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it's been a busy month at
CRASH Towers, and the results
of all the dashing about is
reflected in these pages . ..

OINK!

... not least being our extra
special 16-page Oink!supplement
in the centre, it's the first tima
we've joined farces with a
completely different sort of
publication as a means of offering
even more value to you, the
CRASH reader.

Everyone knows there'sa game
coming out soon (from CRL) based
on the famous top-selling IPG
"aiternative’ comic, but perhaps
not se many know hew Oinkfcame
about in the first piace. So we

ht rather than just do the
usual preview we would go into
morebackground detail about the
product from which the game is
licensed —and wrap that round the
preview. You can find the Oink!

Inside Story on 76, And
following on from that . . .

DOUBLE OH SEVEN

.. . comes our big feature on
anotherlicensed game, The Living
Dayfights, being programmed by
Des for Domark. Once again,
we thought, why stop ata

aview? The new James Bond

ilm opens in London ainfew days
(29 June), and to get everyone's
adrenalin running for new Bond
Timothy Dalton's athletic debut,
we've parcelled up an article about
the film's special effects around
the preview, plus some details
about Bond's latest Aston Martin
super car. That starts on page B6.

| hope you find these expanded
‘previews’ enjoyable, and that
providing more general material
that isn't computer-specific in
CRASH valuable. And certainly
you can look out for more joint
ventures with other publishers in
the near future which will provide
you with supplements like the
Oink! Special in this issue, and
increase the magazine’s . . .

VALUE FOR MONEY

. . . talking of which, here's
another change in the CRASH
Ratings system. Throughout this

edition, you'll notice that the Valus £ 318

N\

For Money rating has vanished.
This change hasn't been
undertaken lightly. For over six
montha the games software
industry has in turmoil over
budget games. Moves began last
year when pressure was brought
to bear on the various charts to
treat budget titles as a separate
entity from full-price games. Since
then budget titles have moved
from being in a minarity to taking
some 60 percent of the market.

It has become increasingly
difficult for magazines like CRASH
to divorce the concept of price
from our reviewing systems —
game cost is; afterall, a vital
consideration to the purchaser,
However it doesn’t make, or
shouldn't make, any difference to
other aspects of agame inreview.
And yet it has become clear that it
does sometimes reflect in the
ratings. It's all too easy to say to
yourself, ‘these aren't such
graphics, but at £1.99 they're
worth as much, if not more, than
the mich better graphics in that
£7.99 game over there."

We've had twa or three
interesting instances in the last
two issues where CRASH
reviewers have assumed a game
is abudgettitle (they don't always
know the stated price) and looked
at alithe ratingsin thatlight, and it
has happened in reverse when a
budget game was thought to have
been full price.

We think that a game should be
reviewed on its own merits —a
good budget game is still a good
game, not a marvellous one, and
an average full-price game is still
average, not awful. There are the
raviews for you to read and digest,
the price is at the top of the
reviews, we think it's up to you to
make up your own minds asto the
value they offer for the money.
What do you think?

And on the score of CRASH
reviewers . . .

EDDYSTONE
LIGHTOUT

... Richard Eddy and Ben Stone
have been a bit absent thismanth,
the reason being that they were
both packed off to Lendaon to
attand a four-week course on
journalism {a sort of advanced
keh-ah-teh spells ‘cat’ thing). Bit
of a pain really, as it left us very
light-handed. But some Ludlow
locals came to the rescue, and
there are two new nameas and one

very familiar one attached fo many
of the reviews.

Mew first: Nick Roberts lives in
Ludlow and attends the local
school. He's been a CRASH
reader since the year dot, so
there's a wealth of gaming
experience behind his comments.
Mark Rothwell has just moved to
Ludiow (he's a friend of Jonathan
Rignall who works in our film
planning departrment, and of the
infarnous ZZAP! person Julian

Rignall). An ex-Spectrum games
CRASH July 1987 7
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player turned Atari owner, Mark
has found the return to Z80
programs a fascinating one, and
he has certainly brought some
refreshing insights to his reviews,
Last, but not least, the third
narme is that of Robin Candy,
natorious for running the CRASH
Playing Tips section for well over a
year. Robin's now at the Ludiow
Sixth Form College studying how
to make money. He's also member
of & band with the unpretentious
name of Ad Lib Te Fade - they're
also unpretentiousty short of loot
for new equipment and Robin was
elected to raid the Newsfield

These beautiful people were
incorrectly identified in the feature on
Mike Singleton published in June’s

CRASH. They are . . . front row, left to
right: Singleton, Jo Meads (Melbourne

coffers in return for some review

comments. C'est la guerre.
And finally . . .

NINTENDO

.o I you're wondering why
CRASH is featuring a games
coensole in its pages — well read the
article and reviews on pages 102
and 103. No doubt Lioyd will be
interested to hear everyone’s
views on the subject. I1s a games
console a replacement for your
Spectrum, or an exciting and
complementary addition?

ROGER KEAN

OUR MISTAKE

House) and Dave Sharp (Consult);
back row, left to right: Glenn Benson
( , Jane Denning (Melbourne
House) and Dave Kelly (Consult). What
could be clearer?
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DJL SOFTWARE

In |ast month's article 1S SMALL
BEAUTIFUL, we
ceased trading. The ¢ ny is,
of course, weil and trily alive.
They did stop mrkdsremg ing

games dev it e

publishers: DJL programmed
the recent Amstrad conversions
of Super Cycleand Monty on the

own name, but then tunred to  such as US Gold, Oce
it for other  Activision. Dave says to wa

Run among several others. And
In-@%-hﬂhﬂa’uﬁdm
Jones (the man lookin sﬂ&ﬁm
Dave Looker is responsible for

out for'a DJL Spectrum product
soon, but the releasing software
house is still a secret.

month, only in CRASH.
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In NEWS INPUT next
month - the prognosis for
the + 3: technical

, problems and trade
doubts. Issue 43 of
CRASH goes on sale 30
July,

TECHNICAL
SUPPORT

We are looking for a very rare breed of person taassume a
technical support role in our newly established Software
Development Group, The Software Studios.

This rewarding posicion commands a varied list of duties;
the work is challenging and requires a working knowledge
of 6502 and/or Z80, and familiariry with most popular
home microcomputers. You will work closely with our
Product Managemenr team and freelance software
developers assisting and resolving any technical issues that
may arise, '1n'a§dmt1n [0 managing pmduct testing.

Additienally, you will assess new hardware and advise the
Group on various technical matters. An understanding of
cassetre and diskette mastering would be an advantage, as
would knowledge of protection techniques for home
computer software,

If such a responsible and varied position would suit you,
please send a current C. V. to:

The Software Development Manager
Software Srudios
Terminus House
Terminus Terrace
Southhampton 501 1FE
Tel: {0703) 229694




I thought it was bad in Stockholm
when a round of four beers came
to 13 quid, but at last I've found
somewhera here in London to

d’ﬂlange it.

" you exclaim, ‘Minson
buying drinks?* Well, . because
after last time's prophecies of
Mwmngl paranoid doom |

'd better dvemfy in my
Hﬂg . and wher the freée invite to
mz Limaug-n nighteiub arrived
g?bu:ﬂﬂy ofthew
polishing bcotjs and
up rny nsw
panties.

Bo,there’sasertofabuzzasthe
baumars. armed with their dinky
:Jn;it?‘ wamma. clama

throug paor, ary
purters whose admission will
depend on whamathey revictims
of the waesls ‘def’ (hip street talk,

grobauynutmdawasyourm

Eutnatrnngcsnmmpansmeior
bar prices like those, even if the
déeor!s carefully contrived to look
"t moved out

yel

Then there was my brush
smooth Stringfellows, site nf thie
launch of a new society magazine
— by ‘society’ we mean Dabs and
Sboarles Eot the Gha}mng 4
Sodbu’y pectrum Users’ Group.

The construction workers have
finished off pro here, but
‘someabody should buy the
waitresses legwarmers — they'll
catch their deaths running round
haif-naked like that.

We kept looking out far famous
people but the baa‘tm did was
some bimbo with a miniature dog
‘stuck on her shoulder, like a living
furcollar. |just hope it was house-
trainad.

The sight ofthe h
sophisticated %nﬂmﬂ

from HeadlhaaPH was much
maora welcome, and when the free
wine had run out and we decided
mﬂeafuscwld afford a second
for & half of weak lager
and four straws, we did a
runmrtaalocad hostelry.

Inthe comfort of the smoky bar,
Lesley in my ear that
there were nasty doings in the East
End. Prostitutes have been found

12 CRASH July 1987

it's trebles all round as the software industry

Goulﬁithemawoﬂ(m
Jack No, it's the warlk
of the IaﬂusofStBﬂ&as.

whoarahardatwurkonﬁ'-athlrd
of CRL's trilogy of sh

adventures, and this time they're
hoping to go the whole hog and

FC.

After all this frantic nightiife, it
was a refief to coma back to earth
and attend three lunch-time ligs in
arow, ‘off with a boat trip,

courtesy of and
Origin Major ‘Wiid Bill*
Eﬁuhrwasntmsmhutﬂm

didn't stop ulation that he'd

performing a perfect anding on

the deck of the Thames pleasure
oruiser.

Those of you with
mmm.mmmm )
patiance needed to suffer this
column for more than six issues,

spending a lunch time as civilized
asmnnggwanddawnihamumy
waters of the Thames, from the
Houses Of Parliament to
Docklands and back. Add to this
the unexpected delight of an
Ksan, and

appearance by Roger
the day is made. The editorial one
kept mumbling about
how he'd only come down to
conduutanmiuﬁmwﬂhﬂﬂm
but | have my suspicions he
fancied a nautical luncheon too.
I'veno doubthe got all the heavy
ﬁ;?bainhlallmmd&mtas
as the appearance
M simulations F-15
Sirike Eagle and Gunship on the
Spectrum, the company has a
range of onthe way. And
| recken any hardware that
satisfies Wild Bill has to be tough
Amoramdeatsaﬂingfurtm
— th_el ular athenng
another of their reg 5
above a trend Cavam%ardan
pub. Hewson launchies are like
Mﬁ:mmm
s, chat in a relaxed fashion,

MINSON BUYS
DRINKS SHOCK

just survives another month of Minson —-the man,
the appetite, the water pistol. CRASH Smash Zynaps makes a good excuse for a fight. ..

the: E-:u'lgh'ml- byDoIlUnk:

Robinson, ﬂmganluswmd‘ldﬂme

impossible and put Uridium onthe

ﬁm it's fast and tough for
quick-on-the-draw artists
nutﬁm

Talking of quick-on-the-draw,
I'm not sure whether it was
dabomrbobbh&lﬂhow
Julia Coombs who had the
!daanﬂhewatarp&stﬂs but w

wall- Mk:gh
was too much for the mnreamngly
increasingly well-stocked journas.

 Character assassination has
nohhgunmaraamﬂngwnenyau

toa
wmerydaath | many & duel
as fought alo Long Acre that
‘:ﬂamaan 08

This trilogy of free lunches
concluded with avisitto Kun].n‘h
Mamories




Now from the hit T.V. series
REAKTOR brings you

ultimate Gobots action!

You play the part of Leader 1-
defending the planet Moebius
from the evil Gog.

SPECIAL FEATURES INCLUDE —
® Computerised Gobot book with illustrations and
scrolling pages (cassette and disk!)
® Weird double gravity - you fall to the bottom or top.
@ (lassic computer music.
@ Absolute joystick heat!

AYAITILABLE ON:
Cé4 cass —~ 999 — may
€64 disk - 1299 — mAY
Amstrad cass 899 — Ay
Amstrad disk. - 1499 — may
Spectrumcass — 8.99 — JUNE




“Z-Y-N-A-P-S

’H'*‘lcﬂhnfu =
“m'mkﬂﬁﬂww'hw"ﬂh Tl
Mpiode, Breen enemy becomes 24
- } Duch simpier

3 %

Producer: Hewson
Retail Price: £7.99
Author: Dominic Robinson
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lying a manoceuvrable fightes

through 16 levels of horizon-

tally-scrolling space
environments, you encounter four
types of enemy craft,

The small flying ships are easily
destroyed, but ground
installations are tougher and
command ships are heavily
armed. Giant mother ships appear

CRITICISM

* It seemed like ages since
| had & really enjoyable
allen-blasting

at later levels, asteroids-and fiving
debris also threaten your fighter,

But for protection you have a
speed-up faciiity, pulse lasers,
plasma bembs 1o destray ground
bases, homing missiles and
sgeker missiles.

Apart from a basic laser system,
all weaponry is activated — or its
power increased — by scopping
floating fuel units into the craft,

An indicator shows what
equipment will be ‘activated when
anocther unit of pink fuel, made
available when alien ships are

destroyed, is taken onboard. But
each weapons system is only
activated far a fimitad time . ..

Theseeker missiles are the most
powerful: when they're activated,
you earn a thousand-point bonus
and the cycle of weapon-acquisi-
tion begins again.

Destroying alien  ships  and
bases earns you points, of course;
Donus lives are given when you
reach 10,000 peints and with every
further 20,000 points.

Use of colour: excellent
Graphics: good size and
detail, lovely explosions,
Sound: great upbeat title:
tunaby Steve Turner (even on
48K) and plenty of arcade
spot FX

Skill levels: one

Screens: scrolls through 450
General reting: a first rate
shoot-"em-up with the
mlﬂiwnwedlems for high

3D THE BEST
OF VORTEX

Producer: Vortex
Retail Price; £8.99
Author: Costa Panayi

athering together the

unique Costa Panayi's

best-known efforts, Vortex
has released afour-game package
of past hits. In reverse
chronological order the
compilation comprises
Revolution — smart-headed ball
solves problems on a suspended
block platform, CRASH Smash
October 1886 (lssue 33, page 16,
81%); Highway Encounter —
pepper-pot droids nudge an alien-
destroying device down the only
motorway left in town, CRASH
Smash September 1985 (Issue 20,
page 122, 95%); Tornado Low
Level - enemy-blasting jet-fighter

game, CRASH review August
1984 (Issue Seven, page 14, 81%);
and Android Two — metallic hero
seaks enlightenment in a maze
swarming with nasties, CGRASH
Game Of The Month March 1984
(lssue Two, page 13, 80%).

As a software house Vortex has
been with us since the earliest
days; there have been few, but
highly selective, releases from the
hands of their main man, Costa
Panayi. The record of success is
indead Iﬂressive —the average
of tha CRASH Overall ratings for
the four games Included in this
parcel is an astonishing 89.25%.

There’slittle else to add to what
we've said in the past about each
game, except that 3D The Best Of
Vortex is well worth getting evenif
you're missing just one of the
games included.

»  Smart ball in Revoivlion, Costa Panayl’s most recent hit.

» A screen from Highway Encourter - pspperpots are GO/




Producer: M.A.D.
Retail Price: £2.99
Author: David Jones

hile the Magic Knight
Isusinga time machine
without a valid guarantaee

which he acquired in Knight Tyme,
his bad alter ego ~ the Off White
Knight, or Stormbringer — splits
from him. And to return to
normality the Magic Knight must
merge again with his otherhalf . . .

In this flick-screen adventure-

STORNMBRINGER

ROBIN

" Maturally enough,
Stormbringer is in the same
vain as Spellbound and Knight
Tyme. The graphics are up to
the same high standard, but
with little animation. The
game itself is fiendishly
difficult to get into,
especially if (like me) you're
new to the whole Magic
Knight series. It has arcade
elements in the sense that

0 = *
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P Windivision returns in the Magic Knight's latest adventure, giving great flexibility

in play.

style game the Magic Knight sometimes you have to react F : (—ﬁ
moves through 56 locations in a quickly “mym" the cloud weight, readability, wearability or NICK
starts zapping you); The main | | blowability — but the Magic Knight |
theme of Stormbringer, loses them once he's used them. “ Stormbri , like the other
MARK though, is that of an arcade He can also cast spelis to meit | | games in the Magic Knight
= Hhis ial adventure. The problems | | granite, or to allow him to travel , has well-defined
What a great game this is require you to move between | | quickly to other characters. Andto | | graphics; the backgrounds
Nearly all the features of the screens collecting objects get past hostile creatures he can are the best I've seen on the
previous Spellbound 9“:‘“ and interacting with other | | don a disguise — from wizard to | | Spectrum for quite some
are here, including window characters; it's  highly | | chambermaid — and command time. But the old colour-
Momfhngrn’lphinuuupm mmn&gﬂ to play another character to sleep, go clash problem Is still
e e g T Stormbringer with friends to | | away, or be happy. with  the
FHpEIes Witk Wnghc Kig help you solve the problems But be warned — not all these | | changing to white as you go
sproinging round the screen It'd be worth buying evenas | | commands are obeyed, and pm"%mn. There are some
in search of fame, fortune, a full-price game —~ my only | | sSometimes this fighting man neat touches - like clouds
the odd damsel ;:ﬂ‘two and robirdatin is that | | doesn’t have the spell-power or | | throwing lightning out as you
the Off White 5 g T Stormbringer is a bit too | | wisdomtoachievewhathewants. | | walk  beneath  them.
Sl nove to get Min, but B e e bcind: and And should our do-gooding | | Unfortunately, there's no
becomes easier ryou've Knight Tyme. » hero run out of strength, or be hit tune on the title screen and
done a bit of exploring. by too many ii%htn'm%bolts hurled | | just the old beeps and
down ¥ tormbringar while going through
world peopled by the hindering or | beneficial objects. He's a | (goncealed in a cloud above), it's menus. This game will only
helpful characters of Aramis, | multitalented knight — he can pick good right, good Knight. appeal to the arcade-advan-
Hobin, Reggie, Rachel, Barker, | up, drop, take, give, read, smell, This is Magic Knight's fourth ture freaks who like David
Organon and Grunter. Their | drink and throw the objects he | adventure; he first appeared in Jones's style of
characteristics and abilities - | finds onhistravels, and carmyupto | Finders Keepers ([CRASH Issua programming; for them i'li
magic and strength levels, | fiveatatime, 13, February 1985) and went on to be well worth the money. "

happiness and skills — can be These include anadvert, gadget | eamn  CRASH  Smashes for
called up to help the Magic Knight | X, a bottle of liquid, silver and | Spelibound {lssue 24, Christmas

on his way. golden eqggs, and disguises. Each | 1985) and Knight Tyme (the first ﬂ Z
Cid MK can aiso keep himself | object can be examigad. with an | ever 128 Smash — Issue 29, June COHMEH TS

going by taking a drink oracquiring | onscreen display giving an item's | 1986). Control keys: definable, or
> An oxample of the large and imaginative characters from David Jones’s Stormbringer. PSPt ame Nt et

e : = : Kempston, |
e STORMBRINGER 0 i
; H ] 4 Use of colour: as bright and

jolly as ever

Graphics: great visual

imagination in the characters,

and special treat for 128

owners — 'disguise’ function

allews you to alter the Magic

Knight graphics

ek fate by S
ture by Davi

Whittaker an 128

Skill levels: one

Screens: 56 locations (48K),

64 locations (128K)

General rating: Nick and

Robin gave it just over 80

er cent; Mark thought lower
use it added little new
or mora challenging to the
last Magic Knight game

Presentation
Graphics

Playability
Addictive qualities
Overall
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and thrilling action.

COMMODORE
£8.95 cassette £12.95 disk

1 A ) Ocean Software ' 6 Central Street - Manchester - M2 NS
: felephone: 061 832 6633 - Telex: 469977 Oceans G
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F-15 STRIKE EAGLE

Producer: Microprose
Retail Price: £9.95
Author: Sid Meier

nce again you stroll across
the tarmac, don your flying
helmet, and climb into your
waiting aircraft. But this is no ordi-
jet fighter — this is the prover-
bial it, the all-weather air-superior-
ity ground-attack fighter, the
frightening F-15. And you being a
big macho hero and all, Uncle Sam
has asked you to undertake some
very important operations.

You're asked i to select a
mission:  to ibya, :
Haiphong, Syria, Hanoi, Iraun?rtht]tm
Persian Guif, Libya is the simplest,
and the Persian Guif damned near
impossible (especially at higher
levels).

Up to four players can take
turns, and there are three levels of
play: Arcade, where you can oniy
turn the plane left and right;
Rookie; Pilot; and Ace, where such
delightful manoeuvres as high-
speed yo-yos, lag pursuits, breaks
and reverse and scissors can be
put to good use,

Once your choices have been

confirmed, the next screen asks
for an authentication code, which
must be entered correctly or none
of the weapons systemns will work.
Strike Eagle iz played from
within the cockpit, which
incorporates the latest in head-up
d'esg:fay (HUD for shart). Over the
3-D view details such as speed,
altitude, direction, weapons-aim-
ing and messages are displayed.
After HUD s the most
useful piece of equipment is the
radar, which can easily be
changed between short, medium,

buadmmhwﬂumunm.ﬂwﬁts'swupdlsplavmrau
doing 480 knots (about 550mph), as the fighter rolls over heading for the horizon.

and long range. And from the
Weapons Status Display you can
keep tabs on bombs, missiles and
fiares.

The keyboard controls weapons
- guns, Sidewinder missiles,

B 9,600 feet above the Libyan desert at over 650 knots: lower lsft panel (Horizontal
Situation Display

) shows positions of enemy

bases, 5AM sites and the F-15's

naw cursor, The central block is the Radar-Electronic Warfare -
whils on the right the Weapans Status Display indicates the F-15's awesome fire-
paurpdemlg!

medium-range  missiles  and
bombs — and the throttle.

The mission for this super-duper
multimillion-dollar plane is, of
course, destructive. You're
required to fly in over enemy
territories, under their radar, and
bornb ' primary targets’.

The enemy send their own
fighters and surface-to-air

missiles (SAMs) after you. The F-
15 makers thought of everything,
though - while you tackle the
enemy planes, your flares
sidetrack their missiles, and chaff
and ECM jamming foils their
SAMs. But later it gets much
harder 1o destroy enemy aircraft,
because some have their own
flares and electronic jammers,
Every minute it %sts more
dangerous, and less likely you'll
return to base for that hero's
welcome and your rth medal . , .

—Imieky] __

“ Flight-simulation games
have been with us for many
an aeon now, some good,

some bad and some
indescribable. F-15 Strike

is good. lly the
game is neat: the wi me

__|comments|__

Control keys: multiple-key

programming makes this
conversion from Atari a must

for flight-simulation addicts

Presentation
Graphics
Playability
Addictive qualities
Overall
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Producer: Imagine
Retail Price: £7.95

he aliens are invading

I and Mag Max, arobo-
centurion, has been created

to save the threatened planet — just
in time. His builders were
destroyed by the attackers from
outer space, and Mag Max must
find all his components, scattered
about the continents. Only then
can he accomplish his ultimate
programmed task in this shoot-
"em-up from a Nitchibutsu coin-op

MAG MAX

original.

His defending craft can move
across the scrolling surface of the
planet, and through the cavernous
underworid that lies beneath its
skin,

Aliens come in a myriad of
forms: from death masks to
yachts, frem ice-cream cones to
Cyclopean balls. Mag Max can
evade but not destroy their blasts
and shots, and he risks losing one
of his six lives when he comes into
contact with the aliens or their
structures.

Craters pocking the planet's
surface and the passageways

P Inone of the subterranean levels, Max encounters a variety of alien fighters,

B Leaft of screen, Max on wheels roars along using the laser he’s just acquirad.

/ROBIN |

“ The brilliant 1 _screen raises expectations, but the first
time you play itm looks absolutely terrible; the graphics
are simple and monochromatic. BUT the game itnl?lsvw
playable. Mag Max Is basicaily a shoot="em-up with a few frilly
extras. Collecting the robot's parts adds a new dimension to the
game: with each part your ship becomes more | but more
vulnerable, because you Increase in size. For all this, it's not
ru:rﬂ addictive — thers just isn't enough depth. Mag Max is
et down its graphic presentation and lack of
qualities, and is certainly overpriced for an average shoot-'em-
up. L

Producer: Mastertronic
Retail Price: £1.99
Author: Icon Design

ummer sees bikers take to
the roads in PBritain's
prestigious Milk Race. 84
entrants, you included, pedal and
pant through 13 stages, displayed
on & map screen, over the
thousand-mile route from
Newecastle-Upon-Tyne te Londen.
As the road scrolls along
horizentally, you can mave from
side to side to avoid potholes,
other riders and the marshal's
cruelly errant car. The bike has 12
?aars; the higher the gear the
aster you go, but the greater your
energy loss in comparison with
lower gears, especially when
clirnbing uphill.
Gradients are indicated
onscreen, and ascending steeper
hills uses more energy. gompbata
exhaustion drops you out of the

20 CRASHJuly 1987

tour, but reserves can be restored
by picking up milk bottles standing
beside the road — pints for poinis,
S0 10 speak.

Hazard collisions cause time
loss, with some more serious than
others, and you can be eliminated
altogether on time-trial stages
where a specified distance must
be covered in a sat time.

Points are awarded for the
distance travelled aleng each
stage, with a bonus received for its
completion. The winner is the
cyclist who takes the lowest total
time to complete the course,

@ | enjoyed my first race, but

game quickly became
tedious. The graphics aren’t
revolutionary, but they're
satisfactory. it's the simplicity
that's the main problem; | didn't

even find it necessary to change
gear down hills. If you try and
get all the milk botties you can,
and make sure you stay out of
the way of the other riders and

the marshal's car, then you're in
the clear. There's not enough
g?wm justify even a price of

B At 25mph, you home in on a botile of milk to rebuild all that expended energy.




beneath transport Mag Max to
other, more perilous locations
where more enemies await.

Mag Max's basic armament is a
Super-Laser with a limitless sup-
ply of power, which can eliminate
aliens and their constructions (and
thus earn you points). And as he
gathers his components into his
ever-filing innards, he gains
strength, defensive force and fire-

power, \

Mag can alsc gather w
that doubles quadruples his
firepower; some invaders can only

— Imke___

“ Atfirst play, | really disliked
. g Vb s

fag Max because of the

-

9 The ics are awiful, the
riders look like hunchbacks as
they wabble along the road, the
buildings in the background are
cardboard cutouts; only the map
of Britain on the intro screen is
reasonable. Sound isn't too bad —
quite a nice little tune plays on the
map screen, but there’s not much
eise. It's annoyingly hard to keep
out of the many potholes, and out
of the way of other riders. Milk
Race didn't interest me enough to
keep me playing, and though it
might appeal to the yoqwgferpiayar
my advice is to steer clear,

MARK

@" There aren':ha other cycle-
race games on the Spectrum, so'l
loaded Milk Race with
anticipation. Sadly, the reality was
a disappointment. The inlay says
keys can baredefined, but | looked
high and low for an option, to no
avail. It's very simple to play; it's
nat long before control of the cycle
has been mastered and you can
race against the minimal and often
lerky graphics. Milk Race was
enjoyable to play at first but it
lacked challenge and variety, and
becomes boring by its
repetitiveness. The idea is good,

be destroyed with the special
lance in the robot craft's
weaponry. But each time he's hit
by an alien, Mag loses the last
weapon he acquired.

When a stage is compieted,
Mag encounters the leader of the
invading hordes — and must van-
quish him before going on to the
next level.

__/COMMENTS | __
ol keys: Q/A up/cown,
N/M left/right, SPACE 1o fire
Jm JInterface
2_|. :
it PRME RS (i
though ly detailed
‘General

Presentation
Graphics
Playabilit
Addictive qualities
Overall

but the game needs much more
excitement. "
ROBIN

Control keys: Q/A up/down, O/P
decrease/increase speed, M (plus
Qand Ai‘ct?(e seJec;tt gaalrs o
Joystick: Kempston, Interface
Use of colour: black road, white
sprites, simply-coloured

b round

Graphics: large, and adequatefor
the job, though jerkily animated
Sound: sin*ﬁa intro screen tune,
few spot FX

Skill levels: one

Screens: scrolling play area
General rating: insufficient game
challenge, content and graphic
variety make Milk Race an
indifferent choice for the average
games player

Producer: Firebird (Silver)
Retail Price: £1.99
Author: Soft Designs

hen the challenger drops
out, you are forced to
replace him in the kick-
boxing ring — and you find yourself
up against that foul-breathing
mean man Mick The Meat Kicker
gi.;si another abusive term for your

ectrum , . . .

You're able to move freely about
the isometric 3-D playing area, but
hard luck — you can't get out of it.

To protect yourself from Mick's
pulverising advances you can
punch and Kick both high and low,
or duck and block his aggressive
moves. Kicks score higher than
punches, but they're more difficult
io get home.

oth boxers' endurance levels
are reduced when punches and
kicks connect. Should your
computer opponent’s level fall to
zero he's defeated, and you pass
on to the next level and a fresh
combatant. But it’s your tumn to
throw in the towel when you run
out of puff.

Endurance reserves are
restored by either evading or
blocking an opponent's

ressive moves.

hout this bloodless
brutality a bonus clock runs down
at the bottom of the screen; the
longer the contest, the lower the
bonus scored when you defeat an
opponent. And when there's no
bonus left the contest is over.

{ CRITICISM '

@" Not another Exploding Fist-
type game, | thought - and, yes,
of course it is. But despite the
strangely-coloured trees and
yellow grass Kick Boxing is quite
enjoyable ... at first. The
combatants move around the
screen quite nicely, knocking
the hell out of one another,
though as with a lot of martial-
arts games the controls are
pretty difficult to master. But in
the end Kick Boxing left me

KICK BOXING

wondering ‘why bother?'. "
MARK

@ This latest in a long line of
beat-'em-up games shows that
the idea is wearing a bit thin. I don't
think kick boxing has been the
theme of a game before — but this
attempt to represent a fast contact
sport has falled, and badiy!
Graphically, Kick Bexing is very
simplistic;  the  badly-drawn
characters jerk about the screenin
terrible animation. It's also very
hard to get the hang of and
boredom sets in quickly. Kick
g?xgi;g"h poor value even for

®" Urgh! Kick Boxingis very
unappealing; tMapﬁcs are the
best aspect, they're pretty
unimpressive. And the controls are
very difficult to master. It's a pity -
a suceessful 3-D boxing game on
the Spectrum would be good. *

E COMMENTS '

Control keys: Q/A up/down, N/M
lefi/right, SYMBOL SHIFT to fire
(keys used in combinations for
funictions)

Joystick: Kempston

Use of colour: predominantly
black line on yellow ground
Graphics: jerky, masked
animation framas on 3-D
perspective atea i
Sound: poor, very limited spot
Skill levels: one

Screens: one boxing ring, with

increasingly competant
opponents

General rating: the
implementation does nothing to
improve a very thin beat-'em-up
Presentation 53%
Graphics 54%.]
m qualities 48%
Cvarall 41%

> The

Show, It's actually a high
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Get Geared Up Now!

We've resisted foryears, but our resolve has faltered — the
CRASHtionnaire indicates that an overwheiming percen-
tage of CRASH readers want an arcade game Challenge.

The most popular choice is reader versus reviewer (al-
though with the exception of Mike ‘Skippy’ Dunn, who
thinks it's a great idea, most reviewers have announced
long holidays starting NOW?). '

We'll get the shebang under way as soon as possible:
(maybe next month, though no promises yet), but in the
meantime get your form filled in and sent off if you think
you dare take on the awesome task of thrashing CRASH
in the gameplay stakes. You're asked to name the game
from the list below you would like to throw down as a
challenge to a CRASH reviewer, but beware: on the day
you'll also have to play a new game that you may know
npwmmnchﬂmuwnnwmnmmughm
entries, looking for the highest scores, and choose a
triumphant challenger. Meanwhile we'll toss up to see
who gets the honour of kicking off for the CRASH

CRASH will pay travel expenses from home to Ludiow
for the challenger, and there will be prizes too (just not
such big ones if you lose, though).

CRASH CHALLENGE GAMES LIST

Head Over Haels Spy Hunter

- Enduro Racar Ghosts 'n" Gabilins
]

I.lnm Mikeay

I've pendered | Iy upon the matter of The CRASH Challenge,
notice of which has stirred my imagination such that | am now filling
in this form with trepi _fﬂatimlnmhaam & s0ng on my lips and a pain
in my head. But here goes nothing anyway . .. I'd like to slap a

CRASH reviewer in the face with my left-hand glove, and challenge
thie unlucky so-and-so 1o a gams of:

F'm known for my modesty, but | iave totell you vé aiready scored:

RS T W e e S e WA R e A ek e R

Name o kil

Postcode ... ;

Telephone number

Age ...... :

Don't h around, get the form off this instant to CRASH CHAL-
LENGE, PO Box 10, Ludiow, Shropshire SY8 1DB.

S a8 B e oot i s ove e i

Producer: Activision/Sega
Retail Price: £9.99
International Plansts HQ,

Can innocent.  missicns

contraller hears a faint message
over the intergalactic intercom.
Out in the deepness of space,
terronists have overrun one of the
space colonies. There's no choice,
ne one else can help them — you
must send in The Cuartet.

This deadly foursome of Edgar,
Lee, Mary and Joe are the only
hope for the isolated inhabitants.
Each of the fab four has their own
special abilities. But you can only
control a maximum of two on each
of your conguests,

dgar has an astounding leap,
useful in jumping from platforms:
Lee is the quickest on the trigger
of his specially adapted w% -
beam gun. Young Mary is the only
one who can handie a powerful
bazooka and Joe is the fastest
mover of the four, To progress
through each level of the planet
one of the guartet must seek out
the mechanical monster who
helds the key to the next level.

On each level pirates jump out
of portals, attempting to reduce
your power. Blast them out of sight
or their attack results in temporary
pafalysis and a lowering of the
hero's unique power. Litterad
throughout the each part of the
planet are springs, shields, jet
packs and other bonus goodies —
all of which help The Guartet on
their guest for the ultimate one
hundredth level and freedom for
the planet.

osily tucked away within

®" Having played just one game
of Quartet | felt I'd seen enough.
The screens are of three basic
designs - containing a good
mixture of colour and detail but
nothing inspiring. Control of the

characters is very slack and
tiring to use. The baddies are a
boring bunch, neither originally

or well animated.

Because of Quartet's lack of
variation and its simplistic game
concept, addictivity is- very low. |
couldn't stand going through 99
levels of this just to defeat some
gormless collection of terrorists.

: PAUL

.f“ Quartet jse?i?:irglg !hoseh;ypss
ofgames you ve or hata at
first sp‘ghf?oAﬂmugh the idea of
hacking around tryving to save
hosta and/or destroying the
terrorists' HQ by shooting all and
sundry is not new, Quartet is good
fun for a short while, but it tires
quickly. Which is a shame,
because the graphics are
reasonable on the Wwhole, and
some backdrops are nicely drawn,
Anaverage blast 'n’hack game. "

MARK |

@ " Oh dear, this really is a poor
game. The graphics are very bad,
and there's absolutely no
challenge to any part of the game
whatsoever. My first play, during
which | expected enly to find out
how the game played, eventually
lasted something in the region of
twenty minutes, getting me to level
13. As | said, no challenge. In my
view, whatever it costs, it's a
complete waste of monay, **

Control keys: definable
Joystick: Interface 2

Use of colour: monochromatic
sprites, but varied surrounds
Graphics: poor

Sound:

Skill levels: one, two-player
option

General rating: a tired and
unchalienging arcade game from
Sega

B Difterent tayouts, but unvarying design characterises Quartef

-l




* Inthe War Zones of Terra the fale of @ warld hongsin the balence. Your task st navigate the muti-level grid,
defending against the invading forces, whilst you atfack the forresses within the war zone on your search for the
vital cade necessory to breach theenemiss' stronghald:

Fast. .. very fast Arcade res
Action to test the

keenest of reflexes. Music by W.E. Music

s l
STARLIGAY, | S5
Strategy fo fest -
A K =

the finest of minds, | ¥ - =
! S i A ! R

B S——

Watchout for two great new relecses frorm STARLIGHT. Greyfell cnd Bogfight 2187
coming o your local retaller on Speairum, CBM and Armstrad

C64/128 cass. £9.99 C64/128 disk £12.99 Amstrad cass, £8.99 Amsirad disk £14.99 Spectrum £8.99

MAAR OREER I vour chaler i miles aweny o Bam arder from us sangvour crossad cheguaP.C. misde cutio
Aol L. Coinohiding your awn rame anc Gridrass toAnnasan PO Be A6 Larcion MW NG
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Producer: Virgin Games
Retail Price: £9.95
Author: Sentient Software

alcon, agent of that future
F organisation TIME -

Temporal Investigative
Monitoring Executive ~ is out to
clip the wings of a rebellious Time
Lord intent upon meddiing with
precious time artefacts in this

e based upon the popular

alcon book series.

Falcon’s mission begins from
his headquarters, the Elger Vault,
where his timecraft Falcon's
Wing awaits. Inside the ship a
control panel displays databases
on the artefacts, on the inhabitants
of the eight different time zones
where they're kept, and on the
renegade Lord.

On leaving the Falcon's Wing,
which is immediately disguised,
Falcon can rove and jetpack his
way through 70 flick screens.

rogrammed Cydroids shoot at
our faithful agent, reducing his
stamina — and when he's no
strength left he returns to his craft.
His stamina is restored by

Producer: US Gold/Namco
Retail Price; £8.99

ouareina race against
timeacross  achequer-
board floor. .. and

hazards like potholes, hurdias,
tumbling crates, Coke cans and
rats get in your way and can cause
you to stagger, fall and lose timea.

THE RENEGADE LORD

activating the -ship’s Auto-Doc
system.

Falcon’s weapon is a rapid-
response laser gun; he can also

& Falcon's Wing is approached by
hostiles in its quest to police Time
itself.

METROCROSS

Land on a green square, and
you're all but brought to a halt.

But you can gain extra energy
by jumping accurately onto
springboards, landing on
skateboards or kicking green
cans, and  hurry toward
completing one of the 24 levels
befare time runs out.

Points are scored for every three
sguares moved in this conversion

1LUP

o020 10
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P Stage Five, and the hurdles and slow-down pads appear

E-e
B

o

EFREERT

dedndadadnd
fndadnlaladndn

find Power Of Will tokens to
protect himself and Thinkstrike
discs which immobilise enemies.
And there are useful items to be
picked up.

But Falcon's time is limited; and

— Imke]___

* Falcon isn't much fun at
first, but it grew on me lithe
Eltlia. , after a while |

want to it any
more. The 'ma are
average: some time-
Nentve el s e
attractive the bas-relief
animated. ™
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____ImaARK |

some h:liwopa and the
and whizzing through

me, "

time-zone choice

on a head-up display are brilliant, the game doesn’t grab

he must complete three missions
quickly to vanguish the Time Lord,
though even Falcon can never

kiif this enemy . ..

titte screen - no nlco
graphioaorh.lm-m
alcon is tedious. True, as

soon as the begins you
get into ' action with
baddies shooting at you; but
there's nothing to catch the

. And once
you've visited each time zone

__/coMMENTS [

Control keys: Q/A up/down,
O/P leftfright, SPACE to fire
aloysﬂck: empston, Interface

Use of colour: varied and
often attractiva

Graphics: interesting j
backgrounds, but poor sprites
and animation

Sound: below average
Skill levals: one
Screens: T0flick screens, and
display screens on the ship
General rating: above-
average game with an
interesting idea, but lacking the
pelished graphics and more
involved content that would
make a hit
Presentation 710%
Graphics 68%
Playability T0%
Addictive qualities  63%
Overall 64%

of the famous Namco arcade
original, for swapping

skateboards' and for passing
beneath a bridge at the end of a
stage. Kicking blue cans also
8arms you paoints, and jumping on
them stops the timer for two
seconds.

Ready, steady, go. . .

Fi38s

Presentation
Graphics
Playability
Addictive qualities
Overall

Producer: Ariolasoft
Retail Price: £8.99
Author: 39 Steps

ot on the side of the

angels (for once), you must

penetratetheorbital prison
of Triaxos and free the only man
alive who can activate the galaxy's
mast pawerful weapon.

The infay doesn't give a reason
for all this, but yours is not to
guestion why . .. oh, and you've

ot just 30 minutes to complete
the job,

Triaxos is composed of 64
isometric 3-D flick screens, each
representing one small block. A 3-
Dcube at the screen's top displays
your position on Triaxgs.

The blocks contain pulse-firing
protecting droids, programmed on
five levels, but luckily you didn't
forget to pack a droid-destroying
blaster.

programmers’ unappealing
colours. Tha plot's too thin to
involve - just bl up a
fow aliens is not my idea of

Some blocks have a ‘face-lift’
device which alters the orientation
of the room, shown on a lower
screen display, turning walls into
ceilings and vice versa. Using this,
other rooms can be accessed —

___/maRK___

* Triaxos is one of a long line

1 L re
E‘hrnliulckemps‘ton Interface
Use of colour:
monochromatic play area;
cholce of background colours.
Graphics: small sprites,
Screens: 64

and you can aveid falling to your
death through apertures in the
floors.

in one block there's a cloning
booth that allows you to replicate
and so guard yourself against
possible h, but using it drains
your personal power,

But mast importantly you must
collect the four components of a
laser capabla of destroying the
mind probe which approaches to

interrogate your target . . .

__|commeEnTs [ _

Control keys: A left/up, Z
right/down, N left/down, M
right/up, SPACE tofire

¥ Looking for the anly man alive wha can blow the galaxy to smithereens in Triaxos,

the orbital high-security prison

| NN = £ = R |



Producer: Keep Publishing
Retail Price: £1.99

ed up with Smash Hits? Still

trying to work out what NME

standsfor? Is No. Tanumber
51 in your ratings? If the answer's
‘ves’ to any of the above ques-
tions, then Keep Publishing could
have a little package designed just
for you. No, not a game, but a
fortnightly music magazine for the
Spectrum.

Every two weeks you could
raceive a single cassette that may
well solve that inky fingers prob-
lem associated with the traditional
music press, and give you the
latest lowdown on the pop worid.
Shake comes in the form of a nor-
mal cassette and inlay. There's no
literature to read, just load in like &
normal game. To keep you
occupied you may be presented
with a word square to unravel or

even a few pop trivia questions to

be solved before the first section
has loaded.
Section One presents the

magazine's contents, which can
be chosen from a menu. Just like
any other magazine there's an
editorial, written by the editor,
Roger N Foster, containing some-
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b Some details on Newcastle band The Shotgun Brides

thing different each issue. Further
content usually consists of ele-
ments such as record reviews,
Reflections and Breaking Out.

As many as 20 recently released
singles are reviewed, and infarma-
tion given on up to ten LPs.
Reviews state the record's fitle,

recording company, plus a few
critical and informative words by a
named reviewer, and every issuea
record is awarded the prestigious
Star LP accolade. Musical tastes
vary from artists like Five Star,
Swing Out Sister and Curiosity Kil-
led The Cat to the less well known
Lillo Thomas and Boston.

Clapton history.

» Eric Clapton isn't 2 dead duck! Shakes scrolling news is fleshed out with the

Reflections contains a short
piece on the music that inspired
current hits. Issue Ten's was
based on the inspiration and
music of Edwin Starr. On the other
hand, Breaking Out looks at cur-
rent greups with a potential 1o be
stars of the future.

For the quizzologically-minded
& crossword puzzie features in
every issue of Shake. You have
two weeks to solve the pop
problems comtained within the
squares until the next issue comes
out with the result of the previous
crossword and a completely new
one to tax your musical mind.

After perusing Section Cne you
can load in the next part. Section
Two consists mostly of musical
news and charts. Fans of musical
statistics should love it because
Shake contains a large selection
of charts. As well as the usual
current top UK popular singles and
albums, there's also a chance 10
see lowdown on the soul charts,
meander through the mellow
sounds of the Killer Cuts, and
storm your way through the top ten
Heavy Rock singles of the
moment.

Of course not all records run
high in the British charts, Shake

offers a run dewn on hits running
fast in American and ‘Canadian
charts — although these vary from
issue to issue. lssue Ten even
provided an Election chart of ten
singles most apt for playing on 11
June,

Regular News displays
information en tour dates, current
musically orentated books and
sometimes even obituaries on
recently passed away popsters.
Newsflashes in the last issue we
received gave information on the
new Spectrum-3, the coming of
the Beastie Boys and the Radio
One ban on George Michael's
latest single.

Section Two alse contains
major features, such as Decca
Through The Sixties, and Eric
Clapton — History Of A Man,
covered in full detail with
accompanying digitised pictures.

The third and final load offers a
small Pop Master quiz based ona
changing theme, and reports from
outside correspondents on live
performances around the country
from bands touring the UK.

Shake side two acts as a
showcase for new bands, a
chance to give the public a taste of
their music. Keep Publishing
releases a recording of an
emerging group every issue, to be
given a listening while a digitised
picture of the artist(s) is displayed
on screen, together with band
background information,

Because he's planning on
becoming a musical superstar
soon, we asked Robin Candy for
hig opinion on Shake.

a;
|

&
s

Shake can be obtained from
Keap Publishing Ltd, Suife

3.2, Epic Houss, Chearles
Straet, Leicester LET 35H.
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The Atari 520 ST gives you the power
to defeat deadly enemies, slaughter
monsters and outwit cruel captors. |

Gauntlet - U.5. Gold. Enter a world of monsters, mazes, Tai Pan - Ocean. Voyage to 19th Century Hong Kong for
mystery and combat in the ultimate rofe-playing fantasy game action and excitement with pirates, smugaling and mutiny.

Metrocross = U.S. Gold* It takes lightning reflexes to get Arkanoid - Imagine* The latest smash-hit coin-op game|
past the potholes, obstacles and forbidden zones to reach Are your reactions quick enough to handle 33 different play
the other side. And that's just the beginning! SCreens?

Star Raiders - Atari. Star Raiders are the only force strong Flight Simulator Il - Sublogic. Take the contrals of a Cessna
enough to hold off the Zycroids. Your task s to command the 182 'or Learjet 25G. With- high speed 30 graphics for take-offs;
Starcruiser - are you up to it? landings and acrabatics, it's just like the real thing!

*Screenshols dllam |
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1st Word Plus - G.5.T. Professional word processar featuring Superbase Personal - Precision Software. All the features

WK speliings and integration of graphics including st Mail of GEM combined with full relational database power Easy to
for full control of form letters etc set up, flexible, plus unique picture index facility,

Fleet Street Publisher — Mirrarsoft. The complete desk-top ViP GEM - Silica Distribution. VIP Professional is an inte-
publishirig package, Gives you page make-up combining text grated spreadsheet, database, and graphics package. GEM
and graphics for sophisticated, professionalloaking decuments environment plus Lotus 1:2-3 compatibility

Mixing business with pleasure is no problem with an Atari 520 5T.
Not when you've got over 1,000 software titles to choose from,

You'll find all the latest games and a2 huge range of business titles
from the top business software houses. And the rangeis growing allthe time,

You won't be short of power, either. The Atari 520 ST
is twice as powerful as most business micras.

So you'll be able to create spectacular colour
graphics. Even animate them to make your own films.

It you're musically minded, you can compose and
play a full symphony.

Or, for those who'd rather write programs than

music, the 520 5T supports over thirty
programming languages.
In fact, whatever you're looking for in
a computer, you'll find it in the Atari 520 5T. WORKS HARD - PLAYS HARD
]

o am the erigingl Arcade game. i you require any turther information concerning software featured please write to: PO Box 555, Atasi House, Railway Terrace, Slough, Berks 512 522
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“Retailers dgmt always have everything.in st
“power to get it for you, then we will, ANE
issue of CgASH_! can be ordered by ushye '
Butto aveid disappointment, please ring first gC
: backed by the resources of N§
AN TIX, which has been suppl
for over 3 years, so yoyiin be stge: 3
il order catalpgue involved, just use the price ‘quoted in the review
retail price. Shouldiyou have any qu i prices, justring
1

'will advise you

! Ly ] o 3 -
" € af the discagint coupons on the form'— £1 o#f orders
worth.miore than'€20, and 50p off orders Wor : lm‘lﬂ. Additionally, CRASH
Su_‘ I are automatically entitled to furthéPdiscounts an every iterh ordered. We
makene charges for post.dnd packing (within the UK). '
‘ Nﬁthhﬁt_;ﬂdd simpley < fill in the formtoday and order whatever you like.
4 ’ s - k!
= == B ENS S S mEE = z
CRASH MAIL ORDER FORM
Telephone Ludlow (D584) 5620
Please send me the following items:

Titie (BLOCK CAPITALS please) Software House

. = 94
i Anyone may |

&

SPECIAL DISCOUNTS il
£1 off any order worth more than £20 less discount £
50p off any order worth more than £10 Shete

Sarry — only BNE voucher per ordar!

PLEASE NOTE; Some software reviewed may niot be availabie until its release date, It youl are in any doubt
about availability, please ring first. We cannot be held responsible for delays resulting from late or non-release
of titles when previewed before their official rélease dates were known,

All prices are as quoted under review headings or known retail prices.and include VAT, CRASH makes no
charge for post and packing inside the UK. Customers in Continental Europe should add the equivalent of
70p per item ardered, Outside Eurgpe, please write first so that we may advise on postage rates,

How to pay: Please make chegues or postal orders payable to NEWSFIELD LTD. i you wish to .

pay by Access or Visa please fi in the form below. Please do not send any coinage, =
Name ) W
‘Subseriber no, (if applicable) A s
Address
Postcode
Please Debit my Visa/Access Account. e Py W
| wish to pay by Visa/Access (delete as applicable) _ if. I
Signature Explry date
reseemmmeanoo | [ T T T [ T T 111 1T TT]

[ ]
.
CRASH MAIL ORDER, PO BOX 20, LUDLOW SHROPSHIRE SY8 108 L8

Please do NOT enciase this form/payment with any other correspondence to CRASH Magazine editorial, as
it will‘only detay processing your order and may result in loss,

[ =




To help you destroy ._:] kndnee:
the aliens JTARRAIDERS

and defeat the
taxman,

| we’'ve massacred

| the price. £L|Lp=| ==}5 _

_L_II NG »LI

For a limited period, the Atari 520 STM is even more of a knockout than usual.

We're offering it for just £449.95 (inc. VAT) complete with SF354 disk drive,
'. S5M125 mono monitor*a mouse worth £24.95 and 1st Word, worth £49.95,
%! So as well as saving you from the enemy, the 520 STM will also save you £184.
- | Youd better hurry though, because it won't
i vea ox ATAR| 220 STM
l be long before our stocks are wiped out. WORKS HARD ' PLAYS HARD
I *Ofer Includes mono monitor, The S205TM plugs into & standard cofour T,




Producer: Melbourne
House
Retail Price: £7.95
Author: Silhouette
Software Systems

orids are about to collide,

The wizards can prevent

catastrophe, but con-
sumed by their greed for magic
they do nothing.

So you take it upon yourself to
save humanity. As a novice wizard,
you must elevate your power by
reaching the Fifth Level and break
the links that draw the worlds
irrevocably closer.

Your shield against evil has
been revoked by the Council Of
Wizards, leaving you vulnerable to
attacks from evil creatures — spid-
ers, eyes, and stomping feet. Per-
sonal power is reduced by casting
spells and by colliding with ewvil
entities; itf's rast:;gd with the
pass of time, by zappin
&vil beasts. o

Runes selected in the correct
order generate a spéll. The Rune
Spell destroys enemies and
makes them leave behind a rune
which must be picked up before it
disappears. Some runes are found
inthe Dark Side, and to reach it the
correct dark spell must be disco-
vered. Side effects can occur if the

—

- Becoming an experienced wizard in Wiz is very much a matter of clever spell
salection.

the rune sequence is incorrect or
incomplete . . .

(iIn Read Spell mode all the
spells you've learned can beread.)

@ Wiz is really dire, and that's
putting it politely. The graphics
look like they've time-warped
from an earlier period of Spec-
trum games, and it took me sev-
eral minutes to realise the main
character sprite is a wizard. The

colour ciash as meanies wobble
around the screen has to be
seen to be believed. Steer well
clear of this. "

MARK

@ " Th Malbourne House still
insist on distinctive expanded play
areas, Wiz is much more involving
than some of their recent releases,
But despite the rapialy-scrofiing
and well-adomed play area | was
very disappointed to see that the
two worlds of dark and light have
exactly the same structure andjust
differ ih colowr — it means lots of
refracing your own ftracks. So

make sure Wu'm got plenty of
time to play Wiz, and a graat long
piece of paper to write all the spells
on. All this fairly addictive game
lacks (s a title screen and some
sound. effects or a tune, which
would add immensely o the
atmosphere. "

PAUL

® ' The poor raphics of
Wiz exacerbate the lack of playa-
bility, because of the different per-
spectives; having characters seen
from the side and the scenery from
above looks unattractive, and the
chunky scenery itself isn't very
nice. Firing and moving at the
game time is impossible — once
you've lined yourself up with an
evil being, you have to stop to cast
a spell at it, by which time it’s run
off somewhere else. You might
find Wiz passable if you've got
bundles of patience, but | doubt
anyone whao's paid full price for
this level of unplayability will have
miuch patience with anything. "

Producer: Addictive Games
Retail Price; £4.25
Author: Kevin Toms

lections are held every two

years in your country, and

your success as President s
dependent upon opinion polls,
Political events affect your stand-
ing, too = winning tank battles
improves your popularity by two
per cent, but allowing your people
to be hungry takes it down one per
cent.

You rule the main ‘oil screen’.
This is the battleground for tanks,
which you control in combat -~ and
the centre of your country’s eco-
noy.

You can survey for oil, bulld rigs,
build roads for tanker trucks and
sell the crude on the international
market; to feed the oil workers you
must plant the right amount of
crops, and to protect them set up
anti-aircraft guns.

The value of your country's cur-
rency is based upon -goid pur-
chases and reserves, and you
must keep your currency strong to
purchase oll-production
equipment, military hardware and
food. Gold is bought in the futures
market, affected by future world
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PRESIDENT

growth — by anticipating growth
rates, you can buy gold when
prices are low,

To maintain your country's
health, money must go on
preventing diseases; epidemics
are made worse by food shortages
and the disruption caused by
explosions, but food
overpreduction increases your
people’s resistance 1o disease,

An Income And Expenditure
listing is given for each month and
from this a balance-of-payments
figure is obtained — ancther factor
in your popularity.

@' The inlay is similar to the
cover of Harry Harrison's book

B Enemy tanks ranged on the left, threaten yours. Once the cursor is placed over &
wmm;;:;mr&mn%moﬂmthmﬁhwwnﬂmumm-ln
case a vehicle,

Stainless Steel Rat For President,
but don't be misled. Harrison's
book is brilliant, and President is
of really, really low quality. The
graphics are tiny, animated
awfully, and coloured badly. Is
this compiled BASIC? If not, it
must be someone's very first
attempt at machine code.
President is boring, badly written
and unplayable. "

MHKE

@ This is just too tedious for

R

S B

Viia

words, Every deciston is carried
out over and over again. | know
this is how a government is run —
but there could be other elements
like campaigning and revolts,
which would have livened it up
immensely. | didn't find any of the
small stages very taxing, | never
fait | was in control of the country,
and it all seemed far too random
for realism. President might be the
best game of its type, but the
whole concept is very boring. **
[3

i




Control keys: definable (no option
to redefine though)

Joystick: Kempston, Interface 2
Use of colour: scenery changes
within play area, backdrops dif-
ferentiated batween light and dark
Graphics: good scrolling, but
rather inspid characters

Sound: poor

Skill levels: one

Screens: scrolling play area
General rating: convoluted RPG
type with poor playability

Presentation
Graphics
Playability
Addictive qualities

Overall 33 Y%

@ President brings to mind
Football Manager, and like that
it's interesting for a while. The
concept's good - building up
and maintaining your country's
Mmumﬁ fighting the odd war
and making import/exports -
but there's no action, and | soon
fired of it. it may appeal to
strategists, but not to many
battle-hardened blasters, "

Control keys: Q/A up/down, I/
P leftiright, ENTER to fire (or
CUrSors
Joystick: Kempston, Cursor
Use of colour: very simple
Graphics: character blocks
Sound: 'at the third
stroke ... '
Skill levels: one

5: one, plus menu
SCreens
General rating: a game old-
fashioned in appearance,
lacking in real challenge, and
short on appeal

Addictive qualities
Overall 29¢

PULSATOR

Producer: Martech
Retail Price: £7.95
Author: Softeam

ive electric pulses going
under the wide-boy names of
Arfur, Nigel, Vince, Boris and
Vince are locked behind prison
doors in a five-level mazework of
increasing complexity. A fellow
Pulsator sets out in a rescue bid.
To find his friends our bulbous
hero must navigate his way
through a warren of angular path-
ways. Some are barred by num-
bered gates of six different types,
which are opened and closed by
passing over similarly-numbered
activating sensors.,
The pathways are contained
within 48 fiick screens; the

—___[RoBIN]____

“ Pulsator

pasition of the Pulsator is given at
the bottom right of the screen.
Transporter blocks help our hero
along, moving him to different
areas of the maze.

But it's not just everyday
‘pulsating. The mazeways contain
lethal electrical pads and single-
direction passages, patrolled by
opposing pulsators who become
increasingly intelligent with each
level,

A gate pulse, when touched,
reverses the status of every gate
on a level and then self-destructs
to prevent Pulsator changing them
back; killer pulses can take one of
his six lives, and others drain
power, though this can be
replenished by collecting oil cans:
others eimply block passageways.

But our globular hero packs a
pistol with which he can destroy
nig attackers. Some of them can
temporarily disarm his weapon,
though, and  indestructible
‘nutters’ retaliate viciously if he

fires on them. Killing enemies and -

collecting  objects
Pulsator's score.
Contact with a shield puisator
provides additional pratection for
30 seconds - repelling attack and
killing enemies if they touch it, A

increases

— Imikel

“ Well, Fulsator is not the
most awe-inspiring game
I've ever gm The
ar. 5 are special,
a there’s not much

—————

variation in the gamepiay. It's
not actually FLAWED, but it's
nothing new. "

__ /maRk]
** This one didn't do much for
me, I'm afraid. W's not a bad
game - the ics are
quite smooth, the little ball
bounces round the screen in
a very convincing way — but |
can't help feelli that it's Iul"l

attempted

Paradroid. Still, there are
some good ideas, such as
door mechanisms activated
by sensors and baddies
which can help you, But
Pulsator just didn’t hold my

interest for very long.

thief pulsator takes everything the
hero carries.

To release the imprisoned
pulses, the object of Pulsator, the
eponymous electric adventurer
must find keys that fit theirinitialled
prison doors — and release one on
each level before the next can be
reached.

__[commenTs |

Control keys: Z/X Iafb'ﬂﬂht. K
M up/down, SPACE to fire
3 : Kempston, Interface

Use of colouir: gaod variety,
and clear #

Graphics: simply-defined
shapes, d bali moverment
Sound: limited spot FX

Skill tevels: one

Screens: 245

General rating: a playable
maze game with less lasting
appeal than expected

Presentation
Graphics

Playability
Addictive qualities
Overall

66%

B That's you, over on the right under the numeral *1', while on the left is an uniortunate puilse behind his fettered prison door.
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Producer: Ariolasoft

Retail Price: £8.99

Authors: ‘Tag’ and
Pete James

reachery is the Varg's mid-

I die name; it's also their first

and third. They're that kind
of race. And they're sending hun-
dreds of combatants into the
Deathscape, a gladiatorial arena
where disputes are settied.

Varg fortresses have been built
in the Deathscape — they must be
destroyed. You have been chosen
for the task in this ten-level com-
bat-and-navigation game.

You fly a a variable-speed
fighter down a space tunnel.
Indicators show your proximity to
the tunnel walls, which through
friction and contact weaken the
craft's two shields. The fighter can
reach other levels through tunnel
junctions.

A gnid map shows the craft's
position and direction as well as
fuel dumps, enemy fortresses and
generators. Some regions of the
grid are neutral and contain many

generators and fuel dumps; they
belong to the SOL FEDS. So
discretion is essential if you're not
1o be labelled a rogue pilot and
have your mission terminated.

The Vargs have five types of

Producer: M.A.D.
Retail Price: £2.99

rik is a bouncing ball, cbses-
sed with changing the col-
ours of the blocks that share
his screen. This he does by bounc-
ing upon blocks at the bettom of
the screen; with each bounce the
block’s colour changes, and when
it matches another block at the top
of the screen then Erik can move
sideways 1o adjacent bouncing
grounds. There's a point for each
bounce.
When all the five blocks that
make up a level are the same col-
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drones - fighters, scout craft,
bombers, suicide ships and
interceptors — attacking along the
tunnel's length. They can be
destroyed for points.

Your craft carrigs rapid-fire
plasma cannons (capable of
autofire) and up to eight target-
seeking missiles (TSMs). An extra
TSM iz acquired when a Varg
fortress has been destroyed, and
a blue square registers,

____[mike |

representing part ef the "Varg
Code’,

After ten blue squares have
been activated the drone-produc-
ing Varg mother ship can be
reached. Plasma cannons are
ineffective against the mother
ship's armour; four missiles must
strike the wulnerable reactor
casings. Destroying these gives
you extra missiles.

It your own contral ship is

"'l*lnpachalnuil
{vh.w-:
uﬂhe

because of the

; | liked the artwork, but

ed mmﬁpdbﬂn’lnuﬁmmThun’snnmm
apart from the minor awkwardne:

I.-.nttl-maa ‘design itself is a
letdown. lﬂdn‘iplﬂilforaslongnl most shoot-'er
action, So there's nothi m

here; but Deathscape is a fast and pretty shoot-"em-up.

Wik

B Your hands at the bottom of the screen guide defily guide your fighter through the
Deathscape.

___[roBIN]

iﬂgathlﬂ.llld afew

game to cure you of

“ Certainly an original idea, this. The '
Brieohgiiory m;mww#m

minutes you can be
Uihe happiy.1 didn'tfind 1 very sl "'—mma“ '
~mmmmemanmxhh?gomnm m::n;

|

(]

our, another level is automatically
introduced, and Erik repeats the
exercise.

But things aren't that easy for
this cherubic rotundity. He's
chased by a collection of
puncture-producing  articles -
rings, chain links and boxes —
released after a short countdown.

Erik can defend himseif with
fish-shaped bullets which he fires
upward from his head. And he can

replenish his ammunition by
collecting the falling bullet
canisters, He can also stop his
bouncing to aveid the chasers.
Bonus objects keep falling on
his head: a cylindrical sateliite
(nicknamed Ring On A Thing) gives
temporary protection -against
chasers, an air cylinder gives an
extra life, a ‘tick' corrects the
colour of the present level blocks,
and a five-pound note increases

> Cue Bert, the bouncing crazy ball.

|




activated you can teleport back to
defend it with its own plasma
cannons. After a successful
transfer, a view of the control
ship's cockpit is activated and six
anergy bars displayed. Should
three of these fall to zero them the
ship is destroyed and your mission
is. over. But if you repel the
attackers, you can return to battle
with two extra missiles in your
armoury.

Your fighter has two
independently-emptied fusl tanks;
when a sideways movement is
made, the tank on the appropriate
wing is emptied faster. Fuel levels
can be topped up by destroying
fuel dumps, and the destruction of
generators re-energises shields.

Just remember — treachery is
their middle name . . .

Presentation T0%
I Graphics 3%
Playability 61%
Addictive gualities 5%
Overail 57%
B et )
points,
When Erik has successiully
completed four levels the next of

the eight backgrounds is
introduced and away our bouncer
goes ...

_fmmi_.

ALIEN EVOLUTION

Producer: Gremlin
Graphics
Retail Price: £4.99

fter nuclear war, the Earth
becomes inhospitable to
human life and is soon
populated by aliens. The human
survivors retreat underground and
in desperation construct an
android, the Cybourg 64, 10 extar-
minate the aliens. But as each gen-
eration is destroyed, a new, brigh-

—_Imikel ___

ter, more deadly strain evelves.

you amused.

The Cybourg starts with six lives

“ Alien  Evolution is  an and an arsenal of ten mines, which

appealing garnn with protty he ¢an lay around the devastated

jraphics; but visual appeal landscape; bombs, TNT and las-

'twuryﬂ;l‘g It's very well ers are added latér..Some aliens

the gameplay are invulnerable to particular

is all there, but | got weapons, but destroying others of

quite soon. Despite its high- COUrse Barms you poaints.

rance, | see The letters E X, T, R, and A

Alien Evolution as just a appear among the constructions

jazzed-up puzzle-cum- on the earth's surface, and can be

arcade game picked up to build the word EXTRA

for bonus points, But aliens can

. ROBIN

“ [thought I'd loaded Ant Attack {an ancient-pre-CRASH —game)
mistake. Alien Evolution is ically very similar to the likes
Ant Attack and Zombie Zombie, featuring high-class isometric
gmplich still good by today's standﬂl:h.. th the scrolling
and animation aren’t up to much.“m NI:‘rﬂu wr:'s&ﬂh:n
enjoyable in its own right. Playable virtually from s
some nice touches I:za bubbles around to trap nasties.

Ammoughnsmnbhmpoﬁmo,m'umum action to keep

destroy the letters . . .

Strings of transparent bubbles
give the Cybourg protection
ggainst alien attack and can be

used to pen in clusters of alien
eggs (harmiess till hatched).

__|comments|__

Control keys: deﬂnable four
directions plus FIRE and USE
mundﬁ.r{empﬂo Interf
Joystic n, ace
2, Cursor
usuﬂlaolour blue-and-white
gfyl right surround
:iast sund detailed
g&m eﬂec;iu_va though slightly
Y. &croling
Sound: a few spot FX,
reasonable title tune

scmena.sumllhq

General rating: it's derivative
of a good format, the graphics
havestood the test oftime, and
the game is highly playable —

»  From Spain comes this 3D Ant Attack lookalike at Gremfin Graphics's new midi

range price.

O LAPELEL

il HEZ&-

BEEEREBEEEDR '

but weaker on lasting appeal

Praesentation
Graphics

Playability
Addictive qualities
Overall

WU LIV Yeieyssy
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GREGEL

z: with their i ‘ X d
<ked 1o remind people who had any trouble Wi th Rider, which | find nigh-on

I've hee _ s Mastertronic. See last What & vary timely letter, Mat! y A
Amaurote 128 version, 10 send it back to ilar problems may have People will sumgt | wrote. it E;pz?s??g mg:%“g‘f:f%‘]g
i eSOV CEEBERI | specially for this issue, because as way the game s not so hard as
. ner of the mapping compet gl |0V can now sce. the Powers That to put you off straight away, but

month is saying that the WINRELE. (0 o day (as | write it has now [t le T TV FIEeeRnints e Y a4 s

just hard enough to keep you
coming back for more ( Is
'n" Gobling, | Ball for instance).

been picked, when itonly

closead).
Enough of that,

drop the Value For Monay rafing
from our reviews. Can anyone
argue tha! Leonardo da Vinci's

ch include a couple of
But first, Letier of the

and on with the letters, wihi
d two positively seethings

disenchanteds an Mona Lisa becomes a better or a 2. Contentor graphics? Thera are
Month . . . worse painting day by day lots of games that are all gloss
because influences iike the and no content (N the

the minds of a great many of us. international rates of exchange Warlock), and then thare are

VALUE FOR MONEY In an ideal system, each |mean it's worth £50 million one ‘games with graphics and

reviewer would be given a game | day and over £90 million the nexi ? sound that isn't up to. much,

Dear Lioyd tape and pla}:ing details and |Mt's st the same painting, but are very, very playable

This month, as usual, | find myself
disagresing with the opinions of
many cfthe reviewers. | appraciate
that, as you've stated many times,
the reviewer's comments are
purely subjective opinions, | feel
that the judgements given are
often swayed by factors such as
game price, publishing house and
maybe even by the author's
reputation.

This is not an indictemeant upon
the reviewers, more a reflection
upon human nature. |, for one, still
find it difficult to compare £1.99

ames aiongside their full priced
?2?_95 upwards) counterparts,
witheut feeling some degree of
bias towards the full-priced item,
In the software world, more than
any other, the old adage "You get
what you pay for!' is proving to be
less true by the day, but it's an
attitude  that  persists, having
become subconsciously lodged in

nothing else. Then in isclation,
they would play and review the
game with a mind relatively free
from preconceptions about what
the game QUGHT to be like, both
in terms of quality and value for
money. Having written the main
review, they could then be given
any remaining details, whereupon
they would write a brief summary
based on the extra information.

If nothing else, such a system
would at least ensure that each
game was taken on its'own merits
and that they all started equal,
even if they don’t finish that way!

Before | go | must just mention
one review that | DID agree with:
PAW. It's awesome. Well done
Gilsoft for being one of the few
soflware houses that can truly be
called innovative!

Thanx for your time Lloyd
Mat Broomfield, Basildon,
Essex

whatewver it costs,

At the more humble level of
Spectrum games, it's rather hard
for us to be kept.in the dark about
game prices — adverls, press
refeases arid reviewers’
presentation packs usually offer
advance advice on price. What's
important Is- that collectively, all
invalved with games reviewing at
CHRASH have decided to try and
forget the cost element when q
reviewing (unfess if's an essential
part ofa review nowand then), and
treat all games as equal starters
ragardiess of their price.

You're the first person who's
written  suggesting such  an
attitude, Mat,:30 1'm giving you the
prize for Lettar of the Month. You
wanted two CRASH subs, one for
yourself and one for a friend, rather
than any software — consider it A 3
dane. 15 launched # should be
LM playtested by -about five
mdividuals, and then the price
set according 1o their opinions
of its worth. This way the

(Gauntfet-naff sound, average
graphics, but as Mike said in
the review, “WOWN what a
gamel’ Programmers should
aim for a balance on these
points (as Jon Ritman and
Bemie Drummond did in Head
Over Heals), but if graphics
have to suffer to make way for
content then so be itl {but never
the other way roundl).

.. Price range (value for money):
the price range (in my eyes)
should be from about £7.95 to
£12.95 (at the most), aithough
GAG, PAW, budget games and
a few others are sxceptions fo
this rule . . . but mostof all the
games should be priced
dccording fo their worth, which
is indicated by the following
two guidelines; before a game

quality of programming, the

initial difficulty and the everall

Deathchase, Battlecars.
| would like to dispute the claim

ON GAMES

purchaser gets his hard-

QUALITY game design. In a playable | that games are always improving. earnad pennies'-worth and the

. game when 4 life is lost the | As far as | am concerned company sells a ot more
Dear Lioydie-Babes player should blame himself | Stargliders come and go.while my copies.
You asked for letters on the and not the computer. | fave games include oldies like By the way, recent changes
necessary qualities of games and Gradually increasing di LOM, Halls of the Things, Turmorl made ‘to CRASH have
here are my (pessibly insignificant) and & good high score table | and Krakatoa. improved an already excellent
opinions, heip to create a long term | William Russell, Ardrossan magazing.
1. Addictivity should be a result challenge, eg Commando. Terry Jones, Coventry

of mystery and challenge. The | 3.
player's task becomes more
difficult as play and

Depth is where the computer
me can beat the coin-op.
h does not mean lots of

A personal view from one reader
{can you hear the cries of horror | On

your last point, software
over those fave examples!? —

hauses obviously have cost con-

the player also wishes to know screens but lots of choices. | mind, .'a{;ree with many of thermn), | siderations  indapendant  of
what the next screen/stage Games which &?‘m you in a | andhere’s another. . . playtesters’ opinions - like how
looks like and what new scenario and then let you do | LM much it cost to develop the game
probiem it pre .Examples: what you want oft 3n turn out to and how much the pr:')hgramms
Chuekia Egﬂ5 Highway ' classics, eg Elits, LOM, | Dear Lioyd wani for it () — but I think many
Encounter. Unfortunately, in Reabeistar, Quazati an. 1. Playability and  addictivity; | might sometimes be surprised at
some cases, when all the | 4. Exceptions - some games these are probably the two | the reaction to their products by
screens have been seen on the seem to be severely lacking but hardest qualities to | the ‘man on the street’. it's a valid

game has been completed the
addictivity can drop to zero, eg
Knight Lofe.

2. Playability is really down to the

36 CRASHJuly 1987

have that ‘something’ that
makes them fun after the

Express il of the. Tinge,

incorporate in a game. The
programmer should try to
strike a balance between a
game being too hard (Glidar

it
Let's hear from some more
&admsmth&int&ssthgsuﬁfecf




LR TSP gL

RE: RATINGS

Dear Lioyd
I have some points to make-about
the reviews in CRASH.

Firatly, hew are the final marks
for graphics etc arrived at?lsita
Joint decision or is one reviewer
picked to do the job?

Secondly, why doesn't each
reviewer give his own personal
overall mark at the end of his
comment? i they did this reviews
would be even more accurate. For
example, in the review of Loco
from Alligata in the March Issue,
the ovarall percentage was 44,
which indicates a poor game, but
the general rating indicated that
tha game w-;mld ‘appeal to

nger players’, so to them the
amewou bepoor would it?

F'rlall)r, | think the two most

poriant elements in a game are
mé/at:mty and addictive qualities
should be marked
ing to these factors. Ifthl.s
wﬂ'&the casae, games such a
Cauldron I, Lightforce and
itagram would not have been
Smashed.
By theway, why dossn’'t CRASH

have a separate percentage for
sound, asthisisnowanimportant
part of games (see Cobra for

example).

| hope you find my points valid
enough 1o print this; as | am
interested to see what other
readers think of my suggestions.
Simon Davis, Hemel
Hempstead, Herts

Like all the ratings civmently in usa,
figures for graphics are arrived at
by averaging out each individual
reviewer's marks. The overall
percentage does take into
account playability and addictive
qualities meuch more than any
other rating, and if you look, nine
times out of ten the overall is an
average between those two, Inour
continuing pelicy of improving the
ratings system there is some
discussion going on &t the
mament about letting each
reviewer offer their overall mark,
with an editorial decision then
made about whether a game is a
Smash or not. Sound, too, may
well become a rateable factor
Eﬁom much longer.

t!utlgwta]iknthe
ia.sa%lsemana

stw.ida g with Donin
saying this it s a face-lift, so
hare's my version with 3-D
ective, shading and no
'—andl‘vekﬂptmeaan'la

k@aan

Andrew Shelbourn, Grantham,
Lincs

Verynice too Andrew. For those of

|
: gyth, Templepatrick,
Co Antrim

(" FODTBALL MANAGEMENT )

AT LAST THE REAL McCOY

FOOTBALL
DIRECTOR

AVAILABLE ON SPECTRUM 48K, +, C64

FOUR .IAGLIEQ 20 TEAMS EACH - IE SEASOH © HOME AND A'N.h'f FALEAGVE: (UPS REPLAYS
EURDPEAN/L B F ACUP WINNERS CUP ELEGS AGGREGATE - PEMALTIES © PLAYERS  MAORALE : SKILL - FIELD
POSITION - SCORED - CONGEDED  PLAYED  FRITURE LIST  PW.D.LE.A PTS : SCOUTS : COACH : PHYSI0 | YOUTH
TEAM - GAMBLE SUBSTI'E.WBM S:H!ME-IJFH POSTPONEMENTS - MIDWEES GAMES - WIlIRE THAN | WEER
INJURIES - ER‘EETRMSFEHS TREMENTS - RUIY/SELL SHARES - JPLAYER TRANSFER MARKET : INTERMATIONALS
. EUROPEAN TOURS : 3 LEVELS Mﬂ-"IAGER FATING | £1.000,000 PLAYERS : PRINTER OPTION : 8 RESERVES :
PACMITION | RELEGATION - WEEKLY NEWS . EORROWING - MORTGAGE - SAVE GAME : INTEREST TaX - SPONSORS
FULL RESULTS : SEASON TICKETS NFF GAME | GATE MONEY : SEASON COUNTER - TV CAMERAS | CROWD
‘MLENBE MANAGER APPROAGHES : TESTIMONIALS | WEEK'S PROFIT | LMTG COUNTER | WAGES © INTERRRTIONAL
MITWEENTS: . NAMETEAM EDITOR - LE#EUETlTLESIWMvCH MORE

2 PLAYER SUPER LEAGUE

MANY OF THE ABOVE FEATURE BUT 2 TEAMS CAN PLAY N THE SAME OR DIFFERENT DIVISIONS | INCLUDES LOCAL
DERGYS : LOANFREF TRANSFER AND CASH SETTLEMENTS INCREASED TRANSFER MARKETS : MANAGER OF THE
MONTH &ND TOP SCORERS LEAGUE. DNLY AVARLABLE 0% SPECTRUN,

INTERNATIONAL MANAGER

QUALIFYING GROUPS : WORLD CUP : EURDPEAN CUP - TOURS - BOOK YOUR FIXTURES  FRIENDUIES ! HOME AND
AWAY : MATCH REPDSITS : SUBSTITUTAON ; NEXT FOTURE - PLAYERS - MORALE - FORM - TALENT - CONSISTENCY
CAPS - AGE - AVAILABILITY: SUSPENSION : INJURIES © AETIREMENTS : SCOAED | WORLO RANKING | SEASDN
COUNTER - FXTRA TIME - ?‘EH#.UES SAVE GAME AND PRINTER OFTION | BOOKINGS : SENDMG DFFS AND MICH
MORE, ONLY AVAILABLE ON SPEC

RECORDS FILE coupsince wis aunost s Leasie 1eLe - eseecuty

DESIGNED FOR FOOTEALL IMECTEIRJ'NU 2 PLAYER SUIPER LEAGLE : ENTER YOLR END (O SEASOH DATA AkD
IT WORKS DUT - BEST TEAMS : TEAMS AVERAGES - RECORDS : TITLE WINS - HOW MANY SEAGTNG PLAYED
AND OTHER INFORMATION ([THIS 15 NUT 4 GAME). DNLY AVAILABLE OM SPECTRUM

PLAY'NG TIPS BLL THE TIPS YOU NEED TO WIN AT EITHER

FOOTRALL DIRECTOR, 7 PLAYER SUPER LERGUE o menwarions: manacen. 1,00

EACH GAME £7.50 ANY TWO £14.00
ANY THREE £20.00 ALL FOUR £25.00

Enclose cheque/PD and large s.a.e with 20p stamp attached per cassetia

D & H GAMES

19 MELNE ROAD, STEVENAGE, HERTS SG2 BLL
MAKES THE OTHERS LOOK LIKE THE SUNDAY LEAGUE

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

E & J Saoftware offer 3 CLASSIC Football Manage-
menl Strategy Games for all soccer enihusiasis
Each of these QUALITY GAMES uses the iull
avallable memory of A utes and is
PACKED with GEMNUINE FEATURES to make
aach game fhe most REALISTIC of s kind!

PREMIER i :
nll of thas? — Hay All Teams Home & Away, Full Squad Details All Teams, Transfer Markat

that aiows you 10 buy any pla'yar in leagua'sell your players to any other team, Pre-Match
Ragan, Full Team-and Substiule Sstection, Choose Your Own, Team Style, All Cther Teams.
have thelr own Style, Match Injuries, Match Substiutions, Hadl TimedFull Time Scoses All
Malches, Mamed & Recorded Goal Scarers. Full League Table, Fixlure List, Tearm Morale (ak
teams), Transfer Demands, Opposition Selec! Their Stronges! Team, Injury Time, Financial
Problems, Malch Attendances, Bank Loans, 7 Skill Levels, Managers Salary, Change
PlayerTeam Mames, Continuing Seascns, Job. Offers.or Dismissa! based oa your perlorm:
ance, Printer Qption, Save Game and MORE!

EUROPEAN Il : A SUPERB EURDPEAN STYLE COMPETITION - Enjoy the atmos-

phere of European gg Ties! — Home & Away Legs, Full Squad L'smﬁaFull Penalty Shoot-

out {with SUDDEN DEATH), 2 Substitutes: Al Pre-Malch Toa ws, Full Team nnd
Sel

msuue
Tias, 7 Skill Lavels, Dlsmpﬁna.ry Table [shomn%any MATCH BANS), Full Results List, Full
Rangom Draw — All Rounds, Printer Ogtion n;ala PlayerTeam Names, Save Gama.
EUHOF'EAN il includas a comprehensive Tex! M Simulation with these GREAT FEA.
RES — Match Timer, Mamed & Recorded Goal rs, Free Kicks, Goal Times,
WUMS Bookings, Dusallowed Goals. Injury Time, F'Elnallnss Sending O and MORE!

* SPECIAL FEATURE - transtar your PREMIER il wennmng Sidé inte EUROFPEAN 1l *
Baoth these GREAT games can be played separaiety or as companion gamas

WORLD CHAMPIONS : & COMPLETE AND EXCITING WORLD CUP SIMULATION
— Takes you from the first warm up Irendlies through the qualifying stages and on fo THE
FINALS! — Setect Team Fram Squad of 25 Players, Salect Friendly Matches, Full Home &

nary Table, Selsct Tour Cpponents, Full League Tabke, Players gam experence/caps as
wmpe{l:lw essﬁ Estra Time, Panalt oat-Cut, Cluarter Final Group, Full Random

nga PlayerTeam names, 7 Skill Levels, Printer Option, Save Game, Full Results
Llsl Pasl Mau:h Injury Peport, WORLED CHAMPIONS includes a comprabensive text match
simutation — Goal Times, Bookings, Injunes, NamedRecorded Goal Scorers, Injury Time,
Match Clock, Sending O, Penalities, Corners, Frea Kicks, and MORE!

All games available for ANY 48K SPECTRUM

Games supplied on t with full I-rrstructlona (&
£6.95 Each Inc, P&P {a 21 00 outside UK

Great value — Any 2 Gam uct £2.
FANTASTIC VALUE — All3 Gnms Deduct £3.00

These games are available by MAIL ORDER ONLY
via our First Class Service, All are available for
IMMEDIATE DESPATCH by 1st Ciass Post
and are securely packed.

A COMPREHENSIVE AND EXCITING LEAGUE GAME - Can you han:lleI

echion, Away Goats Count Doulie, Extra Time, Half Time & Full Time Scores Al I

Away Fixtures in Qualiying Round, Pre-Match Team News, 2 Subslitules Allowed, Discipli- I

From: E & J SOFTWARE, Room 3 , 37 Westmoor Road, ENFIELD,
Middlesex EN3 7LE }
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AN OLI FAN
w!y{nmzs

to Steve,
DARE

\féumcﬁ{ﬁlsﬁ il
YOU CRITICISE OLIVER FREY'S

With art as my rrMnhobby |
iu‘nwmsthwan it is when
ett.plddutmm

oyd
19 cgmmem on how. the
re tasting and
dac.llnnd

op a garme and not have
+urm it to s creator, Nr: maore,
ar.  Practically
sailahle at he pr
i

A tﬂa'!rJ:"E:ﬂ
similar - one in I—FLLI‘IQE'OFI Two
nsured thal it s impossibie o

rwn of « this

Dear Lioyd,

Spectiums? No thanks!® = Mike,
ra; Tirme Flight. What an utterly
raive comment! Just two pages

Sentinel, by Geoff Grﬁmmcmd
author of Aviator. Bevs and th
original BBC version of Dmmmﬁ

was by Superior, called Sp:
Pifot, and | couldn’t q.:.ntcﬁam
aither . , .

Kenton Price, Horsham, West
Sussex

They do get carried away, don’t
they? Trie.or 1ough, some great

fo other machines — wi
i B8 — what about
LM

race a few times) also arrived
promptiy.
But fhere is, of coursg, ne
ar releasing games which
1 chow, @3- &
rOgrammer m‘,-',,eli
b difficult ta er 2
knowledge that the», exist should
ent  the company from
keting. the product. Al that's
required: 5 a simple faw days’
tasting (not Dy the [ OGIETIMETS)
and all would be a lot better. Many
Brrors anu]d be Tound in-just 2
rinutes: and  although  righting
thiem Whuld take lonGer, the end
rasult ‘would be a far more
C fon for ihe
W companies
£ : lighted by
th fact that Dan I
availabie: for the Spectium on
ther company's compilation
1ape —is it still unplayable?
There are worse otfende
honour must su e bestows
Superbow! (origmal version)
without dnutﬂ had more
ed features than  working
aven the revised version las
pever heard ota

UNCONVERTED

A conversion from the BEC onour

later the same person raves about

And just for the record, the game

games have madeit from the BBC

PLAYITAGAIN SAM

lwoufdlﬂMEangraMmOaaan
and in particular Martin Galwe
for some axcellent ti
tunes to some of their recent

such as Top Gun,
Yorra Crosta, and 1ty view, the

Grash has: i

months. The: new rahnqb sY
(and still the one | ter
and miora colour mal
Spectrum read an the
Calum
Lanarkshire

Pwo-playar game where
1!10%:1 to use two o

5 Supertast s
q and J'Li .

1o firid eyen. one minar b

ucts.

Finally, I'd to gay how muc th

i

d crmh‘f

Hamilton,

Benson,

happe!
LM

I've m through

of CRASH 41 a-ndthm area
coupleof tems | am notenthrallad

TheVidenSBc'H'u Stop
lt'si‘nr'cslnfanw .k;tbsca?m‘:h“a
has sto , it dossn’t mean

Hﬂ@f ﬂllmadbahiananm
mmw Thanwﬂan
has nathing to do with

in
Shetl-1n). Ok s thoy rps
g?l‘lnot‘lha entertainment we I:uy

Phlmpalrvlng is 80
Tharamwsshsmﬁﬂﬂs%t
in ntroduction there iz
something about Oxford,

Again, lt’sncﬂﬁngm do with

Irving. Orialtkwmusawuwamt

shawoﬁ?lduﬂ'toarawhmme
Bxford

cartmnstrips
an Tsr;nlmi M%M
afraid | missed series
but the story has filled
hmtlddmiss Jmmamun
absolutely love. Dead:
mmnmﬂnal
t replace it Tml(r#gtﬂ
is not a cartoon strip but just as

iicnuwwmtynumg to
'b‘nﬂ!wmnmmmm
wmums Sg, they are the
mema;m'tpanu!
computers, so them.
Wek_:amsbaﬂ: r i

fom‘dsmmmam
{asasmthffsam
%@.wm she
What you're really sa
gkﬂofb‘remmgﬂméﬁg i 4
@', which is a of a selfish
fa‘tuabﬁubm’r tsk.




ONLY £5.95

FOR YOUR SPECTRUM

f‘“LE,E-i) %in
€U rAYINMT
; &52 T ey

Dry, dusty deserted field, in the heart of Arizono. Soft

rest the landing dows of the Martian silver ship.

Many were the cackles of delight from toll and vicious

chickens. Oft strolled thraugh cheery cactus grove went

Zaoppo our young hero, showed peacefully contentment

A broken shell of Elephant Bird across his path became.

His eyes and eors alerted up. His nose a-twitchy roised to

the wind. He sow therm leave their silver ship; he sow their mutant hotching. He heard

their evil plans for dogs and beosts, He said, 'l shall not fear these fiends from Planet

Mars, they are but chickens”. He wished he hadn't for every single chicken turned to

where he stood, ond hoisted up their fearsome weopens, With nothing left to de, he
= jommed the breken egg shell on his head. The confusion reigned for half a tick and

while he ron awoy, o thousand flaming bolts of fire burst oll around his tail,

AVAILABLE FROM ALL GOOD COMPUTER RETAIL OUTLETS

Softwaore Projects Wd., Unit 7, Bearbrand Complex, Aligrten Road, Wooltan; Liverpoo! L85 7SF
Telephone: 051-428 9393 Telex: 627520




)
- there was some indication
I.GST HA" i‘,’;? Eymaﬁ-treﬂumes were :sbl?:gﬁ
: ‘nrevail. it looks almost as 1 ¥¢
' Rost Newsﬂsmréadef of Lm, and nl:e;rrw publication didn’t quite biieg

i ‘exira dosh you were hoping
Erﬂ:nd so you suddenty savered
ite umbilical before it had bgr%t;
had time to stretch. What kind o1

rage anc
4 iappointment at discovering | MACFRE C b 'y hew product is

BN

peen taken out of our
;;‘d.:lsa:ﬂsr only four issues. My
previously high opinion of your
Handidness and openness has
Can IOt o na e oubt
about continuing to buy CRASH -
| certain won't be renewing my

: | look forward to a reasonable
rep!yoﬂmsreapnwanceah.u.
wid Bunce,

Edaware,
Middiesex

because -afthoug'hm wa

e jow, there was always
fhe mft would soon Jg;pfﬂ*‘e-
You're righl, LM wag o h
because it didn't bring in enoug:

it might interest you

issues, you 's sake??
| DTy e ) | B o e
' ot Youhavenoidea | IS ClOSe10 id advertisers
i younginfant L. ndling Since when di ol
what a plonker | felt tru dictate the success of a pr

imost EVERY newsagent
?nr?.l;nn%:n asking for a copy of LM.
The responses were spiit a‘t'
50/50 between ‘What? and t:'."
nio idea what's happenad 1o “hta\.' :g
mionth, loads of people

ed that. 2
asﬁ Vol were going 1o scrap the

{-ation you could at least have
Eﬂtaﬁi\?ﬁ?yemugn ta tell your
stockists, this isn't Ludlow yﬁ
know. And did you give us
inkling in issue 4 that it was 5’.:23
ta be the last? Did you HELr!ﬁ'- i
v Lis 2 guestionnaire to TN

LOS

Dear Sir/Madam Lioyd
I've just sat down with a fag in one
hand and cup of tea In the other
and CRASH on my lap (Issug 41),
and read Roger 's article on
LM closing down. As an avid
reader of CRASH and Lm, | have
never written to a mag, or a r
before, but | felt | really should
point out how LM will be missed.
Even though it was only around
for a short time it has, | believed,
carved a niche in the market for
r'c;:.mh mags. it has had varied and
meresting interviews, it has
fashion, hobbies and generally
things which interest the young.
There are lots of mags for the
| young, | hear you all cry, but not

you could improve LM for US =

in
bt when CRASH started
l*!gﬁl?: that gueuss Of gjo‘?sy
advertisers  were  formmg. _m;
have to build up confidence in
product for heaven's sake. If, tﬁs
you say, your sales were up inthe
ion of 50,000 | GEFNEBE; Mo way
couldn't  just :
readarship 1o ANYBGD:;
interested in taking space mfyo
p "~ uniess your sales force
was grossty incpmpetam. G;vgﬂ'l
all that | have said previously i
1eft with a deep d:sapmiw .
and bitterness that the wondrou

MAG

they're 88 percent Igm mags.

ithink it will be missed by people
lilke me who enjoy 8 good read. Lm
was beginning to ?BT a cult
following if you like. I personally
think: it was a great mag and if it
goes, then there will once again be
agapin the market, because there
-really isn't anything to repiace it.
Thers was nothing like it in the first
place, it was one of a kind and |
hope it can somehow make a
comeback,

Peter Gagg, Peckham, London

Peter. | van only echo the
sfafernents A made in last
month's editorial. We're all sad

candidness _and. i their revenue
b Weursfﬂﬁ\‘e qualities, | who Hg;équﬂe sufficient
opennass ara o noed not | doss. CRAS e M ssue Dne
obviolsly. o hing about the | advertisers i e
have SaIC O acue advertising | onwards toSURECR P nn ™ your
falure o just kept schtumm. | As to SR T insuiting
e newstrade were naturally | remalks, T (" see  you're
informed of the non-appesrance g upset]). Thousands and

the magazine, but you're very
ﬁfaive if you think that out of the

thousangs of manmhé;rs went into
tans of thousands of newsagents,

s and some million of

Fhoney. | can assure you, the
even a tenth OthW ﬁ‘;’ i decision fo cease publishing it Was
wh#: acm;::yastme ~ was ”Lﬂwm s g )
pubnshed in pe.rfgaﬂy gDDd I'arl'f'h

M

———  ——— 1

like Lm. Most of the mags for the
young are usually specialised like
gports, or as in CHASH,
computers. And as for the mags
which are not specialised — well

about it; but Newsfisid is springing

T o e
s&nmufsrs again.

IEW TRANSFER PACK 3 — for spectrum
tape to drive

A software system to convert many TAPE based programs to your
DRIVE (no matter what type) + OTHER USEFUL utifities. Most jerky
programs are EASILY convertad to drive. Pack has at least 7 programs!
INCLUDES MANY UTILITIES (e.q "val" creator, bytes chopper/spiitter,

TAPE UTILITY — neede to convert baud rates.) Opus/Beta owners add £1
| for optional extra program.

State TYPE of Spectrum & name of drive when ordering(e.g 128k Spactrum
and Microdrive), £11.99 on TAPE (£12.99 on Cartridge — 48k rurn only)

(£6 if updating)
INFORMATION SHEETS — approx B transfers of populer programs, per

sheet - needs TP3. Special offer(with SAE} = Nio's 1 to 20 only £4.50!
Mos N-30only £3.50

MICROTRANS 2b - for m/drive to m/drive back-up + easy ERASE, tape
to drive {incl headerless) — does NOT convert programs. Includes
MICROTAPE and RUN pragrams. Only £3 on tape. £4.50 on Cart. For
any Spectrum.CODE COMPRESSOR - £3.50
Owerseas: add £1 Europe, £2 others each product, SAE for details,

RISK OUR

NO 1—ALL OUR PROGRAMS CARRY OUR MONEY BACK
GUARANTEE (not updates)

“Ew FHNZINE Clemons, 20 Paddocks Close,
Wolston, Warks, CV8.3GW, and
Dear L can be obtained by sending a
A few friends and | have started a 5tal order for 35p along with a
fanzine, which is produced every | large (Ad) self-addressed stamped
fwio months. As you rarély have a | envelope. Please specify which
Fanzine File section in your issue is required — Issue 1: Jan/
magazine, I've written to you so Feb 87 Issue 2: Mar/Apr 87; etc.
you can mention us in the Forum. | N Clemons, Wolston
We are currently only selling the
fanzine locally and are very
-anxious toincreasethe circulation. | Consideritdone. . .
It's called Spiit Screen, from N LM
5. Ifyou havea Multiface 1itis very
FANZINE ADVICE | # fyoutmeattiacer s
Daar% shots for reviews. If you don’t
| read with interest the articles in owr one then it's a very good
issues 38 and 40 regarding investment.
fanzines and so decided to write 6. Letraset is a good idea for
with a bit of advice for future headings gnd titles. It is also
editors. important to have an attractive
1. Tobeginwith youmust have cover, maybe you could use
a lot good ideas and coloured paper.
enthusiasm, without these | 7. Finally, themost important thing
you won't get very far. is good publicity. You could
2, You need good access to possibly putanadvertinthe free
photocopying facilities, copying |  classified section of Your
the magazine can take an Sinclair. It's also a good idea to
awiully long time and you may continually send copies to
need ta use it very often, so it's CRASH, Your Sinclair and
important that it be near to your Sinclair User as these three
HQand that the owners do not magazines guite often produce
mingd. .rfyauﬂgm really stuck ask articles on fanzines. Follow this
the scheol if you could use advice and you should do
9 Mk shout B etra copkie ot | o
. Make abo copies o ur publication cos{s B5pand is
2’3‘! ﬁsﬁ{;ﬁggs -ar;d send .:.hnﬁ“ to ;:.a]lad sﬁs‘o-ifsa\rajlahlafmm
0 uses along a urbo, 6 Sterndale Road,
poite letter explaining your Romiley, Stockpart, Cheshire,
position and requesting review/ | SKé 3LA,
preview copies of games forthe
mag. Y I hope the above advice is a help
4.An Alphacom 32 printer is very | to other fanziners, and | can teil
useful for use with utitities such | you that another Fanzine Fila is
as Power Print Il as you can imminent, maybe aven next
produce some pretiy decent month. v
headings. LM

Tha CRASH Forum Is your debating column, and any opinions you
have are walcoma (though some may be snarled at, | make no
guarantees!). And now it's time to pack up the ol Hermes (1938} and

40 CRASH July 1987

peddie off into the summer sunset (for summer, read rain). But
before | go, don’t forget the address: LLOYD MANGRAM, CRASH
FORUM, PO BOX 10, LUDLOW, SHROPSHIRE 5Ya 1DB.

o




N THE
SCREEN!

There really is no rest for the wicked. As if spendiﬁ
his whole life writing comments wasn’t enough, M
‘SKIPPY’ DUNN now has to look after the CRASH Gal-
lery. Wonder if he will get any sleep tonight? Probably
not

¥ DRAGON

This piece. called, logically enough, , by David Puddiephatt of Bovingdon, in
Herts, stood out strikingly from the rest. The bright colours he's used add 1o ts overall
effectiveness, butl can't help fesling it looked more graphical in biack and white. A nice
picture nonetheless, even though | have no idea what that wiite bit at the top is. (Sug-
gestions on & posicard to Skippy, 1/2 King, .} ;

A MORE MAX

Anather selection of poputar pictures; and|'d almost dismissed the Max picture befora
I'd seen it-obviously & mistake. Rather than spoil iis picture by trying to over-usethe
Spectrum's limited colour palette, Chris Campion, of Londan W11, has stuck to the
monashrome with which he has drawn this impressive screen. Presumably in
the middle of a mega stutter, both shading and atiention to detail are very good, giving
gﬁmﬁmu&tdgﬁs&d feel, and bring self-acclaimed superstar Max Headroom out to

V¥ CANDYPIX

{Okay, thal’s the lot for thismonth.. . . ah, almostforgot, Robin Gandy’s been bugging

ik s e
Collection, iatic (Rabin sucha 2

for themsetves: Faloo and Vanity.

¥ NAZGUL RIDERS

| must confess that when | read the letter from A Bertrand of Homchurch in Essex
accompanying this cassette, | was afittle dubiows because he'd chosen subjects which
are very popular among Galiery entrants, However, the quaiity of the art was very high,
Mr Bertrand's final picture, particutarlyimpressed me —a shiking rendition of The Naz-
gul Rigers from.J R R Tolkien's superh fantasy work, The Lordaf the Rings. As anyong
whio's read the irilegy {or who has listened to the recent Radio 4 play) will know, the
nine riders are the servants of the Bark Lord, Sauron of Mordor, and through the pre-
dominance of black, the feeling of evil comes cut atmaspherically In this picture.

e i o B ——

t them, and Rainbird, who

and ink jet pﬂnﬁﬁinmr&rm { Pﬂwpmsmhrgeﬂ
Send ulely nathing!

MG o SCAEENS casoterlforgfingan S

I mgm}gmﬁfgum.rgmm LB e

TE TO PREVIOUS ENTRANTS

| el 1 for




THANATOS

sk (£995 by erail onde
ommodore 64 disk

&
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SIGMA SEVEN

DURELL Sales Dept,,
Castle Lodge,

Castle Green,
TAUNTON, TAI 4AB
Som, England.

Telephone: (0823) 54489




PONOSE are

30

CARDITE Oy

 DURELL s

i

& Smath Hits
In one pack
for any

| SPECTRUM
L

packing. Just include a postal
order -heque made p: to "Durell Sofcware Led”, ) and address. your computer,
ind the | the game you to hase. You will be sent by r st. Note: Amstrad
disks a y b 75 by mail o
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onto our SCreen:

December 1385,

maost people had

never heard of its
pﬂ)g armmer. We all tend to think

are born with a hit on their

ands; and for some strange
reason CRASH credited the
program to a Steve Cookea! (It was
1 Smash in the December 1985
IS8UE. )

But in fact Pete Cooke's
pedigres goes way back 1o
Hearing that he was'abotut {0

nplete a new game ft

d Micronaut One, | decid

it the man at his homea in
Leicester and find out more about
hig work

Pete Cooke’'s hous
two up/two dawn in )
in the Highfields distri Cl H

rogramming area Is an upper
ru:..m mmed with computers
and synthesizers (he once played
keyboards in-a band). And it was
here on a hot sunny day toward
the end of April that we sat down
to'talk, together with fan Ellery
from Nexus, who'd popped ovet
to s,-ee how Micronaut One was

1g-along.

I can be fascinating the way
programmers who work on thei
pwn arrive at a game desig

which comas first, the chicken or

17 Forinstance, where did

i come from?

me from a techmcal .d'—'n 1

. Pete began

I'd gseen Gyron, and for a long
while it had puzzled me how on
earth they ¢
abviousiy Gt
because they dic {
memaory tahave thntmﬁn,mp ites.

Y| finally twigged that they must
have used a table of line widths,
and | thought about it & then
realised | could splititt
quarters and a quarter, ar 1L1‘1t—‘n it
would look like a shadow.

‘I just went away and played
withthat for quite a longwhila ar
got it so that | had the sun |

sky and the shadow in the rig
|1*ace And it sort of came from
that, really.

: whﬁ was Creative Director
at CRL in Taw Celf days,
remembers his first a:-ght of the hit:
' Tau Ceti was this funny little

e day with a
jjects —that's
little 5 qua[pm
enandithad
a linaé in
hu’(""‘l 5
It's ng rt always :

imagi nsi on, though he works
1r'}m a routine back to a.game-as
i Way rounc.
y start by thinking
techni alh,. whatlwn..lu. dliketo see
itd fook
' dr' L1.L.-+.r| done
3. Wou think whether it's
able, tachnically how will
youl da it and how could you planit
a game? If you can't, then
obviously demao-an ou
forgetit—or it pops up later on
when you've worked aut how you
canuseit.’

With Tau Ceti the light-and
shade routine worked out, but
obwviously there’s a lot more o the
game than light and shade. -.f‘.-h-_..
about the sefting, and the ittle
histon

‘It was all made.up as | went
:a'ong [ l<|'=L‘."\.l'\- a .Jit al:-.’..u\

2d aro IIIT(if T

YO PDLP’JF I have the

Dov because the line-¢

& wouldnt work, it it
iave to be on the surface of
planet

And Ithought 'Right, it

Earthbecauseitlpoks a bit
arth, it's got to be anmnsr
planet.’ So | looked round for
nearby stars that might ba
inhabited and TauCetihad a
sounding name.’

The display looked rather
soience fictional, with the controls
and the flashing lights — how did
it come about?

‘Arvawful lot was determined by
technical things, really. | thought

Huw1as.t am | gomr}‘rc be abla to
7" Because filling solid

331 ..1r the screen takes
enormous amaeunt of time.’

Pate came up with a clever
cheat. The problem was sorting
lots of objects into order of
digtance first, updating their
positions each frame, and daing it
quick enough to give an illusion of
movement. Using a full screen, or

araw

niGe-

»  Pete Cooke, the man behind Tau Cetl, Academy and now Micronaut One
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A Gum Tree. It was the best
adventure | did.'

He'd packed up teaching to
become a full-time programmer —
but, having earmed lots, he spent
shemanths on Up A Gum Tree and
got just £500 for it

‘I thought |'d better ook round
forajob. | gave up wark at exactly
the wrong point — when the real
drop-out came.’

But he did another project with
Richard Shepherd— Ski Star2000.

'Fighter Prigt had been out long
before then, but Ski Star was the
first 3-D vector-graphics game
thatwasn't a Battiezone or a flight
simulator. You could design the
courses and pick things up and
drag them with this cursor stuff—|
think it was one of the first games
to use icons as well. | scrapped
icons after that — they're terrible.

'I"ve played too many games
where it's "What's this ican daing
then?” In the end language is the
| bestway of communicating we've
gk, 50 why don'tweuseit? I'd like
towrite a game with no words in it,
something that's so transparent
you don't have to use language at

.

‘But | don't think that the in-
between ground works — you have
aweird mishmash of these wigaly,
squiggly symbols, They've put me
off theAtarr ST abit. | keep thinking
I'd like te get rid of this and get a
good on-ling interpreter back
where you can do things quickly
rather thian having to wander
round endleasly.’

After Ski Star 2000, Richard
Shepherd went undar and
disappeared from the software
workd leaving Pete as a struggling
freefance without a software
house to miarket his games. Enter
lanEliery and the company he then
workedfor —CRL. lan lakes up the
story . . .

‘Fgot this littie cassette, " he

. through the post with this

letter (adopting kiddie's
reading voioe) - ‘Dear CRL, I've
written this game called Jackknife
whichis a lormy-driving simulation.
From Pete Cooke' —and |
expected 'aged 139 after that.
The first one didn't load. He sent

SOFTOGRAPHY

INVINCIBLE ISLAND 1983 Richard Shepherd

Apre-CRASH text adven
treasurg.

Wura st amongsta mmtt’mtﬁbamidrmybohldhg

URBAN UPSTART 1984 Richard Sheph
Reviswad CRASH Issue 3 (Aprl B4) page 38 . :
‘Sireatcred text adventurs with graphics —get out of horvid Scarthorpe and live.

INFERNO 1984 Richard

Reviewed CRASH |ssus 8 (Septambar 84) page 71 - i
Adventurs based on tha book by Dante. Every Iﬁuaﬁonfnd-a-skﬂnhm.

UP A GUM TREE 1984 Richard Shepherd

Commotdre B4 adventure

SKI STAR 2000 1385 Richard Shepherd
Reviewed CRASH issue 14 (March 85) page 120
Debut appearance of icons for the piste designer in this first non-Battiezona|

vector graphics simulation.

age 86 T
arcade-sirategy game set on a hostile planat.

A Smash for this complex 3
ROOCM 10 1986 CRL

3D Ping Pong game, which only came out for the Amstrad.

ACADEMY 1987 CAL
Reviawad ;cmsH.’m-

me another and | still thought it
was a kid sending me a program;. |
loaded it up and | saw what was a
very original game — | wasn't sure
how commercial it was, but it was
still very playabile.'

The game was, of courss,
ranamed Juggernaul —
presumably a more cemmercial
title.

P CAL's ex-Greative Director fan Ellery now

performs much the same function at Nexus,

Ian is responsible for designing Pete Cooke's graphics.

! | Issue 36 (Christmas Special 86) page 173
Anmsmmmmmsfmrgwﬂmqr e

MICRONAUT ONE 1987 Nexus:
FReviewead this issue

Cot

How did Pete come up withthe
weird idea?

‘I'had a male,' he says, 'a
mechanic-cum-car buff, who
wantedto be a long-distance lorny
driver. He saved up for this £100-
a-week course, went away to

I Birmingham on it, and came back

having Tailed it, The problem was
reversing - it's impossible,

1 thought about it and played
with littie models, and itisa bit
strange —when you push it one
way it goes the other and it just
buckles up.

‘There sesmed to:be an idea in
that, and:it gradually
metamorphosed into a game all
because he said how difficult it
waslereverse anarticulated lory.
I put loads of stuffin about ferrying
freight around so you didn't have
todotoomuchreversing, But that
was essentiaily it

Jugaernaut wasn'la
commercial hit, but it covered its
costs sufficiently to encourage an
Amstrad conversion which Pate
did himseif, and fire CRL's
enthusiasm for Tau Cati.

In between Tau Ceti and
Academy, Pete did Room 10, a
Ping-Ponggame, on the Amistrad.

‘I wanted CRLIo put it cutasa
budget game and they waouldn't. |
said it sught to'be around ©4 cos
that's what | thought it was worth.
I-did it on the Amstrad because it
was a chance to use the colour
display —you can have acoloured
fleor and a coloured ball aver it
withautattribute problams. it's the
simplest game there is.’

Finally, the time had cometoask
the Big Question — why did Pete
move from CRL to Nexus?

‘Hike Clement Chambers, the
boss of CRL,' says Pete carefully.
'He'sanice bloka and | get on well
with him, but the reason | joined
CRL was an adyert that lan Ellery
put out, and the thing that worked
at CAL was me working with lan.

‘Essentlally it wasn'tmuchtodao
with Clement, Clement would
comeinand ask how things were,
and he'd be pleased when the
product turned up, But it wasn't
Clement who'd seen the demos
and sean what the potential was.

"Whean lan left CRL | thought
‘What I've got 1s a fairly good
refationship with Clement, but it
i8n't a working relationship’
Obviously lan, who had gone to
Nexus, was interested in working
with me again as things hacdl
worked out-alright before, '

Perhaps lan enjoys warking with
Pete because he defivers
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Get ready for

MICRONAUT ONE, and
WIN a PHOTON WARRIOR
KIT worth £150 5ore i om Nexus!

THERE ARE enough CRASH reviswing horrors araund thesi i
days to make angg?nps Minfon's Ilrfe languaary But lan Ellery of PLus 20 extra cop‘es

MNexus cheered me up the othar day when he promised to send
Nexus cheered me up o iher day nen of MICRONAUT ONE

Exeitemant mounted as the last piece of smooth brown paper
fell away from the brightly-cdloured boxtoreveal . . . asplendid
Entertech Photon Double Warricr Battle kit worth £150.

Mike and Robin grabbed the most, and within minutes they
were dashing round the nearby Garden Of Rest phasering each
other to death, disturbingidyllic Ludiow with the electronic howls
from their helmets.

Ofcourseit's always leftt@GnmpsMinbnstqc!aarlhingsup,
andl’ \\fea-::'areh.ﬂl%‘I packed the dear away again, good as new. Now
:t g first priza in this Nexus competition based on Pete Cooke’s

e,

Wearmg ycur Photon Warriar gear, you can almest imagine
you're a science-fiction film hero — and that's the subject of the
EFuem%ons below: science fiction and its heroes (and baddies).
e winner gets the Photon Double Warrior Battie kiticontaining
two Photon Warrior helmets with flashinglights, electrenic sound
transmitters and infrared-beam receivers; two chest modules
with intemal speakers;, light-up 'hit’ indicators and phaser
power-cord hook-ups; and two Photon Phasiers that firg invisible
infrared beams and emit synehronised sounds).
Here's what you do: from the clues below, work out what
words fill the 13 Iines using the vertical column oflettersthat spell ¥
Micranaut One. Whera there's morethan one word enaling, the .
blank space between the words counts as aletter (2s you can see’|,
between Micronaut and One).
You can cut out the competition or, if you prefer, simply write %
down all the words on a postcard or the back of a sealed
-anvelope and send it to MICRONAUT ONE COMPETITION,
CRASH, PO BOX 10, LUDLOW, SHACPSHIRE SY8 108, to
arrive no later than 30 July,

Dan't forget vour name and address! The first comect entry
drawn wins the Photon Double Warrior Battle kit and a eopy of
Micrenaut One (which will be reviewed in CRASH nextissugj; the
next 20 drawn receive copies of the game.

CLUES

Line1 H G Wells's chronocar (2 words — book, film)
Line2 Singular of the seqguel (film, game)

Line3d Invasionofthe. . . (2 words -film)

Line4 Parancid Android (book, TV)

Line5 007's Lunar gardening implement (book; film)
Line6 Space Pilot of the Future (2 words — hero, game)
Line? The Last. .. (film)

Line8 go onna call . . . ? (film, game)

Lined (5-4- 2-1-they're GC {TV, game%

Line 10 Beamme up . . . (2 words—TV, film, game}
Line11 Inthe 25th csntuw {2 words — hero, film, gama)
Line 12 Vangelis was game (film, game)

Line 13 A mixed-up Laked (TV)

1 M [TTTTT1] §
2 I i
< 3 e R T 2 [ C i
4 R i
5 o) y
6 N
7 A !
8 [T11 U !
9 T !
10 : i
11 0 i
12 [] N )
13 E '
i
|






READY TO RUN

ONLY
£49.99

| €5 P&P
RRP £199

MANUAL THAT'S EASY TO FOLLOW

NAME i
ALRESS

Qo}» MEMOTECH MTX512
l,

MONEY-BACK GUARANTEE
IF GOODS ARE RETURNED WITHIN 21 DAYS

JUST PLUG IT INTO YOUR TV & CASSETTE PLAYER

COMPLETE WITH POWER PACK ® CASSETTE LEAD
® UHF/VHF TV LEAD 3 TAPES @ FULL INSTRUCTION

LIMITED NUMBER AVAILABLE
SO GET YOUR ORDER IN FAST

TECHNICAL OVERVIEW

Hardware

Housing

Black anodised brushed aluminium
extrusions,

Keyboard ;
Standard QWERTY layout. with 79.
professional quality, full travel typewriter

style keys. Twelve dual purpose keys are

arranged as a separate numenic pad which
alsa contains cursor control and editing

keys, In addition, there are eight

programabile function keys (which give 16
functions with shift),

CPU board

Zilog ZB0A CPU operating at 4MHz.

64K of user RAM plus 24K of ROM.

Video display processar with 16K of
dedicated RAM.

Video board for television and sound
signal encoding.

Real Time clock

1 WISH TO PAY BY VISA, PLEASE

CHARGE TO MY ACCOUNT
MY CARD NUMBER IS (13 OR 16 DIGITS)

Signature

LITTTTTT]

Expiry date

EEEESENE

i Y

PLEASE INCLUDE
£5 PEP FOR EACH COMPUTER

MAKE CHEQUES PAYABLE
TOMAILFAXLTD, 29 COPSE EDGE,
BARHATCHRD, CRANLEIGH,

SURREY GU6 7DJC TEL:0483 278068

“
PROTECT YOUR PRECIOUS SPECTRUM
WITH A COSY, TAILORED
COVER ALL FOR LESS
THAN THE PRICE OF A
COUPLE OF BUDGET,

GAMES!

TR

DEAR AUNTIE AGGIE

| wantio protect my Spectrum, so have ticked the box next to the type
of computer | own and enclosed a cheque/postal order/wish to pay
by Visa/Access. I'm not sending you cash and have completed my
name and address in my bast handwriting . . . Send me my cosy
cover right now, please.

[] Rubber- [ ] Spectrum 128 £3.75
Keyed model £3.00
] Spectrum + £3.25 [ ] Spectrum+2 £4.00

PLEASE DEBIT MY VISA/ACCESS ACCOUNT £| I

| wish to pay by Visa/Access (delete as applicable)
Signature
Piease Charge My Account Mao:

A e T T T
AUNTIE AGGIE’S DUST DEFEATERS,
PO BOX 20, LUDLOW, SHROPSHIRE SY8 1DB

Expiry Date

Accidents will happen, but the best way
to aveid them happening to your
Spectrum is to wrap it in its very own,
purpose-designed dust cover,

Up in CRASH Towers, the reviewing
team has to be very careful to ensure the
Spiky Haired Omnes from ZZAP!| don't get
the chanece to dribble Cherry Coke and
splatter samie ¢crumbs all over the keys
of their Spectrum Reviewstations. Part
of my Minion duties involves keeping the
office computers clean and tidy —and it's
0o goad trying to get biccie crumbs aut
of the back of a ZAPPed Spectrum with a
vacuum cleanar, nor is there any point in
asking Mummy Minion to pep a
Spectrum in with the washing up!

Admittedly the Spiky Haired Onss may
eot invade your games-playing zone, so

why do wou need a  high-gquality,
gubbins-proof, double-seamed
Spectrum cover completa with a CRASH
logo to dress your Spectrum up in?
Simple. ZZAP! reviewers may notinhahit
your home, but there might beadog , ..
a little sister maybe? A cat? A littla
brother? Perhaps you don't have fall
cantrol of your elbows 24 hours a day,
and have been known to tip over acanof
popora cup of tea?

A CRASH Epectrum cover is just what
you need to protect your faithiul friend -
and thecovers we have on offer are super
high quality. Get the power of 8 CRASH
CoOmputer COVEr on your Spectrum's side
[well, top then). Order ona now! You
know it makes sense _ | |,




JAMES BOND 0077

THE LIVING DAYLIGHTS
THE (OMPUTER GAME

ALBERT R. BROCCOLI
Presents
e BRI TIMOTHY DALTON ~

CBM 64/ Amiga as AN FLEMING'S |

Speciram B2 Plus 203

s JAMES BOND 007" v

" THELIVING DATLIGHTS

MSX
Sarring MARYAM dABO. JOE DON BAKER ART MALIK and JEROEN KRABBE
on Designer PFTLR LAMONT Music by JOHN BARRY Associate Produce HTET»I PEVSNER and BARBARA BROCCOLI
'n [3! H‘] H Hi-{U{ ((}] ['and MICHAEL G. WILSON Directed by JOH'\ GLEN sereenplay by RICHARD MAIBAUM ana MIC EIAELG WILSON
'l Gl .I RECONDE CASSETTES AN "”| :.” i i m




of Auf Wieder s ehen

If you're worn out by the
struggle for wealth in Firebird's
Megabucks, here’s a solution |
prepared earlier and baked in
the oven until it was golden
brown - or rather Michael Wardle
from Whitley Bay, Tyne and
Weardid. ..

= Pick up and use diamond, drop
diamond, left, pick up and keep
notes, left, notice alarm systemon,
quickly go left, left, up. Guickly
pick up and use, then drop, pick up
the alarm switch. R, pick up bell
clanger, right, pick up torch, up,
pick up skeleton key, down, left,
left, down, left, pick up pass, right,
up, use pass. (8%)

= Down, left, left, pick up gauge,
down, pick up torch, up, ieft, left,
up, pick up phonecard, up, right,
pickup battery, nght, pick up crow
bar, right, down, down, right, drop
up crow bar and skeleton key, left,
left, down, pick up torch, use
battery, pick up torch, up, right,
ri%ht, up, up, right, pick up shears,
left, down, down, right, right, right,
pick up wreath, right, right, right,
right, use shears. (16%)

= Right, pick up church key, right,
right, right, pick up and usei&oo‘ls.
right, pick up and eat appie, drop
up core, right, use church key.
(25%)

= Right, pick up beer mat, right,
right, use wreath, left, up, left,
right, up, up, pick up cheese, up,
use clanger. (34%)

= Down, down, use phonecard,
down, ring 59112 (tower), pick up
attic key, right, right, left, down,
pick up coffee, up, left, use
phonecard, ring 16349 (Main
Mansion), left, up, up, right, up,
left, drop up coffee, up, use attic
key. (40%)

- Right, right, pick up and use X-
ray specs, left, left, down, left, left,
left, pick up CD, up, down, right,

92 CRASH July 1987

We may be suffering from that well known disease SSSP, Summer
Software Slump Period, (or BEPECOMWOSS as it's better known —
Before the Parsunap‘ I Com__r pl.lt?r W;:r;d SMwmsmtrom, t:ut there's
no shortage of Playing Tips, I'm glad to say. Add to a large map
i P?lonp:;plusg neat job on Rasterscan, and what
you have is afeast for the eyes . .

,ﬂwr—JETthr‘Jiﬁﬁgﬁiﬂ
MEGABUCKS

right, right, use CD. (49%)
wr- Pick up CD Walkman, use CD
Walkman, left, pick up and use
pills. (52%)
wr Right, down, left, down, down,
H'th. L]!sa |:;}honal ring 5'?1 12
ower), right, pick up chemistry
bit, left, use phone, ring 16342
{Main mansion), drop chemistry
bit, use phone, ring 38312 {Pub),
right, pick upbiscr:.l?is, left, left, use
beer mat. (56%)
= Up, right, pick up picture piece,
left, down, right, use phone, fing
16349 (Main mansion), pick up
chemistry bit, left, up, right, use
picture piece, left, up, left, use
chemistry bit, left, up, right, right,
use biscuit, drop biscuit, pick up
and use coffee, (67%)
= Drop coffee, right, down, left,
down, down, right, pick up crow
bar, fight, laft, left, left, down, pick
up and use torch, right, pick up
Peg, use peg, right, down, right,
right, night, right, down, pick up
paint brush, right, right, nght, right,
(go through frazzler), right, up,
right, quickly eat some cheese and
use the crow bar. (77%,)
= Drop crowbar, right, pick up
dynamite, right, use dynamite,
pick up contral robot, right, left,
left, left, down, left, left, left, loft,
use phone, ring 68495 (Church),
down, down, down, down, use
control robot (85%)
= Right, pick up safe cracker, left,
left, right, up, up, up, up, use
phone, dial 16349 (Main mansion),
left, up, up, left, down, left, use
safe cracker, right, up, right, down,
right, use brush. {82%)
= Eat cheese, left, up, right, up,
use secret key. (85%)
= Right, pick up video tape, left,
down, left, down, down, right, use
phone, ring 38312 (pub), use
phone at pub, ring 58629 (Office),
use video tape. (100%)

ARKANOID
CORRECTION

SABOTEUR Il

The codes up to level eight were
printed last month, now here's
the final code for level nine, with
great thanks to Stuart Edmonds
from Basingstoke and Matthew
Pierce (who would like me to say
mﬁo his Granny, Jean tlarifﬂn.
$ -} Anyway, after all that,
the co-Jn is SATORI.

SABOTEUR I

The codes and the map were
printed last issue, but to round
off the trilogy here's the POKEs
for infinite time and energy
supplied by Haxioo .. . You
know who.

10 REM SABOTEUR I

20 REM HAXBY HACKERS

25 REM CRASH JULY 1987

Another small botchlastmonth, | 30 CLEAR 25099

I missed off a line of data from
the Arkanoid POKE routine.
Thanks to someone who forgot

40 LOAD" "SCREENS
50 LOAD" "CODE
60 POKE 371220

to sign their name from
W ing, Sussex for the
correction

1290 DATA 166,131,33,0,0

DUET

Roy Goodall came up with this
infinite heaith hack for Duet, the
seventh game on Elite’s Hif Pak.

5 REM DUET

6 REM BY ROY GOODALL

7 REM CRASH JULY 1987
10 CLEAR 24980
20 LOAD" "SCREENS
30 LOAD""CODE

40 POKE 44114,0: POKE 46185,0
24229

50 CLEAR

60 RANDOMIZE USR 25009

CYROX

Paul Wells thought he ought to

invent a pseudonym for his
hacking alter ego. After
Marod) Felix The
Majors, King and
DBase Il Hacker, he finally

decided upon . . . Paul Wells:
and produced this infinite lives
hack for Cyrox and a Samurai

infinite buying hack.

CYROX

5 REM CYROX

6 REM PAUL WELLS

7 REM CRASH JULY 1987
10 CLEAR 30000
20 LOAD "CODE
30 POKE 501870

SAMURAI

5 REM SAMURA|
6 REM BY PAUL WELLS
7 REM CRASH JULY 1987
10 CLEAR 24089
20 LOAD" "SCREENS
30 LOAD™" "CODE
40 POKE 41889,0
50 RANDOMISE USR 39300

with the likes of Brad

70 POKE 61340,201
80 RANDOMIZE USR 25100

ANFRACTOUS

H you couldn't be bothered to
type in the listing from a while
back (lazy so-and-sos), here's a
quicker way to become a hero
thanks to Mark Gibson from
Crewe in Cheshire. Simply hold
down the A, N, D, and Y keys at
the same time. Easy huh?

MARIO BROS
CHEAT

Heya, Mario! Yawanta do-a bit-a
better on de Mario game den
follow dese-a from S
Chinnock and M Bunney from
Mid-Glamargan, South Wales,

First go to A and kill the turtle
which passes X - your score
should rise automatically.
Remember to dodge the fireball.

Stand on A and wait for the
next phase, watch that fireball
again.

Note: This only works in two
player mode, if one player's
game is over repeat the first
cheat. The player previously
killed reappears at X.

INTO THE EAGLES
NEST

Matthew Déxtes has been
fiddling around with the high
score table and come up with
these little gems. in the
codes when a high-score is
achieved.

DAS CHT - infinite hits

DAS NME - no enemy

DAS MAP - for map mode

MAP OFF - switch off map mods
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A WARM
NORTH FRONT

This is the BBC; and now it's
time for the monthly instaliment
of the Adventures of Jan Morth.
In this episode Jon gets raided
by some stars, knuckle busted,
munched classically, gets to
grips with some ducks,
rasterscanned and ends up
going ghost hunting. Will he
survive, do youreally care? Tune
in next month.

STAR RAIDERS

20T
=65 3

590 THEN RUN USRB5€5 1o
e

=
o 1e%: READA ‘e

KNUCKLE BUSTERS

MERGE" " in the loader, enter this
line and RUN.
35 POKE 359991,0

CLASSIC MUNCHER

MERGE" " in the loader, enter the
pokeand RUN. 65 POKE 30532,0

RASTERSCAN
35 POKE 39237

ALIENS

GHOST HUNTERS

™Y
o 10 REM Ghost Hunters
.: 1?1 REM by Jon Narth
2 REM CRAS

P H July 1

e 20 LOAD""copE e
e! 30 FOR F=23354 TO 23360
: ! 40 READ A:POKE FANEXT E

I 50 RANDOMIZE UER 23295

® 60 D
: ATA 175, 50, 214, o1
®! 70 DATA 69,178  £16,198

HOWARD THE DUCK

L 1]
o 10 REM Howafdb;l'h;hﬁuck
1 <3 REM byJon No
:: 1‘12 REM CRASH July 1987
EAR 24575
D" CODE

65076,91
o1 40 POKE . i

and in a position where you are
unable to shoot, press P three

There's some places in Playing
Tips youdon'tgoalone.. . . uniess
ﬁ;w got this mini-tip from Greg
chim with you.
When under attack froman alien

times and quickly select another
character. Then return to your
original character and you should
be able to get the alien second
time around. Neat huh?

>
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I
21 25 POKE 39200, /®
o1 30 BANDO

! 6 RE
o MBY THE FERfET  Jo

JOCK AND THE TIME RINGS
We haven't heard from The Fi some

doi:ght-:: to report that he's m’m&% ““"-:&"‘m?}h,
o Iivui“ gndpnwn.rfur.bckandmammgs.nnd

"5 REM JOOK A
o JOCK AND THE TIME RINGS |®

o' 6 REMBY THE FERRET
.:'1? REM CRASH JULY 1987 ‘e
o! 10 CLEAR 24575 e

115 LOAD* "SCREENS :

<20 LOAD""CODE e
o 2% POKE 57547,0:POKE 575450 e
.lgu POKE 57547,0:POKE 56101 e
135 RANDOMIZE USR 58604 e
e &
RASTE l
o oA RSCAN DRAGON’S LAIR
. ASTERsCAN  1of| CORRECTION

Lordy me, something went
hideously wrong wigh Phil
Churchyard's Dragon’s . Lajr
POKE routine when it went
down to the typesetters. So to
improve your bad humour over
the mistake, here's what line 50
should have read:

50 FORI=1TO9:POKE
32767 +1,(AB():NEXT |

[ ]
MIZE USR 3276514

SENTINEL

it Firebird’s mind challenge ha i
ng s been giving you afewheadaches,
Lhareonda;rr:afaw useful codes from Jesse Hickmott from Bellingham,

Level Code Enemy 0060
; 5536154

o e Sum, S Smiew ogmw
ine 45039464

0013 74274656 1 Sentry 0098 50194977 ;g:nntr!es"y

10 REM ACADEMY
20 REM BY THE HACKERS FROM HAXBY
25 REM CRASH JULY 1987
30 CLEAR 65535
40 FOR F=50000 TO 50034: READ A: POKE
F.ANEXT F
50 DATA 205,86,5,221,33
60 DATA 202,92,17 255,255
70 DATA 62,255,55,205,86
80 DATA 54,33,115,195,17
; 90 DATA0,96,1,30,0
@1 100 DATA 237,176,62,96,50
e; 110 DATA 104,63,195,14,93
e! 120 DATA FOR N= F TO 1e9: READ A: IF
e A<>999 THEN POKE N,A: NEXT N
e 130 DATA 175,50,172,174
o' 140 DATA 175,40,208,174
o 150 DATA 175,50,250,174
' 160 DATA 175,50,31,175
o! 170 DATA175,50,165,173
| 180 DATA 62,201,50,152,197
® | 190 DATA 195,0,91,999

T ——

ESLE Ll

i



E-Ez:

A-Ar Ticker
AP- AlRPoRT
BA- Bacon
Br-Beer

CH - CHeF's HAT
Ch-CHEE=E
Cl-CLock
Cr-Ceown

F -Fionee &7
o -FroTeAL

M- Mongy

Mc
MG
ML
Sk
Sw
To

- MAMDOR'S CAPE
- MAsiNE GuN
- Monia Lisa

- Skr LiFT

- Stepeinic, Wees
- TosLs

Tu - ToLies
W - Wing Bomne
X- Exma Lirg

LP-L.P
AVOID!

e o
USEFUL!

= Walk Upsoe Torn!
Weark  Thecoau !

[OMPUED BY TAUL DAVSON R0

AU LOSLAVIA NUGOS Ay A

-
o
] -

FIEA DASES

X

N\

>
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e, 10REM ARMY MOVES
e 25REM CRASH JULY 1987
e 30CLEARG5535

o' 40RESTORE

I 60 FOR F=50000 TO 50179

®  SONEXTF

1
® 400 IF TOT<>2116067 THEN PRINT e
». BEEP 1,1: STOP 1@
110 PRINT AT 1,4; “START ARMY MOVES (@
]

., “ERROR IN DAT

e, TAPE"
e! 120 RANDOMIZE USR 50000

Y @1 1000 DATA 62,255,55,221 ,33,203,92,17 1@

o) 1010 DATA 234,6,205,86,5,48,241

[ ] -
| 1060 DATA 33,199,252,229,51,51

®! 1070 DATA 252,33.209.262,1,231

.: 1080 DATA 186,237,79,195,199,2
' 1090 252,17,193,138,1,82,0,237

®! 1100 DATA 176,33,212,138,34,21

! 1160 DATA 195,48,34,99,254,62,
o' 1180 DATA 01 21,254 4,194,103,

® 1 1220 DATA 254,195,99.254

20 REM BY THE HAXBY HACKERS

| 50 LET TOT = O:LET HAXPOC =1 4

70 READ A: LET TOT=TOT+HAXPOC * A \®
i 80 POKE F.A: LET HAXPOC=HAXPOC+1 }:
I

o! 1020 DATA 237,94,83,124,1 95,229,33,172 |g

o! 1030 DATA 98,229,51,51,17,163,2521 |4
fo! 1040 DATA 21,3,33,263.94,62,202237 = 1g
! 1050 DATA 79,195,172,98,33,150,195,229 |

® 1110 DATA 291,138,33,202,138,34,229,138 | @
®! 1120 DATA 33,239,138,34,249,138,62,195 @
®! 1130 DATA50,13,139,33,196,195,34, 14 e
®| 1140 DATA 139,195,193,138,33,221,195,17 e
o! 1150 DATA 48,117,1,48,32,237,176,33 e

o! 1170 DATA 101,254,195,55,255.221,33.0 |4
o) 1190 DATA 33,13,210,221,34,183,160,175

3 200 DATA 50,94,209,50,181,190,221 23
| 1210 DATA 221,33,221 ,34,99,254,50,101

243 [

17200 1°

F TS

52,33,200 1*®
‘e

7.138,34 Eo

11750 g
254221 |

SPYvSPY: THE ISLAND CAPER

o! 10 REM THE ISLAND CAPER
| 12 REM BY JON NORTH
3! 14 REM CRASH JULY 1987
! 50 CLEAR 25087: LOAD"“CODE
| 30 LOAD""CODE
POKE 59307,0
POKE 50980,

P 50868.0
RANDOMIZE USR 42629

®
| 40
']‘5{]

&
el 70
@)

10REM GREYFELL
ol 12REM BY JON NORTH

14REM CRASH JULY 1987

20 CLEAR 256
SOFOR F=66360 TO 6538

| 20 READ A: POKE FANEXTF
%gﬁonn" “CODE 24100
60 POKE 24143,64

: E 24109,255
a mmwzz USR 24100

1 BO

| 9QDATA 205,80,94,33.9°
®, 100 DATA 265 .17,157,64,1
®! 110DATA 7,0,237,17

]
®) {20DATA 175,50,230 223
o! {30 DATA 195,157,127

108.
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EARTHSHOCK

PRODUCER: Eighth Day
PRICE: £3.99
AUTHOR: Michael White

ou have énumeyed long
: plains,
through the ruins of old
cities, and past the salt
dunes, remnants of the
ol:eans Now your destination is
at hand.

Mutants have trailed you for
many days but you have always
manaﬁed to keep one step ahead

ir grossly radioactive
bodies. As you neared the plains
of ash, the tall ve;t'r!;lic;n shafts
began to appear, the dark towers
Luﬂ:ng from the black ash like a
and, clutching the granule_-?1 of
other,

dust drifting through
unseen drowned fingers.

Exploring tentatively, you
found the ventilation shafts to be
derelict, or sealed. Then, on your
fourth day on the plains, the
metallic hammering which had
accompanied your journey so far
and w ch you had come io
investi . ceased. Suddenly
a ferrible earthshock moved the
plain, throwing you to the
ground, dust rising in the air all
around.

You approached the nearest
shaft a nd the tremors had
sent the shaft seals crashing
down, leaving a small entrance
hatch open. Piles of debris and
rubble at the base of the shaft
formed a small step up fo this
doorway, and you nimbly
climbed up hoping to shed some
light on the mysterious
hammerings from below.

MNow you stand finally at a low
door into the tower that hangs
above your head, blotting out the
blood-red eye of the sun, the dust
clouds of ash rushing in as if
seeking shelter.

Stepping in and li
lamp reveals a small ledge above
a dark, deep shaft. There is no
way downward the Stygian
darkness revealing no secrets.

ting your

Edging forward you notice the
ledge crumbling as your weight
bears down upon it, small chunks
of masonry set loose and falling
away into the darkness.

You swing the lamp out to hang
over the pit and illuminate the
garkness helnw Iand bw:he

ammering  suddenly ns
again. Startled at the sheer
volume of the thuds funnelled up
the shaft, you step hack in
surprise onto part of the ledge,
which crumbles under your
weight.

At the same moment, a gush of
air is sucked into the shaft,
extinguishing your lamp — and
the last sight you rem risthe
ledge collapsing, taking you
down with it as the thin stream of
daylight recedes above you.

In a straightforward te:t-only
game such as this you're bound
to dwell on plot and how well the
descriptions read. The location-
descriptions are indeed long, and
reasonably atmospheric.

Following the skeleton's
wutrﬂ:hmﬁh?rndé which points

in the right direction, you
Iﬁ:m upon this description:
‘You are on a small ledge that
borders the eastern edge of the
pit. Ledges border the shaft here,
and run west, north and south.
Anodd p-ileoffailen concrete and
rubble is piled in one corner. As
you watch, small clouds of dark
oty i i shadt, e
§ thro the shaft, caught
momentarily in the giare of your
lamp, illuminated by the light as if
alive, they disappear and are
gone, s;:rallmg wn into the
stifling darkness.’

Here EXAMINE RUBBLE brings
up nothing, but SEARCH RUBBLE
reveals a thin plasilc strip,
without which you won't get to
see the location-description Vil
come to in amoment. Taking care
not to fall down the shaft, you'll
soon learn how to operate the
cradle with the yellow-and-gree
buttons taking you up and
in stages.

Off to one side is another
atmospheric description: ‘You
are in a small side room once used
to store all forms of tools needed
for the task of pit maintenance.
Once full of all types of electronic
devices, it is mow empty. A
twisted metal door shaﬂered by
some great impact long
hangs off into the darimessnft e
shaft to the west, where a
swaying maintenance cradie can

be seen. \'n;lélzﬂenhgn is also
caught by a w card.”

ﬁh readable redesigned
character set is light against a
restful dark background, and the
ﬁparlng use of colour livens up the

d passage or two. But slick
rresentat'mn is left to the input

where two towers part o
accept your input.

After about ten frames
Earthshock's main trump card
comes up. Whereas most
adventures have but one solution
paﬁiwal;{‘ and ending, this game
offers three different subquests
which subtly alter the endgame.
A tribesman from a group that
captures you on plains
outside the shaft "fwes you the
choice of a sword, a key, or a
hoop lyingatopa wooden shrine,

Each choice leads to a different
miniadventure, after which
you're returned to main
stream. Scoring in each subquest
runs along the same lines.

Earthshockis a  text-onl
adventure, as far as | could tell,
despite the mention of a graphics
man on the loading screen. The
three subplots add variety to the

me and allow it to be played
three times. its good, lengthy
anaithn-de“rhzlions add a great

eal.

Earthshock is available on mail
order from Eighth Day at 18

Flaxhill, Moreton, Wirral L46
ZUH.
DIFFICULTY: not  difficult

(‘moderate’, says Eighth Day)
GRAPHICS: none
PRESENTATION: average
INPUT FACILITY: verb/noun
RESPONSE: fast, Quill
GENERAL RATING

& text
descriptions and fine pﬁﬁ

Atmosphere 79%
Vocabulary 80%
Logic 79%
Addictive qualities 78%
Overall 79%

THE O ZONE

PRODUCER: Compass
PRICE: £2.50

AUTHORS: Tim Kemp, Jon
Lemmon

t was a very busy issue
x last month, so perhaps |

% can be forgiven for
B i missing i full
=i==C significance  of the
Golden  Mask release  from
Compass. | can’t remember being
fully aware that Golden
Mask was in fact the final part of

a trilogy, begun by the famous
Project X — The Microman, a
gi:me which later teamed up with
three others to form the Tony
Bridge Four Adventures.

Well, The (leone is the second
part of 'that tri , 50 you might
say it's being revugle‘:wd sommﬂt
late, and bear this in mind when
considering some of the
criticisms which may relate to
programming of bygone days.

In some ways it was worth
waiting, as the cassette now hasa
high-standard inlay — a
change when even large software
houses rodul:tmn
casseties barren of all gloss
screen display is most cnlnurful
as was the case with M.-'cmman,

with colours used to effect
to split up the text in the location
descriptions and in the useful list

of vocabulary given at the start.

This list serves notice of the
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¥TAKE LASER

absence of a HELP command and
also points to some p
peculiar uses of vocabulary suc
as SWITCH SWITCH and STICK
BACK, this last referring to an
operation carried out in an
aircraft. More helpful and
intelligible are the abbreviations
G and D, which carry out a GET
and a DROP respectively (though
DOWN must therefore Ee
spelled out fully).

You begin the game trapped
inside a corridor. One direction
is blocked by a large steel door
while the other leads to what
must be one of the quickest
instant deaths in adventuring.
The pictures in these opening
scenes aren't altogether
impressive and leave you with the
feeling you've seen just one too
many walls — blank walls!

Where a picture exists, it's
shown on first visiting a location,
after which it untidily scrolls up
off the screen in jerks as you input
below. On the aesthetic side the
redesigned zero in the ‘50p’ and
‘€10’ aren’t up to much either,
looking like gnarled potatoes. But
beyon Iﬁ there are some
major concerns when it comes to
the meat of the adventure,

One problem is the absurd
story line, which is so banal it
might be some sort of joke.
Finding 50p by a computer
console, you very shortly need it
to pay the bus fare to the airport
which is of course exactly 50p.
Mot too implausible, you migﬂl
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suppose, but then the wallet
episode begins. Getting the
wallet is somewhat unort X,
with the conductor on the bus
calling out 1o tell you you've left
your wallet, and throwing it to
ou (in general, objects, often
ound with a token graphic by
them, just materialise).

The next stage of the wallet
saga reveals a rather strange
aspect of the program — you must
drop a container before its
contents can be revealed. You
see this later when you hold an
envelope the wrong way round
so that a key falls from it.

in the case of the wallet, ‘As |
open the wallet, a man runs past
and fries to snatch it. It slips out
of my hand and all of its contents
are out. The man grabs the wallet
and runs away’. The contents
turn out to be a traveller’s cheque
and a ten-pound note which
together maEg £110, which just

pens to be the cost of your
airline ticket . . .

Getting this ticket reveals yet
another facet of this adventure —
examining  things ically
transforms your chances of doing
anything with them. It is seen at
the vines where examining them
first makes them more able to
carry your weight, and when
purchasing the ticket, where
Etilmi!!'mi the lady (rather than
talking to her) has her hinting that
mu might get somewhere by

yin, a ticket. Without

examining this lady at the

s \ T
o W2 = 0 . [ 2F
3, b, 1 : . = () s
ﬁ;& b & ¢ % ‘-."" < /ﬂ ‘\f" g
2> A I P N
D i N I S
:lnformation desk you, for some It would be silly to miss out the
inexplicable  reason, can’t | middle game of the trilogy, and I

purchase the ticket.

As The O Zoneis the second
part of the Microman trilogy, it
takes the story of Professor Neil
Richards, his Project X
miniaturisation experiments, and
the COM 2 high-tech computer
one stage further. It's a game
born of many utilities — the Quill,
Hustrator, Press and Melbourne
Diraw.

Despite the appalling plot and
curious vocabulary, 1 couldn’t
help but develop a soft spot for
The O Zone, what with its
colourful  presentation, and
music and sound on the 48K (the
12BK has a quiet sound set
against a noisy background of
interference on the television
speaker).

L]

suppose that's the beauty of
marketing them! The O Zoneis
obtainal mail order from
Compass Software, 36 Globe
Place, Norwich NR2 250Q).

DIFFICULTY: not too difficult
GRAPHICS: average
PRESENTATION: good use of
colour in text

INPUT FACILITY: verb/noun

RESPONSE: fast, Quill

GENERAL RATING:  skirts
around the Oh! zone
Atmosphere 76%
Vocabulary 63%
Logic 62%
Addictive qualities 73%
Overall 65%

TEMPLE OF TERROR

PRODUCER: US Gold
PRICE: £9.95
AUTHORS: Adventuresoft

@ his is a major release in
the adventuring world -
[ it's one of the 27

BES i Fighting Fantasy
; " Gamebook tities.
(Other  titles  released as

computer games so far are Seas
OiBlood and Rebiel Planet.)
After a usually-well-written
fantasy piece to set the
adventure, the books lead you
through a magical world by
setfing you tasks and puzzles as
in a computer adventure — but
the different paths you can follow
are indicated by page references.
These references lead onto
other paragraphs, constructed so
that a plaver can follow many
different paths toward

completing the game. That's why
they're called ‘gamebooks’ -
reading them page by page in
order wouldn’t make sense, as
the conclusion of the game is just
as likely to be at the beginning of

the book as at the end!
Seas OFf Blood was true to the
Fighting Fantasy Gamehooks — it

employed a combat system —
whereas Rebel  Planet and
Temple oF Terror are

straightforward adventures.

The monster encounter boxes
with their Skill, Stamina, Luck,
Spell and Provisions entries add
tremendous character to the
books, and the omission of their
counterparts from the computer
games is a letdown.

But, as with all Fighting
Fantasy-inspired software,
there’s a superb story line.

The background given on the
m comes directly from the

% comprising the
introduction plus the first two
noncommittal moves,

Born under a full moon and
abandoned by his mother,
Malbordus grew up in the
Darkwood Forest in the care of
the Darkside Elves. He was taught
the Elves' wicked ways, but in_
order to receive instruction in the
arcane and evil magic of the EIf
Lords he had to pass a test. He




was ordered to journey south to
the Desert Of Skulls to find the

lost city of Vatos.
in the city were hidden five
dra artefacts which

Malbordus had to collect. A
simple incantation would bri
the dragons to life, and he wou
then instruct them to fly him back
to Darkwood Forest and the army
ing there. He would
receive the ancient powers and
lead the hordes in an unstoppable
wave of death and destruction.

But on the edge of Darkwood
lived an eccentric old wizard who
became aware of these plans. The
wizard travelled to Stonebridge
to tell of the impending doom and
to seek a volunteer for the quest:
to stop Malbordus collecting the
dra of Vatos.

‘ou, naturally, volunteer and
the adventure ins when the
wizard’s guidilngignw leaves you
at the banks of the Catfish River.

The computer game has you
start at this river, by a rope
bridge. Crossing it would seem
the only way forward —but if you
go down fo the nearby jetty you
won't be welco by the
drunken pirates. So GO BOAT is
@ rather uninspiring start!

Instead, go onto the bridge.
Unfortunately here the game
doesn't tell you which of the two
options, NORTH and SOUTH,
takes you away from the chasing
pirates. You just have fo guess.

Checking your sessions
with INVEN (1 is not ensugh), you
discover the spell book given you
by Yaztromos, a sword and a
tﬁer;l. Reading the hoﬂlélreveals
t our spells to p you
through your thankless task:
sleep, dart, incendiary, and
shrinking.

Each spell can only be used
once, so blowing all on the Harpy
you meet early on isn't such a
good idea, especially as the very
useful BOM (Back One Move)
won't restore these spells if you

killed

The first of the enemies you
can take on are the Dark Elves,
encountered by a burning hut.
Trying to kill them with the sword
seems to do the trick with the

report ‘Your opponent is dead’;
but there were two elves so this
re| isn’t quite convincing
(still, the location description
does report two dead Dark
Elves).

Trying to examine or search
the y that materialises now
comes to naught. But there's
some advance to the south,
where Ii..f(;n:nu examine everything
you find and try things in a
different order you

pr?ﬁ;eﬁ.
vocabulary might seem as
alittle unfriendly, but it would be
more accurate to say it's precise.
When you're reading a note, for
instance, only the word
MESSAGE is accepted because
this is the term used in the
location  description  where
newly-found items are installed.
Temple Of Terroris quite an
attractive illustrated adventure.
Adventuresoft still use a white
background which limits text
colour options (and indeed there
are no text highlights), but at least
with the bright pictures the
surrounds don’t glare as much as
they might. pictures
themselves are not unattractive,
though they have a sparse look.
The adventure clearly has a
good background with its
Fi%l;ting Fantasy story, but | can’t
help but get annoyed at the

might

strangely inappropriate
programming, curious
stutters and the lack of finesse in
communication and
presentation. Why don’t
Adventuresoft . overhaul the
whole system?

DIFFICULTY: easy to begin
GRAPHICS: average to quite

good

INPUT FACILITY: verb/noun
with little extras

RESPONSE: reasonable
GENERAL RATING: strong story

and likable game

Atmosphere 34%

Vocabulary 73%

Logic 79%
ictive qualities 84%

Overall 81%

THE CROWN -

JOURNEY

PRODUCER: Wrightchoice
PRICE: £3.95
AUTHOR: A ) Wright

peeugm ere is the first part of
i B¢ The Crown, entitled
7 Journey; the :'Iecu;!d
=S4 part, Destiny, is due for
el release in late June,
completing the first part of the
Quest Series trilogy. You might
find all these parts and different
names confusing, but if you want
a crack at the E500 prize for
completing the trilogy you'd
better sort it all out — you have to
complete every component to
have a chance of winning.
(Programs Two and Three of the
trilogy should surface late this
year.)

The adventure Journey is much
like any other — except for ils
combat routine, which the
author claims takes up 17K of
memory. | find it hard to believe
ANY combat system could eat up
such a space, and this one seems
straightforward, but give the
routine some credit; it adds
immensely to the game.

The story line on the cassette
inlay is not too bad, with some
imaginafive names.

For many years the lands of
Tharg had been ruled by King
Rasselhague, under whose
benevolent feadership the land

m. Bui Rasselhague’s
R er Chaleb hated the

King and lon to overthrow
him. To restall  trouble,
Rasselha banished Chaleb to

Acrux, a barren wasteland.

Meanwhile a child was born to
the King and Queen. Named Yed
Prior, he grew up at a time of
increasing tension as Chaleb
conspired with the goblins of
Acrux. Together they
constructed a tower of granite as
a symbol of their unity under the
powers of darkness.

From the tower Chaleb
practised the rites of evil,
eventually transposing himself
into a nonliving entity, entrustin
his genetic codi

ing to sever,
jum stones which he
mounted intoa crown. He
then hid the crown deep within
the tower complex.

Rasselhague became alarmed
at the dark powers seething at the
kingdom's borders and so, after
sendi:ﬁ his wife and son to safety,
he | an army to Acrux.
Rasselhague lost the ensuing
battle — whereupon Chaleb,

leaving behind the goblins to
d the tower and guard his
crown, travelled to Tharg to seize
the empty throne.

In Journey you assume the role
of Yed Prior, now grown up and
heir to the throne, but known

only as a common peasant. You
set off with a broadsword and the
ornate ring given you by your
father, the only remaining clue to
your distinguished heriiaﬁg.

Undaunted by the dangers
ahead you cross the desert of
Vulpecula, heading for the
capital, Turais. You are seeking
Endanus, your father's adviser,
who holds an impartant letter
you must see. You must journey
to Acrux and, once g

iate a route through the
lin-infested Mountains Of
Doom.

The Crown has no pictures,
and there’s little to liven up the
screen, but the character set is
at eric and yet still
readable. The print fades to
nothing when d-fw've seen r
inventory, and at the end of
combat — a nice touch.

But above all else is the combat
system.

Combat is initiated with
ATTACK or KILL, and the first
enemy to require such treatment
is the guard. This chap is beati
some unforfunate woman an
must be stopped before an
avenue for your advance is lost.

Before you get stuck into the
fray, remember that HELP
GUARD will give you the
lowdown on your opponent.
{(Every time I've played, it gives
him a Constitution of six and has
him carrying a sword.)

You can check on your own
standing with STATUS, which
displays those attributes
randomly given to you during
initialisation, a short pause at the
very start of the program.
Checking your status you will
discover your Constitution is a
number six and ten and
Dexterity between five and ten.

When 1 checked | found
Constitution, together with its
paired atiribute Strength, to
usually be eight; Dexterity and its

ired attribute Skill varied more,

ut hovered around seven.

It’'s possible to significantly
increase the chances of striking
your opponent without him
returning a blow — by noting
which weapon he’s using. This is
because in combat select
LUNGE, SWING or HACK for
attack and RETREAT, DODGE or
DUCK for defence. Your

t is driven to make his
choices by a 65-per-cent-intelli-
gent program and the interaction
of LUNGES, DODGES etc works
out along similar lines to the old

scissors/paper/rock game.

But this is only nse%:l if youcan
guess your opponent’'s move
rom the he's carrying.

The logic behind this is that the
sword and spear are most

effective when used to LUNGE,
CRASHJuly 1987 61

B




while the axe causes the greatest
damage when used to HACK.
When it comes to your attack
these factors should be takeninto
account, together with situations
not so cut and dried, such as
HACKing with a spear.

When either you or your

ponent scores ‘a hit, the
victim’s Constitution is reduced.

If all this sounds a bit
complicated you can always run
away, an option which
unfallingly comes up after each
exchange of a battle (though
remember: your opponent’s
Constitution will bounce back to
its original figure should you
decide to flee),

But the constant need to input
either YES, you want to run, or
NO, you don't (without even
recourse to the abbreviations Y
or N} each time slows things
down too much.,

And you need to press a key
when the computer confirms
your choice to retreat or
whatever onscreen — just a short
delay would give you enough
chance to change your mind.

Vocabulary is listed on the
inlay, and can be displayed in a
more complete form within the

e. Type VERBS to have them
sted: one or two critical verbs
are omitted so as not to make the
going too easy. There’s also the
unusual inclusion of an adverb,
CAREFULLY, which you need
early on in the game in a way
which isn’t totally convincing,

NOUN lists all the objects etc
you are likely toneed to ribe,
while the HELP command is
necessarily obtuse considering

the prize of 500 smackers!

e RAMSAVE, rather
curiously, wanted me to start the
tape.

Plotwise | found the prices
inconsistent: two gold coins for a
lamp, a whole gold piece for
some oranges, but only two coins
for a rare precision instrument
like a sextant. Getting these gold
pieces is difficult: the purse
they're in is easily opened, but
many minutes of gymnastic word
games are needed to do
something simple like extract the
coins.

The Crownis a text-only
adventure dominated by a
combat routine needed to see off
the guard beating the old woman,
the drunken sailor, and a goblin
guarding a lake. This routine is
complicated enough to lceegathe
player engaged and probably
warrants taking some interest in
this game and its very tempting

£500 prize.

Wrightchoice can be
contacted at PO Box T00, 159
Welbeck Crescent,  Troon,
Ayrshire KAT0 68D.
DIFFICULTY: combat routine
might trip you up

GRAPHICS: none
PRESENTATION: very average
INPUT FACILITY: verb/noun
RESPONSE: fast Quill
GEMNERAL RATING: interesting

Atmosphere 71%
Vocabulary 68%
L?ic 75%
Addictive qualities 73%
Overall 72%

FANTASY

PRODUCER:

Dented Designs

PRICE: £1.99

AUTHORS: M Eacrett & H
Church

zy et's first of all take these
lads to task for a bit of
g crude humour. Okay,

i s they've iven
themselves a clever
name and they think that gives
them the right to take the mickey
out of Third World countries.
We're told the price of Frightened
Fanfasy in Australia is two cans
of Fosters, and in Zambia it's two
‘gumbo beads’,

Now come on, lads, this is
1987, Channel Four, left-handed
opossums’ civil rights and all that.

All right, settle down — it’s just
that reading the info with this
game, and yinig a while, has
given me a fit of the giggles. You
see, these guys have a cerfain
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FRIGHTENED

humorous way about them and |
think if enough people find them
amusing, who knows, we might
find these chaps vying with that
famous funny, Fergus McNeil.

This effort is brought to you
courtesy of the Graphic
Adventure Creator, and that
utility’s drawbacks may account
for its lack of tempo. However,
the conmspicuous lack o
grammatical accuracy must be
put directly at DenteJ:s door, so0
come on, lads, pawn the old
Beano annuals and gel
yourselves a weighty dictionary
to sort the text out before packing
the Emd"m off to the eager
chuckletums waiting for thisene.

But the other drawbacks aren't
that serious—the biggest problem
is the program’s insistence on
stopping dead instead of scrolling
on. This means the first key-
depression of any input following
a long location ription is
taken as a sign to scroll, much as
in. The Hobbit.

The large picture leaves little
room for t ation description
below, which leads to
information scrolling off quickly;
regular readers will recognise this
as a GAC characteristic.

But  leavi aside  any
shortcomings of GAC, Frightened
Fantasy shows the utility used to
good effect with good pictures, a
pleasant redesigned, readable

character set, and colour
ch,mqes between  location
descriptions.

Playing the game is easy,
aﬂn:IYng the player to meet the
full force of fun on offer in a short
time. The humour often works on
a discordant juxtaposition of the
fantasy and the real in a very
funny way.

Hence we have a happy hour
in the Nobody's Inn where the
beer is free (though drinking it is
a bit of a trap), a weapon found
lying around turns out to be a
‘Soviet SVD Dragunov Sniper
Rifle. Gas operation, range
900m, Vel 830 m/s and totally
useless without its trigger’, and
elsewhere ‘Orcs, Elves and the
odd Japanese Goblin tourist rush
to and fro’.

In a similar vein, there’s a
talisman to teleport you home to

. Milton Keynes,

But there is some method to
the madness, and beneath it all
are some real tasks. Quests are
given out by just about everyone
you meet: Groaner of the Inn
wants you to brave the swamp
and bring back Basil, the Seven
Dwarves want to feel happy but
Happy has lost his chainsaw, and
Kevin in the Inn is obviously quite
happy himself when he comes
out with 'Hic, I'm Ferg...
er ... Kevinand I need aweapon
to kill the wimp Davis in
Orcbusters’, Orcbusters being a
future release planned by
Dented.

Humour oozes from this game,

with random messages popping
up like this: ‘A boy with brown
National Health glasses and a jet-
pac zooms past you and
disappears’, and location
descriptions like this one: ‘You
are in messy dining room. By
the look of the place some orcs
have eaten here, as the furniture
is reduced to bits and there are
some hobbit remains.’

The credibility of the plot
cbviously isn't so important in a
funny game, and though the
talisman found just lying in the
forest shortly after the off isn't
stunningly imaginative, the gold
scattered round the cashpoint of
the bank is typically humorous,

Frightened Fantasy is
supposedly a spoof of the Fighting
Fantasy games, though I'm not
sure which game it's based on.
But this adventure IS wvery
amusing and a much better effort
than Dented Designs's Oon't
Panic — Panic Now, reviewed last
month, even if here you are likel
to end up with a score whic
reads like this: ‘You scraped up 0
copies of Orchusters and you
have taken 43 puny attempts at
this awesome quest.’

Frightened Fantasy is available
on mail order from 134 Coleraine
Road, Portstewart, Co
Londonderry, Northern Ireland.

DIFFICULTY: not difficult
GRAPHICS: not bad
PRESENTATION: good, with
designed picture frame
INPUT FACILITY: verb/noun
RESPONSE: sluggish

GENERAL RATING: quite an
advert for Orchusters
Atmosphere 76%
Vocabulary 79%
l.?jgic 77%
Addictive qualities  79%
Overall 78%




it's back to normal this

month after the June
special. There’s been a lot of
interest in Rebel Planet and
Never Ending Story, so let's
start with a look at what has
people stumped in these
ftwo...

PAUL PEARCE kicks us off with
quite a load of old problems. For
many of the Rebel solutions we
can thank a column regular,
JOHN WILSON. Paul asks:
‘1 How do | use the Bible that
came from the hotel?
2 What is the blanket that came
from the same place for?
3 Howdo | get the juice from the
Tundra, and whatdo I need to
past the Fence without
ing?
4 anhal is the Infrared Scanner
7

T

5 Howdo I getinto the Alcovein
the hotel?

6 Do | have to tell the %leard at
the museum a joke to help me?
if s0, do I get this joke from the
hotelier?

7 After gaining entrance to the
Main Computer on Arcadia,

howdo 1 b?uw it up?

How do | gain entrance to the

University?’

Well, Paul, see if this lot get you

any further:

1 SFBE CJCMF to learn a useful
phone number.

2 When you meet the SPCPU
throw blanket over antennato
disable it.

3 When you locate the dome-

sha rock EXAMINE ROCK

to find a tin of juice. At the
fence DPOOFDU pantanium

QBL, then cut the fence with

culters.

View scanner in dark cave.

FYBN TUFQT, VOMPDL

alcove,

HJWEF CSFX to rd.

FYBNJOF Arcadian, UBML

Arcadian, RVFTUJPO

Arcadian, ask for help.

8 TAP DSZTUBM WITH GPSL.

~p [

PAUL JUKES writes ‘1 have

Adventuresoft’s Rebel Planet and

it's an excellent game —but I can't
get very far. How do you get
around the two angry Arcadians
in the Space Co on Tro|
without being dissipated, an
how do get out of the cell
{wheret walls whisper) on

*Msn on Mastertrenic’s
Sinbad And The Golden
Ship how do you get the Old Man
Of The Sea off your back?’

To avoid with the
Arcadians, whose parking space
you have pinched, GIVE
UJDLFUT. To escape jail CFOE
CBST with XSFODI and then
activate laser.

In Sinbad, you must use the
Old Man to navigate the sands,
then go west to Tmp him in the
sed (ANDREW TAYLOR tip).

Right, less of this wandering off
the topic and straight back to
Rebel Planet and a struggling
inexperienced adventurer.
KEVIN GAYNOR asks
1 how to use the dispenser (can't
find card); _
2 how to repair the scooter;
3 how to disembark from the
Caydia;
4 how to decode the intercepted
messages.
And my answers:
Insert card into dispenser
regularly. If you type
INVENTORY you are told you
are wearing a LIMCOM.
EXAMINE LIMCOM and you
are iold of four buttons
marked PS, 55, IH and OH,
These stand for Personal
Status, Ship Status, Inner
Hatch and Outer Hatch. To get
the card go south, south from
start and press IH (inner
hatch). Now GO HATCH and
UBML WBMFU.
2 You won't need it on this trip.
3 Toleave the Caydia, press IH,

GO HATCH, press IH, press
OH, leave.
4 Enter 101, 010, 101.
On to that nongloss detective
ks K et o e
ich | must it
me puzzied for a while.
Fortunately | stumbled on the

right word combination, SPMM
DBSQFU - but hold on, I think
you'd better see what the
guestion was.

It came from DAVID PAYNE,
who wrote ‘When you enter

Harpinger’s apartment you see a
carpet and the computer tells you
it is a Persian carpet. There is a
bump in the middle and there
could be something underneath
it. But how do you find what is
under the carpet?’
MARK WALBANK asks of the
same game
“1 Once vou find the code in the
vase how do you useit? lt doesn't
seem to work on the safe,
2 How do you deal with the thug
and the pusher?
3 How do you geﬂ’hnl Joe and
Lt Davis to help you?
4 Once in the boat it says ' You
can drive anywhere’ but |
can’t seem to move off the

Solutions:

1 It is the number to the safe.

EJBL OVNCFS,

2 Shoot 'em.

3 | might be mistaken, but apart
from looking into Phil’s and
joe’s places, they don't.

4 You need the map, container,
tube, and subsequently the
petrol and the ignition key.

There's been a Never Ending
Story this month — a never-
ending stream of gueries on a
game which often comes free
with the 128K trum. Reader
A CHANG how to find
the crystal, what the stone is used
for, how to remove the thorn
bushes, and how to get the velvet
coat.

“To get the crystal GO DOWN
when the thorns have burnt and
then TNBTI CPY when carryin
the stone. To burn the thorns li
them. (JOHN WILSON tips).
Collect the cape in the marsh
(STEPHEN REID).

M P COOK can’t get up the
stairs to the top of the ivory
tower. this lot: from the

om of the main stairs go
U,E,E,NE.U,W,W.—
W,SE,U,E,EE,U to find the door
to the Empress's guarters.

BEN PAYTON writes ‘How do
you getoutof the grave? What do
you use the rope and the stone
for? The fraEmerit of glass is also
causing problems.’

Do not go east from the church
unless you are carrying t
glowglobe — you'll be pushed into
an open grave, The is used
to go down the well with UJF
SPQF. To be allowed to carry the
fragment of broken glass you

need to be ¢ the leather
which you w an}':lll:ﬁm the hut in
the village.

NICHOLAS PIRIE wonders
where to find Falkor the dragon
and how to mount it. He has the
Auryn but isn’t sure how to use it
with Falkor to make the beast
help him. He's also finding it an
uphill struggle entering the cave
in the mountain s :

CMPX IPSO to attract Falkor
and TAKE FALKOR when in
possession of Auryn, and he will
sta with you. To enter the tunnel

e mountains MJHIU

ENCRYPTION coﬁseq
Ib's easy to speak Brewster!

ENGLIH : ZRBCPEFGHITKL
BRAGWSRE: ABCOEFBH ITKLM

ENGLIGH : MNOPQRSTUVWRY

BREWSTER: N OPGRSTUVWRYZ
L ST s,

CSBODI at the campfire and then
M]HIU UIPSOT at the tunnel,

Now toa classic release - Lord OF
The Rings. RYAN SMITH writes ‘]
have completed Lord Of The
Rings by starting on the second
part. On the first part | have
followed Strider out of Bree only
to get stopped by the riders at a

idge just after Weathertop. |
have tried everything | can think
of but still those riders are at the
hridge to stop me. Please could
you tell me what to do?’

Well, Ryan, as with all answers
1 can't guarantee this will work
but . .. have a go at collecting
the elf gems, Used one ai a time
they can destroy Nazgul if you
SAY ‘ELBERETH'. Killing the
black riders generally can be
achieved with BE MERRY and
SAY ‘KILL RIDERS', noting that
there are three lots of three
riders.

Still with Tolkien-inspired

works . . . PAULTREGIOGIisn't
sure how to get past the Great
Gate Of Morona in Bored Of The
Rings. Try ESPQ QFQQFS (tip
from G SPENCER).

It's Seabase Delta time again.
LIN RHODES finds adventuring
difficult, which isn’t that hard to
understand:

‘1 Tknowl ne&tﬁh@aﬁy metal

tape to open the sliding doors,

but how exactly do | do it?

2 | have made a seesaw but do
not know how te useit. | know
I must get on it and drop the
cannon ball on the other end,
but how do | go about it? | have
tried every way possible but |
cannot get onto the seesaw in
the first place.’

Answers:

1 Go'tothe microphone and the

tape player. Insert cassette. The

microphone will hear the music
and open the doors. Enter tunnel
and pull knob. (Help from JOHN

PETRE.)

2 Make the seesaw at the launch
pad, XBML QMBOL. Throw
the cannon ball and you will be
lobbed up to the high platform.
(Tip from MATTHEW TUCK.)

LUTHER JONES has the
smooth foil and pancake but can
find no way of getting past the
camera. Goupto Level Three. Go
into the room with the TV
camera. Having ironed the
aluminium foil, use it to

SFGMFDU the beam.
CHRISTOPHER ROUSSOU

wants to know where the

harpoon is found - it's north of
the third-level corridor in the

>
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armoury (and in Sinbad And The
Golden Ship you kill the roc bird,
Christopher).

CLIVE ROSE is having problems

with four adventures;

‘1 In Subsunk, how do | get out

of the locker?

2 In Seabase Delta, how do |
move the rail carand howdo |
getin it?

3 In Kwahl, | have put the tape
in —what do I do now?

4 In 5hip Of Doom, how do | get
th; key out of the glass cover?*
Help:

1 Don’'t enter the locker.

2 FOUFS DBS and fasten belt.
JOTFSU DBSE.

3 Setspeed to 9. Change to Kevin
and press record on the
recorder. Say ‘Kwah' twice.

4 Point TPOJD TDSFXESJWFS at
cover over the key (ROBERT
BURGESS tip).

Back to LUTHER JONES now and
Claymorgue Castie: ‘| cannot get
to the or wake the moat
monster.”

Swim down to moat bottom.
Examine boftom. Swim up once.
Cast CMITT spell and go
Elr(a\l\ivbridge,(}n E,E, and E(ALEX

JEFFREY BELL takes us back to
that sunken sub in Subsunk with
this letter: ‘Firstly, can you please
tell me what ingredients are
needed to make the glue and how
ra}u mix it? Also, | have found one
if of the map in the navigation
area; where can the other half be
found? Can the locker in the
locker room be opened? Where
can the acid battery be found?
Finally, what is on the thin shelf in
the wardroom and can you
Ee‘lai:!;:hwnuﬁﬂmut banging your
ead?’ -

To make the glue get LOJGF
and burnt UPBTU. TDBQF
UPBTU. Put scraping in UFTU
UVCF from above the locker. Get
ZPHIVSU from cold store. Go to
the reactor where the ZPHIVSU
melts. Tip carton and mix with
spatula. Dismantle DMFBOFS to
get the other half of the map.
Jump on the bed to get the key to
the locker. Go down to the
bottom of the sub from the
washroom area to find the
battery.

PHILIP HUGHES needs some
assistance at the beginning of two
alive;tudres. Irl; The ﬁoggr’t he’s
got the diary but still can’t open
the doo 3

e F.

Try SFBE E]JBSZ. The number is
the code for the door
combination lock.

In The Very Big Cave
Adventure Philip can’t get past
the snake. Try killing the python
with PQFO DBO.

GRAHAM COULTON is having
great difficulty keeping awake in

ZZZ7 as he can't get very far.
He's having tro riding the
bike, getting a bucket and dealing
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with the water.

QVTIi or XIFFM bike and give it
fo the TBONBO. EJH sand and lift
the bucket. Put the bucket on a
IPPL by the XFMM, turn handle
and do it again.

Dracula is giving SHAUN
QUIGLEY some sleepless nights.
At the start of Part Two | into
the face of the woman ite.
MPPL JOUP FZFT. You will now
enter a trance. When you awake

will have only a few inputs
eft so DMPTF FZFT or UVSO
IFBE. The woman gives you a
cross; wear and remove it as
necessary. To find the staircase
go west from the castle
courtyard, then south, and look
around. The tree in Part Three is
near the wall of the mansion.
DMJNC it and DVU it.

MARK ANDERSON has
completed The Sidney Affair but
wants help with Spiderman and
Mafia Contract Il

In Spiderman you examine the
crib to find the formula to drop
by the lizard. This is hydrochloric
acid and calcium ca te
which forms calcium chloride.

To make the web QVMM
QBJOUJOH in the penthouse to
reveal a torn piece of paper.
Examine the paper to find a
partial web-flfid formula which
needs the exotic chemicals.
Hmmthe lab and make web

uid.

in MC 1l pull pin, throw
grenade, S, Oﬂen door, kill
janitor, search janitor (M
TOWNER tiP]. I think this is what
you're looking for, Mark.

‘Please can you help me with
Gremlins by Adventure
International and The Hobbit by
Melbourne House? In Gremiing |
am stuck at the mailbox. 1 know
that you have to cut the mailbox
with the welding torch, but how
do you stop the arm coming out
and turning the valve off?’

Turn on the GMBTIMJHIU and
QPTU it. Stripe should run off (D
MOORE).

‘And for The Hobbit, could you
tell me how to get out of the

gohlin’s dun &

XBJU till ﬁn appears and
say to Thorin P(%El.: XJOEPX,
DBSSZ NF and ¢ £0 west,

TAN WALLHEAD can’t get
started on The Colour Of
Magic. Put some colour into the
game with GET BEER, STAND,
TRANSLATE, say ‘yes’ to being a
guide, then TALK BROADMAN
and SAY ROOM. After
Twoflower has left go
Widdershins.

That's it till next month.
Send your treasured tips and
quirksome queries to.
SIGNSTUMPS, PO Box 10,
Ludlow, Shropshire SY8
TAQ.

GRAPHIC DETAIL

Dear Derek

After reading Daniel Chapman’s
letter in the May issue of CRASH
I just had to put pen to paper. |
too have been experimenting
with GAC but with a little more
success than Daniel. The first two
problems are easy to solve but the
third, linking other graphic
utilities to GAC, | think is very
difficult.

THE MULTILOAD ADVENTURE

The SAVE aption in GAC saves
current position; all counters; all
markers; and the whereabouts of
ohjects.

It is possible to load this
information from one adventure
to another. If this is done the new
part of the adventure must be
reset. Any counters or markers
which are not commeon to both
adventures should be reset to
original values — ie markers reset
and counters to zero.

Any objects which are not
common to both adventures
should be moved to their start
rODImS. e

I suggest that when writing
adventures the following format
be adopted when using objects:

All ebjects which can be picked
upshould be the first in the list of
Dﬂiects. Objects which cannot be
picked up, such as nonplayer
characters, should follow.

The noun which goes with the
object should have the same
number as the object. The objects
which are common to different
parts of the adventure, such as
swords, money and guest items,
shuuggybe the first inlthe list
(strictly speaking, only objects
which can bepuied u&slmuh:l be
commeon, ie you should only be
able to transfer objects from one
adventure to another if you are
carrying them),

The best way 1o get multiload
adventures to work is as follows:
Have a counter which holds

the present number of the
adventure — this will indicate the
adventure number from which it
was saved. On loading an
adventure position check to see if
it is a permitted load, ie that it has
been saved from eiij'ler that
adventure or the previous
adventure,

If it is permitted, reset all the
markers and counters to their
start values,

Move all the common objects

which are not being carried into
the room (you may wish them to
be moved to rooms which you
can access if you want to give
your adventurer a chance of
getting the object again). Move
all objects specific to this
adventure to their start positions.
Mave the adventurer to his start
position. Let play commence.

This will take a lot -of time and
effort (and memory) to
implement, butit’s worth it to get
multiload adventures.

RANDOM MESSAGES

If you have your random
messages starting at message N
and there are X messages, to print
the random :
IF (condition) MESS (RAND
(X) + N) END
This can be usedin any condition
type.

EXTENDED ROOM
DESCRIPTIONS

GAC is limited to 255 characters
for a room description with little
scope for detailed descriptions of
your surroundings. To get over
this we can put the marker 0 to
use, It is set whenever a
description of the room is given,
either on entering the roomoron
describing the room such as
when LOOK.

Marker 0 is not automatically
reset except at the start of a new

me. So if this marker is set we

w the room description has
been given, and we should also
display our extended description
in the form of messages.

But we don’t want the
extended messages to appear
after every input, only when the
room is entered or described. To
prevent this from happening we
RESET marker 0. The construct is:

IF (SET#(0) AND (room$))
E-IESS (message(s}) RESE(D)
D

This should be a high-priority

GENERAL TIPS ON GAC

When Jnu insert a condition at
the end of other conditions you
don’t have to specify the exact
next number — any higher
number will do. If you specify 99,
and there are only 22 conditions
to date, the condition entered at
99 will ‘:ieput in the next available
space.

If want to insert a
condition between other
conditions, select the condition




you want the new condition fo go
in front of, enter the condition at
the start of the same line (not

forgetting to put the END in) and
the new condition will be
inserted.

In large adventures it’s
reasonable to have rooms with
the same d-escnm:nn To save
memory leave the room
description empty except for a
single space. In the high-priority
conditions

IF (SET?(D) AND AT

(ROOMS1) OR AT

(ROOMS2) OR AT

(ROOMS3). . . . ) MESS

(MESSAGE$) RESE(D) END
where ROOMS$1 ... are the
rooms with the same description
and MESSAGE$ holds the
description of the rooms.

The single space must be
entered in the room description
because if it is completely empty
‘ERROR : room not found’ will
OCCU.

A small extension o an
adventure, similar to that used by
Level 9, would be to impose a
small penalty each time the save
option is used.

This can be done best using

IF(VERB (14)) SAVEDECR ()

OKAY END
in the low-priority conditions,
changing the existin ion. The
routine ahbove wou uct one
point from the score but multiple
DECR (0) statements could be
used for larger penalties. The
DECR (0) is used instead of such
a function as CTR(0) - PENALTY
CSET (0) because if the ty
imposed is greater than the score,
size errors will ocour with that
function. This will not happen
using DECR(0).

OTHER PROBLEMS

I am working on a system to allow
anumber of player characters,
like those found in Lord Of The
Rings. Next I'll tackle the
pruflem of nonplayer characters
~ I hope to get them moving
about the adventure and having
reasonable interaction with the

player.
IAN BRYER, Leicester

lan’s was one of a huge number
of letters prompted by

Discreetly-

Music is useful,

-~
£
-
b

Y

ODETO A RED LION

Riches may lie in the trail of a monster
ced powder induces deep sleep; ~ :
i Be mindful of fashion, it may be your saviour W
" . And go noet across — instead look to the deep.

Paths may be hidden, so be always watchful;

ic i charming to boot.
Search all and sundry, choose hair, just a handful;
You never know, you might escape with the loot.

To capture an animal, semidomestic,
You may count ten backwards, if dropped from a height;
Blow your own trumpet and meet with am
Or two 1o help vanquish the Lord Of The Right.

CHRISTOPH

Daniel’s GAC problems, all of
which were of a very J‘ﬂfﬁ
standard. lan picks up this
month’s £20 worth of software;
next month there’ll be another
ig GAC letter from David Salter

of Nottingham,
DB

THE DEMON
DRINK

Dear Derek
Three years a
Denis Through the Drinking
Glass was sed with a very
effective advert. | have plamd
Denis for three years now but |
still cannot answer any of the ten
questions posed in the advert,
Please print an appeal for the
author to send in the answers (if
HE knows them), and publish
them in CRASH. | would dearly
like to know:
Are they long enough?
What is number 367
Who spoiled the photos?
Is there really such a pub in
Plymouth?
What made Way dizzy?
Is he a quarter-pounder?
A hole in one or onein a hole?
Where did he learn to talk like
that?
9 Has he gone off to the
Malvinas?
10 Who is it, dummy?
Please, please, please, use your
contacts to put me out of my

misery!
FRANCIS SANDS

WRITING A
WRONG

Dear Derek
| have read the recent letters in
SIGNPOST concerning Vera
Cruz and am surprised that no
use appears to have been made
of the gmpholog; examination.
This test proves that the suicide
note was written by Gilles Blanc
and not by Vera, thereby
disproving his statement that he
was never in Vera’s apartment.
CHRIS GORNALL, Lancashire

the hilarious

=B R- ol ] R

ER WARD, Mystic Software

- N

CRASH bureaucrat NIK WILD takes a break from the savage
world of advertising to hack, cut and swashbuckle his way
through two new gamebooks

THE KINGS DEMON -
GAMEBOOK 1

PUBLISHER: Puffin
RETAIL PRICE: £1.95
AUTHOR: Graham
Staplehurst

SINGING:
Robin Hood, Robin Hood,
Riding through the Glen,
Robin Hood, Robin Hoed,
With dum dum de men,
Feared dum de dum,
Dumdum........
Enough, foul wretch!! Thy
minstrelsy prowess doth play
painfully upon mmldﬁl
Fn‘ily continue in maode
only!

Asif our Bob hasn't Eot enough
on his plate, what with the
dastardly Sheriff, Sir Guy Of

Gishon, laddered tights and
feeling all of a quiver, along
comes some frog with al
powers (Sir jean De Melusine) to
ruin his day.

One of Auss Nicholson's illustrations from the pages of The King's Demon

STAR STRIDER

PUBLISHER: Fighting
Fantasy Series

RETAIL PRICE: £1.95
AUTHORS: Steve Jackson &
lan Livingstone

Those damn Gromulans, they've
only gone and bushwhacked
Galactic President Xenin and are
holding him captive ‘somewhere
on Planet Earth’.

This looks like a job for . . .
er... you!

Break out the HB and Mars-
Plastic—it's time to don the guise
of Rogue Tracer and, on the turn

Your main task as Robin Of
Sherwood is to dthfeal this ﬁwsh
uppmteﬂt before he can unlea
the forces of Darkness on the
land.

As with T:sst h';:lvogséfof_lhis
genre, you begin ining your
character. A roll of the die
determines your skills in healing,
riding, stealth etc, and thereis a
14-page (somewhat tedious)
rundown of how to use these
skills and rules of i:t)rllll;'ll.t:m‘s

A possessions table a yOu
to carry and use objects you find,
and there’s also a wound chart,
and a table to monitor your
powers of Light and Darkness.

Once the game proper starts,
there's a good atmosphere and
those despised sudden deaths can
be avoided with a little thought.

| didn’t get very far, but one
day I'll return to Sherwood Forest
to put an end to Sir Jean and his
evil doings.

- Ty
/.
=

oo

of a die, see if a Presidential
rescue is possible.

At the start of your quest
you're asked o roll the dice to
determine your skill, stamina,
luck factor and so on. These
figures are adjusted according to
actions and events throughout
the game,

Ispent a wet Sunday afternoon

ghing through Star Strider

eventually gave up. The plot
is okay and some ambience is
created, but I'd been there and
heard it all before. The lar
number of sudden deaths didn't
help much, either.

Two pounds isn't bad for an
afternoon’s 'entertainment’, but
:'Ilt:’re are better gamebooks to be

.
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I From KJC Games, Britain's !eading- PBM CO.

AN OFFER YOU CAN'T REFUSE!

ABSOLUTELY FREE

TRY A FREE TRIAL IN THE WORLDS MOST
POPULAR PLAY-BY-MAIL GAME.

ITS A CRIME!

All you need to do is send us your name and address and we'll send you a rulebook, start position in a new game.
and credit for your first two moves. If you enjoy the game, and we think you will, you can continue playing It's a
Crimel for the incredibly low price of only 75p a turn.

THE SETTING

The game is set in New York City in the late 1990's. You role-play the part of a gangleader who controls a group of
misguided youths. The city has severely deteriorated. The brave citizens who remain are now in a life and death
struggle with the ever increasing number of drug-crazed street gangs. The New York Police Department is
severely undermanned.

Your main goal is to become a very powerful gang. This is measured by building your gangs turf into one of the
I largest and by becoming one of the richest, toughest, and most notorious gangs in the city. This will allow you to
enter the MOB, and maybe later, become the Godfather.

On a typical turn you could send your Pros, Punks and "Cruits out to take over a couple of city blocks and ambush
an enemy gang, rob or firebomb a building, buy and sell drugs, have yourselves a party, terrorize the residents,
and much more.

SEND YOUR NAME AND ADDRESS TODAY FOR YOUR
FREE TRIAL OF ITS A CRIME! THE WORLDS MOST POPULAR
PLAY-BY-MAIL GAME.

I KJC GAMES, \
PO BOX 11, CLEVELEYS, BLACKPOOL, LANCS FY5 2UL.

EARTH WOOD |.(,

15 players compete 1o be the ' ultimate rulér by controlling afl the develope:
citees: ither singuiarly or with an alkance A typical game m|1asr abnu'l:
18 months, with the first knockouts usually startng after six months

Each piayer i5 either a king of 2 fantasy race or 3 powerful charismatic character

¥OU a0 recruit trols wildmen and control powerful creatures such as
Your Characters will Capture and CoNTrol cites. upon which you can spend gold to

improve security, workshop production, defences and maintain and enlarge.
your army Wirh goid your wizards undertake magical research Spies search out
Bremy strongholds and then attempt acts of sabotage, theft and 3ssassination
Thiese are jutt a Few options avadabie to a player m Earthwood
Earthwood 1S computer moderated Dut the turn sheers and reples
AFE writTen in plain English

MO need 1o 160k Throudh COMPpEX CNarts and oode Books 1o understand this game

WRITE TO:

Europe’'s most popular Play By Mall game

- the Fantasy campaign game with over

Y 1.000 player parties already participating

To enter, send £& 00 for rules setup first
theee turms and copy of latest newsletter

Further turns £1 75 each

Send to. KJC Games, PO Box 11,

Cleveleys, Blackpool,
Lancashire FY5 2UL
Welcome on - (0253) 866345

o enrol in Ca;.:;dto.l send a [E 0o
cheque/PO; mumanm;al M?‘nev Orﬂflll'

ayable to KIC Games For this you W
Feceive the ruisbook, setup and first two I::: "::: o ::;'rf’:s fggr: :: &
turns Each turn of Capitol costs £1 75 for o this youl Feprive the rulsbonk
the first 60 orders Each adcitional 30 setup aradt irst Hge SLans :
owrglzr;':gsts 75p European players are FUtUFe thmms are £150
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Summer is here at last:
tanned legs and weight
training are back invogue
and here's cool,
isticated me driving

about in a Marina van
following the incident
with the cow | mentioned
last month. But would you
believe it? I'd had the van
for two weeks when
BLAM somebody
crashed Iman it. Sob, Sﬂl!,
was greatly relie
return home to a pile u‘!
PBM MAILBOX mail; that
bucked me up a bit. What
mmﬂd | do without you

Anyway, oh-la-di oh-la-
da, life goes on (ya), so
without further ado let’s
pulisomething out of that
reassuring mailbag . . .

VIGOROUS
PURSUIT

Dear Brendon

This moming | received
Information from Jade Games
ahout Shattered World, and | just
happenad to buy GHABH aswell; |
was most p!eas.ed to find & piece
about this new. game.
" | used to be a ' afew

F%D arhmpat«'sg in
gTA.FILD (run lhe
leton). | do not kno

ST RLORD is still running but m J
memories of that ?ame are fon
which is more than sayﬂ::rtl'le
memories | have of my late *allies’
who persistently got me from
behind. Rule One in war-gaming;
NEVEH completely  frust your

n PBMing again through
bﬁﬁ! g ed to join
foothall ment game
Socoer Star, which | am finding

rather boring, to saythe%aast That
said, what struck me immediately
upon opening the staﬂup

Jade for
Woﬁn‘ was the length of the pnn!
out—three A4 sheets!

Presumably, as the game
proceeds and more information
ghoit the planet FINDAR is
discovered this printout  will
become r: | feel the art of
smmac‘y bawelirewardedsn

and intend to
pursue it with vi
T Bumett, { “d-lﬁﬂﬁan

Starlord died a mysterous death
some years ago ~ Mike ton
feft the | 1o develop tf
infamous Lordsndm&h'ad
brainwarper, a ar
suffered a number of o
crashes and at, m&taﬂs {it
was a computer-m odsrared
gamsjbafars vanishing in a puffof

Those who raal en;oynd it can
still be found
American nylng
Buﬁa-’ajmdsven tha.?% ronet

p%m#ascammiﬁfmmma
CHASHravmsmhave ‘
already started up egama
have heard a8 mixture of reports

ahoutShattered World; some rave

?hmﬂgécmersmte# What do you
' Manythanksfw{zur\daws; A

please et me know how youget on
in your garne, Thomas. s

WHY CAN’T
THEGMPLAY?

Dear Bréndon

| am developing an-amateur PBM
ame; whichintheory will be quite

ntto. currantl

available —the GM, instead of

belng passive will take an active

part in the d.p.icmacy double-

dealing and ings-on.

W’I‘Ldamaplayers aim will be
galactic conquest, the GM can go
any lengths to maintain order. As
all :nterpiayar communication will
pass through his hands, he'll be
aware of what players are
planning. With this in mind, theGM
can {if he wlsi'tas} warn pla
impending attack or even
alliances inside out throu?
{eeding false infermation to each
party involved. !

This will add a whole new
element to the game.
Malcolm Harden, Sheppey, Kent
Inmy view, such a systam would

i the whole gamae for the
playars. It's up to the.enemy o
fead false information to his
‘tormentors, not up to the GM —
that's the whole idea of P
an Masm

GM wﬂn caonisidars his
pleasure more than that m’ his.

players.
'was interested by your pointof
the GM

_gatting the players io

mmmunmre

alone. Sadb' this is

knpaaﬂbla
(take Stargiobe, forinstance) —
ittakesis im&fmwplayersm
megt at 8 convention and
ax addresses andba-bing,
GM-controlled dippy (s thrown ouit
of the window.

Personally, | don't m the ,-3%3
appealing.. 'm sairy, but you
ask! Active GMs waorl well
in D & D but notin PBM. What do
other readers think?

RATE THE
GAMES

Manyrpauala ask why | rarety offer
any ratings for a game mentioned
inthe PB | MAI . Angwer?
Simple. Different paﬂ-ple have
differant impressions of
and companies, so my views are
not always shared (remember a
certain article about Saturnalia®).
Ifirated every game, itmuldbq
unfajr to the player or the

company.

But my brain has had an idea:
¥OU can rate the in which
you play, and I'll collate the data
into a monthly table. Brilliant!

That's the easy bit done, Now
you hm;mﬂ dnwn%nél mf:rrkthi
‘games in which you play for eac

mmﬂovdngaatagams{mms

of
out of 100, pleass):

GM QUALITY - how good is the
's GM?

] %%m—ﬁlmmgt &
‘goad diplol n tha game
DCEROK e

comprehensive and clear is the
rulebook?
COMPLEXITY —how complicated
isthe a7

G — does the game hold
fts after a fow tums?
VAL E—doy@uﬂ%a'lguodvaiuefﬁf

playing this game?
Camﬂerqtmw of print-out,
Ming and so on.)

Send your ratings o the usual
MAILBOX address, marked
RATINGS, and we' Il soon see what
you think of the current PBM
market.

ZINE OF THE
CRIME

Two amateur zines have been
bmunﬁrt to my attention this

Thasecondissue of First Post is
out; in it you'll find articles on
Vercon . Where Ligs The
Fowsr, K.'ngs Of Stael, AEs and
it's A Crimel,

Jﬂatsendaﬂ cheque or pastal
andar abTemK J Pack to

Meadaw Lane Hrgham
Northamptonshire NNG BJE.

The other zine is PBM Scroff,
praviewed in CRASH a while ago.

~ Nowasu

‘pianning to do an article on AEs In

: ganmsyw'nhmmﬂﬁh!

PEM Sc{:%‘.' covers mtez :
games, PEM clubs genera
chat, If you're loeking for & cheap
game, you may find it listed here.

Send 50péanda targectshj 18D
SAE to John Woods, 97 Wandie.
Road, Morden, Surrey SM4 BAD.

Are YOU! Eaunchlngs‘editlrtg an
amalteur zine offering cheap,
games‘? Tell me about it!

CRASH PBM
REVIEWERS

Juaamntﬂaioietynu know
that the applications !'ve received
sufafhaﬁfabaandmnpedmaiucky
= and as offers come in from
mpamaswho want us to review
their PEM garnes, | simply dip my
hand in the bag to see whose
lrfnacmmsoui '
you fancy agame for
free (or at special %mgs}
then send me a nota stating your
name ‘address, any PBM
{ ou have (don't worry
n'yaudent avaanr'}aﬂdyaur
age, If you're hand-picked you'll
hearfrom me inthe post sooner or
jater. Post your cationstothe
PBM FORUM address, and mark.
the envelope REVIEWER.

ROOM FOR
READERS’
GAMES

Dear Brendon

First, I'd like 1o thark CRASH for
introduging the FEM MAILBOX; it
got me interested in mw o
ggestion: not s
aside some room to allow CRASH
readers to display their amatewr
PBM gamies, magazines etc? I'm
sure many people would find this
feature useful — at the moment,
amateur games are given far lgss

[= than they
Finaily, what is the address for
Viorcon Wars? And are you

the near future?
Emmett Gill, Wallsend, Tyne and
Wear-

Believe it or not, just such asection
for readers’ games is In the
pipeline, Any reader who runs a
nonprofit-making amateur PEM
game can maa#mandgeda
mention in Cl

But remember, on.fyg.amasrun
for fun will be mentioned here: if
you want to charge fees for your

coverage!

John Nicholson is no longer
taking on startups for Vorcon
Wars; he'scmmnmmg rnsfaad
on the gamea’s successor
Vorcon Wars, Send an SAE
details to: SYW (CRASH), 59
Juniper,; Birch Hill, Bracknell,

Berkshire RG1242G.
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BRIGHT
FUTURE FOR
MEGALOMANIA | 2oho
Mwam sa mamddlp-

nmme
y. lt's seton
Earth* most uHha world has been
di\u@ﬁd into hexagenal countries
and circular, overlapping waters
{is oceans).
15 playersstart the game witha

home country each and as many
oﬂhafebumn?asaammmum

NUCLEAR DOMINATION

Mm@.ﬂﬁﬂwﬁmﬂmﬁa;w

mmﬂ
On-Sea, It's mma highly
aeayau

| aaﬂdhgam?mm every week
THE PLOT

Set on the planet of The'Atalax,
Nuclear places you in
the role of a commander of the
amlmmangHmtaf
andslxm mm
P
th hordes).

old Lord Chief
Dictator has had his candle Biown
out, and each of the seven
cmmmrapmdalmsm-nulf
the dead leader’s replacement.
Thnsnpwmmarraiupmmen
mmmmngwmmm

idea is to use & mixture of
nﬂ;?::myandnumhgmn
whole pianet; who

mmmnlmmm
Ufﬂ*w‘?

THIS COUPON FROM

CRASH |

ENTITLESYOU TO
OFF STARTUP IN ¥

e P

e ¥V ¥

NUGCLEAR
I W ] Eacrg=1 B w
VIVIINATIGN
Coupon vglliig ;ill 1 August

Only one coy
Pon can be
applied to the cost of
startup each

THE RULES
The: W m. ‘on photacopied |

Dom-‘mﬂanwmibﬁ-abutw
B,utghay

this is:a pure batﬁe-‘diplemauy
; mgmm for | at mast it aapaarssu an

Aaohph{af reviewers
have just signed up and a progress
S s

it

Piftos on beiow yu e
‘save for
Jjust a quid! Each turn gﬂatergost?ﬁ
cq;taastaggang?ﬁp Sondyour

ASTER, 60

e Prigetun s
8. Have fun, and rule the world,

SSUE 42

--------.--ﬂ

to buy, along with a fair sprinkdi
Mall:ﬂ“ , navies and i d%‘a&m

objectof the game is to

-amandyﬂwmre.

w«g:m-md
mnmlly dami whole:
world. ﬂunlademmmgh careful
use of your ecenomy, very caraful
planning, umng_o’haf , and
r most

ﬂuardln

umt, mrnnar toa ngh
dtmonary ~ Ed) them to you.
TO PLAY
I have been (sort ing this

for a whihmﬁnﬁa

Wmmtdoingwﬂl Atall, At
first, this is a VERY complicated

parts of the ndabmk =g
axmsheml},andltbnwbagms
after a few turns
Salrfym re landed in
with eld-time

players and. F.tﬂnthaveafarw
days to Eam rseif with

Hieruias th.anm.l relikely to be in
ng't?l]iai‘;tbl'r;GM ‘:L&aﬂh

puts pl &
same standard for the game in the

mey hove brigh

‘same game then

fut;i% Biplnmacy

L T

“later; but for now, if you have a lot
-arapamtln'naandfmcy

challenge then have a.go at
—there are aven
prizes and rewards for successful

pﬁu‘sl Startup, incl
i thra&unsaﬂdothmmﬁh

‘costs £5 from Phoenix Games,

HOE‘E_LEH%W
Elwood GL16 71 Eanhtumaﬂer

‘startup costs £1.50, but that

n'layrisearfaﬁ depending on he
Th&gM quality is excellent,

'evanrf.&uhnduastendtataketha

Micky outofyou onthe phone . .
not an easy game.

Well, that’s the lot for this
mam PBM F?'I‘EM If
you any po to
make or news to
announce, then please
drop me a line. As ever,
the address is:

PBM FORUM, CRASH,
PO Box 10, Ludiow,
Shropshire SY8 1DB.
Remumbor NOT to send

envelope
material! We do have a
bureaucracy to maintain,

THE BIGGEST
YET!

I've received so many letters
this month asking me net to
drop the addresses from
directory entries — it seems
you all find the section quite
useful — that I've come up
with a compromise between
what players want and what
GMs want. If- a GM
doesn’t want  his  game
mentioned here he should let
me know; otherwise it’s
business as usual. And with
that covered, on with this
meonth’s listing of CRASH
diplomats, the biggest so far!

* 001 Adrian Neal

48 Marketsiead Esme Kirton, Boston,

Lincolnshire PE20 15

GAMES: Vorion Wars 728 78; Capiol

13; Eartheoood 52; Arcadia 6; Star Empires
1y Conguest
*002 Jason French

78 Princes Road, Ellacombe, Torquay
TQL 1PA

GAME: Vorcon Wars 75 (Commander

BLITAD)

*003 Travis Smuth

27 Sharmon Crescent, Braunstone Frith,
Leicester LE3Z6NW

GAME: Starglobe 4 (S5 Belle Julie)

* 004 Robert Darbyshire

22 Thornton Gate, Clevieys, Lancashire
FY5 1IN

G S: fr's A Crime! I { Death
Warriors )y It's A Crime! 4 { Megacity Blues)

* 005 Stuart Millinship
17 Graveney Gardens, Arnold,
Not NGS 60w

GAME: Vorcon Wars 75 (Commuander
SHUTUN)

* 006 Mr G G Manganoni

109 Kings Road, Farncombe, Surrey
GUT3IUE

GAMES: Samumaiia; Crasimoffs World;
Explorers Of Orjon; Lands Of The Crimson
Sun; AE's; Mark OF Chaos; Untamed
Land; Vesurian

*007 Mz C ] McCarthy
A9A Seaview Road, Liscard, Wallesey,
Merseyside 145 40N

G S: Starglobe I; Star Empares 1;
Vorcon Wars 19; Samernalia; Fleet
Manaesuvres P167

+ ({8 Scott Macfarlane

2 Broomside Terrace, Costorphine,
Edinburgh EH1Z 7LZ

GAMES: Vorcon Wars 60; Super Vorcon
Wars 77

* 00 Paul Davidson

51 Warerloo Ruoad, Prestwick, Ayrshire,
Scoddand KAY 244

GAMES: Vorcon Wars 60 ( Commander
PEPISH); Arcadia; Conguest

* 010 Kev Wasey

9 Clarkson House, Maysoule Road,
Battersea, London SW11 2BP
GAME: Earthiwood 30

w011 Ian Hudson

53 Deepmore Close, Alrewss, near
Bunon-Upon-Trear, Staffordshire
GAMES: Vorcon Wars 65 (Commander
PESTIB); Super Vorcon Wars 77




St

(Commander FRUGAD); World Of
Vengeance (Tan's Iron near Bury
Edmunds)

*012 Gareth Evans

4 Whitelands Road, Thatcham,
Newbury, Berkshire RG13 4AR
GAME: Arcadia 6 {Egg Groinside)

*013 Mike Adams
774 Holmefield Road, Liverpool,

M ide LES 3P0
Gm: Vorcom Wars; Conguest; It's A
Crime! 4 (Priests)

*014 David Lane

23 Florence Road, West Bridgfond,
Mottingham N92 5SHR

Gi s Casus Belli 5; Player 16

*015 Martin Higgins
Wall Road, Wallesey, Merseyside
L4 2AG

GAMES: Vorcon Wars 72; I1's A Crime! 4

*016 CLiff Frost

175 Queens Road, Leicester LE2 3FN
G : Samrnalia; Arcadia; I
Earthaoood 44; Kings Of Steel 17; Arcadia;
Ir's A Crime!; Sewords And Shields

*017 Robin van den Yasel
Spnaragdiaan 172, 2332 BX Leideh, Zuid

etherlands
GAMES: Vorcon Wars 72 (Commander
TREBIN); Swarglobe 3 {The Diutchman)

w08 P Brunstan
Cae Mari Pwn House, Thomastown,
Merthyr Tydfil, Mid Glamorgan, South

Wales:
GAME: [t's A Crime! 2 (Death)

*019 Steve Vickers

26 Swinton Court, Harrogate HG2 0BB
GAMES: Soccer Star; Saturnaha; It's A
Crime! 4; World Of Chaos

+020 Bamaby Dellir
i]l)%mn.r Grove, Stockwell, London SWE

GAME: Starglobe 4

*021 Stephen Holt

27 Rosemary Road, Sprowston,
Norwich, Morfolk NR7 BER
GAMES: Vircon Wars 61 (Commander
BRIDER); Iv's A Crime! 4 Fighting
Uruk-Ha)

*022 Kevin Pack
Ez:nut Tree L?Edy, 9 Kings Meadow
e, Highnm Ferrers,
ire N9 8]JE
GAMES: Earthwood,; Saturnaha;
Starglobe d; Orign’s Finger; It's A Crime!
3, Casus Belli; AE's

*023 Matthew Hamson

10 Denby Lane Crescent, Grange Moor,
Wakefield, West Yorkshire WE4 4EB
GAMES: Starglobe 4 (55 Obndan Fox);
Arcadia

*024 Gravin Marshall
Jﬁipurltoed, Orpington, Keot BRG6
G + Vorcon Wars 71

*025 Owen Whitehend

213 Perk Road, Barnsley 570 1QW
GAMES: AE's (" Rillion” - E side);
Satonalic (Grendl Of The Web);
Enchirodon { Brothers In Arms); If's A
Crime! { Brothers In Arms); From The
Mouth OF Hell (Elf); World Of Chaos

(Rillion Kerr); Soccer Star (Morning Star
RS League)

* 026 Damian i
IZWaMRmd,Sum,Wﬁl
Midlands B73 5

GAMES: Su (85 Alvon); I's A
Crime! (Merry Mok)

*027 Joha Preen

12 Underdale Avenue, Shrewsbury,

5 ire 5¥2 5DY

G : Starglobe Four (S5 Broadsword

Of The Guild Alliance); Vorcom Wars 78
(Plonog)

*028 Jobn Kemp

9 Wold View, Caistor; Lincoln LNT 6UU
GAMES: [t's A Crime! 4 (New York
Assassing); Arcadia 8 (Lord Centaurus at
Fihad Ciry, P27)

*029 Milan Petronic
24 DgllRmdkﬁ  Norton,

Gﬁﬁt.&:‘mﬂiﬂ i3 (Dv_mquJ

*030 JC Fowler

11 Beaconsfield Place, 5t Agnes,
Cornwall, TR5 052 >
GAMES: Starglobe Thres; Arcadia 8

Road, Irchester,
Northampronshire NN9 7BU
GAMES: Vorcon 60, Ir's A Crime/d; City
of Sirife

*032 Jason Cotirell

17 Back Lane, i 3
Cambridgeshire CB2 SRF
GAMES: Samumalia (Axil Taranus);
Tyranmy (PS)

*033 Michael R Stannard

44 ingron Street, Cleethorpes, South
Humberside DN35 TAZ

GAME; Arcadia 10 (Mordran The
Unknowm at Seven Springs City)

* (034 Malcolm Sums
z%glmmr Road, Canterbury, Kent CT1

GAMES: Soccer Star (Kilmore Oilers);
Bradisy’s Football { Housion Oxlers)

*035 Paul Davidson

51 Waterloo Road, Prestwick, Ayrshire,
Scotland KA 2AA :
GAMES: Vorcon Wars 60 (Pepish);
Arcadia 7 (Ped at Morguendi Cigy);
Clonguest (Arar Narion, Maps 18/19)

*036 S Davies

16 Clara Street, Ton-Pentre, Rhondda,
Mid GIam#an,Suy:hWalrsC-F-ﬂ-l THQ
GAMES: Irs A Crime! 4 (Gang 315);
Vorcon Wars 64 (Chotub)

*037 5 Wyast

60 St Andrews Road, Shoeburyness,
Esgex §53 9] :
GAMES: Vorcon Wars 73 (Prifun);
Varcon Wars ?SRESW?; s A Cnme! 4
fMgam;},' ings Of Steel (Woodland
Alliance)

* 038 Richard Goiff

ggllngiis Road, Colchester, Essex CO3
GAME: Arcadia 12 (Player 17)

*039 ason Huggins

35 (Garratts , Banstead, Surrey SM7

2ED
GAME: Saturnalia (Vetrex)

:za;u Road, Keywarth

inney Road, Ke ;

Niois ire NG12 SLN

G : I's A Crime! (Scorprons, Gang
497 in Game 8)

AR N
rive, arth, oW,

Cheshire SK9 3

GAMES: Vorcon Wars 76; Super Vorcon

Wars 59

w042 Andrew Middieton

3 Derwent Road, North Shields, Tyne
And Wear NE30 3AH

GAMES: It's A Crime!; Shattered World

18 SO 5 Law 3
ing, Berkshire RG4 7THS
: Cavus Belli 35 (F 9} Ii's A
Crime! 8 {Mutant Warriors); The Hunting

7 King's Lane, Bebington, Wirrs

s ', Bebington, Wirral,

Merseyside L63 ENNW, -

gm?s: Vorcon Wars 76 and 88; Kings of
[

w045
{sic)
59 Thornton Avenue, Macclesfield,
Cheshire SK11 7XL

GAME: Super Vorcon Wars 96
(Commander CRONVO)

w146 Gareth Williams

17 Western Avenue, Brentwood, Essex
CM14 4XR

GAMES: Ii's & Crime! 4 (Pervigrines);
Super Soccer (AC Y Crasimoff's Weorld
(Deatk Squiad)

The Dark Young (one)

047
8 Earlswood Crescent,
Leeds, West Yorkshire

GAMES: Ir's A Crime! 9; F
Fantasy (Thai); Saturmafia
* {48 C Houghton

12 Tedder Road, Beaconside, Stafford
STI63RA -

GAMES: Vorcon Wars 83 (VARMER);
Super Vorcon Wars 87 (GASTUG);
Crasimaff"s World; AE"s { Westarm)

049 Patrick Walsh

36 Ve Road, Longley, Slough,
B Gy i Sy Slosgh
GAMES: I’s A Crime! 7 {Lymchmob ;
%mSW{MFGJ;FMMMM-
(Spurs)

Andi Watson
I i 4 THERT
L

leo

London E4 5B
GAME: It's A Crima! 4( The Unnameable)

*051 Hugo Allen !

38 Bathwick Hill, Bath, Avon BAZ LD
GAMES: Vircon Wars 66 (THOGET),
Vorcon Wars 75 (TRALIC); Ie's A Grima!
T (Hll Streat Scum) -

*052 Dean Stuart

26 Ullswater Avenue, West Auckland,
Bishop Auckland, County Durham
DL14 9LR

GAMES: Vorcon Wars 69 ( THOPAL};
Vorcon Wars 85 (TRIBER); Ce 1 Ie's
ACrmue! T {Gang 267 ); 51 Valentime's Diay
Massacre

*053 Carver Tedstone
48 The Walk, Merthyr Tydfil, Mid

Glamorgan CF47 &

G :Kﬁ?f&'ﬁs&”?(ﬂ!ﬂx

K OFf Orion 2 {Orissa); Cosus Belli
38( 15)

#1054 Ro

5L 'm%"tiecm?hymmd Foad,
Wimbi , London SW19 4AN

GAMES: Gilobal Supremacy 2
Khazacstan); Tribes Of Crane (Tribes Of
ohan); AE's (Gil-galad, N side); From

The Mourh Of Hell (Eif)

*055 Neil

46 Park Avenue, Allerton ter,
Castleford, West Yorkshire WF10 2AS
GAMES: [r's A Crime! 7 {Doath Angels);
Seriker (Castleford Cosmos)

*056 Carl E | Brown

174 Mersev Street, Holderness Road,
Hull HUB8SE

GAMES: Samrnalia (Orion Blade, S,
Enrvthia); The Hmﬁm‘(?mm
MacLowd); AX's (Kalas Darkmoon);
Further Imto Fantasy [ Marc Sola)

#0587 Stephen Griffiths
71 Arosa Drive, Malvern, Hereford And
Worcester WR14 30QE

2 I A Crome! 6

* {058 Duavid Patterson

20 Windmill Field, Denmead,

H ire PO7

G s Jt's A Crime! 4 (Sputmiks)

T Lhuioet & Bayview Park
fic [ [ Avenue,

Whitestable, Kent C15 4 "
GAMES: Trollsbotiom 2 {Boggit);
Trallsbottom 3 (CROM)

* 060 A Price

17 Fernbank Place, Bramley, Leeds;
L5813 1DF GAME: Sammahia (Alarom
Ewilshanlk)

* 061 Kevin Van-Cauter

5 Penn Road, Park Street, 51 Albans,
Hertfordshire AL2 208

GAME: Saiwrmalia (Bronie Bulleaxs
Schraf)

w062 Chris Collins

45 Eastbank Ride, Forsbrook, Stoke-On-
Treat, Staffordshire ST11 9DS

GAME: Vorcon Wars 75

*063 Mark E
T9 Carrfield Avenue, Toton, Beeston,

Notin NG9 6FE

GAME?‘m Vorcon Wars 94
(MARCUS)

* 064 Richard Jones

133 Whire Dirt Lane, Catherington,
Eim hire POR 0TL

S: [00A Crime! 6 ((Fang 56 ); Casus
Belh 38 (Player 13)

* 065 Robin Appieton

9 Lime Avenue, Swinton, Manchester,
M27 3F§ i

G :Egbnrsﬂfﬂm{ﬂmmﬂm},‘
Crasimoff’s World (Mantallas (rrave)

* (66 Yat Kin Ho
41 Raynham Road, Hammersmith,
London W6 0HY

GAMES: It': A Crinns!St’Gm:gEZEj,‘fl’:
A Crime! 6 (Gang 37%); Vorcon Wars 62
(TREGEL); Super Vorcon Wars 77
(STONOL)

*067  Heary Shades

119 Bowfield Crescent, Glasgow G52
4HL (Pressel MBX 418829400)

G : Vorcon Wars 70
That’s the
DIPLOMATIC
DIRECTORY 1o date. If
you’d like your dippy details
listed in these pages, simply
send me a legible postcard
with your name, address,
and the games in which you
play. The address is:
BRENDON
KAVANAGH'S PBM
DIRECTORY, CRASH,
PO BOX 10, LUDLOW,
SHROPSHIRE SY§ 1DB
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Power to your pa]e“e

The Graphic Art Departmentis themost powerful, mostversatile graphics design program
available for the Atari Home Computers. [t's simplicity of use makeitajoy forpeople of al|
agestopantwith. Ithasmorethan 30different commands tochoose from. Anincredible 128

' differentcolours canbeusedinanyone picture, Athreestage Zoom feature allowsane the
ability todovery detailed and intricate work,

Otherfeatures include: theuseof textin your pictures, 40differentbrushpatterns, abrush
editortocreate yourownbrush patierns, character editor, circledraw, brush speedcontrol, (8

mirror andyoucaneven obtainaprintoutof your pictures. Thesearejust a few of themany i)
fine featurestobe found in the GAD. Askvourdealer foradernonstration now Dise: £29.95
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FIGHTING ON
TWO FRONTS

mﬁs I wargames section too (it's called MANGEUVH

Evenwhanthe Commodore looked like it was ¢ autsh'#pt!ﬁ
Spactrum, IboughtaSﬁnctumhecauseiprﬂ ﬁmmsm Ontha,
uhoielswdathnug ﬁ'baraabaanadecﬁnsrawnwwthawmu

content standard
Tharesa of Spectrum software which is arti ly superior to
mww%wmmmmmmmm can be, or

pmgrammar md foree him ta work harder at other,
daapar afamsnte of the game.

The Commodore :sﬂke a mmfw aglossy m-ﬁmm filrn
and produces games like the rgrarn
free to spend mﬁiqonsmspoctanulargr ssmdspac

concentrates on m a surface . Star Wars
that level; it was fascinating to see Gmaship;mdspacastnhom

atlast, nmssﬂmﬂgmphlcs&mmaﬁﬂgmbehﬂdm thrilling to move

_watgamam the Midnighit games and R T Smith. And everything i've said

around inside.

But the Star Wars series has a simple, stylised plot vmulch doesn't
matter because the films are a vehicla for the effects; and this isthe case
with & lot of Commodore games. Eidolon is beautiful, but the game
evaporates to the touch.

The Spectrum s like a low budget for a TV series, Often it Il produce
ggm programs, but just as often the very lack of resources willinspire

programmers 1o compensate and produce a game which
safisfies the imagination. And a Spectrurm game can have a visual
restraint and artistry preferable to the Commodore look. Drab low-
sets can build up a claustrophobic atmesphere on TV: the
maonochromatic wash of classic 3-D games like Alien 8 and the elegant
pencil-drawing animation of the Dun Darach gamas pleases me more
than flying sprites and multicoloured explosions. Despite the inevitable
tmldnass whan the Y programmers try to pretend it's an arcade
machine, there can be spectacular moments of visual imagery.
But this inventiveness, innovation and artistry have only given

games, Commodore disk-based games are in

cassette-based
a different class, and I'd be glad to see some of the Spectrum spirit
exercised on a larger. database!

Commendable as this is, it

.agym full

CONFLICTS 1

Producer: PSS
Price: £12.95

Conflicts 1is a compilation of
three games - Falklands '82,
Thmtmf‘m'npamd Battle Of
Britain. There's no peoint in my
reviews of them -
been reviewed in

CRASH (lssue 27/ April BB, Issue
30/ July 86 and Issue 37/ February
B7 re tively). But let's put the
collection in perspective. Is it
waorth paying the price of ong new
wargame for three old ones?
The lead track is Theatre
Europes, ane of the few war
which have been mnspu:uoua
commercial  successes;, it's

FHASE
DAY OS5

famous for its ‘stand’.

Most wargames take a neutral
view of their own ethics, despite
the disclaimers that some
companies publish in  their
rulebooks. Theafre Eurgpeis a
long-view representation of a war

rope between NATO and the
Warsaw Pact— you know, the sort
thal could happen tomorrow
aftarnogn — which shows how
quickly even limited use of nuclear
weapons . couid lead to total
devastation.

means the game balances on a
knife adge between statement and

p’i&g&m
Theatre Europeis very
playable and horribly fascinating.
It's a combox game, involving the
movement of tiny units across a
crowded map of Europe and the
spending of resource poirts, and
aven has an appalli arcade
sequencein the familiar P55 style.
e idea is to survive till the
Americans arrive if you're NATO,

CRASH July1987 71
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or to take over West Germany if
you're the Warsaw Paci. Nuking
enemy cities, or subjecting them
to chemical attack, runs down the
other side's supplies, but
retaliation is inevitable. * After
provocation you'll probably find

YANKEE

Publisher: CCS
Author: K WRIGHT
Price: £9.95

This historical simulation from the
author of n At War issetin
the American CGivil War, and
recreates the practical difficulties
of the battlefield. Using much the
same system as Napolecn At War,
Yankee focuses on two batties,
lnaded as separate programs —
Gettysburg and Chickamauga.

The American Chivil War is
|:a|'|:|t:|:abll’z’rr best known through
Gone With The Windand other
pepular romantic portrayals; as a
war, fought over issues and
principle, it's probably not alive in
the British imagination. This
detachment means a computer
wa based on the war could
easily be reduced to an exercise
without atmosphere — parficularly
when, by presenting small-scale
batile simulations, the game gives
no sense of the overall shape of
the war.

Yankee avoids this by taking a
literal historical approach and:
backing itself up in the rules with
detailed descriptions of the battles
(I would have liked to see some
general background as well),

The Battle Of Gettysburg took
place over four days in July 1863
and Chickamauga over two days
in September. Unfortunately
there's no two-player option, and
the gamer must take the Union
side In Gettysburg and the
Conlederate side in
Chickamauga. (The program’s
artificial-intelligence routirle
extends 1o the player's units too,
so | can't see why there's no
choice of sidas:)

Landed with being General
George Meade in Gettysburg, the

layer has command of six corps.

e corps, of three divisions each,
are under the command of
generals with names like Sickle
and Sedgwick, Corps command is

72 CRASHJuly 1987
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yourself on the. receiving end of
Fireptan Warm Puppy, which is
Theatre: Europeterminology for
the ' complete destruction of
Western civilisation.

The game has a few impressive
atmospheric touches, like the

central to Yankee, as it was 10
Napoleon At War. You can give
separate orders to each division,
but the game really works through
the command unit; the other two
units in the corps mimic its
movement orders and throw
thernselves untidily into the fray.

But it's difficult to predict where
all thres units are going o end Up
if one of the divisions-gets bagged
down in difficult terrain or collides
with another unit. And when there
are two or three corps irying to
attack a blockK of enemy units
they're  unlikely to amrange
themselves sensibly. This can be
very frustrating — but war really
was frustrating.

The map i8n't large - about
three times the size of the TV
display, the author claims = butit's
clear and detailed, and fills the
screen  without the  clutter of
extrangous information. There are
sight types of terrain, making u
an interesting landscape whig
seams to be o the corect scale.
It's easy to relate the size of the
square ‘counters’ to the terrain
features, which are- helpfully
illustrated in the rules,

Terrain is important to the
gameplay, and most features of
the landscape give an advantage
to the defender (in Gettysburg the
best place to defend is a wooded
hill), This increases the variety and
sophistication of tactics,
enhances the realism and so helps
generate. that important and
indefinable quality, atmosphere.

There are only three types of §

troops available: infantry, cavalry
and artillery. The cavalry can move
faster than the infantry
umits, but don't
seem to have
a ‘dramatic
advantage
in combat.
This lack of

ironically dispassionate Warcomp
computer which checks your
authorisation  for  launching
chemical or nuciear strikes. Mot
many wargames can claim to be
ironic.

All computer wargamers should
have a go at this experience. It's
hardly along-term project, despite
its three difficult levels, butin some
ways it's inspired.

Battle Of Britain is almaost new
on the Spectrum, but it's been
around lenger on other machines.
Stylistically it loeks very similar to
Theatre Europs, with a combox,
tiny little units and an arcade
sedquence, but the gameplay is
very different. It's a realtime
simulation of the Battle Of Britain
in 1841, when the Luftwafie tried
to storm the south of England and
the RAF faught them off.

You can choose from a quick
{and too easy) Biizkrieg game, an
introductory training level, and a
campaign game which takes place
over 30 days, like the real battle.
This lasts several hours, and must
be a test of endurance.

A choice of speeds varias the

variety is doubtiess historically
justified.

Artiliery units are not under the
command of any corps leader and
have ta be moved independently,
they're difficult to manoeuvre and

fire, but the computer-opponent is:

disturbingly adept at using them.
They're also vulnerable to enemy
attack and can be wiped out in a
few turmns,

The game operates on a simple
two-stage tum structire. You give

difficulty, and the gameplay is.a
test of reactions and quick
thinking. There's notime to do any
strategic planning — it becomes a

fast-moving, rather addictive
puzzle. T programming: 8
professional and the arcada

sequence is marginally less awful
than the one in Theatre Eurcpe,
though it has a time cutoff and so
is no more than a trimming.

Falklands '82 is the turkey of the:
compilation. This was
unfavourably  reviewed, and
caused comment on the morality,
of tact, of bringing out a wargame
based on such a recent conflict.
But whatever your views on the
gthics, Falklands '82 is not a good
wargame. Its orders gystem IS
clumsy and frustrating, its
graphics are peculiarly weedy, and
it's far too easy.

Conflicts 1 comes complete
with its own rulebook: a cut-down,
concise version of the original
manuals. Sadly all historical and
atmospheric material has been
removed — but if you don’t have
any of the games, Conflicts 1 gives
fairly good value for mongy.

e = ————F e e ae s S I

orders at leisure via a series of
opticn menus, and there’s then an
action phase in which the orders
are executed and combat is
resolved. Combat occurs
automatically between adjacent
enemy units, and as in Napoleon
At Warstrength  is (crudaiy}
knocked off 500 menat atime. iU's

possibie to work out how many
strength points any unit will take
into comibat, from their numbers,
which can be checked in the
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orders phase, and their marale,
which gives bonuses in seven
stages  of Iness from

Excellent to N:llysmal
But you can't be certain which
square or terrain your units willend
upﬁg-ﬁlngfrm'n , or' whether they'll
the computer TI';?E;

ng.
eiemeni of unﬁerlal is nicel
ﬂty l:w

judgﬂd

andbann CBTtalnt
The combat is shown unﬂ;
and it lacks in impact — men
go to their deaths in unspectacular
sllance,

Before the action phase starts,
the player may get messages from
g;"e afr?‘urps w‘mn;aqggm i{n atouch

osphere-bullding (again, as
in'Napoleon At Warj. But soon the
generals, whining for advice,
become imitating and one's
tempted to send them in against
impossible odds just because they
;egﬁ!cmlammg about any odds
Enan'ty units -are hidden from
they come within
raoo_nnaassance distance
of the player's units.
I find hidden

movement
disconcerting
and

e o
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unreal, and Yankee made me

realise why: when the enemy side.

moves, the megra_m doesn't show
the ‘out sight' units but still
scrolls to where they are on the
m 50 you watch the map

ng man:ngﬂ.lily about in

Trua a real general wouldn't
kriow where the enemy was, but
he wouldn’t have an omniscient
view of the surrounding landscaps
sither. The programming gaffe in
Yarkee erlines this.

But on the whole hidden
movemant is used effectively hara;
the reconnalssance scope of the
units is wide enough to make sure
you don't end up planning attacks
against invigible regiments.

The fules are of a high standard,
of content if not of presentation;
the instructions explain them wsll,
the two batties are described and
'set in context, and the designer
gives an account of himself —
which might make you more
gympathetic to the game’s
idiosyncrasies!

Yankeehas a  deceptive
complexity beneath a simple
command structure and onscreesn
Egearanee If you have sufficient

ontrol to restrict yourself to
glwng cerps commands the game
is very difficult — | was wiped out
twice on the easiest level — but

.l,_.F LILL
MO IUEH-EHT %)

‘sidas, which

MRP

there is hope of improvement with
practice.

The play is perfectly paced, and
the two acenarios are very
drﬂemnt Gettysburg is defensiva

and Chickamauga is offensive, for
a start. Though you can't choose
is a limitation,
Yankee should have lastability. It's

TANKS FOR
THE MEMORY

Dear Philippa

it is 4 April 1943. It's raining again.
It's rained for the last two days
now, and that's brought the push
to Tunls to a standstill. We have
been pushing forward since we
arrived In early November 1942
and we have suffered severa
losses all the way. The worst
moment was when we wars
almest cul off because of & sur-
prise attack from German infantry

certainly one of the best battle-
scale simulations I've seen, and all
wargamers - particularly  those
whao like a traditional approach —
shouldenjoy it.

PRESENTATION 90%
Fr?ja ﬁt:-trge tackinessthin the rules
and on screen; the

mmassw‘rﬂlybmcansiéer :ﬁﬂm

RULES 91%
Excellent, apart from the physical
format — detailed accounts of the
m;as but no overview of the war

PLAYABILITY 89%

re are no interruptions or
iritations: the battles are easy to
follow and absorbing

AUTHENTICITY 85%

Factually it seems t6 be authentic,

and in gam y you foo can
experience ?ﬁm frustration of
disorganised troops and whining
generals

VALUE FORMONEY 87%
Three difficulty levels and two
scenarios — no choice of sides,
though!

GRAPHICS 70%
Rather baring
OVERALL 87%

A complex and involving gama,
worth trying even if the American
Givil War doesn't excite you

and ltalian tanks during an early
push at Souk Arba. We suffered
many losses and it was a relief to
hear the Sixth Armaoured Division
are attacking the Axis flank with
considerable success.

We're now supplying the First
lafantry division and some Inde-
pendents to the north of us. We
arg positioned north ‘of a town
called Medjez, with the French
divisions to our south covering the
main divisions of tanks and infan-
try which are just ahead of us. The
next affack will start when the
waather::fe&rswnwrmwnmmmg
That will mean more casuaitias.
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i How many more do our Joint
Commar think we can take?
| Lossestodate: 52,170men, 233

fanks. Dur total men in the feld:
i 178,500, and ftanks in service:
1,610. It must be said that the
majority of these men are chasing
Rommel out of Africa, but they are
coming this way!

. the push is still continuing.
s naw 20 April and we are just
ouiside Tunis. The end is not far
off for the Axis now. the losses
have bﬂm staggering for both
sides, but the Axis have come off
: worse. They do not seem to be
able to replace their losses as fast
as we can. Losses are men:
67,350, tanks: 283. Estimated Axig
losses: 121, E,G men, 419 tanks

The last fow dayswer&!hemost
crucial. We lost the First Armoured
1o a suicidal attack by the

Tenth Panzers backed up Dy an
unknown ltallan division. Buf mm:g

losses are 83,310 mer, 347 anks.
I eannet recall the losses of the
Axis powers, but they wera hor-
rific, with about 20,000 men left in
the battie zone.

It's celebration time after a suc-
cessful campaign in Vulcan, by
| CCS. Tomorrow is another day
and another encounter. Next time
il mmndmt ha:grhm powers and
ma -C istory.

Hihwrmon,rgunfmline

This dramatic account of Vuloan
impressed me, and for an interest-

ofﬂqiaﬁn . wargame R
: earmns this month's £20
of software. =

AN EXTREMELY TINY

CORNERFOR THIS GUY

WHO’S RUNNING A
IARGAMES/RPG

The problem is convineing those

generous peoplewho decide what

grant our society is going to get

that enough pmplsam ping to
e

I was hoping you might be able
toputabit mrmazm& asking
people if they be interested
incoming. If so, could they write to
me at the address shown below,
possibly me what ﬂ'le'y‘d fike
to see at the convention?

Atwo-page spread in full colour
would probably suffice, or failing
that a tiny little comer at the
bottom of your letters will do,

Kev D'Domm. iverpool
Electrical E And
Electronics, Bruwnlm‘l Hill

Liverpool
wWOT NO
OPPONENT
RATING?

Dear Philippa

Ihave been interested in the com-
ments you've made as a board
wargarmer about current computer
wargames. (You don't always
seem impressed!} | would like to
read mora of your assessment of
the gualityand ‘intelligence’ of the
computer opponent, since this

e

THE NEW CRASH |
STRATEGY CHART!I

Here it is folks, the chart you've been waiting for (your chance
to engage in some strategic voting). Let us know

ur favourite

i five strategy programs, and enter a draw for £20's worth of

in order of choice .
| =

"B @ N

g L e

In the unlikely event that | win the £20's worth of software, |
would like the following games (not necessarily strategy!)

software and a fabulous CRASH T-Shirt. Five runners-up will
also receive a T-5hirt, 50 post those coupons today.

The following are my five favourite strategy games

e T e e W e e e

) Completad coupons should be sent to PO Box 10, Ludiow;

1987.
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Shropshire SY8 1DB, to be received no later than 15 July

matters most in a computer strat-
egygame.

Your recent review of Vulcan
passed over this. | gained the
impression that the player didn't
find out where the computer's
unita were till he bumped into

them, ‘Hidden movement ' is good
mmapomt.butmanmefar]ust
makes sensible ic pfmnmg

byme player I-mpoa
erght, Halifax

'm'm_"rﬂonm I've decided to drop

the ‘apponent’ rating; | agree that
it's a vital part of what makes a

fo e o b,
Ve a ir's.
impossible for me to get a fair idea

of how well the

nmtphys. To ummwte;namﬂ—

2 ﬁ;:rn!elﬁgenca mm.'?e you hawf;
yourself against a Qﬂmﬂ

long lelsurely sessions, and if

routine s

and
devious it's difficult to natice i I
the o £ olg

conspicuously
st arhacﬂva."ﬂsnﬂmanbmﬂ
in the main body of the reviaw,

Send your letters to:
FHONTL!HE FORUM,
CRASH, PO Box 10,

Ludlow. Shrﬂpshfre Sys
1D8B.

I knew | was going to get into
trouble for pubhshlngﬂ alisting .
Anthony Bailey’s Chaos edior
ha.s caused problems for Hew
Thomas of Hereford. Huw eagerly
ggad in the listing published in
ASH Issue 39. Nothing
has anyone else
had pmblams
To confuse averyone, and stick
m{ neck out further, hera's a
: t of the editor (which
eﬁﬁblasyau to e the names
and characteristics of the unrts}
Chris Lee of Langdon Hills has
sent in a memory map which,
whenusedin conjunction with the
prmnu,us listing, will enable you to
hange the graphics too. Chris
auggems turning CGhaos into a
futuristic game, and adds a plea ~
has anyone found where the
percentages are?

CHAOS
GRAPHIC
MEMORY MAP

32551 Spall Curser

il vaneg
33136 WIZ Armour #' £
33168 WIZ Shield 1
33200 WIZ Wings 1,2, 3
33296 WIZ Bow 1,2 3

48981 Select Cursor
50013 Flying Cursor
50045 Aiming Cursor

60273 Gobra 1, 2

60339 Cobra3
60371 Dead Bat
60403 Bat1,2,3
60499 Dead Cobra
60531 Biob 1, 2,3

EHHEF"WG

60627 777777
60595 Dire Wolf 1,2, 3,
Waolf

Dead Dire
60723 Spectre , 777777
60787 Goblin 1,2, 3, Dead

Goblin
80815 Crocodile 1, 2, 3,
61043 GrD Grecc;dgea
13 G ni, 2.3,
'Deadrago n

Dragol ;
Vampire 1, 2, 3, 727777
Faun 1,2, 3, Faun
61427 Lion 1, 2, 3, Dead Lion
61555 Gryphon 1, 2, B,

Dead G
61683 Eif 1,2, 3, Dead Elf
61811 Hnrsa1 2 3, Dead Horse

61939 Orc 1, ..2 3, Dead Ore
62067 FIDragom 2,3
62163 Fire 1,23, 4
Mmﬂcm1 2.5
DﬁadMantic‘ura
62419 Ogre 1, 2, 3, Dead Ore

Ur&eomt 3
Dead Unicorn
62575 Ghost 1,2, 3,4
62703 Wraith 1,2, 3, 4
62837 Bear 1,2

63092 Bear 3, Dead Bear
83124 Gorilla1.2,3,
Dead Goriila
233:252% Qgre?. né'g'gsadogf 7
27 1,2, 3, 87
3476 Zombie 1,2, 3, 4
53604

-

64500 Gd D

67758 Wall
64774 gﬂ%agds 1,2,3,4,5,
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Former CRASH Editor GRAEME KIDD pulis
on his muddy old Doc Martens to interrogate
B the men behind the pigs at Oink!/, the anarchic
best-selling comic soon to be a CRL game.
It's a farmyard out there . . .
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Don’t miss out!

1985
17 JUN

18 JuL
18 AUG

20 SEP
Fallivg

Baﬂlogﬂeﬂ%; Sinclair Story 3 @ Maps: Knight Lore, Underwuride © Leonasda
Graphics ® Datel sound sampler ® Artist: David

Gremiin Gaphics profle ® Artist: Boh Wakelin @ Map: Gyron Arium

CRL Profile ® Dliposter ® Found Up of BASIC compllers e Artist: Rich
Shenfieid & : Dynamite Dan, Shadowfirs

Electronic Panci Profiie ® Maps: Alien 8, Dun Darach
mmﬂxmﬂla-mtm:ﬂmasﬁvma_MWPmm
bl

Fanzing File ® Microdrive fips e Artist: Susan Rowe & Fantasy Gamebooks
Metbourne House ® Computer graphics e Arfist: Dave Beason

l—.ﬁ"m Artist; Dilver Frey ® Gargoyie Games profile ® Linyd's Lookback  Hewson profile

1

25 FEB
26 MAR
27 APR
28 MAY
29 JUN
30 JUL
31 AlG
32 SEP

33067
34 NOV

1387
37 FEB

38 MAR
39 APR
40 MAY

41 JUN

SPECIAL BACK OFFERS PRICES
@ Any three or four issuss ordersd at the AL BACKISSUES NOW £1.20 including P&P
same time - 40p off total CHAISTMAS SPECIALS at £1.95

excepi
® Five or more issues ordered a1 the same  OVERSEAS DRDERS: £2.00 per magazine

Durell profile ® Microsphera » FORTH and extensions fo ZX BASIC
ﬁ@;%a'%ﬁmﬁ;ﬂ-ﬂmsﬂmnmm
ing Tips Supple # Mej Croucher ® Ima le & PEM convention
T;stml’m IEanﬂl'||m't|a|:ln profile » Gnrmmmm \ﬂdgnungrmm Mi." SpecDrum &
Maithax & Homegrown ® Resltime L] : Cylu, Si
Fred, Saboteur, Tantalus iz i
Birthof a M;kasarasm-me.Mm o
Software Pro| Wordprocessing ® Maps; Pentagram, Heavy on the Magick
ngmmnaan-mc-rgaw: . Bhosts'n"Gobling, Bobby
Bearing » Echo Synthesizer
Iﬁwm'.spmmx:mﬂman' , Costa Panayi ® Mdps: Dan Dare, Cauldron
mi
Programmer: Don Priestiey » Genesis Update : 1, Equings:,
Universal Hero » Music Maching ENERSN I
Designer: Dan Malone ® Computer Advertising » Maps: Glider Ridar, Thrust,
Lighitiorce' ® Midi
mesmmtsmmm-ﬁtm:mnbyﬂm.w,ﬂnjd

John Richardson: Jetman e CRASH Reviewers revealed o Match day
Challenge » Maps: Fairfight I, Firelord, Avenger, Dandy

Fanzings ohmi;tgnar; Berie Drummond ® Maps: Cobira, impossaball,
Uridium =

Arcades Update @ The ZB8 » Programmer: Steve Taylor @ Maps: Nosferatu,
Double Take, Future Knight, Feud
Terminal Man retums » Playing Tips Supplement + Short Circult, Antirtad,
gn-msams-sm&mmmsm. Dragon’s Lair Il, Thrust Il, Fat Worm,

Programmer; Mike Singlaion » Indusiry t6day ® Advenfure Trail
Supplement o Maps:?;nmﬁ i, Head Over Hepls @ Muti-Trackers e 128 Bugs
Issues 1-10.-and 12-18 now out of stock. SORRY!

time - 20p off each Nem,

Place & crogs over the box containmg the numbear(s)
af the back ksuels) you wish to drdar,

[17

18]19]20]21]22]23]24]25]26]27]28

29

30}31]32|33]34]35|36]37|38]39}a0fa1
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Post Code e

Plsase make cheques/postal orders payabie to CRASH. itis best to svoid
cash payments. Piease DO NOT enclose ANY order with mail to
RIAL side of the magazine as this will result in DELAYS! Send

the

your orders to the address below . . .

PLEASE DEBIT MY VISA/ACCESS ACCOUNT !I |

1 wish to pay by Visa/Access (delete as applicable)

Signaturs

Expiry Date

Please Charge My Account No:

| enclose a Cheque or Postal Order for the TOTAL

Higszsrapesuness

Number of issues ordered

Less discount if applicable

Total cost £

BACK NUMBERS,
CRASH MAGAZINE, PO BOX 20,
LUDLOW, SHROPSHIRE $Y8 1DB
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TAKE OUT A YEAR'’S
SUBSCRIPTION TO BRITAIN’S
BRIGHTEST SPECTRUM
SOFTWARE MAGAZINE

AND WE’LL GIVE

YOU THIS GREAT
SPECTRAVIDEO

‘JOYBALL’

Despite warnings in last month's CRASH, Guru Denise tells
us that some fiendishly intractable persons still haven't
taken out annual subscriptions (despite it's being virtually
compulsory). Last month she was merely upset, this month
the Subscription Queen is white with fury (and Hgll hath no
fury like a woman’s love scorned etc, etc).

But we prevailed in calming her down by getting her to play
some games with Spectravidea's ‘Joyball’ controller. So
here's the deal: You take out ayear's subscription to CRASH
(12 issues post included) for a mere paltry £15 (£22if you live
outside the UK), and forgiving Denise will send you, ABSO-
LUTELY FREE, a Spectravideo 'Joyball’ controller worth
almost £20, Can't say fairer than that — except that existing
subscribers get a chance of a cheapo deal on the controller
aswell... readon. ..

FOR EXISTING SUBSCRIBERS

SH n

=) 3F] )




Switch allows the Joyballto
be rotated through 180°
and the controls to be

reorientated  for  left-
handed or right-handed
players.

. J

QUICKSHOT IX ‘JOYBALL' CONTROLLER

Large Spherical X-Y Controller with piveting action

Two Enlarged Fire Buttons for left or right-handed play (see separate
panel)

Auto-Fire Swilch toggles between single or continuous fire (see below)
Left/Right Fire Selector Switch

5-Foot Sleeve Cable with standard Atari D-connector

Subject to normal Spectravidec warrantias

Please Note: The Spectravideo ‘Joyball’ alse has LEDs which indicate
fire action. However, depending on the interface used, LEDs and rapid
fire, requiring a +5v return supply, may not operaté with the Spectrum -
please consult your interface manufacturer's manual — but this does not
affect the directional controls or normal firing cperation.

SeemsmssmmsEsssssmssssessssssssssssssssssssssssssmsss S uas

This is simply incredible! Once again you've over-gxfended yourself on
wy pitifulty crawling form. How can | ever repay you, O Guru Denise?
all, okay, in that case I'll just enclose Nra"m ue/postal order for £15
outside Mainland UK) made out LTD, for 12issues
of CFLA:SH and await my fres $pactrawdao “Joyball’ Gﬂrrmliw which |
understand is in stock and just ready to go.

Pleass fick this approprista bok

[} lenclose £15 for 8 CRASH Subscription

[] teneiosa £22 for s CRASH Subscription [Abroad)

1 £15by urys out 500, 6o please extend it, sterting with
le=ue Number! | | My sxisting SubscriptionNumberis[ [ [ [ 1 [ [ 1]

[ lenclose £22 becausa my Subscription (Abroad) rins out soon, =0 please extand &,
starting with Issus Number[ | | My existing Subscription Numberis] [ [ [ [ [ [ ]

m:mmma'w.mmmwmm LLL] 1§

This offer 16 subject o ayallabilty ant dioses on 30 Juty 1987
GURU D‘EHlS-E, CRASH SUBSCRIPTIONS,
PO BOX 20, LUDLOW, SHROPSHIRE SY8

1DB.
PLEASE NOTE THE mg
HE’H MRESSI

I wish to pay by Visa/Access (delste as applicabie)
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could be yours

—and whstacdh‘!icull s t:é:rs::;
overworked Comps Minion too
received some excellentideas and
‘some nmdlm.g.' <D Aﬂarhg
much soul-sear winn
goes to Robert Prent from

because

really
tssa pletures). Well done
ogemﬁl Yaur concept, and those
of all the runners up, have been
sentonto Gremlln Graphins for
their appmlsal to see whether or

GREMLIN GRAPHICS SUPERHERO

Additionally, there's a Special
Mention (no :
for Chris Finch from Bristol B
6EH for his
Laord
idea and artwork but for the
wnm (Lord Scrump,
soun s8X
symbol, all the girls just faint at his
fest, never has the world befare,
seer a hero quite as sweet . . .
music and vocals by Chris Finch
and Lord Scrump bwtdn;g vocals
BO)

Lib To Fa

prize though -

glonousiy impractical
. not so much for tha_

sick accompanying

Qid e's
uts Rchan Candy's Ad
group in the shade!
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mmmmmm showing the
Hma“ﬁmmm a psuedopod, which It sttaches to surfaces so it can
propel itseit zlong

THERE’'S
SOMETHING FiSHY
GOING ON
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And another one from '] old us
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Fergus::n peop RASH
Tmr?tigt angguerrgusun Colour
Monitor an pectrurm+2 ownear
Jsﬂrrdmwsylvuhr who abides
in Dudiey, W Midiands, He was
first out with the corract answers,
which were: Joseph p Manckeil
and Jin Kimas wera comparion
o (e
n 54
and latést nf%l . sl
Graeme Kidd's rst
Issue 19 (Aug 85), and Derek
Brewster first appeared in n issue 4
(May 84), Angus Ryall did Frontline
before Mazterson,
Sabrewulf was the review CRASH
naver ratt;e‘ (p.'E'.rtlﬂuS month's
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MAP COMPETITION

At last, | can announce the winner
of the Ferguson TV Monitor and
Spectrum +2 for drawing the best
locking map. All the CRASH art
department helped to select the
lucky person, and he is John
from Dundee;
congratulations John. In fact
John's map of > Underwaorld
was used in last month's
Adventure Trail Supplement —
Derek thanks you, den't you

Send your coupon to: CRASH ADVENTURE TRAIL, PO BOX 10, 5
LUDLOW, SHROPSHIRE SY8 1DB

8 ADVENTURE CHART WRITE-IN COUPON [BUUASERILEEIE A {
| Please use block capitals and write clearly! |
' TITLE VOTE OUT OF TEN |
| T T e e N P ST S PGP e e B e i
| 1 |
e e e e R o !
| 2 I
o e e e S e et e o B 5 I
|  postcode |
| 4 |
! |
| |
N e - L e M SR e N e R e ARSI i
[CRASH HOTLINE WRITE IN COUPON My top five favourite programs in descending order :
| Please use block capitals and write clearly! are. L
L e A e e e TITLE PRODUCER|
|
| Address . viuiieeaiis e e e 1 {
e e e vy T 2 1
' [
FOOstonte . e s e e e R R 3 |
| TSHIRTSIZE ........... T 4 I
| Send your coupon to: CRASH HOTLINE, PO BOX 10, 5 |
| LUDLOW, SHROPSHIRE SYB 1DB |
Lo e e e S e ———— — e ——— — — —— e e e e e e T —— — — — — — ——— —

The runners up (and by the way
Paul Dagp:; n's 1!_J9nfymap t:talnla?l;r
seenin ng Tips, pages 54/55),
who each receive some CRASH

CRASH July 1987 86
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On Monday 29 June, The Living Daylights -
the sixteenth film in the Saltzman/Broccoli
James Bond series - has its Royal Premiere
in London. CURTIS HUTCHINSON went
behind the scenes at Pinewood Studios and
talked - to special-effects wiz John
Richardson, while back at base the CRASH
team took a look at Domark’'s official
computer game of The Living Daylights being
pmgrammed by Design Design.
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1963 From Hussia With Love ‘mﬁn_ Connaw

1964 Goldfinger Sean Connery

1965 Thunderball SeavConnery. -

1967, ¥ou Only Live Twice Sean Connery -

1960 On Her Majesty’s Secret Service George Lazenby
1971 Diamonds. Are Foreyer Sean Connery

1873 Live And:Let Die Roger Maore

1274 The'Man With The Golderr Gun Roger Maore
1977 The Spy Who Loved Me Reger Moors

1979 Moonraker Boger Moore

1982 For Your-Eyes Only Roge

1983 Octopussy Roger Moora

r Moore

1984 Never Say Never Again Saan Connery
15 A View To A Kill Roger Maore

' The Living Dayﬁghrvs Tim

sty Dalton
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WHAT PRICE AN ASTON?

Most compoter game vehicies come

aa..u;.:a-s:c wiikh &l the fatest mod cons
for rescuing prisoners.
is an

but Bead's car in Tha Living

certainly tekes the gaiachc bis

Prevausly, 007's most famous car

Was the asm Mr.m _BBS v..“ h

being hit.

The way it works is that each
levsl s interspersed by a Chogse
Wesdpon screen. Setin @'s busy
lab, & wide rangé of weaponsis
offered far vour ehoice, but you
have anly iveseconds to make the
decision as to which o take for the

axt level,

Vigvel's playing area con-
sists of three horizontally scralling
sgctions. Bond moves alarg the
central space, avoiding rocks ard
potholes, with the areas éither sida
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reundeompr detailsofhede
and buiidings, whi |
greundiurk Bend's prot ‘1“0I1I‘:
a’\__ran fram the SAS cn:-:r:lcml_-.
there'sa sniper in various guises

e Bond concantrates on
ve inithis barrage, he's
rogksor holes
JOM UR N his way,-and-at
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showing Car spead and weapons
targeting
Scanning Digital Radio capable
pickir all pohee and military
wavehs 3
Special Glass, Hi-impact bullet-
proof sl round Spectai Body,

" e'u, ne and passenger

Cmpnsing ‘Smart’
higden behing the fog

I'.l_;r!(,-d!ru' lw- flyng hellcopters
MY NAME IS GAMES, |/

And he's licensed to kill in DOMARK'’s next

EEF[J{,‘EOUQ: firestorm .S offered by
appropriate momentsthe doughty
| 007 swaager can be halted and
| contral turned over
| Bond's arm follows its directions
| andfires at the selected target as
accurately as you do. Tha gur,
nead it be said, this being based
onafilm, hasunlimited fire power.
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Final Option - g self-destruct
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Domark hardly need write the
game’s scenaro after that! We haven't
bean told how much the Aston Martin
costs, but the Spectral, 3 65 fool
catamaran t\mtut:::l Inthe film, is up
‘1r sale at on. Roger

The Living Bayflightsisintended
Tor release mid-July, about the
time thefilmn goes en genaral
release—or atleastitisf Gwaham
Stafford and'Design Design don't
suffer too much jet-lag on thair
returi from Chicago. Spectrum
casselte price 1s £9.95, we should
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The HOTLINE AND ADVENTURE GHART compiled from the votes:

of CRASH readers is the most realistic chart for gauging the popular-
ity of Spectrurm games —itis the games that are being playe et
the votes, not the.games that are i5 ! ]

Andthe votesare important. It's up foyeu ta letus know what you
feet, sofillin the voting forms which live 6nithe RESULTS PAGES and
make yourvoice heard. -

Ifyou don't want to canve up yourissue of CRASH, we understand.
Usea photocopy if you like, or copy the details from thevoting farms:
onto a postcard, or the back of a sealed envelope, and send that to
us instead, ; ;

Apartfrom the satisfaction of registering your vote, there's always
thachanee of winning a prize. Each monith we draw ten winners from
all the voting forms received  five for the HOTLINE and five for the
ADVENTURE chart.

_ A top prize of £40 worth of software (your choice, not ours) and a
CRASH T-shirt is awarded to the first slip drawn from the HOTLINE
‘votes, and anather £40 of goodies and a Shirt goas to the Adveriture
draw winner. . I

Fourrunners up from each ballot box collecta CRASH T-shirtand
a CRASH Hat. S0 get those votes in to the CRASH HOTLIMNE and
CRASH ADVENTURE TRAIL, PO BOX 10, LUDLOW, SHROP-
SHIRE SY8 1DB. i
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_6(5) HEAD OVER HEELS

Hotlme Top 30

us GﬂLD
_PAPEH BOY

1
9
2]
3

5(3) FEUD MASTERTRONIC
_6(5) HEADOVERHEELS  OCEAN

OCEAN
FIREBIRD
ELITE

7(4) ELITE
8 (11) BOMBJACK
9(3) STARGLIDER

6) : ACTIVISION

.:- 14 (10) COMMANDO

15 (24) SPACE HARRIER
| 16 (18] BATMAN

1 LEADERBOARD

12 QUAZATRON
TOP GUN
FIRELORD
SHORT CIRCUIT
ALIENS
TRAPDOOR
SABRE WULF
ARKANOID

24) RANARAMA

HEE

ELECTRIC DREAM

RAINBIRD P

Adventure Top 30

1(7) HEAVY ON THE MAGICK GARGOYLE GAMES
2 (2) THE BOGGIT CRL
3 (3) SPELLBOUND MAD

4 {5) THE HOBBIT MELBOURNE HOUSE
5 (8) KNIGHT TYME MAD

6 (¢) LORD OF THE RINGS  MELBOURNE HOUSE

7 (10) FAIRLIGHT 2 THE EDGE

8 (7) LORDS OF MIDNIGHT " BEYOND

9 {(13) DOOMDARK'’S REVENGE BEYOND
10 (-~} FAIRLIGHT THE EDGE
11 (6) GREMLINS ADVENTURE INTERNATIONAL
12 (12) RED MOON LEVEL 9
13 (28) JEWELS OF DARKNESS RAINBIRD
14 (-} SHADOWFIRE BEYOND
15 {(9) SEA BASE DELTA FIREBIRD
16 (14) PRICE OF MAGICK LEVEL 9
17 (25) SHERLOCK MELBOURNE HOUSE

i8 “ IMAGINATION MASTERTRONIC
19 WORM IN PARADISE LEVEL 9
20 30 MARSPORT GARGOYLE GAMES
21 (23) FOURTH PROTOCOL CENTURY HUTCHINSON
22 (19) VERA CRUZ INFOGRAMES
23 {11) DRACULA CRL
24 (27) HAMPSTEAD MELBOURNE HOUSE
25 (-) NEVER ENDING STORY OCEAN
26 (16) DUN DARACH GARGOYLE GAMES
27 () COLOUR OF MAGICK PIRANHA
28 (26) SWORDS AND SORCERY PSS
29 (-} RED HAWK MELBOURNE HOUSE
30 (21) SPIDERMAN ADVENTURE INTERNATIONAL




Edible cream buns aside, there are.

few things in life as hard to find as.

i anew siant on competitions. You

{ fot (and the spiky-haired ZZAP!
horrors)reckan a Comps Minion's
life is all cream buns and a few
words now and then, but it's not
s0. Thinking up competitions and
prizes is a tough job.

That’s why | was so pleased with
that nice lan-Andrew from
incentive Software when he
dreamed up this marvellously
differant (and practical) comp for
the mere ingenious of CRASH
readers {though | know you're ALL
claver .. .).

It revolves round Drilfer and
Freescape mw — and what are
they, you may well ask . , . 7

Well. there's not a lot | can say.
You see, Driller, Incentive's latest
game project, features Freescape

. —anew3-D technigue on
Incentive's top-secret list which
they've been working on since
September.

With Freescape, you can walk
through first-person perspective
and three-dimensional graphics,
and they're all completely solid!
‘You have the freedom, ' says lan,
‘to mave to-any point, 1o look in
any direction from that point and
see the actual view — it's just like

EQUIPMEN

THRILLER!

EESCAPE

£300 OF COMPUTER

' AND THE FAME
AND THE GAME

could be yoursin this great
Incentive competition

Being There!' it's finishad. with a documented assembler
Now, what lan Andrew and Runners-up will each receive a listing.
Incentive want from you is some copy of Oriller and a full credit, as Please note: do not send your
great special effects 1o well as having their special effect  entries to the usual GRASH
complement Driller. They want used inthe game. The numberof  address. Send them to CRASH
whiz-bang machine-code sound runners-up will be decided by DRILLER COMPETITION,
effects, and lightning-brilliant Incentive when they see the INCENTIVE SOFTWARE, 2
graphic routines. Have a look at entries — but there'll be morethan  Minerva House, Calleva Park,
the side panel to see some one, and fewer than 50! Aldermaston, Berkshire RG7
examples of what you might HOW TO ENTER 4QWto arrive no laterthan 30 July.
e JUDGING

Meantime, what's in it for you?
Weall, the winning entry will earm its

Now for the serious bit. You can
submitas many entries as you like

Injudging, two main criteria will be

senderthe top prizeof £300worth  with the one coupon below. Your  considered: a) how good your

of computer equipment (your machine-code entry should beon  special effect is, and b) how short
choice), the effects routine will be tape or microdrive, tagether with it is. Only original routines will be

incorporated in Driller — and the cleardetailsofhowtoloadandrun  accepted. Some entries received

winner will ba fully credited.
On top of that, the winner will
receive acopy of Driller as scon as

ig)G------------u-n--------------

| e —
SEND THIS COUPON WITH YOUR SOk 0;':'::::?' of effects you coulg submit:
TAPE OR MICRODRIVE Gur:xca_nnm'gt 9 and outgoing)
Plosive ngi
| want to be a Driller Thriller! kil tuncaleftect
g and rising nojses
NAME e (Bmping/Crackd

ADDRESS ........
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the effect. Each routine should be
less than 500 bytes iong (the
shorter the better), and supplied

game no

LIGHT BGl'dBr eﬁ&c‘!s

may be of very similar effects —
whan this is the case, the shortest
routine will be chosen.

(Delmateriaiising seya. S0 Obiects)

weresnsennnn-P OSTCODE ..

|
i'l----.--‘---..---------.---.-------.
|
|
|

Window-clearing effects
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Quartz Halogen ‘Pop-
Up’ headlights just
like a Porsche 924.
Audible warning device
pressing results in a
‘boing, boing, boing’
noise.

Extra large flappy
cheeks, watch out
for tweaking

Stupid grin, take a quick
look in the mirror when
playing this game.

See what we mean?

Trendy designer cut

off T-Shirt (causes
nasty draught round
your coils).

{25

Leather boinging gloves for
a sure fire grip on that
joystick.

Size 14 racing tread
flippers for inflight
stability and a sure-
footed landing.

All round independent /
coil spring suspension

guaranteed for over
100,000 boings.

Gremlin's springiest star is set to bounce straight back

A-quick hand and dogged determination are needed if
into-a new adventure.

you're to getanywhere with Thing in his latest escapade.
Fast and furious action is the order of the day and a
good sense of direction would be helpful to guide Thing
round such a complex location,

Following his world saving exploits against the evil toy
goblin and his monstrous toys; Thing's enjoyed his rnuch
needed recuperation, oiled his spring and is now raring
to go. What next?...he must finish the job properly and hait

the factory computer auto producing these hideous toys. Available on

But as superfitas he is and fast as he can move there's AMSTRAD CTR

danger hidden around every bend... goblins lurking to CBM64/128 T SPE Mug"leaf] 28K
drain his oil, water rushing to bowl him over, iron chickens £99c £99¢

£1499d £1499d £79¢c

DRIVE YOURSELF ROUND THE BEND WITH THING.

fielding dastardly deadly eggs.



THI NG BOUNCES

' BA

Producer: Gremiin
Graphics

Retail Price: £7.99

resh from his Sizzling

exploits against the evil toy

goblin and his nasty toys,
Thing On A Spring (the alternative
page margin hero from ZZAPY)
sproings back (but for the first time
an the Spectrum!) for some new
adventures in toyland.

He finds himself in an industrial
complex composed of 11 sepa-
rate scrolling areas, connected by
a systemn of wide and tangled ven-
tilation shafts; rhrou?h these our
heroic coil tumbles. In the piping

it's a bit dau
once the controls are
mastered Thing turns out to
be playable, with fast and
furious action. The scrolling
inaxoﬂllent.andm'b'td:;alg:
the expense of the gr

which are colourful and

his somersaulting progress Is
blocked by minions, but Thing can
turn &t junctions and reverse direc-

tion.

He can also collect points by
touching Crowns stuck in the
pipes. 3

Some pipes end in exits which
hurl him into one ef the toy fac-
tory's zones; there he finds more
varied surroundings, a chaotic
multilevel layout of slides, automa-
tic bounce pads, unidirectional
conveyor belts, elevating blowers,
debilitating lasers, crumbling

are appeali

hﬂunlhmatmmuuspnﬂsﬂtwmmm'sveﬁﬂhﬂmma%%hlngaﬂsmm-mmwshﬂ
what that green object top left is.
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= The factory is packed with ramps,
platforms, conveyors and mystery
blocks. To Thing's right a geyser spouts,
to his right a pipe pouts.

platforms and descending doors
which block or trap him.

An unwary Thing is easily
trapped and with no escape he has
to quit the screen — which returns
him to the wventilation shafts,
Narmow gauge pipes snake
through the factory; falling into
one, %ﬂng is taken uncontrollably
to ancther part of that playing area.

Emerging from the pipe he must
quickly move to one side to avoid
slipping back into the funnel's
gaping mouth.

But what of the Great Mission?
To stem the flow of evil playthings,
the bonce with a bounce must
gather computer components: a
%e. a disk, listing paper and

M. Once they're found he can
exit one playing area and progress
to another,

Needless to say a horde of evil
toys, still on the departed goblin’s
pension scheme, do their best to
push Thing from platforms and

—__[maRx] ___

“Never having played the
original Commodore Thing
On A Spring, | wasn't sure
what to expect. What | found
was a game of a high
standard both graphical

and sonically. Thing and all
the mm nicely animated,
and | like the boppy little tune
on the title screen. But Thing
Bouncas Back lacks a bit in




girders and back into the narrow
pipes. Encounters with them
reduce springboy's limited liquid
engineering; the oil level is
indicated onscreen by &
descending propeller.

When lubrication is dangerously
low, it's tima to find an exit and
return to the ventilation shafts
where collectable oil cans exist. A
total oil-out loses Thing one of his
three lives.

Bonuses can be collected by
striking red mystery platforms on
their undersides. They evaporate,
and some reveal extra points, but
others give a headache as a heavy
weight clonks down on Thing's
Crarnium.

COMMENTS

Control keys: Z/X left/right. Qf
K upi/down, zero {o fire
Joystick: Kempston, Interface
L)

Useof colour: allcelours used
very sensibly
lenty of vanety in

g SMa fast and
Smoat
Sound: ave
nice title tun
Skill levels:
Screens: 11
areas, each 12
plus a pipe rmaze
General rating: excellent and
refreshing arcade game with
some neat touches, highly

playable and addictive

Presentation
Graphics
Playability
Addictive gualities
Qverall

Producer: Firebird
Retail Price: £1.99

s site foreman in control of

an Astra-Dozer, you must

clear 30 different planetary
systems of hostile inhabitants.

Anyone who's played Dig
Dug or Boulderdash will recog-
nise the action and appearance of
Down to Earth. In this chactic
geological jumble live three types
of alien: dangercus Circsaws and
Trigons who must be wiped out,
and Conenabs, benign to you but
mortal enemies of the Circsaws.
Don't ignore the Conenabs,
though — they multiply quickly and
can block off escape routes.

At first these aliens are trapped
in soil pockets, but they're
released by the Astra-Dozer's
activities, Circzaws or Trigons
cause instant death, though
touching dozers left by previous
work crews gives extra lives.

You can drop bombs, or leave
them behind to be activated by an
alien's touch. Contact withabomb
doesn't destroy you, though the

DOWN TO EARTH

blast does. Extra bombs are found
in armoury chests.

Bombs have also been left
burled in the soil by previous
space probes; if you chobble earth
from beneath them and the large
natural boulders, they'll fall upon
aliens.

As supergalactic four-star is a
pracious commodity, additional
supplies are held in oil tanks, But
fuel isn'tthe only problem —thera’s
a time limit on your mission.

@ Graphically Down to Earth is
primitive; movement is jerky and
the characters uninspiring. It

lays just like Boulderdash, and
Fnt like Boulderdash it's almost
nstantly addictive and playable
- but it’s a touch too frustrating.
And Down To Earth could have
been improved tremendously
had the programmers taken
time over sound and graphics.

boulders and mashing aliens.

» Beaming and chobbling, the Astra-Dozer goes about its business of dashing

Something for
genre fans, this doesn’t improve

Boulderdash-

upon the original.
ROBIN

@ " I'm not particularly impressed
with this obviousDig Du
Boulderdash clone. The fractor's
cute with his big beaming face, but
the meanies look lika they've been
nicked  from Ballblazer. The
scrolling’s awiful, giving instant
eyestrain as the screen flickers
from area to area. It's all spoiled by
unfairly tough ﬂzmplay. and | stif
prefer t ~ subtleties
of Boulderdash and the simple
addictivity of Dig Dug.

@ | thought we'd got rid of this
type of game ages ago. Colour is
well used, but the graphics lack
the realism and smoaoth animation
needed for an addictive game, and
the sound is terrible — no tunes and
only three effects. -1 quickly
became bored, and | can't see
myself bothering with Down To
Earth again. "

PAUL

Control keys: Q/A up/down, O/P
left/right, SPACE to drop bomb

J k: Kempston, Interface 2
Usa of colour: lively object-
diffarentiation

Graphics: small characters, little
animation and extremely jerky
serofling

Sound; very poor

Skill levels: one

Screens: 30 systems

General rating: lattar-day clone of
an old arcade game with average
playability, buttoo frustratingto be
very addictive. May have some
appeal for newer gamesters
practising for the delights of

classic Boulderdash.
Presentation 52%
Graphics 38%
Playability 50%
Addictive qualities  45%
Overall 47%
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Producer: US Gold
Retail Price: £8.99
Author: Artech Inc
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;4 t the Gargoyle Hotel, the
world's greatest mystery
writers — Mike Stammer,
Agatha Maypole, Lord Peter Flim-
sey, Claudia Von Bllow, Sydney
Meanstreet — are having a reunion,
dancing to Suspicious Minds.

But one of them is a murderer
and one is the vietim.

Hercule Holmes js hot on the
case—he mustidentify both betore
a talented 'tec is done to death.
HH must also discover what the
murder weapon is, find the scens
of the potential crime, and unravel
a motive. He has 12 hours for this
herculean task, and all the time the
clock sprintstoward midnight . .

Holmes has a choice of mys-
teries to test his skills. In' each he's
based at a desk where he can
choose to examine files on each
suspect, organise break-ins, tape
conversations, maonitor meetings
and interrogate suspects.

Each ile containg informa-
tion on the hotel's famous guests,
which might indicate connections

[ 'Eiam!htm‘]ﬂ m
Watson'? This very - good

game s anyu'ling but
elementary. The detective
idea isn’t new, but Kiled
Until Dead is varied and
often highly amusing. |
especially mw‘la ﬂ:
expressions on ces
suspects. Graphically the
game Is excellent - the
- are large and well-
efined - and sound is put
‘1',31 2 sispacia, a diffetent
one sus a
ays for each!
wahuddngwny
/ and  Philip
llarlows.:"
FAARE

and antagonisms between them —
and motives for murder.

Holmes can break into the
guests' rooms when they're away
andfind valuable ciues - if you can
answer ftrivia questions about
famous fictional detectives and
thrillers, Wrong responses bring a
security to-the door.

A monitor screen allows you 1o
view different parts of the hotel -
bedrooms, library, foyer. You can
set up a tape recorder 10 eaves-
drop on meetings; three preset
systems allow it to record in drfrer
ent places at spacified times.

And Holmes can int
suspects, but first he has to

te
ind

clues - otherwise the suspect
refuses to cooperate. He can ask
questions about intended victims,
weaponry-and murder scenes, and

‘Z ?j
TH:
585zt

=

the suspects give weak or strong
replies. Their expression onscreen
changes as théy grow maore nerv-
ous’,

Notes on phone conva;satlans
break-ins, monitored meetings
and anonymous phone calls can
be reviewed.

Once satisfied with the investi-
gatmn yOu Can accuse a suspect.

even If you're correct, your
deerstalkered detective must still
know what weapon is to be used,
where-the crime is to take place,
and what the motive is: If you dor’t,
Holmes's last case will be a
wooden box .

“ There's @ touch of The
Fourth Protocol to Kilied Until

options add ip its ictive
qualities, toe, Don'tmissit. "
RICKY |

Control keys: definable, four
directions and ENTER

required; functions accessed
by cursor and highlighted

icons
Interface 2, Cursor
Use of cuiour excallent
superd animation
is an int ipm—:snha
invast
exee!banﬁy usedio
highlight the characters:
Sltill levels: four
mﬂnu imm!vedmd

wi'thsul‘ﬁc:leu'lt depthto
ou playing for ages

P i 95%
m qualities 94%
QOverall '
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slwrite, June is busting out

all over, as the old song

goes, the killer tomatoes
are setiing, the runner beans
sprouting, and the weeds take
more bullying than Robin Candy,
Paul Sumner and Mike Dunn put
together. Still, there’s time to take
a snatch look at some games that
are coming Up almost as fast as
the weeads.

And talking of vegetation, how
about a quick jaunt around Covent
Garden, ex-home of the famous
vegetable market, and now home
of ex-CRASH person Lee Paddon
who, having swapped fence sides,
works for Softek and The Edge.
They'llbe keeping him busy during
thetime leading up to autumn's
software reincarnation, starting off
with Warlock.

It gets tiresome dashing around
being & knight in shining armour,
so players blessed by a streak of
evil will be delighted to hear that
actually distressing damsels, nay,
even bashing them up, isallapart
of Warlock. In this 3-D arcade
adventure with Gauntlet overtones
you play the vilest, most evil, and
rudest warlock that history has

MERELY MANGRAM

known since Angus Ryall took up
strateqgy gaming.

The problem facing our
antiheroic mage is'a bunch of
moral majority do-gooders who,
hawving infilirated his castle, are
busily engaged in convincing his
minions of the benefits of being
good and having a pension.

To defeat them warlock needs
the Orb of Power, but being a bit

» The Great Gurianos tackles a foe, Part of Trig

T e ]

--rlltrl—--rﬂhu-—n--wmnrm—r—r-n—nn-m--w---

T T Y T R R W R T Y R R R T W ..
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*amedisevalion  Garfield, also from The Edge . . .
I, R, e

- W W

thickin thehead, nasty-chopshas
forgetten where he last put it -
rather like a CRASH reviewer (well
youtry finding a cassette in this
place after they've baen at them).
So begins the long search around
the long-forgotten corridors and
castle rooms which are, by now,
simply infested with parent-
teacher association types heaven-
bent on laying traps (of kindness?)

P The powerful cover of Martech's
Tha Armageddon Man

itjust might be a bit delayed dusto
pregramming problems. Hopefully
these should be sorted out intime
for display atthe PCW Show. Also
due for release on the Spectrum
soon is Palitron, aconversion from
the original Amstrad game. It's a
kind of 3-D arcader with plenty of
mind-boggling puzzles for to
solve. Screen shot next month.

Dine in Kayent where one simply
has to speak Queen’s English,
comaes International Events
courtesy of Anco. Thay proudiy
claim that the six sports have
never been seen on a computer
before and include hang-gliding
(don't mention Sabotetr Il - it
doasn't count), wind-surfing,
motor bike scrambling, cross
country, water skiingand a
vellodromecycle race—wheratwo
players play simultaneously. |
haven't seen anything yet of the
action, but inthe meantime here's
some of the action to gawp at.

It came with-a colour vinyl map
{2032 edition) . .. It came with
vinyl re-usable flags . . . It camea
from Sussex. Sussex?! What is
thiz fiendish beast? Why, it'snone
other than Martech's The
Armageddon Man - aname to be
reckoned with methinks. Set 45
years into the future—a time when
the werld's nuclear arsenal has
greatly expanded - the United
Muclear Nations, a group of 16
allied superpowers, have financed
and built an enormous network of
spy and laser defence satellites
which ara capable of monitoring,
influencing and even directly
controlling the political, economic
and military events of the world,
The system is all under the hands
and edger gaze of its Supreme
Commander — the Armageddon ’
Man. Literally, he holds (and
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for the dreadful warlock.
From castle garderobe * to
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¥ One of the action screens from Anco’s Internetional Events -

Wm:ghhlm the world's
future in his
CantheArrnageddon Man
reduce the chances of
immolation by maintaining an
equal balance of th §
higicon control? Tunein soonand
hear the exciting conclusion - to
beralaa;;dmmﬂg.k&yatew .95,
OV'H' mﬂm sapmwaw
of Hewson's next release, the
Raffasle Caecco shoot-"em-up
Exolon. Vs great too, and as a
production copy arrived just this

morning (the last but one day of
the schedule), we could have
reviewed it, except that
promises were made to the
lovely Julia at Hewson to hold
R g
] , 50
Jnm.mmﬁﬂwvaum
hmmmnm SOITY.
ews on Ocean’s Tai-Pan is
eonﬁmd-shwld have been here
for review, but something's
holding it up . . . perhaps next
month. | wasexpscting to see at

THE SON
NEVER SHRINES

THE LAST NINJA

System 3/Activision

e've had exploding

Ninjas up to the armpits,

but this ‘Son of Ninja',
promises System 3, is posatwaly
The Last fggcw and he's Ionsr%g
rampage because an evi un
has desecrated the Ninja shrine
and stolen the sacred scrolls of the
White Ninja

Bound by honour, our hero must
follow this undesirable power
seeker through 125 screens of
wastelands, magnificent gardens
and dank dark dungeons. As the
quest progresses, he encounters
sword swinging samurai,
disgruntied guards and karate
killers out chopping — all minions
of the grasping tyrant.

Bloody, bruising contact with
these martial minions rapidly
wound even a Ninja. A dlspiaza
shows what level of wounds
has received, and if they're too
great his very life is threatened.

B Alasterof the axtraordinarily detailed

graphics we can expect tosee in

Activision's The Last Ninja - bt the

guestion is, will it really be the last
Ninja?
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Summer £7.99

least the 128 version this week. No
doubt it will arrive tomorrow —
that's how it usually goes,

Elite has a novelty out for 20
July, a compilation, but not of old

games. Trio, selling at £9.95 offers,

as its title suggests, three arcade

ames on one cassette. Great
%uﬂanoaisamsdiaauaibeat ‘arm-

up quast S_B%large and detailed
graphics. is an isometric
perspective arcade adventure,
and the third of the set, Airwaif Ii,
is a loosely-based follow up to

none otherthan.. . . Airwolf. It'sa
more sirarghtf'orward shoot-"em-
up than its predecessor of soma
two years ago.
And that's about it at the
moment. Richard Tisdall from US
Gold is visiting shortly with a
bunch of goodies for us to look at,
hopefully including Road Runner
and Sensible Software's very
unusual Wizball.

Til next month, may vour
Joystick remain on autofire
mode. . .

B The Armageddon Man - maintaining the checks and balances . ..

For protection the Ninja carries
throwing stars, swords, spears,
magic and some good luck
charms, with an illuminated icon
display showing which useful item
he's present holding. Flagging
energy reserves can be
replenished by gathering food
found on his travels.

Should he survive all of these

perils and reach the dungeons, the
Ninja must confront and defeatthe
Shogun, before the scrolls can be
retuned to their rightful resting
place. Beat-"em-ups have been
ten apenny, but &5 the screen shot
shows, The Last Ninja looks like
being the last word in elegant
backgrounds.




THERE’S A
CATCH

CATCH 23
Martech

artech’s next major
M release, Catch 23,

offars a massive
challenge in a 3-D wira frame

VITORC OF AVALON

EXOLON

Hewson

SPACE SHIP hovers

overhead, the skies are

bright from exploding
missiles, rampaging rockets
streak thraugh the air, the deathly
smell of dangeris all around . . .

Thus starts Exolon, the latest

‘planet-bound battie game'
written by Raffaele Cecco and

June end £7.95

gamescape.

Youmust infiltrate the CK23 test
development site, the most secret
military complex on the planet.

end of August £9.75

coming soon courtesy of Hewson.

In Exolonyou star as Vitore, anice
encgugh guy, who for no other
reason than he wants to has
decided to rid the planet of
marauding aliens. Armed witha
deadly rocket launcher and laser
system {cunningly disguised as a
backpack) you must duck, dodge,

P Large and superbly detalied graphics are all a part of Exolon’s fast-paced action.

The CK23 orbital interceptor has
passed its maiden flight and you're
after its plans. From your drop at
2200 hours you must trek deep
into a deserted island, through
mountains, over deadly
minefialds, high voltage electric
fences and under surveillance
cameras. In the deepness of the
night your only companions are a
Sightiess Image Enhancer,
through which you can see the
wire-frame transiation of objects
in front, and of course . . . your

qun.

You must expect anything and
look everywhere, Inside buildings
are vital pieces of information, or
sometimes booby traps — the
choicetosearchinsideisyours. A
shrewd mind is needed to solve
information left on the island by an
evacuated network of civilian
spies. Once the design of the

CK23 has been found you must set
a time delay bomb in the nuclear
reactor, and getting off the isiand
would also be a good move!

B Vitorz lsunches a homing missile at one of the many gun emplacements in
Hewson's shoot "em up Exolow, due at the end of August.

slither and generally blast. Both
weapons will be used at some
point in the game, the laser to kill
tast-moving aliens and the rocket
launcher to destroy gun turrets
and other such unpleasantries.
Set on five levels, each
consisting of 25 screens, Exolon
features teleporters (get you to
other parts of the screen),
grenades, double-barreled gun
emplacements, land mines,
homing missiles and pod aliens:

once shot they split open to
release an entire warband of mini
aliens, not too dissimilar to the
pods featured in age-old Defender
games.

As the pictures show, Exolon's
graphics are colourful = what you
can't see is that they're also
wonderfully animated. Certainly
everyone in the office enjoyed
playing the preview copy, and now
we can't wait for a production
version.
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AN ARCADE MACHINE |

IT-

CRITICISM

The main question to ask is why
should a Spectrum owner buy a
| Nintendo? | would say that it's
definitely a worthy investment if
virtually flawless arcade
conversions are what turn you
on, as mostNintendo games are
actually in the arcades in one
form or another. Nintendo’s Play
Choice Ten arcade machine

o
wans pyap s
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N YOUR OWN HOME . .

features ten Nintendo games, ail
of which are available —in
almost identical form - for the

| home console. The difference
being that the arcade machine
costs around £2000, whereas
the console and appropriate
soffware costs a comparatively
cheap £500.

However, at presentit doesn’t
otfer much more than the
Spectrum on the games front,
because where the Nintendo
boasts near-perfect

| canversions, the Spectrum has
many of its own original and
immensely playable games -
like The Sentinel, Head Over
Heels, Star Glider and s0 on. At

| the end of the day it's all downto
excellent software support -

| and not just from Nintendo, this
time round, games console

| need the back up from existing

| Spectrum and 64 software

| houses.

ROGER KEAN

My first contact with ‘computer

| games' came through an old
| Atariconsole which |

encountered in about 1980, and
this seems at first sighttobe a
progression of the same
concept. The trouble is that |
don't think that the idea has
advanced snough over the

| intervening years. The machine

itselfis ugly and childish, and
the standard of currently
available software is pretty

| dismal (where are all the fast
| “action shoot "em ups far
| instance = most of the games

appear to be nothing more than
variations of the Donkey Kong
theme). However there's no
doubting that the machine has
some real possibilities - the full
screen graphics and expansive
sound system present software
manufacturers with
unprecedented scope for
developing new and exciting
games, The only aspect of
packagewhichreallyimpr

me was the light gun. Actually
heiding a pistelin your hand and
agiming at an on-screen enemy

| beats the hell cut of pressing a

red button on a joystick, and the

days when your computerised
opponents fire back are surely
not too far off. H

Generally the games are
simple, ‘cute’ arcade games
that are easy to pick up and play,

CIARAN BRENMAN | but they should keep you

I'mvery, very impressed! At first
the Nintendo games dan’t look
anything special, | suppose
because one expects to see
some sort of photegraphic
maga-graphics. Instead,
Nintendo have opted for
colourful high quaitty cartoon
style sprites which are
beautifully animated and full of

character.

GYROMITE -
Deluxe Packaga

v

~Tun forall the fami

ly with ROB, as supplied with ¢

entertained for months. The
fiendishly addictive and
incredibly playable Super Mario
Brothers is a fine example —
arcade perfect (flawless
actually), and I can truthfully say
that it's the finest computer
games |'ve ever played, The
other thing is that they're all the
type of game you always come
back to—the initial novelty might
wear off after a while, but weeks

e
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HOME

that manufacturers will pick up
{, Decausethe
or failure

; > ,!__ ' 2E] 3 By Jpon them.
I .' i Ian, any success

T it has will be well earned.

MICHAEL DUNN

There's no doubt that the
Nintendo machine will cause a
great deal of interest within the
games market, but the high
price may discourage all but the
most ded i of games
players. At the mome
| | games are limited ir
- 2 arcade concepts -1 ¢
S2ZR0O0 W until they put a
gameonit. T
avery high r
considering
colour used, with Duck Hunt
just how good the
animation and realism can be
The only real disappointmeant is
the sound: &t 3re
sharp and joil
rmore hik
proper music. As w
products I'm sure the guality
the software will improve - and
with such a high starting
standard the Nintendo will be
vwell supported. The Nintendo
& machine is a box of the hottest
potential 5. Nintendo
hehardware, it’s

sho

WILD GUNM

lght gun fun
= T, wit
Tan be doublag

hbig, baig
t A graphij
ith 3 piastic m:\‘:st‘;fana

er you'll load them
nother guick

DE MACHINE IN

On first sight, the
games console |
neat, boasting bi
intricate sound,
titles ta samp

are similar to those you
have expected on the
Caommodore in pre-Hubbard
days, which is a shame as the
machine seems capable of
producing some e effects
The graphics are the m
best aspect, being colouriul,
well animated, and smo
stralling. it weould be nice
some original software, and
| hope the software houses
will be producing it quite soon.
rdware is of inconsistent
anging from the
ul keypad controliers to
and easy-fo-use
es. The gun is a maan
must for ail shooti
f you're an arcade
this'is the
system for you —
price it should
t Christmas.

cologrful-and th

almost arcade guality. My
parson rite cartridge
a i 2 o Wild
Gunman: as-othersin the office
tify, | play
able moment, and | g
as much now as when | first
d.
t costs quite a bit when
5 standard heme
puter—buteavenso, lreckon
ntendoisone of the better
I ean’t wait.
JULIAN RIGNALL

games world recently, and | pray

‘ SUPER MARID BROS ~ start your own ¢oin collection and rescus 3
beautiful princess in this immensely addictive arcade gams

BASEBALL - anniher 85
‘. American Tiavour - again

¢ axceptional SpoTLS ga.r.-]e_
for ane or two players

this time with an
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FINAL MATRIX...?”

i Wﬂhin & gala.x'p' of uncertainty, a universe of
| cnnfusian a relugtant hero, Nimrod, seis out on amission that
will determine the fate of his brethren Biopton's. Captured and
banished to h:npzisonmnm within the vast and hostile Craton
Matrix prison network, members of thispeace loving |
race are doomed to an eternity of solitary confinement.
Only Nimrod can find their hidden locations. Only
Nimrod can release them to freedom again
. Only Nimrod can discover the secret of the
. FINAL MATRIX.

THE BIOPTONS ARE LOOKING
TO YOU AS THEIR NIMR oD
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|
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ALPHA HOUSE, 10 CARVER STREET, SHEFFIELD 51 1F3 s










Today two pages, tomorrow four! Last month’s experiment

with video reviews seemed to work — we’ve had as much
support as censure, anyway. The system’s been fine-tuned:

the introductions are longer, though they still shouldn’t give

away too much plot, and each reviewer gives their own
percentage instead of contributing to an averaged CRASH

That's because we found taste in films varies even more

‘to go more by gut reaction than the sober, considered
reviews.

from person to person than taste in games - perhaps
because we're not professional video-watchers and we tend

analysis of the software |
The whole CRASH team will be writing video reviews —and
this month we welcome back DOMINIC HANDY, our

m:llqwerﬂ-pmmmmr who grows more and

With Emilio Estevez
Label: Embassy
Certificate: 15
Running time:

1 hour 37 mins

ack then in the old days it

was all so straightforward.

They did everything
together. ~ Like brothers  they
shared chicks and joy-rides in cars
and went hunting trouble together,
both always knowing the other
would be behind them to back
them up. But now one of them has
grown up and the other is still a
rebellious teenager fighting to
survive,

In this film based on his own
screen&!ay, Emilio Estevez (Repo
M Elmo's Fire; brother of
Charlie Sheen, son of Martin) plays
a runaway teenager having to
survive in a world of drugs, murder
and violence. Craig Sheffer is
Brian, tha old friend with whom he
lives in a large Midwestern city.

But Brian meets a girl (Kim
Delanay); they fall in love and Brian
finds himself split between his
friend and his new love. And then

Charlie, the manager of the bar
where the two boys hang out and
drink cola, is shot dead trying
protect them after their hard
night's pool-hustling.

For both of them, it's the
beginning of the real world.

Despite the face-lift on his nﬁn%'snﬂhm has aii the
'mtw;s’ mn’.nmm always watchable,

American loners g
mmmmmmﬂm._
2‘.&“ mﬁ““’&"m%“%u Iove interest,
n
the mﬂ mmmm“mmm
mmmcwnmm Sometimes the dark mood is
.-lrrmtoowm mmm.wmmm
is mother's murder as the shadows of rain on a
mmmmmm ~ but this disturbing film:
oom ar an ambience of pointlessness and sudden

£58.
%
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SWAMP THING

With Louis Jourdan and
Adrienne Barbeau

Label: Warner Home
Video

Certificate: 15

Running time: 1 hr 28 mins

idden in a treacherous,

unmapped swamp of the

southeastern States is a
sman research station where
scientist Alec Holland is close to
solving the world's greatest
problem.

By fusing the DNA of plants and
animals, he's developing "a plant
with an animal's aggressive power
for survival —a plant for the 21st
century " which will grow in deserts
and feed continents.

A young administrator with ne
obvious function (Adrienne

But a cadre of guerrillas is closing
in on the scientists, determined to
steal the formula to give their
leader world power,

They attack the research
station, but in the struggle Holland
drops a flask full of the powerful

___[roGer [__

“ Well, it was a better-spent
80 minutes than I'd feared,
but only by a gloopy margin.
Attempts to convey a comic-
strip feeling are there - the
stral scene-wipes — but
it's all very throwaway, and
I'm sure Alan Moore is rightly
indifferent to it. Some
moments (there are a

are swamped by the g

ris and the oddly
unexciting pace.

chemical. After a sudden massive
explosion, he is seen running
screaming, blazing with flames,
into the swamp . . .

As in the D C/Alan Moore comic
Swamp Thing, Holland emerges
as a scaly green creature with a
smirk and a perky little nose.

He soon rescues: the hercine

from the pursuing baddies but she
doesn't recognise him, so she
says ‘Shoo!’, and he smiles a little
smile and waves a little wave.

But together they marage to
give the attackers a good run for
their money ("Willie! Tyrone! Shoot
the damn thing!’) amid the misty
SWamps , . .

Barbeau, the heroing) arrives at the 6%
base and scon falls for Holland. BARNEY
'* “This was so bad it was funny': | know it's an aprés-video cliché,
—_|pom] B s s T e s ey e
isles. It's 50/ ’

“ There are some films you KNOW are going to be tacky assoon | | | axplosions. Its the sort of movie where the haro Saye o’ 1o
as the titles start rolling — Swamp Thing is one such. At least the someone and they rip off a plastic face and tumn out to have a
actors manage to lorm convincingly unimpressive stage-German ac:ant, a demented glimmer in ze eye and a plan
scenery and in e costumes. Swamp Thing starts out with for vorid domination! But it also has the BAD habits of comic
some promise, but as soon as the monster gets all sentimantal strips — people seem to speak in single lines, balloons, rather
the horror and suspense “u'-.:“ Swamp Thing s the sort of than conversations ~ and the score wheels out every creaking
lagoon film that came outin d ~ all that's been added -old device of ‘suspenseful music’. Beneath the surface of this
is colour. The monsters, sound and are still the ridiculous swamp lies a dull, derivative (Frankenstein, Creature
same. 1% From The Black Lagoon) monster movie. ’

3%

With Elliott Gould and
Margot Kidder

Label: CBS/Fox

Certificate: 15

Running time:

1 hour 32 mins

arry and Christine have been
married a week, though they
hardly know each other.
Hamy's from San Francisco,
Christine is from Philadelphia —
opposite sides of the continent;
it's an odd marriage. They metina

BARNEY

stuck lift in Las Vegas and got
hitched before you could say

‘Going up’, now they're
honeymooning in  a Rocky
Mountain ski resort. They're

getting on fine. Then Christine
disappears.

Harry (Mike Farrell = MASH)
visits the palice station. There's
no-ong there but a wife playin
Bach on the flute; this is a small
town, there's no crime, no
problems. Eventually he tracks
down the police chief, Rudameyer
{Elliott Gould), a displaced New
Yorker who lives for his stomach.

“Iumldnolfmmmmmmwﬁuhnoi‘lmhnm

L

(*You wouldn't believe what they
think is a pickle out herg.")

___/'RoGER |__

Missing person? Rudameyer
shrugs over his sandwich " vm M:t "mg;g'
(specially fiown in from West B7th gﬂ " 80
Street). He'll run a few checks, he m that you want to
says, but there's not much he can gtand up and scream to
da. release the tension.
Harry returns to ‘the holiday NOTHING right for this
conde to wait for Christine. Then guy! things are
the local priest rings up — she's exacerbated by  Elliott
been with him at the church, and Gould's snuyly dumb cop -
wants a reconciliation with Harry. it's enough to make your
Harry goes to the church. The teeth gnash. Slrll'ﬂrmp
priest gives him a little talk on flatness in its
repairing relationships, forgiving made-for .1'\!
and forgetting, and ushers in a 'Vaninﬁmg Act mmm
small dark woman. provides ﬂrst-rah thriller
Harry watches Christine walk in Hitchcock
the length of the church toward style. " '
him. She greets her husband. : T%
But this isn’t Christine, says

Harry. But nobody will believe

him ..
IIME

“ If you love thrillers, mhwﬂlludymappbmmmmm
months. Margot Kidder performs
at the blink of an eye. Thesamwmmesmy anirnrn
everyone, Isporhct thm.l%hl ‘have minded a few
breathtaking roughout the film | found mysalf
Mlmnmmmuunchwwmmhwm
mmm Vrnlsi‘d'{mm“ is constant wm
liﬂltllp credits — [ can any more away
spoilngii.‘rwmmtmill o
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%RKNESS ANP TORRENTIAL
N ENVELOPEDR AGRIM
ﬁmﬁ%ﬁh‘% %EERFHL

WE ~ AM - ARE-
MACHINE .- —MNG;

ING PEATH
SEP CHROS N
0SS’ MIND BND BODY —

THE COMPUTER. —WHILE PRIN
o ISR
FRAME. FLICHERED { =

THE MECHANOIP
RELEASER ITS

b ABRLPTLY
; "'?HE Hl-I'IPRJMEp CLICKING
it AND HISSING STOPPED |
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ONLY THE
TORRENTIRL.
RAIN ANE

THE THUNPER
REMBINEF

AS CRDSS REAR
THE CIRCUITRY"
N THE MACHINE ..,

~PROTECTING

L INSTALLATION

b OF VITAL <4
IMPGNCE daf

LETH T A

i

v
THE TECHNOLOGY
A ISOF THE SAME PESIGN

COORDINATER MOVE ASTHE ONE THAT
OUTWHRPS FRaM ITS CREATERX THE LONGDERR 2
CENTRE ON A CYCLE . STARSHIPS | FOUND [ THE GIRL—
OF EIGHTY WEARS .« BEFORE My SHUTPOWN / AND PERMANENTLY

INACTIVATE
THE MACHINE —

HFTER PANGER CAME WEARINESS .

(KNG A THREL o e DN s
NOW | A = HANP ONE ; 3 " YOU SAVED s
| HAP R TASK ONCE - IT WAS POKE e 7 OUR DLING ~ BUT Sy
ANP THE COMPLTER IN ME TELLS ME PRESENT WHS 3 ' THEY ARE NEEDED Now)~
THAT IS ALL THERE 1S TO 1T, YET; = = i | | THE SEARING 15 LIPON 4

THE HUMAN SEEKS NEW GOALS A\ UG~ ANp THENTHE

AND THE VIRLIS WILL NOT  } " i C'VING
DIE /v | AM TORN. o 4

aMcecds

A
THAT
WAS REASON ENOLIGH
TO BE,BUT WHAT
OF THE RITURE?

AR AN SR Bl
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LROSS GAZED AT

— - R
isnéaigﬁg;ﬂﬁsiws, SIFE OF HIM (OMING
MSELF TO BE LEP

% TO CONLLUSIONS...
F WITH THE GRoUP-
RNP? AS THE RAIN

STOPPER? THEY REACHER
THE SETTLING ...

SHSTEM - AETIFICIAL
ASSEMBLY OF PLANETS
IN A SPHERE
ENCIRCLING
THE SUN

-ALL HELP IN
POSITION BY

VAST NETWORK OF
STHBILIZERS LIKE THIS
~LINKEP TO WHAT?

STEANGER~ THE
ELPERS WILL SPERK
10 40U AMD THE.
YOUNE ONES /
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THE GROUP MADE ITS
WAY THROUGH THE WISE ONES -
PEBEETE%ELLHGE.
THE BASE OF THE G THE
JANT TOWER s MISSING GNELINES~
RNP THE STRANGER
WHO SRVER

e

e calald Sl um bl @y 8 -0 2 TH

| PRlMJTé\éEL E%%mw—
WHAT THEY
SEHRINGHITﬁE BIVING 7

THE SERRING IS PREFARE
LIPON LIS /LET THE ; _ YOURSELF ~THE
GIVELINGS BE LED : ; LIGHTHIVERS WILL-
To JCIN i 1 BLINP You —
THIS IS

e

SGQUIET, BON Y/
THE SEARING WL
COME ~M¥’ FATHER.
WITNESSED IT 05 A
BOY, ANP HIS NOTHER'S
FATER BEFORE

T LF

SANEF AR IR I

SLRAVES—yANQUISHED
FOES -Yol WL [
B JOIN BLODD WITH [
; @rEE WRTERS OF £

s

BY OLIVER FREY Next Month: Fire from Heaven

e e e
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1S GOLD LTD,
INITS 2/3 HOLFORD WAY, HOLFORD),
EERMINGHAM BS 7 AX.
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