, Jin Kimas,
agirl with some Psi Powers, examined
Cross' hands for oxygen frost bumns,
but she found none. Her suspicions
aroused, she demanded to know who
Cross was —and to her horror, he
showed her . . .

During Arcadia’s last dying
moments, in the intensa heat of the
fires on board, a strange silicon virusin
the planet’s atmosphera invaded the
ship’s computer and reacted with the
partly consumed body of Officer
Cross, The new being ‘rebuilt’ missing
parts of its host body using computer
Tl;;ulfaphiﬂs. sa that the computer could

ifil its primary function - to get the
Arcadia’s passengers — or what
remained of them — safely back to
Earth,

Cross began moving the survivors
away from the smouldering hulk,
across the barren landscape. After
many hours they came to a poor mud
village where Cross and Jin spoke ta
anold man and asked him whera they
might find the starships that traded
between the Dyson Sphere’s planets.
The ancient was whimsical. It was
blasphemous to utter the word ‘star-
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THEN ALL WE.

AT REP
Glﬂ NTP!J'

GOT TO PO IS FIND
A FEPERRATION

BASE AND v

ship’—yethe knaw it io be partof their
racial memory. The ships were long
gone and forgotten — almaost . . .

In the wicked city of Kebwob, its
despot Vilgarre enjoyed breakiast on
his high balcony, entertained by the
pains of a *heretic’ who was being tar-
tured for talking of flying through
space and visiting other worlds - the
captured prisoner from the Arcadia.
Vilgarre supported his priests - their
religion was another in his arsenal of
political weapons for the oppression
of his subjects —but he had an interest
inthe planet-infested sky above which
was not 5o Godly.

He hoped the ‘heretic’ from the

blazing wreck could tell him something
of hig flying ship's nature, perhaps
something of the worlds out thera that
Vilgarre craved to rule, and more tathe
point, how a star vessel worked.

But the passenger was no physicist.
In his pain he babbled about a man
called Cross, the only one who might
know how to build a space ship for Vil-
garrs and help him spread his empire
across the sky.

In the village Cross and Jin learned
fram the old man that guarded relig-
ious relics lay in the desert, but from

4 NOT HERRE SINCE MY YOUTH.

> STARSHIP — "
'TiS A WORD | HAVE

WE USED TO SAY IT To
ANNOY OUR ELDERS,
BUT THINGS CHANGE —
IT IS BLASPHEMY
NOWH;

|

the w he spoke of them Cross sus-
pected they might be the remains of

old space ships. Leaving the survivors
in the care of the villagers, Cross, Jin
and a gambler called Mandrell set off
in search of the relics.

After many days journeying, they
came acress the ancient hulks, and
approached them unchallenged.
Leaving Mandrell and Jin to keep
watch, Cross located the ship com-
puter's vestigial memary and merged

LOOK
HT THE OTHER
SIPE OF THE
SE e Y

7 (2]
COMPLETE myY
ORIGINAL PROGRAM

IMUST GET MY
PﬂSSENE

withit. Butit was quickly apparent that
the vessels had lain there for centuries
= theyy wolld never fly agaln.

The three returned to the village 1o
find death all around. One fellow lived
leng enough totell them that Vilgarre's
men had attacked, slain the villagers
andleft with theArcadia's survivors in
chains.

With his peculiar abilities, the
departing soldiers' infra-red trail
across the desert was still clear to

OH | BELIEVE YOU,HERETIC
WHAT | WANT TO KNow 1S
HOW PO REACH THEM.
HOW CAN | 'TRRVEL O .
THESE PLANETS

OF YOURS 4

: S mew,
| N
)

S |\ STARSHIPS —

-

e 1

VESSELS WHICH MOVE

THROUGH SPACE! BUT

KEEP TELLING YOU | DON'T

B

KNOW HOW THEY WIORKAL

|CAN'T BUILD ONE;
FIND CROSS — RASK
CROSS —HE KNOWS /!




—SHIPS TO SPREAD ¥
MY EMPIRE BCROSS
THE SKiYer

- THE PARKEST RATS
RUNNING N THAT SEWER
WERE THE IMPERIAL GUARE —
FEARED ANP HATER BY
EVERY LIVING THING ..

Unaware of the cutiander’s superhu-
man strangth, the Guard Comman-
der's last scrap of awareness, as his
own blade sliced through his throat,
wasto discover just how little he knew.
Jin and Mandrell grabbed any -
weapons they could lay hands on. Bul
there were too many enemies, and the
three were forced to fiee through the
rear of the building, out towards a
primitive suspended railway behind
the hovel

Grabbing one of the wooden boxes
that passed for cars on the moving rail-
way, they leapt aboard and were taken
out of the station across the rooftops.
Tm-mw boarded the fol-
lowing car, but suddenly Jin saw
another car approaching from the
opposite direction, also filled with
enemies. were trapped!

Indesperation, Cross reached up to
the pulley carrying their car on the
But Cross had different notions. overhead rope, and stopped it from
& TRAIL LEP TO THE CITY - oo

F KEBWOB —CENTRE OF
PHRER FOR THE VICICus

THE HUMAN CROSS HAP PIED (N TUE CRRSH -
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Crass. So he setoff with Jinand Man-
drell in pursuit.

The trail lead them to Kebwob, but
with its high, well-guarded walls
Cross' computer mind calculated their
chances at getting in as being very
low. Mandrell had a plan however -
one that played on a very humanemo-
tion Cross knew nothing about -
greed.

The story was that Mandrell, a man
made mad by gambling and posses-
sad of valuable trinkets {such as digital
watches), only iked to gamble for
befts. The guards that stopped them
&t amain gate were taken in — what
could they lose but theeir beits? Inside

the guardhouse Mandrell iost enough
to keep the game going, until Cross
had collected all the guards” balts.
Then he, Jin and Mandrell made a dive
for the street side-door, and escaped
as the surprised guards tripped over
their collapsing trousers,

Cross, Mandrell and Jin took shelter
in the poorest quarter of Kebwab, a
ﬁ; terrorised by the fearsome Impe-
ial Guards, Vilgarre's bluntest
weapon of oppression. But their pre-
sence was hard to hide and soon

encugh Vilgarre's guards found them.

They were searching for ‘the tall one’
who was required to watch the 'here-
tics’ being purified in the great

FOR THE GUARDS, HOWEVER, THE |
DROP WAS CONSIDERABLY GREATER —
AN FATHL /
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tuming. The friction this created he
usedtoamplify the virus in his system

and provided power to bum: through
therepe. It snappad, phunging their car
a few feet through the flimsy wooden
roof of & house. But the guards plum-
meted much further, down into the
crowded streets below, and were
maimed or killed.

Newt day Cross, Jinand Mandrell
made their way, disguised as locals,
toward the great Cathedral for the
‘purification’ cesemonr Their first
sight of Vilgarre was of a darkened
figure in the Imperial Box, listening as
the High Priest intoned ritual words,
Huddled together near the high altar
stood the ‘heratics' - Arcadia’s
remammggassengers—awaitingtheir
sacrifice. Cross stepped forward and
challenged Vilgare ta stop the care-
many,

Astonished silence methis demand.
Then the High Priest protestad the
sacrilege. But for a moment Vilgarre
remained silent - he had what he
wanted — the man who could make or
find him a Starship.

“Take him!" he ordered the guards.
The nearest man attacked, sabre
drawn. But Cross merely caught the
weapon by its blade, and forced the
amazed, then terrified quard down to
the ground. Cross's hand showed no
sign of lacerations from the razor sharp
sword, and his feracity quelled any

further enthusiasm to approach him.

Again he turned ta the despot and
demanded that Vilgarre give him back
his people. Vilgarre sensed a deal
would have to bestruck~a starshipin
return for the ‘heretics’. The bargain
would be easy enough to break later,

In his castie, Vilgarre, having heard
of their discovery of the old hulks in the
desert, told Cross of more relics which
he might visit. He told them that thiey
were ta be found in the Burning Lands,
a place from which few men had
emerged alive. And he gave Cross 30
days to return, with a space ship —
otherwise the Arcadia's passengers
would all die,

With o other options open, Cross,
Jinand ManSrsFl sat off E‘n mounts
supplied by Vilgarre for the Buming
Lands. When they had departed, Vil-
garre descended to tha depths of his
castletoawaken Karrian, animmortal,
old beyond measure, wracked,
enslimed in evil and bound to Vilgarre
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by arcane ties. Vilgarre ordered Kar-
rian o follow Cross, watch him, and be
ready to kill afl three when the right
moment arrived and a working space
ship had been discovered,

Deep in the post-nuclear Burning
Lands, Mandrell was startled when
Cross told him they were looking for
usable fuel cells, not a space ship. Vil-
garre already had the starship within
his grasp, Crass explained, only the
despot didn't realise it. Cross would
say nomere and Jin's pre-occupa-
tions were with the evil she sensed fol-
lowing them.

IT 15 OUR BARGRIN,
KARRIAN/ ~THERE
1S ONE WHD MUST
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They came to a terifying gorge 20

Klicks deep. Thetrio were pondering a
means of getting across when, sud-
denly, natives held aloft on hang glid-
ers attacked them,

With his computer-fing instinéts for
gauging distance and speed, Cross
leapt down onto thenearest assailant,
knocked him from his perch and then
glided round frightening off the
remaining attackers, Lower down the
chasm Cross landed and discoverad

the natives' village clinging to vertical

S00N THE YORTEX STRRIGHTENED| |
OUT AND DELIVERED THEM TO R
WIDE SPRCIOUS HHLL ur

rocks. ltwas unnaturally guiet though,
something had stain all its inhabitants,
Jokning him, Jin sensed that the evil
thing fellowing them had done the kil-
ling. Cross discovered a sailwing, big
enoughto carry the three of them, and
mounting it, they headed for the oppo-
site side of the gorge.

Once safefy down, the explorers
continued on foot, taking occasional
rests. It was during ane stich stop that
they were startied by an ancient
cowled figure approaching, offering to
guide them. Jin urged Cross to ignore
it, knowing that this was the evil pre-
senca she sensed had been following

£
| 4
;
|
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therm. But Cross was prepared to
accept the thing's guidance on his
ownterms and was saying so when the
creature was rocked by four cross-
bow bolts thudding home in its chest,
The killer was Jin . . .

Her actions made Mandrell angry,
their only hope of a guide was dead,
but Jin was unrepentant; the creature,
she said, was a monster with only
death in its mind — theirs.

During the next day the three seek-

oy

[ WHAT 1S T
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came across a hangar bay
packed with the essential fuel cells
Cross had been hoping to find. And
they also discovered a flier, old but
waiting to be used. With the fuel
loaded, Cross powered up the vehicle
and flew fast, back towards the gravity
vortex in an attempt to escape the

ars arrived at the edge of a vast, flat
featureless plain. Cross steppeddown
onto tt—and immediately began mov-
ingaway fromtheedgeandtheothers. |
Buthe was defighted, recognising that g2
| | thiswasasophisticated transport sys- W
! tern. Jin and Mandrell joined him, and ﬁ“
together they all moved away from "

'land’ towards the distant centre i
where a gravity ‘whirlpool’ carried
thern vertically down into the vast it
underground hall of an ancient space

Down some less well Iit passages,

port.

Atfullspeed, to overcome its down-
ward force, the vehicle hurtled at it,
through the sharp bend and up. But
something was coming down, some-
thing hideous and —splat. The re-ani-

ror the ruined figure started speaking,
telling them that nothing couid kil Kar-
rian, it was he who brought his friend
death to others . . .

The flier hurtled up out of the gravity
vortex with Kamian incredibly stil
clinging to fts windshield. But before
the monster could start clawing his
way in at them, Cross handed control
over to Mandrell, and clambered out-
fnde to engage Karrian in a scrabbling

ight.

By this time the flier's speed had
carried them back over the city of Keb-
wob. Cross and Karrian battled, pre-
cariously poised on the roof of the
craft, high above the spider web of
streets, Cross caught his opponent off
balance, but clinging to Cross, Karrian
pulled him over the edge so that they
both tumbied towards the ground.

Mandrell put the flier into a steep
dive and screamed down after Cross,
matching speed with his falling mass,
so that Jin could reach out and pull him
in. They just managed in time before
Mandrel| had to pull out of the dive to
avoid the ground.

Back aboard, Cross ordered Man-
drell straight to the towering Cathed-
ral, and in thr its massive doors.
The flier sto atthe high altar and,

ing out, told Jin to load fuel
cells into the ‘sacrifice’ chamber,
where he was sure they woulid fit per-
fiectly into siots provided. Meanwhile
helifted a stone stab offthe altar topto
revel a complex of controls beneath,
The Cathedral itself was Vilgarre's
starship!

As Jin completed her task, Vilgarre
arrived with guards and the Arcadia’s
survivors. The despot was furidus. He
wanted a space ship and Cross had
brought him a fiying cart. Smiling
grimty, Cross pressed a control which
caused devices all over the Cathedral
to glow and crackle with power. Vil-
garre's guards started flesing in terror
before their Gods' wrath.

Amidst the panic, a terify-
ing voice cried outto Itwas Kar-
rian and he had unfinished busi-
ness .. .

Vilgarre had his starship, his dream
of empires in the sky was nearly
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mated body of Karrian was smeared -
" overthe flier's windshigld. Totheir hor-



realised - only Cross stood in his way,
He shouted at Karrian, telling him 1o
take Cross and his companions, and
having killed them, he would grant Kar-
rian the oblivion the creature craved.

As they struggled Cross told Karrian
that Vilgarre lied, that only he, Cross,
eould really provide Karrian with pain-
less obiivion.

Karrian sensed the truth in Cross,
andturned on his master. Grabbing Jin
viciously round the throat, Vilgarre
pulled the girl before him as a shield.

HOPES OF
WHAT?Z? 7/
LIEE WidouT
PURPOSE 7 MO

But Karrian lashed out, knocked her
aside unconscious, and grasped Vil-
garre in a death hold. The despot had
tricked him all along, used him in their
obscene bargain as a bringer of death
toVilgarre's opponents, Now he killed
Vilgarre, thrusting a sabre blade clean
through the ruler of Kebwob,

Cross kept his bargain, and sent
Karrian into the ship’s anti-matter
drivefield, where the creature's atoms
werepainiessly scattered across amil-
lion universes, making itimpossible for

IT RELAXED THE

CEASEL> MONI-
FIRCTIONS Ao
JUST STOPPER.,,
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them to reform and bring back the
immortal being.

Tuming to Mandrell, Cross told the
gambler that he must now leave them.

Earlier, Cross had discovered the
ship’s firing control was situated out-
side the ‘Cathedral’. He preset the
hyperspatial co-ordinates for Earth
“while Mandrell tried persuading himto

remain with them. But Cross was stil
more machine than man, and he felt
the need to be a machine again . . .

With the Arcadia’s remaining pass-
engers inside, Cross went to the
nearby building where lay the ignition
control, remotely sealed ship's doors
and set it for take off, Within the vessel
Jin recovered consciousness and
realised that she had lost Cross
forever.

As the great star ship strained to
reach the sky, the silly clutter of bits
and pieces that had been built on to
her over aeans fell away. The mighty
vessel powered off up into the sky like
a thunderstorm, consuming wicked
Kebwob in the fire of its leaving,

From the flames Cross stroda away
into the landscape, searching his com-
ponent parts, a man's soul, virus and
computer brain, his mission as Officer
Cross completed. High on a spike of
rock, far from anywhere, the Terminal

Man finished . . .

THOUGH
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To be Continued...
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-an ideawhat Issue One looked like - Until

~ Through the kindness of a CRASH

2 yﬂurmagazm&.

l

Lang, long ago (We're talking the sort of
time when Ah Diddumswas inits hey-day
and long before this particular Comps
Minion was even a twinkle in Mummy
Minion's broom) a rather strange com-
puting magazine appeared on the news
shelves one wet January morning. Even
stranger was the name — crRASH. A
magazine dedicated to assessing the
latest games, it made other magazines
laugh. ‘Ha ha!’ cried they, ‘a mag that
spends most of its time talking about
games — give it a few issues and it'll die".
Anyway, encugh of the pretentious ‘lit-
tlewouldtheyrealise . . , " historical style,
40 issues under our proverbial belts and
CRASH is currently the biggest selling
computer magazing in Britain. But what
ever happened to the fabled Issue One?
It sold out at the time, and such back
numbers as Aggie had in stock, disap-
peared a few months later. There isn’t
evena copy floating abicut the office, and
hardly anyone at Newsfield Towers has

Teader (who wishes to remain anonym-
0us), we've obtained one of the last sur-
vmlng copies of Issue One. The reader
‘8ent us his entire collection from No. 1to
No. 39 to be used as a prize. Of course,
‘Some of the earlier issues are a tiny bit
‘usad) ut on the whole it's in excellent

s going to win the lot!
il be winnmg over £50
CRASH memorabili

M'allt?:?enmnaam the
Wﬂﬁm of the people who have

worked on CRASH over the Jast three
years, and pop your solution in the post
to ONE WANTS ONE COMP, CRASH,
PO BOX 10, LUDLOW, SHROPSHIRE
SY8 1DB to arrive here by 28 May latest.
Firstout of the bag wins. You can send in

a photocopy if you don't want mcﬂfﬁp
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