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The next CRASH will be singing
for its supper at all geod high-
street purveyors of periodical
literature from 24 September
next. You won't miss it, because
it will be the magazine that
keeps falling off the shelves
owing to the fat tape cassette
stuck to its cover - the one that
annoys the newsagent so much
because it takes up a lot of
space. Make your newsagent a
happy person — buy it quickly.
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-~ DEATHWISH 3

The big screen classic,in
which modern day vigilante
Paul Kersey wreaks his own
form of revenge on the scum

and filth that terrorise the
streets of modern day New
York. For too long the gangs
have run wild, un-
challenged in their peverted
attacks and violations of -
innocent citizens. .~
Muggings and robberies
ave become a daily
fieature of city life. So
-*when the chief of police
turns a blind eye you
decide to take over
whiere the law left off.

Strapon your famous

475 WILDEY

MAGNUM, turn your-
self into a one man
fighting force armed
with pump action
shotgun, machine gun
and rocket launcher,

Now turn the tables on
the punks and creeps
who certainly know how
to dish out the violence
but may not be so good at
being on the receiving end.

SPECTRUM 48/128K
Casserte £7.99

MSX cassene £7.99

CBM 64/128 & AMSTRAD
Cassette ‘Eggy Disk L |4.99




MUSICAL
TOWERS

I note that a letter in Lloyd's
FORUM mentions with evident
distaste that there have been a lot
of comings and goings at CHASH
Towers of late. The disapproval
suggests that the writer would
rather everyone stayed put. But
that simply isn't possible — much
as we all like stability, people move
on.

In fact, continuity of staff has
been ane of CRASH's great
stren%hs. Compare us to the two
other Sinclair publications; hardly
any of their present writers and
editors were with them even 18
manths ago. With CRASH, I'm
here {| know I've been with ZZAP!
and then Lm, but I'm back!), Paul
Sumner has been reviewing
consistently for over two years
{albeit anonymously at first), Ben
Stone goes back even further,
Robin Candy's been here (with a
break] since July 1984, and Mike
Dunn {the baby of the group
excepting recent additions) has
been with us for some 20 months.
And, though the reader doesn't
see them much, the producticn
teamn has hardly altered in two
years.

Having said that, there now
follows a brief summary of this
month's changes! After his
relatively short stint at the Towers,
we say a fond farewell to Gareth
Adams. He's gone 1o be
something electrical at a college
far, far away, though undoubtedly
he'listill be visible at the weekends
in Ludiow’s Bull Hotel {behind the
bar). Then we say hello to Sue
Collett (who's a Doctor Of
Something). She's lending her
valuable experience to Barnaby's
right elbow with the subbing,

having recently moved inta the
area. She was foolishly helping the
art departrment’s Matthaw
Uffindell out of a tight spot when
his car broke down, they got
talking . . . and here she is.
Thanks also to Daniel Griffiths
and Colin Evans, two Ludiow
School work-experience peopie
wha helped out for a few weeks.

One editorial section is missing
this month, and that's the VIDEQ
REVIEWS, No, we haven't killed
them off. Lioyd's been monitoring
the mail referring to them, and
there is still a definite preference
for keeping them in CRASH.
However, the video reviewers
haven't been entirely happy with
the way we've presented them so
far, and Barnaby has requested a
month's sabbatical from the
onerous task of watching movies
to rethink the matter.

READING, RATING
AND ARITHMETIC

Consistency has been an
important part of CRASH's
success as areview magazing, but
we need to change with the times
- some of the standards by which
we judged software in 19884 no
longer apply. And this month saw
not guite anoverhaul but atleasta
significant tweaking of the CRASH
comments box and ratings
system.

Theold practice of listing control
keys is gone. Most arrangements
are ergonomically pretty efficient
now, and you're not going to buy
orreject a game because it's KM/
Z/X rather than Q/A/Q/P. When
control keys are definable, though,
we'll note that under the new
Options heading.

Alse incorporated into Options
is information on skill levels; a
choice of skill levels is so rare
these days it seems silly to have a
separate heading for them.

he Screens section has been
dropped, too, though ifthere's a
huge number of screens that might
be mentioned in the General rating
or the introduction to the review.

And the use of colour now
cames under the wing of
Graphics, because it's often
artificial to separate those visual

g2

glements of a game.

Finally, a change which will
enable readers to make more
sense of the quirks of the
percentage ratings. As well as
giving a set of CRASH
percentages for each game, we'll
publish the individual reviewers'
Overall percentages with their
criticisms.

CRASH started identifying the
authors of sachreview in lssue 37,
and this is the logical next step.
But bear in mind that though the
CRASH Overall percentage is
usually the arithmetical average of
the three reviewers', it's not the
product of mere number-
crunching.

Ocecasionally, if (say) two
reviewers praise a game to the
skies and oneis just a little cooler,
bringing the average down to 88%
or 89%, we rmight still Smagsh it.

A CIRCULAR
ARGUMENT

Without mentioning any

names . . . I've noticed a
tendency on the part of some
people within this business who
have axes to grind to send
identical letters to several

publications. While this
undoubtedly saves them some
time, it doesn't earn them a
magazine's undying attention.
There's an inevitable feeling of
being considerad second-rate if
you know you'rereading the same
words as some other editor, and
the endresultis one more scrapof
paper in the waste bin. Honestly,
there's really no point in sending
circular letiers to CRASH, But just
to clarify the point, | am not talking
about press releases —that's a
differant matter.

MISTAKES ALL
ROUND

In the August CRASH
ADVENTURE TRAIL, Derek
Brawster raviewed The Fantasy,
an adventure from homegrown
software housé Mediandroid. He
didn't like it much.

After tha review was published
we heard from The Fantasy's
pragrammer Simon Jones, who
says he's made some
improvements to the game since
preducing our review copy. 5o
don't take those ADVENTURE

TRAIL criticisms as definitive.
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Obviously CRASH wants tohelp
good software on its way, but it's
more important 1o give readers a
fair review than ta help
programmers fix their own
problems.

That's why we don’t want to
review uncompleted games. So
whether you're multinational or
back-bedroom, if you send ina
game without the all-important
finishing touches please mark it
PREVIEW - NOT FOR
REVIEW . .. oratleastletusknow
exactly what you're going to add.

And Firebird (Silver) has asked us
to peint out that Andromeda
Software was 'not connected
with' the Spectrum conversion of
Firebird's Pneumatic Hammers,
also reviewed in the August
CRASH, The inlay credits Paul
Johnson with the conversion,
ROGER KEAN

STOP PRESS -
D R WALTON
LOCATED!

Just as we were patting
ourselves on the back and
relaxing because CRASH was
finished, nothing more to do,
Cornette time etc, Technical
Editor Simon N Goodwin
rushed in with a crazed gleamin
his eye and an address on his
lips.

He'd finally heard from
D R Walton, producer of the
Gamester infinite-lives utility
reviewed in Issue 41 TECH TIPS,
DR had given us his address
incorrectly, causing some
readers infinite distress. Here is
the correct address:

155 Wash Lane, South

Yardley, Birmingham B25
BARNABY PAGE aPx

IN NEXT MONTH'S
CRASH

NOT ONE, BUT TWO FABULOUS EXTRAS!
We start with Part One of

THE CRASH HISTORY

Each month up till, and including, the Christmas Special there will
be an extra 24-page pull-out supplement consisting of 12 CRASH
covers as originally printed. Onthe reverse of each Lloyd Mangram
writes about the progressive state of software month by month, with
additional notes intimately detailing how CRASH h
Together with the Complete Spectrum Software index [Donambar
and Christmas Special Issues), this will build up into a 110+ -page

New Year.

THE CRASH SAMPLER

to actually play them, because we've got 'em taped!

This unique cover-mounted cassette won't just have one ortwo
demos but loads! We're still not sure of the final figure,

but there'll probably be probably nine or ten, and in addition to
thelist below there’s also some top secret demos as well, Asyou
can see, these are going to be THE big games. It's on the next
CRASH, onsale from 24 September and the issue costsanextra
50p (approximately 5p per demol) so don’t miss outl

JUST LOOK AT THESE!

® GRYZOR (Ocean)The mammoth coin-op featuring
great graphics and adventurous fast-paced action comes
your way soon,

® MEAN STREAK (Mirrorsoft) Motorbiking down
hazard highway — can your nerves stand the tension?

= IKARI WARRIORS (Elite) This conversion from the
two-player arcade game looks marvellous — can you be

the hostages?
m SLAINE (Martech) Licensed from the eponymous
2000 AD character, take control of Slaine’s mind and

8 CRASH September 1987

part work, which you can collect in a special binder available in the

Instead of merely reading the previews, here’s your chance

the warrior to make it though the jungle terrain to rescue |

prepare for brain-to-brain warfare.

= BASIL THE GREAT MOUSE DETECTIVE (Gremlin
Graphics) Walt Disney's feature-length cartoon hero hits
the computer. Accompanied by faithful bloodhound Toby,
rescue Dr Dawson from the evil Ratigan!

® TRANTOR (Go!)

Powerful graphics in this first blast-'em-up from US Gold’s
exciting new label.

= DRILLER featuring FREESCAPE (Incentive) We
previewed the 3-D graphics last month, now be amazed
by the animation!

REVIEWS

SMASHED!

16 MERCENARY Novagen

Weicome at last to Targ in the fameus 3-D exploration game
67 CUSTERDS QUEST The Power House

Zany adventuring fun in Castie Custerd

102 STIFFLIP & CO Palace Software
Binary Vision's weird and wonderful Empire period quest

HONOURS TO...
34 RENEGADE Ocean

Street violence hits the screen inthis not-to-be-missed coin-op
conversion

30 JOE BLADE Players
Budget shoot-'em-up action finds praise from our reviewers

Aan 17 Muadramm Pm-fer House
Jupiter Cade

51 Battle Axe Scot Johnstoe -2?
109 Batty (6-Pak Vol. 2) .

mam..mmeb&d
18 Stmgshoﬂhstev

108 ﬁﬂﬁnﬂ Cudly The Power
68 Star Wreck Alternative
30 Streaker Bul
B s Mt
103 The Tube Quicksilva
24 Z Rino
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Minson prepares for marriage . . . butthe fundamental thin
so Miss Kihlberg’s tame gonzo ta

journalism

TO HAVE AND

TO HOLD

I've only got the bells — Quasimodo

AND, well, yes, Quasi, | know the
feeling, because as the rain pours
outside and late-night traffic
splashes its wet way home and yet
another game loads into the
computer, the only promise of a
free lunch this month is my own
wedding!

This, then, is it — wedding day
minus 12 and counting — and
though there are rumours that the
SAS ([Software's Assembled Sex
kittens) are planning a raid on the
church to kidnap me and hold me
insome dank and murky dungeon
whiere they'll take it in tum to ply
me with Bloody Marys while | plug
their . . . latest games (what
elsa?), it's99% certain that by the
time you read this your very own
warped and twisted columnist will
be well and truly . . . hitched.

. What a sentence that was! Did |
really reach the end of the
paragraph before | feit the need for
afull stop? Never mind. Read ita
few times and I'm sure it'll make
some sort of sense!

But where were we? No free
lunches, no paid launches to
report, and a million things still to
do, such as planning a
haneymaoon. Which means the
only way I'm going to get this one
outontime is by hitching together
some ancient ‘wisdom,
throwing in a dash of gratuitous
nostalgia and hoping that
somehow the whole thing floats
leng enou%rl: to get usto the
bottom of the 3

Still with me? . Because
what we are trying to get at, the
theme of today's sermon, oh my
children, is what on earth I've been
doingthese last three years in this
m w;:;dms | sometimes

ighingly refer to as my
‘profession’ ~freelance compiter
journalism.

Thesethree years, if three years
it be — my memory plays tricks
after so long and at times it seams
like an sternity — have seen so
many changes that any other

‘hack, inany other fisld, would have

been left %:haping like some
beached long X

But wa in the d of
computing are made of sterner
stuff. We 1o be, becausa if
you blink you've not only missed
the next wave — you don't even
know where the is any
more!

Like | said, there's a game:
loading at the moment and it's
loading for pleasure, which isa
rare and wondarful thing, | can tell
you. It's not that | don't like
computer games — it's just that
with the number that come
thudding through my letter box in
their Jiffy-bag birth sacs, | don't
find time to road-test them till my
name’s unassailable in the HALL
OF SLIME. So never believe this
job’s a bundie of laughs.

Still, it does have its higi:ﬂ spots,
and Hewson's Uridium, which has
just this moment sprung intolife, is
one of them. The finer sensibilities
of my fiancée conceming lack of
space in this hovel | laughingly
refertoas'home’ have meant I've
had to dump innumerable
cassettes, but there are those |
can't bear ta part with, justin case
one day | have the time and money
toplay the things on my terms and
not my job's.

It's the same with hardware.
Though my standard piece of kitis
a 128 ~ Amstrad are rather (ahem)
restrained whan it comes to
dishing out fresbies, so goodness
knows what | doif the + 3 takes off
- I've still got my rubber-keyed
on'lginal tucked away in a drawer.

's

com)| , 100, in
this Ol%m icros’ Hur;m's a
ZX81, my first computer, plus an
Oric Atmos, which | saved from a
scrapheap and may be a damn fine
ine ... ifonly [ could find
somae software for it . . .

But there’s weirder to comel!
'J'Qa;y about the E;t?arﬁgsahwhinh
slow du wthat was
a wonc’fr%ﬁlcro. and if it had
only arrived on time and not two
years too late it would have taken

kes this nostalgic look

the scene by storm. You haven't
lived till you've played Realtime's
Starstrike 3-D with stereo sound!

And, ifit makes you haptﬁyto call
me a traitor, do 80 — but there's
alsoa Commodore 64 and an Atari
130XE sharing the shelf space,
and yes, | do use them both an
they ?tivs mealot of pleasure. Let's
face it, both of them have sound
and graphics that make the
Spectrum look like the
descendant of the ZX80 and ZXB1
that it Is, and not the forerunner of
Amigas and STs.

Somehow that's never really
mattered, though, becausethere's
something about Sir Clive's little
miracle that keeps on bringing me
back. Though | thrill to Rob
Hubbard's music on the
Commodore's Defta (Thalamus)
and wonder why anyone ever
setties for anything less than
Activision's Ballblazer on the XE,
eventually all those sprites can

gs apply as loading screens go by,
back at three years in computer

become tiresome.

It's then that | realise just how
versatilethe 5 mis. Because
despite the 48’s feeble beep and
the awful attribute clash which
seemstobe heretilithabittt:[;;nd,
programmers have done 5
with that machine to beggar all
expectations of what micro
entertainment can be.

Which [s why, on the eve of
walking up that aisle in a dozen
days'time, | won't be havinga sta
night. | don't intend to have a fina
fling because | don't intend to give
upany of this weird craziness, and
that includes warped old friends
such as the rums and the
C84 and the Oric. :

Butthe odd hinton how togeta

-addicted wife away from
the joystick would be most
weicome!

Yours in fear and loathing . . .
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I legend comes 1o e

The Home Gomputer Version of
the Atari Goin-Dp Masterpiece

s N ; L 1 ™
Fick up your tritby and trusty B 4 : ’ . -
/| bullwhip and don the mantle of the 1z :
Indiana Jones! Prepare = -
for your most dangerous h
~to storm the evil
om and rescue the

and the magical _
re the foes and hazards that block Youlh & . ' i
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(€2 1885 Lusashiim Lid and Atari Games
i Corporation. Al rights resenved
*Tracemarks of Lucasfim Lid., used under
licence. Licensed to S, Goid Lid,
313 Hottord Way, Holiond, Bemingham
B TAX, Tetephone; 021-356 3388
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| REBEL

Producer: Virgin Games
Retail price: £9.95
Author: Gang Of Five

abel takes place in-a time far
Rfmrn now, a time when the
nations of the world have
made peace and all are equal.
There is no Third World, there isno
terrorismn, there are no ‘reds’ hid-
ing in the closet — but the popula-
tion has grown out of control and
food supplies are dwindling.
Unless something i& done soon,
famine will devastate the pianet.
Sa the world's leaders, aided by
their best scientists and nut-
ritionists, set up thousands of
‘Agri-dustrial’ plantations in each
nation’s most fertile and produc-
tive regions to end the crisis.
These plantations produce high-
protein foods, enough to alleviate
the food shortage within a decade.

But this miraculous recovery
has its price. Unbeknown to the
majority of the population, the
millions of workers who operate
the farms were selected and
drafted at birth. They are kept in
horrifying prison conditions — and
death is the penalty for disobeying
an order or not completing the
work quota.

Deep within one. state-control-
led soya plantation, worker
THX2240 makes a bid for freedom
from her heilish servitude. Stealing
a crowd-control vehicle from the
armoury, she breaks through to
the outer compounds.

B The far from peaceful agricultural lsndscape harbours rebellious visionaries like

THX2240

From there on, THX2240's
mavements are controlled by you.
You have one hope: the solar
beams which THX2240's
plantation uses to su;%port crops
during bad weather. These solar
beams are carried to the fields
using reflector stations. huge
mirrors. By positioning the mirrors
exactly, you can use the solar
beams to blast through the exit to
the outside world on each lavel.

Mirrors  -appear in  blocks
throughout each level, They can
be swivelled through 180 degrees,
or picked up and moved to another
location. Take care, though —if a
beam is deflected or shot out of
the compound, one of THX2240°s
four lives is lost. The threat of
death alsa comes from the
plantation’s patrol squads,
surveillance machines and frains.
(Hebel ends when all THX2240's

lives have been used, or when the
bonus score, which starts off at
800, counts down to zero,)

The scrolling playing area is
viewed from above, with the action
taking place in the central two
thirds of the screen.

B That's your tank in the centre of the screen, around you the Soya plantation
network and one mirror already positioned

Sinclair

S b
Sound: few FX

Presentation

Graphics

Playability

Addictive gualities
QOverall 7%
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B The bridge over the p'.ancl‘!arn

Producer: Novagen
Retail price: £9.95
Authars: David Aubrey-Jones

| omewhere in the distant

dlrecﬁytﬂwardt}l pi-‘ﬂl'ﬁt'hrg.ml
e

The only course of action is to.
switch in raverse thrusters, and
hope the craft slows enough for a

crash lanting

* At last! Live the legend as
it bursts into Spectrum life.
IMercenary is a concept and
a half. An entire alien envi-
ronment ‘has been cram-
med into 48K, with a huge
overground planet and sub-
terranean city to explore.
What is most impressive,
though, is the way the
game is structured. Taking
an objecttothe Palyars can
infuriate the Mechanoids to
the point where they won't
negotiate with you, and
vice versa. Consequently,
correctdiplomacyis essen-
tial to get the best out of
both factions, The sheer
depth and invelvement on
offer is second to.none, and
the satisfaction gained
from progressing is
paramount. Mercenary has
a qgreat past and now,
thanks to David Aubrey-
Jones; Spectrum owners
have the opportunity to
give it a great future. "
PAUL 87%

As  thrusters reach thelr
maximum, the mercenary blacks

-wtmrserthawlereaferceand

later comes to/in the remain aftha-

Only B :

the mmy!ﬂesrtbermmm—
i;ig off into the sunset of an alien
Mest 'E-Zif Targ is a barren waste-
land, but the surface is deceptive

and hides a huge subterranean
city — the only major centre of

population in the complex
-sechng tunnel  highways and

Accarﬁhg to Bensan, the origi-
nal occupants of the planet were
the Palyars, a peaceful, sensitive
people who led a contented exis
tence till the amival of the
Mechanoids, a race evolved from
organicrobots,
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“ 1 doubt very much if I'll be
able to finish such a com-
plex game as Mearcenary for
a few months - but what |
have seen of it so far has
kept me enthralled. Merce-
nary is reiatively unusual for
the Spectrum: it's wvery
deep, involving and creat-
ing a substantial amount of
atmosphere that is guaran-
teed to keep you up inte the
early hours of the morning.
The vector graphics work
well and retain their scale
from whichever angle and
atwhatever speed you view
them. Even on finishing
Mercenary you'll be coming
back for more - there are
many solutions to the
daceaptively simple conclu-
sion. Packed with hun-
dreds of locations and func-
tional objects, you haven't
seen innovation till you've
seen Mercenary, "

RICKY 95%

rubber “:YS t;"g“ﬂdm ea s
e YAB B v 0

ned e eari
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N Short of the ighest CRAGH

“After two years it's
arrived! Was M ary
worth the wait? , the
game is immensely play-
able, and contains enough
variety to appeal to fans of
all genres. Exploring the
city of Targ is an experience
in the true sense of the
word, and actually attempt-
ing to escape is a consis-
tent challenge from start to
finish — but it'll be weeks
before you've discovered
all the game’s mysteries.

The vector graphics are
exceptional - wvery fast,
extremely smooth and
uncannily realistic. They
.maore than adequately con-
vey the feeling that this
strange, 3-D world actually
exists, Everything is there:
all you have to do is
explore ... In a word, the
answer to my first question
is a resounding ‘yes!.
i ary is a triumph of
programming and aspires
to new heights in Spectrum
gaming. "

MIKE 7%

/ COMMENTS §

Kemps!
Graphi

Presentation
Graphics
Playability
Addictive qualities

| Overall

Producer: The Power
3 House

Retail price: £1.99

Author: Mark Incley

niggin, the wali-known

space pirate, has hidden a

nuclear device on a large
four-decked spacecraft. And only
20 minutes remain before it goes
off with a bigger bang than a yup-
pie stackbroker,

You are charged with the awe-
some task of finding this ominous
contraption and rendering it harm-
less — by locating four digits on the
ship in the right order and entering
them as a code into the device. It's
then deactivated.

There are 128 flick screens, pat-
terned with a maze of corridors
shown from above. Progressing
deeper into this complicated sys-
tem earns you points —but it's pat-
rolled by a gaggle of robots left by
the villainous space pirate to
safeguard his nastiness.

Don't pause for too long in'one
place to consider yeur next move,
or a deadly homing bomb will seek
you out with lethal accuracy and
destroy all your remaining lives.
And it takes quick thinking to avoid
this killer.

P That's you down by the fire sign - it's
Mayheml

For protection you need a laser
weapon, but you'll have to find it
first — and it won't destroy every
robot.

@ " The trouble with Mayhem is
that the game itself has been lost
in the slick presentation. The
instructions are displayed as a
screen-high smooth-scrolling
message — shame you can't read
it = and the front end is neat. The
graphics are also above-average,

with well-animated charactersand
good (though sparse} back-
grounds. None of this really hides
the dull gameplay, though, and
Mayhem has no lasting appeal.

BEN 46%

@ “ The graphics are poorly-
defined and unattractive, colour
is used badly in the status area,
there’s no title tune and the spot
FX are InsIFid. | can't recom-
mend this. "

NICK 41%

® " Mayhem has the graphical
prasentation of a successful
game, but it's spoiled by boring
gameplay and story line. It's easy
to pick up, and easy to leave; the
atmosphere is very shallow.

Joysticks: Gursor, Kempston,
Sinclair

Graphics: good throughaout the
128 screens; monochromatic play
area

Sound: spot FX of the worst kind
General rating: a well-presented
but uninteresting game

Presentation
Graphics

Playability
Addictive qualities
Overall
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Producer: The Power
House

Retail price: £1.99

Author: Steve Cargill

ou are alone on a deadly
mission: to detect and
desiroy any planets that
stray into your intergalactic path.
Your ammunition has been topped
up and your breathing apparatus
is ready. Everything is set for
takeoff. Zooming up into the air,
your craft penetrates the earth's

SLINGSHOT

atmosphere at a colossal speed.

But Earth’s enemies, the Cargil-
lians {subtle reference to the prog-
rammerl), are.out to stop you—and
suddenly a band of their fighters
comes. into view. As you rush into
battle, one driving thought runs
through your head: ‘ATTACK,
ATTACK, REJUVENATE . . .
TRANSFORM.'

The Slingshot screen shows the
view from a space fighter's
cockpit, glittering with multi-
coloured stars. After choosing a
Zone, you move amidst the hostile

B The planet surface screen

=
BAGEAE

Producer: Firebird (Silver)
Retail price: £1.99
Author: Tron Software

fter many long months
spent meditating on a
mountaintop, following his
victory in Firebird's Ninja Master-
games, the Ninja is once again
ready - ready to chalienge Zerwin
The Wizard for the ultimate title of
Supreme Oriental Combat Master.

If the Ninja fails, death will be his
only reward. So mind and
must be one, and both must be
all-powerful.

Ninja's quest takes place on
a horizontally-scrolling road which
leads to Zerwin's palace. Thisroad
is protected by the Wizards,
bloodthirsty armed guards who
attack the unsuspecting Ninja and
throw darts at him. He can jump or
duck to avoid the darts, but three
powerful kicks are needed to fight
off these foes.

Winged beasties also pose a
threat — they rush up, arms
stretchad forward, and attempt to
strangle the life from our hero. A
single punch or kick will send one
of the foul creatures flying off the
screan.

At the end of sach of the four

18 CRASH September 1987

ORIENTAL HERO

levels a powerful guardian awaits
tha Ninja. The first to fight is a Ter-
rible Indian Cobra; then come a
Highly Technical Triple Armed War
Unit, Ivan Dragovich The Russian
Master, and finally Supreme
Oriental Combat Master Zerwin
The Wizard himself.

Firebird/Tron Software’s Ninja
Master received 64% Overall in
CRASH |ssua 30,

Cargillian fighters, destroying as
many as possible. Then the plan-
ets come into view, and they too
must be blasted: each offers a dif-
terent number of points,

Get them in the sights . .. but
once you've destroyed one planet,
don’t sit back on your laurels (or
your Hardies, for that matter). Get
out there ~ because here comes
another.

Programmer Steve Cargill's Sir
Lancelot was a Smash in CRASH
Issue 11, while his Fighting War-
rior was reviewed in Issue 22, Both
were for Melbourne House.

@ " Detect a planet, destroy it,

detect, destroy, that's  all
Slingshot consists of.  The
graphics are a mixture of
unimaginative sprites and blobs of
shading; the scund is virtually
nonexistent, and the weapon
sgmem gets really exasperating
after a while, because when you
fire the si disappear into the
distancel For the programmer of
Fighting Warrios thismust be areal
embarrassment, but perhaps no
software house’s catalogue is
complete without a trashy space
shoot-'em-up ... "

29%

@ “I'm appalled by how easy
Slingshot is - my first go seemed
to last for ages. But | became
tired of it very quickly. Slingshot

@ * Oriental Hero is so incredibly
'?'ﬁd it's almost worthdﬂ ook,

ere’'s e ing you'd expect
from the authors of Ninja Master:
;l%bésh 'gtn_meplay, poor graphics

no lasting appeal. "

BEM 4 24%
@ “ Graphically Oriental Hero is
excellent. And the tune for the
title screen isn't bad either. But

when you try to play, the tears
set in! Wherever, whatever you

® Full of Eastern . .. promise? . .. another battering scene from Orients! Hero

,Eﬁtrus araaza

might appeal to some as a
budget game, but it's a dull,
simple and unoriginal shoot-

!gm_up_ "
MIKE 43%
® ! can't believe that a

programmer of Steve Cargill's

ound could lower  his
standards fo produce such trash
ag this. | was immediately bored
by the same old simple budget-
type stuff, and there’s no
originality. Slingshot-is definitely
worth avaoiding. "'

Joysticks: Cursor, Kempsion,
Sinclair

Graphics: simple sprites with
reasonable shading, but
unimaginative colour and some
clash

Sound: irritating FX for engine
sound, plus a free audio track by
H.E.X. after the game

Options: 48 scrolling playing
areas; two choices of keys
General rating: below-average
game that might have been
passable a couple of years ago

Presentation
Graphics
Playability

Addictive qualities o

Cverall 240/,

do, you get killed before realis-
ing it. The terribly hard game-
play is a real shame, because
otherwise Oriental Hero would
be very addictive as kick-'em-
ups go. As it is, you'll soon be
bored. "

NICK 52%

@ "/ don't know why Firebird
insists on throwing out all these
martial-arts games — none are very
good, and re not ted
wall, Orierrls:?ey totally
unplayable; the graphics are very
badly animated, with uninvalving

backgrounds. Firebird should
know better, "'

Hero /s

Joysticks: Cursor, Kempston,
Sinclair

Graphics: large, crudely-ani-
mated characters

Sound: insipid title tune, and spot
FX

General rating: a crude follow-up
to Ninja Master with unwieldy
gameplay

Presentation
Graphics

Playability
Addictive qualities
Overall










Producer: US Gold
Retail price: £7.95
Author: Topo Soft

hile a lone spaceship

drifts aimlessly through

space, you try in desper-
ation to fulfil your mission: to save
your alien race by getting ten pods
into the incubators dotted around
the ship. But the ship's hundreds
of colourful screens are packed
with lovable — and some not-so-
lovable — aliens.

By pressing SPACE you can call
up a status mode, which reports
on your Force and Attack powers
and the number of pods left. f you
run low on Force and Attack, they
can be topped up by drapping the
pods inthe incubators or by eating
the small engineers who trundle
around the ship mending things.

The ship consists of 142 areas
divided into four zones, which are
connected by a network of lifts,
doors and air vents. But inside the
air vents lurk small flying aliens
which can only be dodged by
hanging onto the ceiling — just hold
tight till the danger has passed.

On entering a lift, your alien

SURVIVOR

undergoes a metamorphosis and
becomes an array of dots. These
dots can be guided up or down to
access any level. Once there, a
simple left or right movement gets
you back to the action.

Play techniques include duck-

s AR

C W

> Bﬁ:dﬂmhﬂnhﬂsﬂhmﬂﬂaﬂ,hmmmmm
alive ...

P ... andit's no joke surviving an
interpianatary tank

ing before you jump — this lets you
jump higher and avoid awkward
jutting obstructions, And your
defence methods include spitting
paralysing acid.

But don't forget: aliens don't like
to be provoked!

Presentation
Graphics
Playability
Addictive qualities
Overall
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Producer: Gamestar

Retail price: £7.99

Author: Scott Orr and
John Cutter

en seconds to go. Nine,

eight, oh no — you think it's

allup to you now. The scores
are equal and you've got the ball.
You bounce the ball down the
court and aim for the basket. The
ball leaves your hands. Three, two,
you score. The crowd goes wild!
it's all the excitement of Cham-
pionship Basketball.

Basketball is a game of lightning
speed for superathletes, It takes

uts, stamina and strategy. And

amestar claims its simulation
‘helps you develop the strategles
and skills to make you play like a
pra’.

In Championship Basketball
you can either practice or play a
game. Techniques to practice
include hook shots, jump shots,
slam dunks, tip-ins, dribbles and
rebounds.

Two players can take opposing
sides, each paired with a com-
puter teammate; er both can play
the computer; or a single player
can challenge the Spectrum,

Producer: Alligata
Retail price: £1.99
Author: Xavi Martin Pucke

wera bold and crusaders

roamed the land, the French (not
satisfied with Golden Delicious
and Citrben carts) held the trea-
sured Holy Grail. In an attempt to
keep this relic of the Last Supper,
they stashed the wooden wonder
deep within the Caves Of
Sabhatez in central France.

Now around this time Richard
The Lion-Heart and a few trusted
companions had booked their
summer holidays in Jerusalem
(apparently it's very nice at that
time of year}. On their way back,
with haliday souvenirs of the treas-
ure in Solomaon’s temple in hand,
they decided to stop a few
(knights and put up tents in a little

“Pm not at all keen on

In times gone by, when knights

22 CRASH September 1987

aided by an intelligent computer
alfy.

You can piay a straightforward
game of basketball, or variants
such as ‘around the world" and
‘haorse’. The object in all is to score
by shooting the ball inta the high
basket.

Vital skills include passing and
receiving the ball, shooting, steal-
ing and blocking. And strategy. is
important: when on the court with
a computer teammate, you can
choose from five offensive and
four defensive plays.

Look out for fouls, though . . .
and now put on your trainers, get
down to that court and play.

@ " Yawn! I'm really going off
Gamestar. | thought Champion-
ship Football {also reviewed this
month) was the pits, but this takes
the biscuit. The graphics are not

well-drawn and the colour
clashes terribiy, as usual, Though
Championship Basketball is quite
playable at first, after a while the
bad graphics and beepy sound are

a bit much. "
NicK 40%
@ "' Every basketball game ever
written for the Spectrum has
been a waste of time, and
Gamestar's recent effort is no
better than its predecessors. It
suffers from having just two
players on each side, which

rules out the realistic game
moves that could be used with
five players.,The little men run-
ning around the court are well-
animated, and the shots look
good. Bui these are the only
drawing points of a very boring
and repetitive game,
Champicnship Basketball leaves
out many of the major
basketball technicalities, and
therefore fails to be a successful
simulation. ™

PAUL 40%

® " Championship Basketball is

 TheHarlem Globe Trotiter imself, none other than Cameron-have-flash-will-score

Pound, hurls the ball through the basket

field near Toulouse — next to the
Caves Of Sabhatez!

But the French King wasn't too
happy with all these foreigners
using his favourite holiday spot as
a camp site. He was 50 incensed
that, with the Pope's blessing, he
sent French troops to move these
sword-swingers on- and protect
the ancient remains. A great
bloody battle arose with both
sides taking heavy losses. And
when all the excitement had sub-
sided, both the Englishmen’s
treasure and the Holy Grail had
dizappeared without a trace.

Hundreds of years passed, and
the chalice was treated as little
maore than an ancient legend — till

A ¥ ‘fr- i
S el i A
S e e S Pyl e

recently, when a wealthy Middie
Eastern king sent a message out
to archaeclogists worldwide with
the news that a reward lies waiting
for any Indiana Jones-type
character who can find the Holy
Grail after all these years:

For the lucky man ... not the
usual holiday for two in Hawaii or a
flight on Concorde, but the hand in

¥ He may look a bit like a sissy, but that's just Rockman's ancient trendy dress

marriage of the king's delectable
young daughter and, of course,
half of the kingdom.

Only one person comes forward
for this ‘challenge of the century’,
a loner of whom we know nothing,
Rockman.

In Alﬁlﬁgta's Rockman (referred
to in game as Rocman -
INCONSISTENT SPELLING
SHOCK), you are the fearless
mercenary making your way
through subterranean cavemnsand
caves inasearch for the Holy Grail.

As all adventurers know, keys
and scrolls must be collected at
every opporfunity so you canroam
through unexplored underground
areas, avoiding the guards scat-
tered throughout the mysterious
hollows.

And on your quest through the
labyrinthine structure you'll come
across 12 ancient goblets, which
must be gathered to form a magic
shieid. Only with this do you have
any hope of ﬁnal{lﬁy taking hold of
the Holy Grail and the Kings only
daughter . . .




the latest in a long line of American
sports games, and it could be the
last for all | cars, Small, wobbling
stick men hobble round a crudely-
drawn, colour-clashing screen;
control is ﬁ'usr.raﬁngfy slow and
fiddly. The gameplay is at first
quite enjoyable, but frustration
and boredorm soon set in. Though
this isn't too bad for couple of
games, the Harlem Globetrotters

itaim’t.
30%

Joysticks: Cursor, Kempston,
Sinclair
Graphics: poorly-defined and

unimaginative; some colour clash
Sound: just a beep when the ball
is bounced

Options: one- and two-player
options (only one player can use
joystick), four skill levels

General rating: an uninteresting
simulation — poor graphics, dull
gameplay

Presentation
Graphics
Playability
Addictive gualities
Overall

Producer: Atlantis
Retail price: £1.99

he latest in the string of ten-

pin-bowling  simulations

(Strike, Tenth Frame, Indoor
Games) is Ten Pin Challenge from
the budget house Atlantis.

The rules, asif you didn't already
know them, are fairly simple: a
game can have as many as four
players and consists of tenframes.
Each player has two balls to knock
down the ten skittles that make up
aframe.

If all ten are topplad by the first
ball the player is given a ‘strike’,
which is ten points (one for each
pin) pius the scores from the next
two balls {one point tor sach pin

ainj —so the maximum score for
a frame is 30 points, ten for each of
the three balls counted.

If it takes two balls to tumble all
ten pins the player gets a "spare’,
worth ten points plus the score
from the next ball bowled. The
maximum for a spare is therefore
20 points.

ut if there are still pins standi
after two balls have been bowled,
the player earns just one point for
each pin felled and nothing from
the next frame.

Strikes and spares are valuable

use they enable you to count
the following frames more than
once —as part of the score for the
strike or spars frame, and as
frames by themselves.

After choosing the number of
players and skill level, the new
bowler can selectthe weight of ball
he's 10 bowl with. He can aim with
the direction cursor, helpful for
getting those last few pins. And the
amount of ‘hook' = the spin of the
ball, which makes itcurve — can be
set with the Hookometer. Getting
the right amount of hook is a tricky
business, theugh, so lightning
reflexes are needed.

The final stage is power-selec-

B The bowl's in your court - don't forget to let go of It before throwing

tion. There's no gauge for this, so
timing is essential as you hold
down the power key. Too little
power with a heavy ball will just
get it ball trickling down the alley at
a snail's pace, hardly touching the
standing pins, while too much
strength will send the ball flying
down the alley into the gutter at
the side.

@ " Yawn! This is soooo boring.
I've always thought bowling sims
are potentially sleep-inducing, and

Ten Pin Challenge proves my
point quite nicely. The game is
limited to aiming, adjusting spin
and firing, s0 there's nothlngn:o
keep the player absorbed. The
implementation leaves a lot to be
desired, the game runs slowly and
it looks shoddy. | wouldn't waste
money en this piece of rubbish.
BEN 20%

@ “ Yawn. Thisis just so slow,
The press release says  ‘there
are a lot of armchair sports
enthusiasts out there’, and |
keep getting this vision of an oid
man with a beer belly wearing a
string vest getting all excited
because he's bought Ten PFin
Challenge! The sprites are badly-
defined, and it takes ages to get
through three or four frames of
animation. When the ball does
finally move out of your hands it
lumbers down the hall toward
the ten skittles, and just as you
think you aimed it right it
swerves to the side and falls into
the gutter. Ten Pin Challenge is
definitely a no-no, even if you
are an armchair enthusiast! "
MICK ¢

@ "' Everybody wants to get in on
the bowling act, but oniy Tenth
Frame has really made any
meian, There've been many
i t ways of pmsm:;r? the
alley on the screen, and the
programmer of Ten Pin Challenge
has chosen a completely wrong
approach. There's no
atmosphers, no creative graphics
and little playability. In fact, there's
very fittle here to merita look. "

PAUL 1%

Joysticks: none

Graphics: primitive

Sound: limited spot FX

Options: one to four players, four
skill levels, five ball weights
General rating: the worst bowling
sim yat

Presentation
Graphics

Playability
Addictive qualities
Overall 26
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Producer; Rino
Retail price: £4.99
Author: Steve Evans

n the evening sky on a very

Clear might you may just see a

small and unassuming planst
glowing in the far recesses of the
deepest galaxy.

So advanced is this planet that
its defence system is completely
controlied by a powerul
computer. Things have run
smoothly for aeons, but lately the
computer software has started to
throw up a few bugs - mast
seriously, it's losing its ability to
distinguish between enemy and
friendly craft.

The malfunction is causing
havoe on this peace-loving planet.
Now someone (OK, YOU!) must
destroy this computer before it's
tog late. Your mission codename
isZ,

The computer lies within the
fourth dimension — a piace only
talked about, because no-one has
ever got there. To reach this
strange world you must travel
through a hostile wraparound
scrolling play area.

You take with you three ships;
theirenergy supplies are damaged
by contact with enemy craft, but

Producer:US Gold

Retail price: £7.95

Authar: Data East
he only way out of exile and
back to your homeland is
through dangercus territory

where incredibly powerful enemy
craft lie in wait.

[EEE 4 4

B Your ship flying over yet another alien terrain in Z

slowly, constantly, automatically
replenished.

Within each zone is a central
transporter unit which will take you
1o the next level. But first you have
to capture an energy capsule,
which can be used as a bemb to
break open the transporter,

Each level is protected by
different forces. On Level One, a
squadron of 20 fighters assisted
by natural meteorites attempts to
stop you. The countryside battle
zone of Level Two presents a
deadly collection of evasive Flying
Saucims (sic) emitting directional
missiles. And o©n the lunar

LAST MISSION

But armed with the most
sophisticated weapons systems,
guarded by a protective force field,
you set aut on your death-defying
crusade to conquer the enemy
starbase which threatens your
journay.

Your ship is squipped with a
basic faser gun - but if you strain

24 CRASH September 1987

- With [asers blazing, can you survive Last Mission?

landscape of Level Three you're
confronted by great big Mother
Ships throwing out a collection of
homing missiles.

On completing the third level
you gain an extra ship to help in
your final battle in the Nightflight
Zzone, where you need five direct
hits to finish off the anemy.

@® " Zis yet another oversimple
monochromatic  scrolling game.

The sound is mumbly and

unimaginative and there’s no
addictivity. Steer well clear of this
one, "

40%

@® " Monochrome shoot-"em-
ups seem to be guite popular
now, so ten out of ten to Rino for
style - but minus several million
for good thinking. 7 is
unattractive and unaddictive,
and | wouldn’t buy it. "
MIKE 52%

® "' Z is pathetically simple, All it
boils down tais a.graphically neat,
somically awiful scrofling shoot-
‘em-up, of which there are many.
Siill, jt's gquite playable for a
while ...

%

Joysticks: Kempston, Sinclair
Graphics: monochromatic, with
colouron status panel

Sound:

Options: definable keys
General rating: poor conversion
from the Commaodore original

er eyes and shoot the large
cating mass that appears now
and again, a smali square is visible,
Pick it up, and more weapons
become available, ranging from
pulse waves to K-rings (which give
you three times the fire powar of
the laser).

There are also limited smart
bombs installed in your ship.

The last mission is the ultimate
mission —your goal is to destroy all
the enemy bases and fighters in
each level and return 1o your
beloved homeland where your
wife and two kids are waiting in
anticipation.

@® " There are a lot of decent
manachrome shoot-'em-ups on
the Spectrum, so when a below-

average one such as Last
Missioncomes out it looks
particularly bad. There seems little
point in producing a game inwhich
even anovice playercan justgoon
shooting nonstep for hours = the
only way of dying is of boredom.
You can only be grateful that thisis
the Last Missiom, at least we'll
have no follow-ups. ™

PAUL 22%

® * Last Mission pleasant
enough and may appeal to
Shadow Skimmer freaks. There's
a reasonable title tune and the
usual spot FX, and the graphics

are well-defined, with excellent
shading. There's also the
attraction of different weapons,
though you have to collect them
first. But there are simply too
many games of this genre onthe
market, and Last Mission doesn’t
stand out. "

NICK 65%

® "1 wasn't very impressed
by Last Mission. The graphics are
fing, but the backgrounds led to
more than one case of chronic
whathitme?itis. The game's main
flaw, for me, is the i
turning speed and the actual fiying
aren't well matched: the
plane responds quickly to rotate
commands, but actually flles
forward too sfowly. Indeed, Last

Mission s all a bit simple and
slow, "
MINE 58%

Joysticks: Kempston, Sinclair
Graphics: good shading effects
and well-defined sprites

Sound: reasonable tune, dull FX
General rating: an unimpressive
shoot-'em-up

Presentation
Graphics

Playability
Addictive gualities
Overall
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Producer: Code Masters
Retail price: £1.99

| Author: Derek Brewster

he spaceship lands, and you
are dropped onto this

i) deadly planet to fight off the
approaching aliens... it's
Mission Jupiter,

This is a game of arcade action
and deadly life forms, written by
Derek  Brewster of CRASH
ADVENTURE TRAIL. The play area
consists of ten levels, each with its
own nasties and all with different
backgrounds and colours. As a
spaceman lost in this hostile
world, you search the planet for a
way back to your spaceship.

But you're confronted by aliens,
all with different animation and

firing methods and moving in
distinct patterns. To survive their
aftacks and progress in Mission
Jupiter you must conserve your
fuel and energy, and replenish
supplies when possible.

Producer: Bubble Bus
Retail price: £8.95

fter 20 years in space the
Crionhas almost com-
eted its task of galaxy-
mapping. Only one small nebula
remains — but while making the
intergalactic jump there the
explorer ship is taken over by
strange mechanical beings, the
Zimen.

In an attempt to remove these
parasites, you control four robots
{Captain Siog, Plot the navigator,
Engineer Knut and Able Space-
man Bodd) which youuseone ata
time.

Touching control panels with a
robot can give access to code
screens; decoded, these open
matter-transmitters and lifts. This
way the Orion's crew can move
through the ship and closer to their
ultimate goal: locking into the
Bridge Computer. When all four
have done this the Orion is safe.

The robots start in different
parts of the ship. Some have a
relatively easy passage through
the maze of 230 rooms, using
automatically-opening #wors, but
others are temporarily rapped in
their rooms.

The robots’ limited ene
quickly drained by contact wi

y is
the

Zimen, who materialise suddenly
in the Orion's passa_?eways with
deadly persistence. These aliens
corner the outnumbered robot
crew, who must use all their speed
and agility ta avoid energy-drain-
ing embraces. Replenishment
points help, of course,

To counterattack the Zimen,
Eour robots can unlgash bouncing

ombs, gaining points when the
sinister aliens are exploded. But
remember the object isn't destruc-

tion — you must reach the Bridge
Camputer,

@ “ Right from my first go, |
didn't enjoy The Fifth Quadrant.
The graphics move very
smoothly, but the characters
themselves are unattractive and
the perspective is a bit messy.
And The Fitth Quadrant is unplay-

b Better head for the exit before you're trapped in The Fifth Quadrant for ever!

—_lcomMENTS [__
' Jaysticks: Kemipston, Sinclair
‘golourisused well, butthe play-
e
Jnd: iras Lirve and b
e bl o8y
Options: one-piayer and two-

mgrmaﬂﬂﬁ 8 Disasant
General rating: a pleasant
litle shoot-'em-up

Presentation
Graphics
Playability
Addictive qualities
Overall

able and unaddictive. It might
have made an average budget
game. "

MIKE 42%

® * The only aspect of The Fifth
Quadrant that | really like fs the
apportunity to g& back and forth

among four characters, which
adds variety to the background
and tasks. rest of the package

ismundane. The graphics have the
oad interesting feature but thay re
not stunning. and though the title-
screen sound is very good the
game sound is limited o boring
spot FX The Fifth Quadrant /s
gasy 1o get into, but the lack of
serious action soon makes it
duff. **
ROBIN

1%

Joysticks: Cursor, Kempston,
Sinclair

Graphics: unexciting, monoc-
hromatic, 3-D

Sound: bouncy fitle-screen
music, otherwise the usual spot FX
General rating: some good fea-
tures - it's interesting to control
four characters — but unplayable

Presentation
Graphics

Playability
Addictive gualities
Overall

e e ]

48%,
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Producer: Bulldog
Retail price: £1.99
Author: Eugene Messina

week may bea long time in

politics, but it's not much

when you've got to stop

the avil Dr Dastructo taking over
the world.

First the protective forces of the

1P =

'DESTRUCT:

Doctor must be taken out, and
then his island hideaway, the Last
Resort,

The fighting force of this scien-
tific megalomaniac is a swarm of

P Fighting off inumerable airbome
enemies is all in a day's work when
you're preventing a swine like
Dr Destructo from taking over

FrEaeaa. Xo

%

planes and jets. Some are slow,
some fast, some harmless, some
deadly and unpredictable. Man-
ceuvrable helicopters join their
fixed-wing kin to fire lethal sucker
darts; skymines enter from the top
of the 'screen; bombers release
cluster bombs; shuttles and satel-
lites change direction quickly;
hyperjets  provide wviolent sur-
prises; flying saucers hover
menacingly.

These deadly eremies can send
your craﬂJ:;lummeting into the sea
or ground below, ending cne of
your seven lives.

But your small, athletic plane
has the-shooting power to take out
Destructo's war machines.
Destroyed, they drop from the
skies onto the ships and buildings
of Destructa’s island. Gradually
the impact of these crashes
removes small sections, which
pierce the structures and send
themn sinking into the sea.

Your plane also carries a single
bomb in each screen, which can
be delivered to guickly write off
Destructo's assets. ltusually takes
three holes to destroy a target, and
then you can move onto the next
of the 21 screens and another
corner of Destructo’s seabound
empire,

Be careful near the edge of the
screen — approach too ciose and
you're sent spinning out of control
and possibly into the path of a let-
hal yellow bomber or blue jet.

They, toe, must be destroyed.

As time progresses, the sun and
moon pass owverhead and a
countdown shows the few days
remaining before Dr Destructo
becomes master of the world.

Twao players can control & plane
each in a joint effort to wipe out
Destructo’s island.

Z.  CRITICISM '

@'’ Destructo is a cute little game
with adequately detailed graphics;
the only problem is the colour
clash. The sound isn't much, just
beeps and blips for a firing noise
and no tune. But otherwise
Destructo is good and addictive,
keeping up the Bulidog stan-
dard, "

MICK 60%
@ "' The Bulldog label started off
superbly with Feud (CRASH
Issue 38, earlier this year), but
since then it's been all downhill.
| cant see why Mastertronic
would risk tarnishing their good
image this way. In Destructo the
graphics are acceptable but suf-
fer from a more-than-liberal
splattering of colour. Games like
this are ideal for people who find
noughts and Crosses
enthralling, but for us
interlekchuals  Destructo s

Producer: Top Ten
Retail price: £1.99
Author: Paul Machacek

awnssley is an enchanted

underground kingdom for

Hobbo The Eif and Thor to
explore. Sounds easy? Not guite,
because the network of subterra-
nean levels is inhabited by hun-
dreds of strange monsters out for
the adventurers’ blood.
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DAWNSSLEY

You can be sither Hobbo or
Thor, and there is a two-player
option where each player takes
one. Hobbo is armed with his fire-
balls and Thor with throwing axes
when they set off, but other
objects, spells and potions are
available as you progress deeper
into the game.

Keys, scaftered around the
scrolling play area, open the blue
doors that separate rooms. But
beware — there aren't many keys,

so don't go through doors you
don't need to!

And on each of the 27 levels
there’s a hidden exit leading to the
next cavern of Dawnssiey.

Monsters emerge from the solid
rock walls in the caverns, and you
have to fight them off as they quard
their kingdom from your unwanted
presence.

In the two-player mode, Thor
and Hecbbo can fight between
themselves over who gets to kill
the most monsters.

| CRITICISM '

@ "' Oh, woe is me — it's another

P Hobbo fights on, seeking out new life
and new civilisations in the kingdom
of Dawnssigy. To boldiy go. ..

Gauntlet clone! The graphics are
rubbish. The colour clashes all the
time. The objects are as big as the
main characters. And the sound is
virtually nonexistent. Gauntiet-
was much, much more playable
than this tedious piece of trash,
and even at this price Dawnssiey
is a waste of money. "

MICK 28%

@ " It's just as well this missed
the Gauntlet feature last month
(RUN IT AGAIN, August) - it
would have looked so bad
against the other clones. For
once I'm lost for derogatory




terribly boring and repetitive. ™
PAUL 15%

@ “ Destructo s really out of the
ark — | remember playing games
like this three or four years ago.
The graphics aren’t bad,

the cbwious colour clash; the
airplaries are quite nicely drawn,
and amusing as they wobble
around. But the sound is naff, just
a few poops and parps. The
controls are. si and easy to

master, and-though Destructo is
repetitive it's quite fun to play for a
whife. Still, | doubt its lastability. "
MARK 0%

Joysticks: Cursor, Kempston,
Sinclair

Graphics: detailed objects buttoo
much colour-clash

Sound: spot FX

Options: two players canteam up;
definable keys

General rating: a simple, old-
fashioned shoot-'em-up

Presentation
Graphics
Playability
Addictive gualities
Overall

words. Games like Dawnssiey
give Gauntlet a bad name, Still, if
you get bored you can always

‘spot the bug', which is

play
entertaining for hours, "
PAUL 6%

@ “ Oh no, not another mediocre
Gauntlet clone. A lot of the fea-
tures of Gauntlet are present, but
none of the playability. The
graphics aren't too bad, in & fat,
wobbly, flickery sort of way: the
sound, , Is an ear-wrench-
ing noise which had me instantly
diving for the volume conirol.
Frustration and boredom set in
when you realise you've seen it all
— even at this price,
Dawnssley is definitely a game to
be missed.
RARK

COMMENTS

22%

Joysticks: Kempston

Graphics: small, uninteresting
sprites

Sound: limited spot FX

Options: two-player option
General rating: -an inferior
Gauntlet variant without lasting
appeal, which came in for strong
criticism from everyone

ve qualities

19¢

HYBRID

Producer: Starlight
Retail price: £8.99
Author: John Bigelow

chaos after the death of its

ruler Jaled |V. Anarchy was
the only ruling force, and during
these dark ages much scientific
:movdadge of the golden age was
ost.

Only a few things have survived
thiz terrible time of desolation,
among them the intergalactic jail
inwhich invaders were imprisoned
and their psychological powers
subdued.

The most dangerous of these
invaders were a mean set of aliens
who had landed from an unknown
planet. Their powers were beyond
belief: mental abilities that defied
analysis and more physical
strength than our world had seen
before. In Jaled’s time the crea-
tures were held in a suspended
state in the jail = but now, with
advanced technology, they can be
terminated for ever,

F ar in the future, Earth fell into

Each unit has its own power rat-
ing, fuelled by energy blocks, and
once a unit s out of power it's
immobilised. In an emergency,
energy can be siphoned from one
unit to another.

Extra fire power and armour are

P Another screen in The Hybrid's quest to terminate the evil aliens

But the jail is s0 nearly impregn-
able that only The Hybrid can pen-
etrate it. The Hybrid Is a strange
group of three half-droid, half-
organic intelligence units, each
possessing their own individual
characteristics. And what makes
these fighting machines invincible
is their ability to merge and create
a single enfity, The l-??:md with all
the powers of the thme unitginone
destructive force.

You control each of these intelli-
gence units. The brain has with
weak armour, moderate move-
ment and poor shooting charac-
teristics but can usa the teleport to
t{jansfeﬁ iﬁﬁ and other u?its
throt prison ¢ ex,
Chgé? to the aliens. The mt is

the largest and strongest part of
The rid and best used to clear
the way for the other units. And the

xylon can switch on bridges in the

jail, helping you cross streams.

also necessary to combat the
strategically-placed guns, can-
nans, beacons, mines and obnox-
jous aliens.

To complete your task you must
join the three units to torm The
Hybrid, which is then autormati-
cally transported to the cell of the
first alien. By completing this pro-
cess four times you eradicate the
race of aliens and yet again save
the sarth,

@ Hybrdisanothertrashy scrol-

ling spaceship-on-pretty-back-
grounds game. But the graphics
are very similar to Shadow Skim-
mer's, and colour is good and
widely used. And there’s an aver-
age title tune, though not many FX.

The best idea is the Wﬂf you can
change from one Hybrid to
another; but that doesn't save the
mteresting gameplay. "

@ " It's all well and good making
a game that's graphically pmﬂv
and nicely documented,

it's wunoriginal and unplmble
no-one will want to know. Hybrid
left me cold. The screens offer
virtually no challenge and the
aliens that inhabit them aren't
particularly bloodthirsty, so
death is just an annoying thing
that happens if you're unlucky.
And once a Hybrid dies, the
other two have to be sacrificed
as they can't progress far on
their own. Insipid ... "

BEN 29%

@ " DIY robot-building is the name
of this very playable shoot-'em-up
game. Graphically it's good, with
the parts of the dismembered
Hybrid zipping round the screen.
And though it's all viewed from
abowve, control is easy to master,
The inevitable biasting sound
affects are all too evident, but a
harmless tune plays on the intro
screen. Hybrid is well worth any-
one’s time. "
MARK

+

Joysticks: Cursor, Kempston,
Sinclair

Graphics: neat, with well-used
colour

Sound: average

Options: definable keys
General rating: an unoriginal
game farted up by graphics

| Presantation
Graphics

Playability
Addictive qualities
QOverall

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

erhapsit's no bad thing, but

six of the world's leaders

have been captured by the
reprehensible  Crax  Bloodfinger
and held in his stronghold. There's
only one alternative to meeting his
ransom demands — fo send in Joe
Blade,

Bloodfinger's HQ is shown as
127 cold-walled rooms and
external scenes, and Blade must
work his way through these,
rescuing the six hostages. Some
passageways are blocked by
closed doors, and our hero can
only pass beyond these

obstructions by gathering keys.
The stronghoid is populated by
a small army of uniformed guards
— manic knifemen and brutal
They quickly enervate

thugs.

Blade, who'll die if he doesn't eat
and drink.

But to protect himself against
the guards, Blade can disguise
himself in an enemy uniform for a
limited time. He also carries a
machine ogun to kil  off
Bloodfinger’s horrible hordes, but
needs to find ammunition.

As he progresses through this
flick-screen  fortress,  Blade
encounters six booby-trapped
explosive devices which can be

B .Joa Blade is the one on the right - but he’s In disguise

activated by reatranging an
access code. Once the first has
been primed, only 20 minutes
remain for Blade to activate the
rest, round up the hostages and
escaps.

And be warned - incautious
actions can lead bombs to self-
destruct. If that happens, Blade

has just 30 seconds in which to
crack the code or become an

angel.

,_J COMMENTS L
Joysticks: Kempston, Sinclair
Graphics: humorous and
'g;fiaﬁeﬂ: monochromatic play

a3
Sound: Iirnlij‘l;ed but
Options: high-score tabile
playable and addictive

Presentation 79%
Graphics 819
Playability 83%

Addictive qualities  85%
Overall B84%

Producer: Bulldog
Retail price: £1.99
Author: Geoff Calder

hile taking an unfortunate
short cut on a visit to the
planet Zuggi, diplomat

Carlin is mugged and robbed of all
his belongings and clothes. To
retumn to the very distant comforts
of Earth, Carlin must somehow get
back his clothes and re-cover his
body.

Carlin's clothes: have been
‘scattered by his loutish attackers
around uggi's  flick-screen
central shopping area. ltems of his
wayward wardrobe may be found
in certain shops, but often these
can't be retrieved till the shop is
open for business. By touching the
closed doors of such shops Carlin
can discover their opening times
and plan his campaign of clothes-
collection.

Carlin makes his way through a
succession of chemist shops,
butchers, supermarkets, changing
rooms and saunas — he even visits
the mayor's house. But he can’t
get into some areas, because he's
not suitably attired. So he has to
dress himself . . .

As he moves up and down and
30 CRASH September 1987

STREAKER

through the different levels of the
shopping centre, Carlin  can
discover useful items to help in his
quest: stopwatches, gold
padiocks, coloured keys, energy
beams, corks, spectacles, clay
apples and typewriters. He can
carry up to five objects at a time.

But all Carlin's hard work can be
quickly undone if he encounters
one of Zuggi's roving band of
thisves.

B It's the eponymous streaker!

Running around in the buff
searching for something to cover
your all-tog-apparent modesty is
exhausting work. So Carlin must
top up his continually flagging
energy and hunger levels by taking
every opportunity to eat and
sleep.

® "“This bears a striking
resemblance to David Jones's
Magic Knight games in the pull-
down menu systems and the
overall feel and appearance. But
Streakerisn’t a patch an them.
The gameplayis dull, and this kind
of repetitive ‘;‘ind and use the right

object in order to find and use the
naxt’ game has just about bitten

the dust. ™
BEN 2%

® “ Cor! This makes a change. |
haven't seen an arcade adventure
for, .. umm. .. well halfan hour
at least. Futting all the unoriginal
originality comments aside, |
found that Streaker is guite good
fun, but it's very hard to get into,
There's a massive number of
objects lying around but only a few
pockets to put them in, which
means going backwards and
forwards all over the maze trying
different objects in the same
place. Al this can get tedious and
boring very quickly. "

PAUL 4%

COMMENTS

Joysticks: Cursor, Kempston,
Sinclair

Graphics: some colourful
screens, but littie variety
Sound: poor spot FX

General rating: a rather
unplayable arcade adventure

Presentation
Graphics

Playability
Addictive qualities
Overall







/LOST THEMAN WHO LOST/WON
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THE MAN WHO WON
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Gen. MacArthur Adm.Yamamoto

NOW YOU CAN CHANGE THE COURSE OF HISTORY

The battle for Guadalcanal has been called the most decisive single
action of the war in the Pacific

More significant, even, than Pearl Harbor.

The battle lasted six months. It ftook the combat skills, the courage and
eventually the lives of thousands of dedicated fighting men, both
American and Japanese, to bring itto a conclusion.

The battle for Guadalcanal is unguestionably the finest war strategy
game to date.

It is perhaps the first game to give you a true indication of the awesome |
responsibility.of the battle commander.

Now you can re-fight the battle for Guadalcanal.

You can re-think the tactics. You can re-deploy the resources.

You can re-live the battle.

In effect, you can change the course of history.







RENEGADE

Producer; Ocean
Retail price: £7.95
Author: Mike Lamb

he things you do for
girls . . . Havingarrangedto
meet Lucy across town, vou

find yourself getting off a train at a
station filled with disreputabie
types intent on muaging you — or
worse,

Se to reach your lady love you
must negotiate five landscapes of
action: the station, the pier, the
seedy back streets, the streets
rear your meeting place and the i ] : -
meeting place itself, - - SR R T i % 5

At each location you meet You can kick, knee and punch
: .i%_x. i : . .'
i3 ) hi%‘liw‘ .

different gangs - unarmed | your opponents. Most assailants
' PAUL e ' I e i.,

muggers, chain-swinging Hell's | need to be downed twice before

AngEEeFS. whip-wielding females led | they're overcoma, but some can
ig Bertha, and razor-waving | be pushed to their destruction.

thugs. Your only chance of getting | Knocking out an opponent gams

through: the night 13 to use your ou points — thie more effective the

martial-arts skills and send your low, the more points.

attackers reeling. After you've defeated several

b
"'ﬁmumwmmwsmmm : W*i
ﬁﬁ. addictiveness of such hont-*m-ups ‘as Barbarian. Still, the i %E'ffgg
yourself in Renegade, because of the end !
pooii LeiEaktach
with ime f , ¢ = *5::*5 e
turn off the Spectrum and ¢ Ister when i
you want to let out some aggression! The fun soon starts up

-again. Llwmide.ﬁanwmeiu tty easy to finish, but it's quite
competitive for high scoring. ' e = q::

x|

B These bilkers are angels compared with . . . well, you'll just have to find out what

* This just has to be the beat-
‘em-up to end them all, with

¥ And here we have some more thugs lurks in the concrete jungle

thugs, the gang leader steps tothe
fore. Like you, he loses energy
each time he's hit, and if his energy
falls too low he and his gang are
beaten.

Each level must be completed | 4
in a specified time, or you lose one 1§
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» They'll kick you till you're down in Sensgade

of your three lives. And even when
you reach your girlfiend Lucy,
your moments of undying love are
cut shori as the gangs close inand
your ordeal begins again - . .

_ [commeNnTs | _
: Cursor, Kempston,

M-Q%Od!iﬂew 57
Options: ﬁhhﬁfhﬁb& & keys, high-

Generalrating: a beat-'sm-u
g g E

Presentation
Graphics

Playability
Addictive qualities
Overall
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Deaar Lioyd )
After the BUG THAT ROARED
article (lssue 43) | must put tha
case for the rest of the Spectrum
fanzine world.

| run/write/draw/type/etc my
own magazine name of EPROM.
I've put blood, sweat andtearsinto
producing twe issues which have
metwith nothing but praise forthe
presentation and content. | was
annoyed at the sweeping
aenerality with which the ariicle
referrad to the rest of the fanzine
world. First and foremost; the vast
majority of zings want to produce
afanzine for the fans, and that's
what thay give. If theg‘ fail ta keep
aoing, no-ang shoul
surprised. These things cost real

thther adao, hen_ we go with the Letter

Rather as expected, there was a massive mailbag response to Id":f
FORUM, where | printed letters
cover of CFMSH Issue 41. There were so many,

fact,
ace, further nibbled by some
more needy. So without

f The Maonth . ..

ZINES CATCH A BUG

mongy. andlots ofit. Zines are not
something you can whip up
overmght, expect 10,000 pecple
to buy. and make 100% profit
overnight. Many pacple lose
monegy. en each issue, | do.

If the magazine isn't strong on
content no-one will buy it. But the
onasthat are can expect around
100 buyers, and not a lot more. Sa
that should make it plain that we
are not money-grubbers.

Free software: is it not
reasonable to ask for review
copies from software companies?
We are pramoting games for free,
and gratis software halpa keep
down overheads and Ftrmrhaas
lower the cover price. If asoftware
house dossn't want to send a

503 TAPE TO OPUS DRIVE
superh value: Price: £6.95 [Inc. P&P).

fram Be:

models. Price: €£15.

Price; £6.95 [inc. P&P).
indepensentty of FL1. Price: £29.95 [inc

rejoad independently of MO 1. Price:

Kobrahsoft Spectrum 48K/1 28K Utilities

SD2 ADVANCED TAPE TO M/B UTILITY: Transfer even the latest programs - e.g. FIST,
BOMEIACK - alsc the latest Pulsed Leader programs e.g. SATARAN, WAINTER GAMES FLILL
Marual, FLLS Disassembiler, PLUS FREE Header Reager. Price: £6.95 (inc. PAP). On
Microdrive Cartridge: E8.95 [Inc. P&P].

UTILITY s As for 8053 — but trarafers 1o Opws Deive —similar

IHARPSHOOTER:= a 100% Machine Code multscresen Arcade Game with stperh
graphics and sourd: Marmy advanced features, multiple skill fevels; ises Keyboard, Kempston
ar 2o interface 2 Joystcks, Incredibly addictive. Pricer£7.95 [inc, PEP).

KOBRAHSOFT SPECTRUM ZB0 MACHINE CODE COURSE: A 12 month gourse
rer o Advanced level Suitable Tor amvone Applies 10 all curtent Spectrum

513 ADVANCED SPEEDLOADER: Convens most programs to Fast Loaders with a
cholce of SIX foading speeds Must-caloured and varous other iading Barders —
ever the [test programs. FULL Manwal, PLLIS FREE Header Reader, FREE Disassemibler.

SUPER INTERFACE FL1: A superb interdface swhich converts aimast ANY program 1o
relodd at amy one of FIVE speads 35 & Fast liﬁ;’k?’ — AUTOMATICALLY! Progeams reload
P&P).
SUPER INTERFACE MDT: This Imerdce comwers programs to microdrive fully
AUTOMATICALLY. COMPACT code E;.:s TWI LOMG programs per cartnidge ! Pragrams
.95 [Inc. PEF).
SUPER INTERFACE OD1: As for MD1, BUT converts pu?r.am!. 1o yuul Cpus e
AUTOMATICALLY! Similar specification to MO Price: £29.9
Sand Cheque/PO to: Kobrahsolt, "Pleasant Wiew', Hufme Lane, Hulme, Lo wn ek Cin-
Trept, Staffs, 573 58H. {Overseas: Europe add £1 PEP PER ITEM, cthers £2] Send for FREE
DETAILED-Caralogue of ALL our produces — please mark erwvelope "ENCUIRY'.

COMAETTS

{Inc. PEP

ULAGCO0]  £11.99 | SPECTRUMK/BOARD MEMBRANE £4.99
128k ROM £11.99 | SPECTRUMK/BOARDMAT £5.89
ZR0A £2.99 | SPECTRUMK/BOARD TEMPLATE £4,99
7805 REG £1.49 | SPECTRUM+ MEMBRANE £9.99
4116 RAM £1.49 | MODULATOR £9.99
SPECPSU £10.49 | SMANUAL £22.99

AT LAST!

SPECTRUM SPARES

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

Remember all prices include P.& P, handling and VAT
Full spares list available / Trade anumes welcome
Access/Visa. 24-hour T.A. service

SPECTRUM REPAIRS £9.99 4+ PARTS

ELECTRONIC SERVICES

176 VICTORIA ROAD WEST, CLEVELEYS, BLACKPOOLFYS3NE
Tel. (0253) B22708
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game, they simply don't: We're not

forcing them to hand over goods.

and | totally resent the acousation
by Jeffrey Davy that |, orother

' zines, haven't the compulsion to

continue oncewe getafree game.
The same goes for lan Elleny’s
remark - if these people believe
we are only out for freebies they do
not have to eamplf'lwith those
wishes. It's up to them. All | sayis
judge the guality of the magazine
before handing out games; by all
means supply to ongoing, well-
made and well-written zines, and
ignore the childish and poor-
quality efforts.

To The Bug itseli. The main
content of the article was about
Davy's puerila fanzine. Mr Page
writes, ' . ... it's based on words,
passionate and often well-written
text which rarely induiges on the
puerile foaling of many fanzines'.
Well, | have read The Bug, and if
their criticism of
Impossaball (March issue) = This
gamae is really good! The way.in
which the ball Ghanges size as you
bounce inand otit of the screén is

brilliant! .

ﬂwnsergamsplay!s
brilliant, campiemen ing the
no end, Basically, it's

brilll —is an example of their ' well-
written text/passionate’” work,
then this must be a new meaning
of those words.

Dan’t kid yourself CRASH! And
haven't these Bugers heard of the
saylng tobitethe hand that feeds
you'? Editorial integrity and
expressive opinion (1 frankly don't
give a damn about their politics)
are all well and good, but when
they offend the people who rurithe
business they write about, it
makes those people fghti
suspicious ofusall, and less kely:
to help others.

They rock the iceboat floating:
on a hotbed of commercial
professionalism. If they want to
become the Moming of the
fanzine world why do they have
such a harsh capitalist outiook?

Eocnsy perhaps? Charging up

30 for an advertisement for a

faanw fanzine-producer may be

money sense, but looks a
Iiltiesuspect'amcn% theirloany-
left views. And the £20 rent-a-
page scheme sounds like blatant
pr%eeﬂng. True fanzines doit for
love not the money.,

Finally let me say that not all
zinesarelike The Bug. Some ofus
are quite rational and caring. If you
want a gocd read check out
Reflex, from 21 Berry Drive, Irvina,
Ayrshire KAT2 OLJ, or Orcsbane,
from 84 Kendal Road,
Hillsborough, Sheffield B6 4QH.
These zines are run by dedicated
Speccy lovers. not opinionated
wallies. Of course you canalso buy
EPROM from 328 The Maltings,
Panwortham, Preston, Lancashire
PR1.9FD if you raally want to!

3 m& by the way — when
avy-says '8 single zine-

could maketi‘vsdiffemngﬂ canhe

mean his awn? | hope not, for all

T B ol

S £ ;
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our sakes!
T Warrall, Preston, Lancashire

I really don't want to enter into a
debate between fanzine
publishers, though I've no
objections to ‘chairing 'one. The
Bug has cerainly been goi
longerthan most, and to date is the
anly one ta secure anything like:a
real printing contract with another
company (the nﬂw—_bankmp!
C50), Forwhatit's worth, I've littie
doubt that their attitude o CSD
wasG wamfouné:‘aed buit tha.rr&w
on Gargoyle Games was
suspec%o %ore an attack g!‘%aur
.grapes. Quite simply, Gargoy

Games felt that fneappearaneeaf
an ad originally produced by the
National Graphical Association
telling people not to buyp:mars
pririted dt Waf

;ardecfa'ram}na ey?: ‘s supmrf

8 gause Gﬁrgﬂ
personally rejected. Asarssu.l'rihe
sofm'arf? ﬁhr?;;e withcrew ar:].:[_!_I
‘further support from The
Bug. It was their choice. The Bug
di notn-wg ta further its own
cause by accusing Gargoyle
Games i the computer trade
prass by lumping them in with
other software houses in
trw}p.tmg to ‘suppress ' The

Bug's reviews.

Anyone else got any views on
the subjeet? For the passionate
defence of caring fanzines, T
Worrall this month's £30
worth of frea softwara, and [ hope
it helps keap those overhieads
down!

LM

+TOO MUCH?

Dear Lioyd

Who exactly will be buying the
Spectrum 128K +3 this Summer?
Cautious software housesare only
now beginning to produce real
128K software, 18 months after
the original 128K maching was
released. If they do the same with
disk-based software, the buying
public aren't likely to purchase &
rnachinewhich they won'tbe able
to utilise for 18 months!

The redesign of the expansion
port is the most ludicrous move
Amstrad could have made. Mot
only does it stop existing owners
fromusing some modemsetc, but
it stops companies like Romantic
Robot producing Multiface +3
versions 10 save tape games to
three-inch disks as the redesigned
portnelonger allows interfacesto
freeze pragrams (I'm sure
Simon N Goodwin will correct me
i 1'm wrong).

Perhaps the mast telling factor
in the machine's success will be
the price of disk-based software.
The original beauty of the
Spectrum was its cheapfish)
software. | pertainly cant see
Infocem converting its adventures
for any less than £20! In fact, the
Spectrum--3 could prove to betoo
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big a step for most Spectrum
owners to afford. 1
Richard C Hewison, Luton,
Bedfordshire

You could be right, Richard, and
your sentiments are echoed by
Erﬁamar reader . .

TOO LITTLE TOO
LATE

Dear Lioyd
Basically, what we have is a five-
year-old machine. On the 128
wa've seen the software is just
anhanced versions of 48K games.
The disk drive will speed up the
loading process but basically we
still have the old rubber-keyed
Spectrum there; not thatit'sabad
computer, just that it's five years
old and we should be moving
torward with the technology.
And then there's the value for

. Look at the Atari ST The
52 will cost £299 from
September for which we get a 16-
bit machine, 520K memory, disk
drive and excellent resolution —a
much faster computer with
arcade-quality graphics and
sound and an extra 400K or so of
memory for an extra 50 quidon the
+3.

The Spectrum +3 is too little,

toolate. This machine should have
bean launched in 1985 when the

technology wasn'ttoo old andthe
prm would have been right. As it
is, it"s vary similar to other Amistrad
pru:luc!s fie unoriginal). | hope Sir
Clive renews hisinterest in the
home-computer market after the
Z88 and produces a computer that
can compete with the new 16-bit
machines.

J Habrovitsky, Glasgow

Whichever way you look at if,
producing a radically improved
Spectrum would be like making an
entiraly new computer, and many
may feel that the Atari ST with its
new price IS the new 'Spectrum '
of the market. What is
extracrdinary, the , is the
fanatical loyalty of Spectrum
owners, both to the computerand
its creator, There's an odd thing
m;s machine-versus-
argument — mare
memory doesn't necessarily mean
bettar games, a reason why so
many so-cailed 128 games are
merely enhanced from 48K
versions in datails like sound. And
with Mercenary, the Novagen
people themselves reckon the
Spectrum version is every bit as
fast as the Atari original andevaqr
bitas agame. There s pienty
of life yaf i existing Speatrum
computers, because
mmers still find its
3 itecture interesting ta write
or.
LM

BARBARIAN BACKLASH

The letters criticising the cover of
Issue 41 (Barbarian) have
pmdmmng:' caused a Barbarian
backlash lash, and the
-attacks on the magazine,; but
particularly on Oliver Frey and his
artwork, occasioned
bswﬂdmjﬂsnr ndg;;‘e and ev}m
outrage. I'mnot k whernisay
thousands and !nouslg‘rds of
words have been written on the
‘subject, almost all in defence of
the cover. | can't fit in even a
fraction. The letter that struck me
the miost, however, | print as fully

ce permits. It's from Tricia

Hu?r}&am of Chester, motherofa
12-year-old son and a 8-year-old
daughter.
| think it's silly to protect our
children too much. Don't people
remember the Sixties violence in
Dr Who and Star Trek that us
parents were brought up with?
There may not have been so much
bleed shown in those days, butis
death any different because the
victim totally vanishes or has
green blood? | don't think so.

My daughteris squeamishatthe

sight of blood in hospital
programmes, but even she knows
that fantasy is fantasy, computer
gamesare computer games, nene
ofit is real or intended to be real,
it's all make believe. They're
exposed to pictures of starving
children with flies around their
eyes and looking like walking
skeletons, on children’s time TV,
I'm sure that upsets a child far
miore than the odd picture they
mI?ht spot on a magazine cover.

Il thought that this sort of
picture in any way upset m
children, 1 wouldn't have it in the
house, | wouldn'tlet my son watch
thie odd horror film either, but i do,
I'll let him learm and grow to
understand how to cape with
these things which are becoming
more and more part of cur lives;
whether we like it or not.

Tricia's comments are echoed
again and again . . .

. the frent cover immediately
took my eye, [but, wait for it, |
didn’ Hmd it msgiustm atall) | just
looked at it and the that sa
goad drawing, Ol sback uptohis
usually good standard of drawing.
Andl was filled with jealousy,
wishing | could draw like that.

. .. writes Chris Taylor (15) from
Barnsley. It was the personal
attacks on Oliver that really
seemad to get everyone steamed
up. Here's a section of
answers ., . .

Your readsrship have told you
‘what they think about Qli's covers
inthe GF{QSHTIONMIHE Onily
1.9% hate his covers; a tiny
amount — don’t change the
artwork for this small portion of
our readers. David Price,

orthamptonshire

I'm furious. How dare peaple
criticize Oliver Frey's artwork. It is
wl.: fantastic!! Jeremy

ittingham, Cambridge

Formy part, | think all of Oli's
covers are superb and | reject the
claim that they are warping
children's minds. Michael Ashley,
Havant, Hampshire

Ifound nothing barbaric or
satanic about the cover, as usual
Mr Frey's artwork was another

masterpiese, Itis his artwark that
brings my attention 1othe
magazine on newsagent shelves
'sfn the first place! A loyal Oli Frey
an

I have nothing but praise for Oh
Frey's briliant covers, The depth
anddetail is outstanding. The
colouring and shading are both
breathtaking, and you're lucky to
havesuchan artist. Justin Fis
Gedling, Nottinghamshire

| thaught the Barbarian cover
was ABSOLUTELY BRILLIANT.
Letters criticising the cover wera
totally unfair, unjust o the
magazine and to the artist, Jason
Roberts, Edinburgh

Some readers, like Franz
Seabrook from Eastleigh in
Hampshire, wondered why . . .

... asall these attacks seamed
aimed at Oli, he didn't speak back
instead of looking as though he
was trying 1o avoid the subject?

Well, Cliver isn't really repentant,
but it's hard for one person to
defend himself against suich
invective. He was fairly sure alot of
loyal readers would speak out for
him, and it’s much better thal way.
Simon Hall from Sireatham in
Lendon speaxs for many when he
Suggests. . .

Ol Frey's art livens up the mag
something fierce, so saying that ail
his work Is bloodthiesty, or
perverted. or whatevar. is totally
autof order.

Arinteresting defence — because
something's well-executed it can T
be in bad taste? 'mnot sure |
agree with that, apd several ather
writers are dublous too. Michael
Sull:tson from Malpas, Cheshire
asks., . .

Don't let Oll go beyond the bounds
of good taste, | don't object but
some people always will. Be more
careful!

And Ewan Lithgow (17} of
Dumfries reckons that whife most
covers are very good. . .

... some.of them are needlessly
over the top in depicting violent
scenes. Oliver Frey is cbviously a

very talented artist but he should

—

Suncom

‘The Best Joysticks Under The Sun
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THE 10“H PERSONAL COM PUTER
WORLD SHOW
= OLYMPIA S
23—27 SEPTEMBER 1987

For the personal computer enthusiast
there's nowhere better to make the right
connections than the Personal Computer

- World Show this September. It's
the biggest and most pres-

tigious event of its kind
held under one roof.

' For the 10th year run-

©" ning the Personal Com-

puter World Show gives you the perfect

platform to take a close look at all the big

also get to meet the pick of the
new companies striving to

names in the industry. You can >
) %ﬂllﬁ‘n\ with your credit card number.
5t el

make it into the mainstream. S

The show has something for
everyone. Whether you're a
professional or an enthusiast,

you're certain to find all that's 23.2]5[?‘[[“[“ 1987

The Personal Computer World

Show will help you make all

the right PC connect- Q\P,

ions. The dates are \:{\*A =

2327 September ) O

(Business and trade B

only days 23-24 Septem- \__

ber). Send for your ad-

vance tickets at £3 00 each (£2.50 for 10

or more) by phoning the Personal

Computer World Show '87 Keith Prowse
Ticket Office on 01-741 9999

Or send a cheque or postal

« order to: Personal Computer

= World Show ‘87, Keith Prowse

Ticket Office, PO Box 2,
London W6 OLQ.

Organised by Montbuild

first class in software, hardware QLYMPIA LONDON Ltd, 11 Manchester Square,

and peripherals at Olympia.

Sponsored by Personal Computer Werld

London W1M 5AB.

*When ordering tickets by post, please enclose 5.a.e.
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moderate them a bit. Having said
that, covers relating to software
should not be taken too seriously.
Worse can be seen every week in
so-called “ehildren's comics’ like
2000 AD for instance.

Butone man's poisonisanother's
meat. ..

Oli Frey's work is the equal of my
personal favourite Comic worker,
2000 AD's Cam Kennedy. Ol isnt
‘ghild-minded’ and neither is
2000 AD childish. Pérhaps Ashley
Barnett (who described the cover
as ‘dﬂs_gua,rmg'and ‘bloodthirsty’
in last month's FORUM]) is
ignarant of thefact that grownmen
produce this fabulous comic, and
that it is the biggest selling
futuristic/SF comic in Britain,
Comic artists have fantasies that
they cannat live out in real life, so
they produce them on paper, and
the readers take part in these
fantasies as they read.

That's the view of Alan Fletcher,
a non-Spectrum-owning CRASH
reader from Gabalfa, Cardiff. The
fantastic aspect of ilustrative art,
which CRASH has always

, 15 a very emotive
subject, forit's at the heart of what
the moralists regard as the real
danger — directly appealing to
peopie's baser motives. But, like:
Alan, Justin Gilbert from
ﬁoes!eraees fantasy art as

| read a horror movie publieation
called Fangoria which shows
irmages of horrer much stronger
than those in your brill magazine.
In all the time I've read this
magazine, and enjoyed it
immensely, | have never had the
urgetore-enactany of theimages
seen in it, although | have been
warned several times that reading
such stuff would eventually turn
me fluorescent orange, and give
me adeep affinity for plastic goats,
Black & Igacker power tools and
food-blenders.

AS Justin happily points out, this
hasn't happened yet. And even

if Nicholas Sandy from Sheffiald
can assertthat. ..

. -+ the cover has already taken
gffect. | ook out of my window and
see four-year-old kids running
around with swords, swiping at
anythingthatmoves ...

..... CEriainly the notion that
exposure to violent (or sexual)
imagery turns readers inta
favening monsters is snorted at by
many; Chris Taylor again . . .

Absolute rubbish about the cover
corrupting young children; have
you ever sean a ten-year-old or
teenager going around
psychopathically killing people
with a broadsword or chainsaw? |
mean, | haven't killed anybody
gince | saw the cover, not yet

anyway

‘Well, let's never do,
Chris. David Price, who's 15 and
been reading CRASH since lssue

Five, doesn’t feal ., . .

... .atall corrupted by anything
=een or read in any issue, and nor
does an’ else | know. I'm
pretty sure that all teenagers can

decide for themaelves what they
want toread. Ifyoucan'tstand the
heat, get out of the proverbial
kitchen.

And it's from the very same room
that William White (15) from
Aldershot has never . . .

... been manipulated through a
mera painting, or felt the urge to
ab a kitchen knife and hack the

irst person | see to pieces. Come
on, be realistic!

Don't talk so wet! We all have-
brains of our own and |, for one, am
not going to grab a sword and
starting killing people because |
saw a picture portraying it. The
average CRASH reader’s age is
16,14 years and I'm sure they
know what not to do and what to

(o R

. . . says Robert Collier, just up
the road from CRASH Towers at
Leominster, Herefardshire. Jen
Gajos (16) of Jedburgh is frankiy
amazed . . .

Apicturein amagazing is geing ta
have some sort of subliminat effect
on young chitdren which turns.
them into violent junior
psyehapaths?! No, | think nat. If
showed an idantical pictura tc my

into the streets and start cutting
each other's throats. Sure, my
friends are nuts, but they aren’t
that stupid.

An attitude of common sense in
the face of the hysteria hinted atin
last month's lettars seems to be
the theme running through
everyone s comments, often
along the lina of 'what's so bad
about the Barbarian cover when
there are so many other, wo

Gosling from Nottingham

friends, | don't think they would run

. Worse,
sourcesofsavagery?’. As Richard

says. . .

You.are hardly likely to watch the
news and hear about people’s
heads being hewn off by
Barbarian swords — na, what you
see is the real world, A warld in
which evil and powerful people
stockpile nuciear weapens and
genuinely sick psople not
someone who Ras just seen the
cover of June's CRASH] rape and
murder because of psychological
disorders.

Justabout every kid | know has, at
one time or ancther, seen a video
such as Eriday The 13th ar Evil
Dead, and these kids haven't
suddenly taken to carrying axes
around with them, and slicing off
people’s heads. David Price

All around us there is violence.
Everynighton the news people are
mirdered, raped, blown up. If this
doesn't create 'a passive attitude
ta violence', as Mr Eilds stated (in
last month's FORUM), | don't
know what does. Jonathan
Tickner, Nottingham

Why complain-about CRASH
being even semi-naughty when
everyone knows violent videos are
very accessible to young children,
Okay. s0 they have an age
certificate, but most video rentals
don't give a damn about moral
valugs, At a nearby video outlet |
can lay my hands an XXX rated
poermafilmsifl want. Pirates atthat.
Jon Gajos

Morais were very much a part of
the original backlash in lssue 43,
and no letter caused as much
reaction as that of Mrs Angela
Cooke, Chris Eason of
Leamington Spa was. . .

... quite frankly disturbed 200

times more by her letter than by the
cover itself. It portrayed her as
sarmea kind of demented religicus
hippy. o T
And Franz Seabrook didn 't like
the idea of e . .

using CRASH as a brunt for the
reactionary attifudes of ifhie world
today: Leave CRASH alone. It'sa
computer mag not a scandal
Sheel, s

Mrs Cook, no offence, but in the
Bible, a man is publicly nailed ta a
cross, [ rest my case. Kevin
Washbrook (14), Abingdon

Mot only was she cormplaining, but
she was being biblical with it
which gxa ated the situation,
Thinkof all the gory, horrifyi
things that happened in the Bible,
which shan't mention 'coslcan’t
be bathered. (Tt de you all good,
anyway, having fo search thraugh
the Bible for something gory.) Tobi
Wood (15), Kilmacolm,
Renfrewshire i

Even the God squad manageas to
get a say and call Oli.a Devil's
minion, | thought the fanatical
Bible-bashing belt of people could
only be found thriving fn America.
I'm proved wrong. Jon G

The effect of Bible-bashers
worrtes several readers, as Paul
Long from Portsmouth points
Ut

Firstthey campaign against video,
then cinema, than television, and
now computer mags. Their lefters
COMme across as Iimp-w.rist&d and
overdone. Fanatical in the
extrame. Mrs Angela Cook, |, for
one, am not convinced that
CRASH isinleague with any Devil.
Only those that have been
shielded from the real world could
find such artworks grossly
offensive.

And Richard Gosling goes even
further, calling the complainers
'sick’

Why shouid these pecple dictate
1o me what | can and cannat sea?
Religious nuts who go on moral
crusades to ‘clean up' the world
onlyinfringe our personal ibertles.
I'mnottrying to justify evil, but itis
rdiculous that in America, where
it's usually legal to carry & gun
around the streets, it's becoming
impossible to buy certain rock
music because the groups are
supposed to be satanists!

And of course [ aaree
wholeheartealy, but Richard goses
further still . . .

These pecple must be stopped -
the letters in last month's CRASH
are just the thin end of the wedge.
| am genuinely disturbed about
these pecple’s attitudes and |
sincerely hope you will not be
censoring the mag in any way.
No, we won't, but we'll always
listen to genuine and sensible
opinions—no-one here WANTS to
offend. But | can't seein all
senpusnass that the Barbarian
‘covershould have given offence.
Many writers defended Oliver's
fantasy on the grounds that it was
a reslistic interpretation of the
‘game it portrayed - that's
probably a dubious argument too
—and others on the grounds that it
wasn't meant to give offence , . .

I you look at the picture, you don't
actually see the sword enter the

>
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other bloke's body. How do you
know that the sword hiasn't been
broken and the man isn't holding
the end of the sword? | mean,

u'd have the same look on your
ace if you had a dirty hand under
your chin!
.. .. SaysKevin Washbrook.
Anotherfanciful interpretation was
that the 'one man was giving the
othera friendly shave! But perhaps
tha final word ought to go fo Paul
Naylor of Skiptor in North
Yorkshire . . .
Honestly though, there are
squillions of peaple around who
aren’t happy uniess they're
complaining abolt the welfare of
humanity etc. . . If they don't like
the cover then they can stop
buying the magazine, instead.
they try 1o ruin it for the rest of us,
f:“nan to that!

BAD OLD DAYS

Dear Lioyd

| write-in response to Stephen
Hibbert's letter in the August
edition of CRASH. 1tired of hearing
-about what it was fike in the 'good
old days', I'm a newcomer to
home computing, and to me the
software scene s exciting and
dynamic. New prospects are
appearing over the horizon all the
time, but hen is oo busy
looking atthe pasttosesthem; it's
not the software that's getting oid
and stale, it's him|

Askanyone whather they would
prefer Space Invaders to Exolon,
oreven Seftware Star ta Tai-Pan—
| know which they would choose,
the new ones!

So come on people, stop
loaking back and start looking
forward,

D A Schofield, Tamworth,
Staffordshire

Looking at the past is only of vaiue
if it provides refevant 4

to the present, otherwise it
becomes a self-indulgent
moaning about haw fings ain 't wot
they were. Well 'fings ' never ars,
thank goodness! History gives
artefacts an intrinsic value, and |
sea little wrong in looking at the
past, especially when you can say
that even today (cliché of the
month}-a game stands up well, if
You provide continuity r;:;: a
programmer's work of if you
sirmply explain how events led up
o ‘s situation. It's patently
mbb‘o&zo say gameas now aren't
Eﬁlqo a5 they werg.

AND TALKING
HISTORY . ..

Dear Lioyd

| agrea with recent letters
commenting on CRASH's
fncraasedqmurn, But one element
present during the first couple of
years has almost, though not
entirely, disappeared. that's
the parts in-between, which give
the facts some atmaosphere and
providesinsightstothe lives ofthe
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completel

GCRASH team.

Before 1986 CRASH had a
homely atmosphere, something
that other magazines have lost
completely. That is the thing which
makesany publication readable; a
string of plain facts gives mind-
indigestion. That's why | oftenlock
back at a 1985 CRASH if | wanta
ggod read, but only rarely at one of
1886.

Those who say that CRASHisa
computer magazine and
nonrelevant subjects should te

?' removed are; of
course, talking rubbish. In
magazines, llke books, apart from
the main plot there must be many
other ideas, and if it were not for
thase other subjects, then the
books/magazines would betotally
boring.

Michael Pacey, Gorebridge,
Midlothian 5

Perhaps CRASH has become less
‘hamely " since those first two
years, but then (check with the
coming history of CRASH, starting
next issue) we wers, to be honeast,
less professional then. However
the agﬂina! Editor and creator of
CRASH, Roger Kean, is now back
atthe helmand, as faras | can see,
hasn't changed his basic
philosophy. CRASH is still as full
ofadditional team informationas it
was, but far more fects are now
covered fand I'm talking about
compiter-refevant topics too).
The next writer has much the same
views . .-

LM

NOT BORING

Dear Lloyd
| presume most people intensaly
dislike missing the end ofa film, or
discovering the last chapter of a
book ta be missing. | am baing
driven insane by the mysterious
disappearance of TAMARA
KNIGHT! Not a word has been
utterad about its sudden
nenexistence in the July and
August issues.
| would like to say that

TERMINAL MAN is great, likewise
the video reviews, | think it's very
important to have interests aside
from computers, so these people
who write in saying that everything
unconnected with computers
should be kept out of CRASH are
$mbabiy irmmensely boring.

ours psychoanalytically
one of the 1.6% — Victoria White

I must say I'm disappointed at the
ungenerous carping of people
who want everything axcept

UM computer gamss
excluded from CRASH. Obvicusly
that's the essential part of the
magazine's reasan for existence,
but it fsn't everythi ﬁatm usual
argument suggests that pages are
being wasted, that other
devote mora room to the central
subject. But it clearly isn't so, Go
back overthe past and simply
Dounr;;hepagas_ X .WherSmcfm
magshave ally averaged
at between g es (including
ads) and around the 100 mark.
CRASH has never, ever been lass

that 112, andtends to average out

at 124 pages, with very few more
ads than the others. Obviously we
want to. monitor changes to see

that they're acceptable to the
majority, and we do that
constantly through your letters
and personal contact at shows.

You weren't the anly persen to

want g know what happened to
TAMARA KNIGHT - it was a case
of space and pressure of mai
sayving get rid of it (sorrv Mel, you il
?eeywrown back onusin Pr,

knowl). I'iseeifl caniobby for an
abridged version of the final two
chaplersin the CHRISTMAS
E;ECJAL S

CHARTED

Dear Lloyd

You asked for CRASH Readers'
music charts, sol've provided you
withmy favourite Spectrum tunes.
Sadly | can't afford a 128K so all
thesetunes are 48K. It's actualiya
Top Seven chart:

1) Chronos

3) Ping Pong

4) Terra Cresta

5) Robin Of The Wood
8) Arc Of Yesod

7} Mikie

D Smith, Durham

Isthat D J Smith? Well, you ve set
the ball rolling, there must be

LM

WHERE WALLY?

Dear Lioyd
What happened to the Official
Wally Week Fan Club? | staved
away over our Wally Pack far
nearly a month, and we won the
runner-up prize of Everyons's A
Wally, but we received no details
gma.w ta join th;a clglggat all. Now,
years later, I'm beginning to
wonder if we should have
bothered. Does the Club exist? |
hope so - | love Wally Week and
his brilliant games.

| just LURVED the
OINK? SUﬁo}amant in the July
Isste, M‘ avourite characters are
Mary Lig thouse and the strip
Pete's Pimple, excellently drawn
by Lew Stringer, of Derek The

roll fame,

Nice to see Robin Candy
making & comebackinthe
reviews, 10o. By the way, da you
write the introduction section on
each review?

Matthew Hales, Stowmarket,
Suffolk

Wally Week went the way of all
flesh. His creators, Mikro-Gen,
sold out to Creative Sparks
Distribution about a year ago, and,

as you may know, CS0 went info
receivership recently. -

Though | used to write some
game intros once upen a time. |
don'tany more—that’s done by lan
Phiflipson.

F'm g.fac} you enjoyed the OINK!

supplement — several readers
have complained that it was a
waste of (here we go again)
valuable space, and that the comic
is for three-year-olds (which wocild
explain, | suppose, why

W H Smith recently requested
shop managers to piace it higher
up the shelves, out of reach of
youngsters). Check out the next

WHERE DEMO?

Dear Llagd

In 985 | started to buy
CRASH because it was a
Spectrum-orientated publication,
and it also treated the reader as a
thinking adult. | have purchased
every issue since then, and will
continue to do so, but | feel the
editorial content is becoming more
distant frorma computer
publication, This was brought to
mind when the O/NK! supplement
and features were included. It
wasn't funny, it wasn't
entertaining, but it certainly was

crap!

r?-ghat happened!! ZZAP! 64
readers get a free tape with
playable demonstrations and a
superb Rob Hubbard tung on the
fhip side. If ZZAP! readers had got
OINK! instead |'m sure they would
have been greatly disappointed!

Interesting to note that

deteriorations in CRASH have
occurred rapidly since Lm's
conception. Also, it seems that
every manth brings us another of
LM’s staff, or sees someone from
CRASH moving to ZZAP! (ag
Ciaran Brennan and Barnaby

&
e are inFleglood bits, and |
applaud Newsfield for having the

‘gutstokeep trying different things,

but can you leave CRASH (and fts
loge!) alone.

Dean M Ashton, Scarborough,
North Yorkshire

Asamatter offact, the ZZAP! team
wanted the OINK! supplement, but
it had only been sat up with
CRASH. You will be getting a
derno cassette on the front of next
month's CRASH. Staff changes
ara inevitable in any company, and
their movement has nothing
whatsoever to do with Lam. Only
one person has survived that
magazing, and as you rightly point
out it's Barnaby. As for leaving
CRASH alone - it’s such a silly
notion, magazines grow almost of
Er'::}' own accord!

I'm quite worn out after this FORUM, what a concentrated affair it's

been! And due to th
writers whos

into print. i
that makes the FORUM tick, so keep writing in with any views you
have, and that's LLOYD MANGRAM, CRASH FORUM, PO BOX 10,
LUDLOW, SHROPSHIRE 5YE 1DB.

dden lack of space, | apol
5 were picked out, but which
that cast you down, though, i

ed to make it
strong opinion




“The Battle
Continues!!!
Join with the forces of
MASK , skilfully commanded
by the brilliant strategist Matt
Trakker and combat the evll of the
villalnous VENOM In thelr quest for
domination of the world. No longer need
you stand by and passively observe the evil




Mhere are no random events in XOR's labyrinthine palace and there is no
premium on hand-eve coordination. You haveall the time in the world
work out the precise nature of the hazards vou encounter. Logical
thinking, strategy and tactical problem solving are all part of the XOR
experience. And XOR is not simply about finding solutions. If vou can
salve the entire puzzle (15 levels plus an encrypted anagram), vou qualify
to be a member of the ORDER of XOR, with a cortificate and a badge to

proweat,

"...this is one of the most compulsive, cunning and
attractive programs I've seen for some time! .... the

game is superb - a very classy original twist on the
basic maze theme" A+B Computing .........i ..

XOR's Features

- 15 graded mindbending mazes

- BEach maze approximately 16 screcns

-Super smooth high speed scrolling
High resolution quality graphics
High speed or st p-by-stepreplay

ntriguing logical problems

nteractive dynamic puzzles

Also included in the package is an ICON
DESIGNER so that vou can hangethe
appearance of the came characters to

batfle and delight vour friends

X(-’“ Plirin :I'\'.:1i.||‘fl' LIy,

Commuodore 64 Dizk
Lassette

Spectrum Cassette

Amstrad sk E14.495
{ assette Y 45
I hsk £12.05
Casseth 9495

B .r.'t'_. T -i.'.'-'lr';'.'."'-lr:"\

XOR Designer - Available for BBC
and Commodore computers

i |.\l, WEeH Calditr




=3
S— F:__ -t

T10 N from t

he arca
. ““‘#;‘ﬁ#"

_-ﬁ.'—_ R

You can keep Samantha Fox
{fwarrr, ho ho, eh7), Maria
Whittaker (cooh! thanksl), Maryam
d'Abo (what a fiddler) and Sal
mamm;u (who?) - for here &m&s

e most gorg bathing baauty
this side of % Diddlebury On
The Marsh . , . Athenal

A Comps Minion's lifecan ba a
drab affair, | assure you, but
Athena has sent a surge of blood

coutshg- through my chilled veins.
Who is this goddess from afar?

She's the go-getting girlie

warrior who's been running

in the arcades of late,
courtesy of the SNK Corp, that's
who, and now, thanks to those
wonderful guys at Ocean and
Imagine, shecan be yourstolove,
hugand cherish as she bashes her
way through seven levels of
mythological action.

As you can guess, Athena’s not
the kind of gal you're likely to
bump into in the high street — but
she'll be on the computer-shop
shelves before much longer.

Athena, the game, places this

F-ﬂ-----—----------ﬂﬂ----—----‘

wondrous heroine in & mysterious
landscape full of demons, wolves
and ... peanut men (| —through
seven levels of addictive action.
There's the perilous cavern, the
forest, ice land, sea, sky, hell, and
finally an incredible battle
incorparating all the hazards of the
previous six levels,
ca-ll;n defeat her faes Athena o
ects weﬂgmy and armour
baghing the scape to pieces.
In the sky level she finds wings,
while fins in the sea turn her into a
beautifully pouting mermaid . . .
and as for therest, you'll just have
to wait for the CRASH review.

On this very page are two
similar-looking pictures (don't tell
mie you hadn't noticed them .. ... ),
but there are ten differences
between picture Aand picture B, If
you can spot afl ten, you could be
on yourway to winning a fabulous

prize. /

The first five correct entries
drawn out of miy erstwhile
assistant (even Comps Minions
have Minionettes to kick) Sally

le goddess,

it’s: CIE

MNewman's bottomless handbag
will earn thair senders a superb
Ocean/imagine sports bag stuffed
with goodies such as (deep breath
now . . . ) 12 Ocean/imagine
games (including Athena), two T-
shirts, 8 mugand a bundle of
postars in a pear tree (well,
perhaps not the tree itself). And for

- Postcode ...

the next 25 runners-up there’s a
copy of Athena.

Just circle the ten things on
picture A which make it different
from picture B, and send your
sntries, complete with your name
and address, to: The Very Lovely
Athena Comp, CRASH, PO Box
10, Ludiow, Shropshire SY8
1DB, to arrive no later than 26
September.

r----ﬂ-----------‘--------—---ﬁ

B Name ...
B address ..

]

S

|

s




Twice the Adventure.

Aflast, ﬂletmir&nlhtkarducﬂhgmrd-mq me for the home
unpuluﬂlmmuplnm ﬁdllqawﬂnmﬂ:emammd

"'Remarkably impressive ... a real slice 'n’ dice fight' - Crash
"A real winner” — Commodore User
“Animation is most realistic we've yel seen” —(&VG
“Buy it” - Sinclair User
(64, Spectrum, Amsirad cassetie £9.99, (64, Amstrad disc £12.99.
Includes large colour poster

PARRORIALS

A unique and hilarious action back-packed adventure thaf combines
the fun and skill of arcade games with the complexity of an adventure,

Joystick and brain
".I.ullml'aiuehum Hh!
aﬂﬂtandﬁs:mdhmwhlmhdﬂluﬂhm

Computer Gamer

nn'reamp umllhgﬂﬂmhmllua

mclmr " — (VG
Earelrhmlmllniﬁnﬂhemmmm
with such style and sense of humour ... enough

imagination of the most jaded plmr" Popuiar Cmnptmng Weekly
(64, Specirum cassetles £9.99,
C&d'din: £12.99. Amsirad version
available soon.
All versions include large colour poster.

AVAILABLE FROM ALL GOOD COMPUTER GAME STOCKISTS, OR BY MAIL ORDER FROM:
PALACE SOFTWARE, 275 PENTONVILLE ROAD, lDHDﬂH N1 9L
SEND CHEQUE OR POSTAL ORDER. ADD 80p T0 THE ABOVE PRICES FOR POSTAGE AND PACKING
ACCESS AND BARCLAYCARD HOLDERS TELEPHONE 01-278 0751,

o il
PALAGHE
SOFTWARE




THE ONE
DAVID

The future is now {and it starts on page 16} 3 T just dc"r_*'t I1;wFr thie tim .D}l:L"Il']t::]!):ff';l{l?ni:f;r.s Q'\lJ"ll_\j:('g'll::r:ln on one
Three years in gestation, NOVE’IQE”’S Mercenary o l’:t_j."|1:nc!t1c.‘_r-c§ and had tallen in love \'L;!H‘“I‘\ 10[
legendary Mercenary has finally reached the 5 1S Touren Mersonary substantatly: e, mtricate vector
Spectrum in a conversion by David Aubrey-  §éphics outineshadiobe changed o get round the Spectrum atirbute
Jones. He’s the unsung hero behind 3t 1 : © rer changed bec
Speedlock and several Spectrum hits, and as | save. “Pau 5 i The. only' | ol S
here RICHARD EDDY asks David how it et iR e o ah
Mercenary changed his life . . . '

T'S UNIQUE - fanta
@ f

“ Very few make it to the top ”

‘The computer is continually evaluating your position, what is v
- I & B

Jones talking about ) fram your pesition and how abjects move in relation to you while stil

G
g to the Spectrum and Amstrad from thel
f ‘It a formidat

3 pite ks low
rm games. The CRASH

1 10) and the
some of

Rk b L T
0 [ L) 3
T

= T = T S i
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remaining in' true. 3-D perspective. This sort of calculation is infinitely
more complex than a game where asprite is plopped down on the screan
and just moved left and right!’

Woakes's work is srobaa}l\, even more complex than' the
mainframe computers David began an. Try
recalls: "It was this great hunk of mach 1ery that sat on a table and had
a huge fan that used to make the table convulse when it was switched
on, Then the ZX81 came along and it seemed like a miracle = you only
had to wait a minute to know whether your program weould run or not, but
on the mamframe you had to lst it run overnight

‘With the advent of the Speectrum came my first game
Out, a kind of quick-on-the-draw game. | took
London and it sold out straight away.'

Ti after playing with a Lazer compute

Frogger game called Savage T

But with DJL Software (Fro

4K PDFB
ng to resirain his laughter, he

Cowboy Shoot
it 'down to a show in

rto the Spectrum)and

2ntto work forAtari.
i ste) he'd been developing a new
Spectrum protection system: '\ I'd been getting more and more
frustrated because of the time the standard one took — and | thoughit |
Gould do aiot batter. At the same time David Looker had beendeveleping
angther system, so we puf our two ideas together and came up with
Speediock.’

‘ ‘ Mercenary was a formidable
task - but you get the feeling
of a whole planet

44

“hﬂl—"fd' ock wasn't used commercially for about a year, despite the
BS E‘fn- d sent to software houses. 'They all thought they

san took up the antipira
£ ompson’s Decathlo
984). And so began the grez

¢ technique, and it was first
wiswed in CRASH Issue 10 =
Speediock debate in Lloyd's

FORUM, which raged hard for months. (Some claimed Speedlock made
games less reliable in loading.)

The two. Davids have been continually updating Speediock and the
fatest version, developed two months ago, is te be featured en many new
Ocean releases. It includes a timer which gives the precise loading
countdewn in minutes and seconds. ‘Very important. Well, how else

would you know if you've got time to brew'a cuppa?’

The next project hanging over Dawid’s head is Mercenary Il - Sword
Of Damogles. "I'm developing it in conjunction with Paul Woakes, the
ariginal author, ratner than just writing the: Spectrum’ and Amstrad
[ | David s will retain all Ehc— exploitation
great deal more @ n = evaryone's
perfect game! ThFl'r., s more than one world {0 explore and I've just been
working on some of the objects'that |
David stops denly, mmenﬂberlrsg he is supposed to
anything. Ins . he turms o fatherly advic
‘Thers is a living (of sorts) to be gained ou
stand the late mights and long hours. Yes, it's g'\u._i if you erjoy it — but
vary few make it 10 the top. Get experience and a good company and be
prepared to wait. To getin these days you need connections and a very
sfrong game.’

“ The ZX81 seemed like a
miracle

say
FTOQrammers
iding you can

P 'Unique, fl.'lrl::ism;" Novagen's long-awaited Spectruin A
sty in converter David Aubrey-Jones

1y prompts no false




From Taito, the masters of arr;a;le entertainment
‘BUBBLE BOBBLEFE’

Blow and bounce and bob your way into oblivion in this
incredible conversion of the greatest arcade game of
the year...

Bubble Bobble will blast your brains and bruise your

5enses...

Batffle yourself...buy Bubble Bobble
Spectrum £7 .95 Commodore & Amstrad cassette
£8.95 commodore disk £12.95 Amstrad disc

£14.95, and for the Atari sT£19.95

A

rrr il i
rircBird
Firebird Software, First Floor, 64-76 New Oxford St., London WC1A 1PS.

Firebird is a Registered Trademark of British Telecommunications plc.
e

TAITRONICS

TAVTRONICS




THE COIN-OP CLASSIC -
y 7 =4 | Y/

Driven from your home galaxy vour only | fick toending your exile and reclaiming your
honour lies in defeating the invading forg torment vour people, Armed with the most
sophisticated weapons systems, quardediifi@protective forcefield, vou set out on a mission
to conquer the enemy starbase, a crusade adainst the most startling of death defying odds.
The ultimate in firepower is al your fingertips. the pinnacle of spacecraft control and command
is within your qrasp. The strateqy.and excitement only ever associated with arcade settings
i retiﬁwd for your very own personal mission. A coin- op classic of immense proportiens.

— k. A

L.S. Gold Lid., Enits 2/ 7% Hollord Way, Hollord, Birmingham B 7AX Tel: 021 3586 3388




HITTING

THE HARD STUFF

‘Some computer games are junk food for the mind: strong in ﬂavaur.
instantly palatable, but empty of nutritional content. They can

‘dangerous because they provide such aninstantaneous, direct andaasy
stimulus, They also give you interaction without the presence of anather

human , and can act as a painkiller for loneliness.

The i hﬂud of brgu:{]:wan baahs]umed by éhnegﬁmhﬂ%f a&d:dmw;
'gsmea s, sam;ﬁy enjoyment. other han
refreshed margi from the depths of a good adventure.

Adventures don’t give your mind the same moment-by-moment input as
the addictmarcagle games; mereamton%mmmofﬁmng out of the
window, reloading a saved position for the seventeenth time after yet
'Mhﬁrumnmﬁﬂddﬂ&thmdmﬂﬁmphﬂngﬂtﬂp&mbrﬁﬂ#usﬁﬂmn

But when you're playing an adventure you're letting your mind stay

NTLINE

- awake and work independently, rather than tuming yourself into a jellied

mass of nerves whose purposa in life is to move as quickly as possible
to the right or to the left.

St games strike a balanice, Adventures aren’t really addictive in
the usual computer-gaming sense, because they're too much on a
literary plane: the player types in words, which makes him continually
aware of the saparat‘aun betweaen himself and the game. But it is possible
to get lost in the' garne reality ' ot a fast-maving wargame while pursuing

a cogent slrateg
Arnd dm:ﬂa rrly misgivings about excessive indulgence in computer
games, there’s no doubt that the basic quality of addictivaness is an

assential ingredient of any good piece of software.

THE ARMAGEDDON MAN

Producer: Martech
Price: £12.95

In The Armageddon Man you

landad with the thankless fask of
coordinating ‘diplomatic_refations
a;mm 16 paranoltl and mﬂte«_

Maﬂfalls
down in the uaual way
strategy m?a i the player

[ -:awn actions
don't have wl‘ﬁment effect on
events fo sustain a feeling of
irmlverrmi Thete's little 'game
incentive'.

But the presentation of The

xf:.“rmw
e

e video box are a

rful map of the

two:  sheets of

semitransparent \nny1 stickers,

‘which chng the mag,

representing 1 of the
mirilriea It'sa pmy' tha map and
stickers

‘useful . .

tum out to be not terribly
Annttmr map of the world
‘decorates the top right-hand
| partion of the crisp, icon- nmntad

acraandlspmy—-:tmlyr:ﬁmesnme
play when countries ~start
chucking missiles at each other —
and the six main icons allow
access  to  satelite contral,
information about mmﬁﬂa
and rasource
allocation, direction of UNN
troops, communications to and
"*’ﬂ“”“""’“éﬁ avies, o
e gamep 5 in
waeks, weeks in which
remarkable vaﬂa&y of impartan’t
ImrmmBl:lmll'li sgec:ﬁcis Idin
of| 58
tha rules, butﬁe end of a week
appears to be determined by a
time limit. At the end of each week
1he piayer is given an assessment
his performance as Supreme
Commander and an indication of
the world's radiation level. The two
are apparently linked.

The player has four tasks to

undertake as Supreme
Commander:  remaining  on
friendly terms with each individual
power, so they actually do as you
say: trying to stop countries
attacking ‘each other;, and
batam:lng the economic and
military needs of the powers.

The defence and spy satellites,
which can be deployed anywhers

‘on the world map, areé important in

information-gathering and in
minimising damage when the
nukes start fiying around. If a spy
satelite is positioned over a
country, it'll comie up with random

pieces of information about the
opinions and affairs of that power.
{it can annoy the country, tool)
But | refuse to iave that
putting an enormously expensive
satellite in the air is the most

way of finding a
munwsattﬁucba—it‘aonaafma
artificial difficulties which The
Armageddon

Man's  system
creates.

“Seanning radio fransmissions
and decoding the jumbled
communications also  provides
information.

Standard letters are your only
means of communication with the
gvermw:ts of the superpowers.

u can send a letter of support,
orareprimand, or a request for one
or two countries to improve their
relations with. each other. You

the courtesy of & reply,
though countries sometimes send
you letters ng to get food or
resources out of their neighbours
or complaining about another
country’'s behaviour and
demanding a reprimand. You must
respond m'u'nedmgw fa} ﬁwsa
letters on a 'yes, no or ignore’
basis, which ‘again leaves littie
scope for subtiety.

Secret agents go missing

B All the world's an eptions screen in The Armageddon Man

ALV B 0 A1 S
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simulation

P Development, not destruction, is the theme of Marlech's infernational-affairs

(there's nothing you can do about
this)’ countries give preferential
Import factors to other countries,
which Is supposed to indicate a
friendly  relationship  between
them; and now and again a
Supreme Commander can leamn
ha's no longer wanted in office by
a particular government.
Unprovoked ‘meassages
ﬂ'equemiy fiash up on the screen,
telli playsr that two
as have decided to
cooperate, or are exchanging
cultural visits, or are nuking each

Producer: PSS
Price; £7.95

In Issue 42 | looked at the first
ame volume - of
ation series; Conflicts 2 has

only twa gamas, both set In tha

Pacific theatre during the Second

World War.

dway deals with a
&,lrprise attack by the Japanese
fieet on the American Midway
Island air base, and the ensuing
battle: The Americans won an
overwhelming victory, largely
because they'd broken the radic
codes of the Japanese and were
aware-of their plans.

The game's demanding victory
cond\mns tailor it to!:hls historical
success; the player must take the
American side, and ta win he has
to  de more than two
Japanese aircraft carriers for every
one of his they take out.

It's nerthsr ‘sophisticated nor
satisfying. The player b
command of two task fomss and
two squadrons of aircraft. Attack
alreraft can be launched from the
Midway air base, and from the
fleets as long as the aircraft
camriers survive. These units are
moved around the s8a
s:.:rmundh'ig Midway Island in a
lalrzalm 6 way, waiting for one
of the Japanese fighting units to

come intg

thnmat appens ataskforce
or an air-attack squadron can
mvemtmntamaptﬂwdapanese.-
this  involves positioning the
player's unit next to the Japanese
one, and walching a short tacky
animation of planes swooping
over a panorama of ships. The

50 CRASH September 1987

-a soph

: 8 .fagmas r attacks,
by surprisi .a ai

othet, Somatimes wu are given
the opportunity approve,
Ve or aak innaika Talks

ely see m to do a lot of good,
even if antaganistﬁ agree to your

aﬂthlais:ntmdadmcmata
bt Pl
m wmml But The
COmes across

ss too subtle and complex for its
wn good. Thers's no way of

haaping track of all the tangled
international relations, and no way'

CONFLICTS 2

play s provided with movable

s and the ability to fire, but
this seems to have no effect on the.
outcome of the battle.

There are three leveis of
difficulty and six speeds tochoose
from _(none  breakneck), and
occasionsl excitement is injected

VIS
nied,

‘competently anaugh prese
completa wi‘!h lists of the ships,

but it lacks all atmosphere. | found
it difficult to make sense of the
lay, and there's no scope

or intaresting tactical play.

Sadly, the same has to be said
for lwa Jima. This recroates
the battle for that island scuth of
Japan, which was of strategic
importance  for Ami air
missions. It was the first time in the
war the Americans had really
come up against the fanaticism of
the Japanese army. And though
the American ez,:ranoﬂty
numbers guaram victory, t
22,000 saldlars
defending m J&imd held out to
their last. 216 men and the
ﬁmaﬂcmieasanwmeﬂmmm

The  screen y
reminiscent of Falkiands 82, as
are the orders system and

eplay. ﬂgaﬂshpmturauflwo
ima shows a few
features and five landing
positions. The player, taking the
American side, deploys his forces
hy Iandlng unifs on the island and
them inland. The orders
It with in a rotation
saeqguence, and in each turn units
have the cheice of moving or
attacking.
The' Japanese forces don't
come into view till the player's

landscape-

of Inﬂuencing events precisely
enough.

The map and stickers are
suppuaed to play a part in this, you

iot which countries are friendly
and hostile toward which other
couniries by using the the vinyl
flags. But the game moves too fast
for you o use them properly, and
if information is! mply not picked
up it can't go on the map anyway.

And what seems to be the most
important set of parameters, the
opinion that each i:umtry has of
all the other powers, is kept
?:libm‘atexgt obscure. lt's dlfﬁcult
because wars in 32 Arrmagaddm
J?ginauras'sive - tagllé lik

uns! powers like

the Istamic Alliznce and Argentina

L can't do mhiaboutpl them.

warmaongers simply ignore

your polite requests for talks, and

;ucuidn t dizsarm If you told them
o}

One country can even decide to
throw missiles at another si
because it dossn't have- anything
better to do on a borir Tuﬁsday
afternoon. Quite often thera's no
escalation. Australia will suddenly
decide to discharge its nuclear
arsenal on Japan, or Canada on
Europe. And when two countries
go-ta war, no-one else will join in;
even when | played to tqm,
nothing apocalyptic happened,

There was simply a seres of
nuclear wars between pairs of
countries,  which  eventually

| units are within five squares of

&,

fwo: Jimathas most of the
features of a conventional

wargame — hidden movement,
terrain effects, and basic statistics
mbg?m unit which affect combat
= it’s very poorly presented,
Still, the gameplay is much more
ﬂﬂiﬁf‘lﬂh‘ﬂn than Falkiands '82;
after I'd spent a

pushed upthe radiation levelof the

anet to a point where life was:
mpossible, and S0 the game
ended. That seems 1o be the only
;‘l;é‘ The Armageddon Man can

Thu; is assly umeaﬂshc swm
in game ;- For a start the
player's Su Commander
figure would have all the details of
world affairs to hand.

The Manis

beautifully prcgramrnad and
reasonably original in conception,
Some might enjoy playing about
with it for a while, and the vinyl nyl fiag
stickers have some | inative
uses, but this game isn't fikely fo
give long-term satisfaction,

Presentation Lo OB%
should have this
exampary

standard of
pwaarmhan

V me Protocal, hu‘tgg%
o000 anl
“S’d %

Rules 80
Comprehensive and wall-writien
Authenticity .- 55

Some _ Brownie -points for
pradicting the intemational power
group 50 years hence, but

spoiled by the unrealistic scenario

il:iayabllity ?0%
: m not mueh fun

65%
Diwmin-ﬂng

maming trying to get something
ut of Bafﬁng or Midway, lwo
J.‘mahad me absorbed, in a
simplistic sort of way, for arl
afternoon.
But it laol-ts like a bu :

Fop Canfibie 3 which Paa s
1

willberalsaaad in the late autumn,

will be better than this compliation.

> mmmmmmmmm one of tha two World War It Pacific batties

featured in Canfiicts

AL UDKIBRANK

LAY EANIS




BATTLE AXE

Author: Scott Johnston, 4
Bayview Place, Monifieth,
Dundee DD5 4TN

Price: £1.50 and a biank
cassette

It's enicouraging, though irenic, to
receive B homemade wargame
which I'd recommend above all
this rnan!’h ‘s commercial afforts —
andit's astrmgeﬂnineldenae that
CRASH focuses on

software in this very issuel &

: !e Axeisnt very
sophisticated, but its presentation
and visual appedarance put more
f.f'snn naif the saoftware | receive 1o
shame. And it's based on
Slmpia Sﬂmura;-typa play, the five
maps, the addictiveness and low

pﬁm makﬁ it worthwhile,

But there are no rules, which is a
pity; the instructions are loaded as
a block and then overwritten.

Concisely it's explained that the
usual rampaging hordes from the
north, or across the mountains,
have dacﬁded your triba’s territory
would make & desirable addition
to their property. BSo u've
gﬁhmwgemerthabw ighting
men in your tribe, which can oniy
mshr 2archers ang:e 2 wa:ﬁor?s

you're warned, enemy
much stronger than that . . .

The player is then lreated to a
beautifully-drawn and evocative
loading < screen,  which | s
something wargamers  have
Isarned to live without. The screen
dlspiar is attractive and polished,

ooks more like the frame for
a mmwﬂdm game than for a
tale of spear-waving barbarians
with embossed metal mﬂhﬂg
raminiscant of
Appearance is always secondary

in a strategy game, but careful
-presanﬁ:ion I this ‘enhances
10T,

& screen I8 divided into
several sections, one showing the
main area of action, another a
long-range view; there is a
message window and & row of

Aﬁﬂnfmmea?hbasmm?me
tong-range map, though @ is
no way of telling which side the

black dots belong to. At the
hagimi both sides are grouped
in sdk:{ blocks at the top and
bottom of the map. Using the
icons, the player can move a
figure, or order it to fire if it's an

complex  arithmetical

archer —thisis the extent of action.

The opposing sides start the
game a fair distance apart-and it
takes a couple of turnsfor combat
to et under way,

ach unit {ur figure — this is

getting close to figure wﬂr?aming
onacomputer)hasa
points which s{armlﬁeﬁ how far it
can move and how many-attacks it
can make. One pointis consumed
h:,r moving (with no penalty for

diagopal movement, and no
terrain effects) and two byy firi

Swordsmen have more action
points than archers, which is just
as well; the outcome of combat is,

rather oddly, determined by the
number of remaining action
points, And'when a figure comes
into, contact with another, a
process
takes place — the result is that one
warrior seems incapable of killing
two anemy warriors
simultaneously. | sugpoae this is
fair enough.

The archers are by far the mest
efficient units. Positioned in range
of severalenemy figures; an archer
can pick t off within its
movement aliowance. '

And when the computer has its
turn, which is processed quite
quickly, the archers can descend
upon the player's units with
fnghtenlng spead. Their rapid

% sounds amusingly like lasar

But archers can  shoot
themselves (this must be quite a
feat), and the presence of
mm&aﬁma their chance of

r tar:

This is a fast, simple, no-
nonsense game put together with
the sort of care which professional
software houses should exercise.

Presentation B0%
Very polished, given the restrictive
circumstances

Graphics 85%
Extremely attractive, though the
play area could do with moré detail
Authenticﬂ? 70%
The focus ndividual figures is
irvolving

Playabil 75%

Smgth anlg!;imple

o MR
megrown game

ooka . Dot than . mary

commarcial efforts

» t's swingtime in Satile Axe

HEROES

NQ‘E bei awargama;. | feel able

I-i?airh_.,' detached view ofthe
\.«.-argarningﬂm_I scene over the past
few years. What disturbs me most
aboiit this section of computer
gaming is that ng-one has said that
w&rismarallywmng It seems that
the only basic strat Iyas ‘how
mah;f peoplte can | kil ina given
time'7?

War is constantly glorifiad,
especially by those who have
never expenienced it, and it is this

tien which sent millions
upon millions of men to their
deaths in two world wars, We are
toldevery 11 Novermber that these
men were patriots, that they were
brave. THEY WERE NOT. They
were conscripted, lonely,
unhappy, frightened men who
meraly attempted to survive. Most
failed.

We seam to be inv'a sociaty
which condemns murder, but
condones legalised killing
(national polls on capital
punishmant show thig). As 1on%as
vau'reinuniform, it's OK. Inschool
cadet forces you can be taught
how to killaman witharifie, Is that

1OnTV wearetold that
shooting baddies is better than
shooting good guys. Tathis right?
Surely kiling is wrong, period?

Computer games are as
powerful a force as TV, and the
lack of morality in them has rarely
gonie unnoticed aver the past few
years. Perhaps awargame should
show the pain, anger, sadness,
horror, frustration and sheerevilof
war.

However, current strategy
games merely reflect tha society

inwhichwe live, The factthat most
people in this country would, if
attacked with nuclear weapons,
respondinasimilar mannersimply
out of spite is testimony to that
maral decline.

Theatre Europe- seemsto be a
lonelybeaconina fisld ravaged by
the stupidity of man. Onlyif young
peopla today can be taught what
warisraally like - not numbars and
scores, but men's lives — will be
able 1o prevent the mistakes that
our mothers and fathers made a
few decades ago, Till wargames
dao that, they will have a ot to
answer for,

Robert Lines, Gosport

Yes, we ought to remember that
wargames are represeniations of
the extermination of large
numbers of humar beings, but |
don't entirely agree with your

position.
Patriotism is a real feeling, and

people are genuinely pr?pm fo
fight for thé?ra own way of life and

theirownfresdam, The First Worid
Warwas a tragedy, but the Second
World War seems to have beenthe
only, though ternbis, alternativeto.
aNazi-dominated Europé~andits
vieterans testify to that, on the
whols.

The wargames which annoy me
onmoralgrounds are those
take astrident ‘Commia mutant
frantpr attitude to the Russians; it
can't be healthy for people in the
West to EXPECT war from a
country which hardly seems onthe
brink of invading us.

And has there really besn a
moral decline in people's attitudas
to war? A hundred years ago.
pacifism was haraly an admissible
view, but nowadays most pecpie
abhor vialent confiict

Other views on the subject are
welcome, and Robert wing this
month's £20 worth of software,
wihich he has asked to be donated
to the charity Christian Afd. B

CRASH September 1987 51




JAPAN has a word for the

CLU CLU LAND
The evil Sea Urchiy
has hidden the
gold in an
underground
mystery maze.

BASEBALL It'sthe - HOGAN'S ALLEY Use yaur
e alstic b atl gamae Zapper light gun to shoot
rutside of a balipar the gangsters,

m\‘:o === | TIME

=

.

CLus ‘ﬁ.l-l

re's a duck in the airl You've anly GYROMITE You've got to keap R.O.B's gyroscope GOLF Choose your ¢lubs. Control your swings,
1o bag this duch. And If you miss, &piNNing to help a mad scientist de-activate the Select the angle of every shot, i’s Nintendo GOLF and
laughs at you in this fast-action dynamite in his laberatory in order to play this there's niot a video golf garme on par with It anywhare!
Zapper Gun game. action-packed gamal

Y “For the first tima in the UK direct from Japan comes Nintendo, the home  Because when you own a Nintendo entertainment system you also get a buddy
entertainment with genuine arcade-quality graphics. Nintenda make 1o play with, a Robotic Operating Buddy to be exact jor R.O.B. to his friends).
20 : the world's coin-op arcade machines, so they know what He's your partner, Seat him next to you, send him signals from your tv screen

And alraady, in Japan 9% million hemes have a Nintendo home and together you can tackle the enemy:
system.

Sy : 4 The Zapper Gun

(on mm n":mmmﬂ':ﬂgf ﬁg:;ut“; ;e&g :ﬂ:’;ﬁ’ﬁ*’:nﬁ‘rm‘ﬁ' _ Never before has there been a video gun of this calibre. The astonishing

Nintendo’s superb graphics give the games a convincing true 3-D feel with ksl e S“W‘h"“‘“ﬁ"“‘tﬁe‘;‘”‘ L s el

B e S BRI : om up to 16 feet! f you think you're a sharp shooter apper Gun wi

actual shadows which add depth to the characters. our skill 0 the full »

_ Already there are 27 Ninterido Game Paks available in the UK and more

are being-added to the software library all the time, But there's even more to Nintendo or Super Mintendo, the choice is yours.

Nintendo than the best games yeu've ever seen.., Which set do you want? NINTENDO's superb high-quality action costs
£99.00* for control deck, mains transformer, two hand controls, and one free

Nintendo Entertainment System Super Mario Bros Game Pak. DELUX NINTENDO costs £159,99* for the amazing
[For the first time home entertainment enters a new dimension. Zapper Gun, R.0.B., and two free games, Gyromite and Duck Hunt,




Where you can buy Nintendo

Nintendo is available from the stockists featured. if you have any questions or have
difficulty obtaining the product, write to HiTech Electronic Services Ltd.,,
Unit 2B, 200 Rickmansworth Road, Watford WD1 7JS. Or '‘phone: 09232 41811

L ! Hamleys Empire Stores Mail Order  Arding & Hobbs
b Jenners Gloucester Toy Shop John Farnon
" Toys 'R" US Allders Department Stores Willis Ludlow
Grattans Toy & Hobby Selfridges
Littlewoods Mail Order Argos Superstores Telebank
Freemans Mail Order Telegames
Kay's Mail Order Computer Magic

*Recommended retail price




September’s PLAYING TIPS postbag is positively proverbial, so

bulging in fact that I've had to ask Nick R

| pro d ta give it back when I'd

againabiout their M

overflowing. So, a big thank

ng =remembar th
This mionth's winn

in thelisting, RUNL 2
Two quick moans

yberts to give me a hand -

ng out en postal bulges,
) for your support

Dprize for the best
sannounced at the end

't quite sure
ated, type
eginning.

takenin typing out
ned proof-

dd printin

write in. Corre
in the same

WONDER BOY

You probably thought thi game Leven, Fife.
] I "

was named after its i 2d
t Wonder Bo ¥y pos

T cky encughtobein
1 of the skateboard

is’s a guick and e
bouncy tip from D
D).
If you get'a turbio boost disk
and the single laser, bump inta
the flashing wall. Check your |
weapons -and you should be |

d with The Rainbow Ripple

However, it you crash into |
the wall a youlose it—=hump |
into it again and you've got it
back. And presumably, you can |
keep this up for the rest of your
life.

e
L

to Activis
topped Andrew Wright for being
50 simply, utterly, terribly,
wonderful. Or should that read,
for being being wonderfully,
utterly terribie? Whatever,
tip comes 3
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on level one but then unlucky
enough to lese it through a |
crash, simply press the BREAK
and EXTENDED MODE keys |
together and it should be |
replacéd.

REM BARBAR)
AN
REM By THE HAXBY HACKERs
SEPTEMEEH 1987

TO 65509
DALET ToT-
POKE F A:ngxq |01 +A
IFTOT<> 2435 14
IN DATA"-BEEP 4

EN PRINT « '®
1:8Top ~ "HROR 2

PRINT “START
BﬂRBAH' . I
HANDDM'ZE USR 15 AN TApE e
NDOMIZE ysp 1356 .
RANDOMIZE
1 DATA g
'l: 1010 paTa
®; 1020 DATA 49
®! 1030 DATA 5 ;00
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1

US Gold's Smashed detective
game has provoked a vast amount
of interest these past few weeks.
Sheaves of solutions and stacks
of tabulated information have
forced the local Post Office to lay
on extra staff to cope. However,
after rummaging through the
mountains of mail I've managed to

Austin of the Haxby Hackers,
Honey Monster and his brother
Uggi from Ware in Hertfordshira;
Malcolm Collingan from
Gateshead, Tyne and Wear and
Chris Allen from Wingate, County
Durham for the murder solutions.
Just as manythanks goto Richard
Heyland from Eccleshall, Staf-
fordshire for providing all the trivia

0T

put together a special tips section
ravealing the game's secrets and
its many puzzles.

answers, which | had such fun set-
ting out in beautiful, neat col-

Thanks must go to Derrick umns...
T it s it vy of tia rooms T Kiad Lioki Disadfyou haive b arwor a Trivia quission. Hese arg these answersindl " Loy ol ; [ ]
iicop for th st bwo:cases in Livel Four because | foel maan . | COMPUTER. - g b Saerchnt wli ]
: ; CHAORICLES - Lavsn ‘e : e Schvle
- i LEVEL THREE: Cases For The Curving
= mg“ aE MRTHRE L BRI SHREYS L W
e b R,
o ke DEMTTTY mﬁ ?..'ﬁ:‘ 'mﬁ Im. ]
ol ] ' r P = ‘)
ezt [ 1) Bk ]
awet = = sl iy by Ea
i prerer ] ‘ : rdefospe ;
AR T R ST R e
Ll P e s s Aiwan onive
_ g mm e .3
L
spers s ST Ren L e o Eu“ i s
| f
el Aavginy i .
iy MTHERLTLONE Tgiten Wt 150 “m m‘?ﬂ L]
) - ) T 1 1 1 |
R - ' ' '
LEVEL ONE WEIGHT WATCHERS OF POOCHES AND PILLOWS
: st Mkgsoom | Banb ™ thufaVm | Mk Ssmmer a Kt Wike
Eiamendary iy Sydemy Boamadlaypale i {nate Cawsie'stoom M s vy
on e aafmaal with e maid
MARS NEEDS WOMEN COMPUTER CHRONICLES?
Gn Glnrdin M Stammar. | Claatia Voo i Bomh e ol
Loed Prfer wm Prter's room umﬁ'-ﬁ' i Cladia's room “w._
prodichon man many
BEAUJOLAIS ORBUST THE CASE OF THE MUTILATED
> LEVEL THREE. MOOSE
Agutha Magpoln | Miks Swmmar Fuh‘lrwn - Bomb Mine THed Gwashlhemmg Fatia o e
™ chank i sl - e 19 e barer
HOLD THE MUSTARD THEMYSTERYOF THELEAPINGFISH |
Wik Searimes | Lo Poter e et was ClaudiaVon oiFeien Hal = Pt 28 |
Tty : ﬁuﬂu e Py i et |
T fﬁnchclAL PASTIMES
3 e T (T 5 o AR
i " mu._"-m I - oS |
- ASTITCHINTIME =3
|AGCASEFOR THEBIRDS - - .
Tlwalon | MhoStermer | Mkovmom | et e blew bt g | O ol o Squeszd s
Buskow o ey 5 ot of e neal
FAST FOOD FIGHT LEVELFOR LASTLAFF
M Siammer e Pasen i wiizkd hara. Supie giuth Gl Von Agiha'siom | Bomt Sydney sald
R FUBLISH OR PERISH MOTHERLY LOVE =
Mirrhee, medum care gataMepety | Lo oser Foyer Painsn Petse s igaraMapols | 5 il She warted i
Flmsay ; o : i WS
i RHYMES ANDCRIMES
THE RAT TRAP
- T H > fausa o g
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o 10REM ZYNAPS
| 20REM BY GARY SHEPHERDSON

®, 25 REM CRASH S
I E
®i 30 CLEAR 24999 PIRMEE

i
R Gorst sent in the solution £ ant : | ®; 40 LOAD" CODE "CODE
to O v the ALI-B/ ' . | e! 50POKE 45592,24:#90&5235003%0 255
nus ¢ nction wi e Qs 5 ¢ ;
E?DKUESE:;;‘!— ?n:g: i; issue 40's : ! e 60 RANDOMIZE Usr 32768
May PLAYING TIPS supplement, :
So take it away, Rob.

And that's only the first part of
the solution! it should keep you
going for quite a while. Check
out next month's TIPS saction
for the rest,




5 REM VOIDRUNNER HACK
@' 6REM HOWDON HACKERS a7
e, 10CLEAR 24999
| 20FOR F=25000 TO 25000+ 13
o1 30 READ A:POKE F,A:NEXT F
o, 40DATASS, 62,255,221, 33,0, 128, 17,0, 128,
e! 205,86 5,201
oi 50 RANDOMIZE USR 25000
i o B0 POKE 39935 0
ol 2! 70 RANDOMIZE USR 32765 i
.| ® BOREM PLAY TAPE FROM JUST AFTER THE
®  BASIC LOADER HERE

second parl of

arnes Corporation, All ngh!s_ resany
s ) né?l::ﬁlc Dreams Sofiware, Authorised User,




JON NORTH SPECIAL OFFER
Jon North, our star hacker in Sutton, Surrey, has come up with three

OKE routines on these pages for you toponder over. He'saiso
atape of every routin ‘warwnanwm%uﬂm

-' A 1 (ke 5 7 !
lection lon, 2 Hazlewood House, 4 Brunswick Raad, Siitton,
: g@iwm%ﬁrnmgmhetmmmm

| WOLFAN

That cute little bat Wolfan can't 31273,0 for in ity and
cope with the strain of mortal  POKE 25862,0 for ir lives.
combat with mmﬁm,so Then type LET, or any other
here's aroutine to thecute keyword,to getthe ? cursorand
feila's life easier. Just key inthe the game should startas

listing and when the OK
message appears, type POKE

® sREMW
: OLFAN By
®, 10FOR F=3e4 T0) sodjﬁgN NORTH 1

. )
L) INFINITE OIL & LivE: le

L ]
.ll 250 PRINT AT 10,8;"“PLAY IN THING ;AT :"'
¥ I -

5 REM HAD
. ES NEBULA

o 10 CLEAR 24575, £y 1 o JONNORTH 10
@

20 FOR F=234g5 T,
30 READ A:POKE F223525 le

sq 1] T=T+(F-23475) - A:NEXT F r
N STOP

S0 IF T=127330
54 THE|
i 60 LOAD" "CODE:POKE 651

®1 260 RAND
: OMIZE Usr
® 270 SAVE "THINGPOKggE?PElNE 0 '

And now for the final routine
from Jon Noerth this month, an

the basic loader, add this line -

15 POKE 33636 0:REM JON
infinite lives POKE for Reaktér's NORTH - and RUN and restart
cupcakes game. Just MERGE  the tape.

60 CRASH September 1987

. THEN PRINT «
i INALL THEM NUMBERS YOE]‘-WEEEOH =
! 0 b

130 DATA 5

I » n ¥ 1 1?
. ;gg DATA214, 1, , 1,23'?11236 g
1150 gi;m 52, 106, 50, 185, 214 g5 lo
. A 249,50, 186, 214 101 o
s :gg DATA 214, 62, 201 50, 05' o 34
DATA50,0,0 50 g ¢ " i

o 10,0,50,0, 0
h ;{9}3 DATA 50, 0, 0, 195, 125 132 s
| 200 REM THE pokgs ' 20" 2

®, 210 POKE 63852
.10?:POK533353 175 i®
3 JTSREM 1o |

®! 220 POKE 63855,145:
o INFINITE Quf_rgs,PoKE 63856,176:REN I:- :

63861,209: r
i HARMLESS LAS%EgKEE:BBE?.W?.‘HEM ;:

| e 118:“FROM THE START™
e

! 10REM TIME FLIGHT

, IGHT
& 15 REM BY LUCIEN HoaRe

o 20 REM CRASH SEPTEMBER g7

130 CLEAR 30099
T -
e 60 POKE 345933-1';?00E TR i
o 70 RANDOMIZE USR 31903 ,‘:
I

And nowit’s tima to say.goodbye, but firstaword of thanks to Nick
Roberts (here'syour hand back) for heiping with this issue’s tips and
for polishing the spokes of my bicycie wheels (that's sPOKE 256",
where n'isthe number of wheels). This month’s £20 of softwars goes
to the Haxby Hackers for the millions of hack roufines they've sent
inover the last few months - it's about time they reaped their reward.
If you want to be in with a chance of winning next manth’s £20
token send your maps, hints, tips, hacks, cheats and solutions to
LLOYD MANGRAM'S PLAYING TIPS, CRASH, PO BOX 10, LUDLOW
SHROPSHIRE SY8 108, but please, please don't send stamped
addressed envelopes in hopes of a reply. You'll only be disap-
pointed, because I'm a swine whian it comes 1o writing letters . . .

See you naxt month!
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WHEREVER TECHNOLO(
TO ENTERTAINMENT

THE GAMES MACHINEM
BE REPORTING...

THE GAMES MACHINE represents a brand new way of approaching home computer
entertainment — apart from reviews of the latest games to appear on 8-bit and 16-bit
machines, we'll be taking a regular look at the games console scene, examining

¥

L 4
Q
-]
%
=
0
e
2

SIG technological gadgetry and producing in-depth features on computer-
. “u related topics. Anyideawhathappenswhenahypnotistteamsup
MAEST HQ with a couple of video technicians?
Read Issue One of the GAMES MACHINE and find out! ‘
and ar

mcTo
you can make
beaubifa! music,
Add the
processing power
of a 16-bit multi-
taskmgmachineto

|..r tuo can
ome 2 Mike

ha.rdcdatne or
Peter Gabriel -
without being able
to playancteona
_waditional
instrument. We've
already signed up
afresiance
synthesiser teacher
(registerad by the
Musicians' Union}
and a techno-
ggizz to %'J'ﬁ.ﬂura =1
the possibilities . . .
andh:e'-nmmlmng TECHNO FUN
to the stars who use )
technal-ugr:tu Having fun doesn't stop with computer games. The dedicated
entertain, = console looks set to make a comeback, and soon we'll be
_— seeing games developed for *the home micro‘making their
debuton machineswhich are completely newtao the UK.
Water-pistol fights and games of tag will
never be the same again. Nowadays
the well-dressed dude dons
—— a water-sensitive tabard and
plays battery-powered water-
r games with HYDROFORCE."
When infrared-driven ‘laser
tag' shoot outs pall, that is.
Robots are fun - whether they
serve you drinks, play computer
games with you like our friend
here, or romp around the
living-room carpet. We'llbe
_ checking them out.

= 2"". -

e




TV WIZARDRY

Anglia TV have teamed up with some impressive computer
technology to create aninteractive role-playing game. Using paintings

provided by David Rowe, an artist responsible formany of the
advertisments and inlays produced by the software industry, the TV
technicians at Anglia superimpose human figures on fantasy
scenes to create a game environment that's unique.

It's not all done by mirrors any more in the world of special effects.
Computers are used to enhance and miximages, and live action can
be added to scenes using chromakey. Areas are made 'transparent’
by masking them in blue - which explains why this warrior is dressed
so strangely. KNIGHT MARE is the name of the Anglia TV show, due
to be broadcast this autumn —and look out for the computer game,
which Activision plans to bring to your home before long.




WHO KNOWS
WHAT
TOMORROW
_ WILL
BRING?

On the 17th of September something
wonderful is going to happen. The shelves
of newsagents across the country will be
graced by the presence of an incredible
new publication... It's called THE
GAMES MACHINE, and these four pages
provide a brief look at what you can
expect to see in the bumper first issue.
Graeme Kidd (far left) and Gary Penn are
the dynamic duo behind THE GAMES
MACHINE, taking a highly effective and
radically different approach to reviewing
games and covering the software scene
in general.

Find out about Lazer Tag - tipped to be
the toy of the eighties — in our in-depth
look at seven different available systems.
Dedicated consoles have returned with a
vengeance and greatly improved hard-
ware ~ but what do they have to offer?
And on the home computer front... US
Gold, Gremlin Graphics, GO!, Novagen,
Firebird, and Activision all have some out-
standing software under wraps for the
Christmas period. Issue One of THE
GAMES MACHINE has the answers,anda
whole lot more besides . . .

Don’t miss out on what's happening in
the rapidly changing world of
computer and electronic
entertainment -'use the form
below and get your copy of
THE GAMES MACHINE reserved
at your local newsagents.

L4

Dear Newsagent

Newsfield, the publishers of CRASH and
ZZAP 64! are launching a new magazine
in September and | want to make sure |
don’t miss out. Please order me a copy of
THE GAMES MACHINE, which is pub-
lished on 17th September. In case of diffi-
culty, those nice people at COMAG will
make sure you can get stocks from your
wholesaler for all those other people who
are going to come in asking you for this
wonderful new magazine!

NAME ..........
ADDRESS ...

SIGNATURE OF PARENT OR GUARDIAN

Ecrﬂ a ”Ic IF UNDER 18:

TAINMENT .........

‘h--ﬁ(—...;---.------




The Apache ... Fierce and elusive, like its warrior namesake . . . Capable
of defeating enemy tanks, infantry, and hostile aircraft on the modern
electronic battlefield.

Gunship's revolutionary 3-D graphics enable you, the pilot to fly into the

world's hottest trouble spots . . . You'll use an unbelievable array of high
tech information and weapon systems. ingluding lasers. video cameras,
night viewers, radar warnings. jammers; computers. missiles, rockets,
flares and a 30mm cannon! Successtul missions will be rewarded with
medals and rank promotions.

Experience the danger and excitement of attack helicopter action
your latest adventure in the ever-growing line of MicroProse Simulation
Software

)

H

See your software dealer today and become a part of the GUNSHIP
adventure! Challenge the enemy, the sky, and YOURSELF with this
extraordinary simulation.

GUNSHIP for Commodore 64/128 Cassetle £14.95, Disk £1395

ESTERSHIRE GLA BDA







PRODUCER: The Power
House

PRICE: £1.99

AUTHOR: Craig Davies

i he Power House budget
{ »Sdilabel s new  fo
T adventures. Their inlays
s “come complete with

e programmer  profiles
and mug shots (Craig Davies,
rather knowingly, has dark specs

on), and a Power Mouse whose
body is composed of a hair dryer
atop the innards of a vacuum
cleaner.

Completing the design are two
potato heads who say *Yowzer!
Brilltoid! All music by House
Electronic Xperience’. And you
could use such words io describe
Custerds Quest— for the paltry
price it certainly is a super jocular
jaunt through the idiosyncrasies
of adventure. Many adventure
conventions and guirks get the
Craig Davies treatment in a
thoroughly enjoyable way.

Sir Coward de Custerd is the
name, and I'm not quile sure
what's the game, but | do know
that much can be achieved in this
adventure — the humour is in the
feel of the gameplay and doesn’t
seriously affect the outcome.

The opening scene sets you in
the Great Ancestral Hall of Castle

CUSTERDS QUEST

Custerd. There are about 15
locations in the castle itself,
where you can pick up the
essentials for any knight, and
countless sites beyond which
even include a subadventure
opening out beyond a bedroom
cuphoard! In this area, as in so
much of the adventure, the subtle
writing style and competence of
the prompts and EXAMINE
reports give the game a winning
edge.

For those who enjoy simpler
distractions, the pictures aren’t
bad for a budget adventure, and
they're  drawn  reasonably
quickly. In the text, also, there's
good use of coloured highlights
to break up the blocks of print in
a most attractive manner.

As always with funnies, giving
too many examples might lessen
the impact of the game — so let’s
just look at a few small clips from

Custerds Quest,
In the castle there's a
storeroom with an

Inconsequential Stone Panel.
EXAM PANEL, of course, gives
‘It's inconsequential! Can't you
read? Or perhaps it's because

you can’'t understand the
meaning of the word but
ploughed on relentlessly?

Anyway it's a floor panel. Why
not give it a kick?’.
Getting into the swing of the

> You are In the courtyard, in case you hadn't noticed, at this deadpan point in the
satiric Custerds Ouest

> A

s kitchen adds contemporary convenience to gracious living in
this modern but characterful adventure game

going direct to TAP PANEL.
This gives: ' Rule 186:1. The player
must first kick the panel before
tapping it.’ It shows an empathy
with the travails of the weary
adventurer, worn down by too
many long-winded solution
pathways in unfriendly games.

Custerds Quest is a very funny
and sharp-humoured  game,
deriving great pleasure from
taking every adventure etiguette
and turning it on its head for the
amusement of the | jaded

adventure, you naturally give it a
kick, which results In the
following funny: ‘You give the
panel a hefty kick which shatters
a few toes. You do a dance
around the room with your foot
held in your hand uttering curses
which would shock your granny.
You really are too gullable!
Alright, try tapping it.”

With wary cynicism you now
tap the so-called Inconsequential
Panel: ‘You start fapping. Time
drags on. Various cuddly
woodiand animals gather at the
door, watching you intently as
your face plunges into deeper
shades of crimson. Suddenly and
without warning, the panel opens
and you fall head first into the
room below.’

And there's a classic joke if you
return later and try to skip astage

adventurer. For my money this is
better than many others that
have attempted the same kind of
lampooning; Custerds Quest is
exceptionally well-written in an
engaginglﬁi chatty, witty style.
Super stuft.

DIFFICULTY: informative
prompts make the going easy
GRAPHICS: quite goo
PRESENTATION: neat

INPUT FACILITY: verb/noun
RESPONSE: fast Quill response
GENERAL RATING: very funny
indeed

90%

Atmosphere

Vocabulary 89%
l.o[Fic 88%
Addictive qualities 90%
Overall 90%
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PRODUCER: Alternative
PRICE: £1.99
AUTHOR: C A Sharp

w tar wrecking, across the
bk PLag¥| universe ... | never
;b? —w\ listened to that song
g »_jgand I don’t know this
Hese=t verse... W's  funny
how THAT song rattled around
my head like a tin can in a fumble
dryer and yet when it came to
writing a funny intro the words of
the infamous ditty escaped me. It
says something of the popularity
of the Star Trek theme that the
record, which doesn’t even have
a disco beat, can enter the To
Hundred at all, never mind reac
MNumber One. And though the
timing probably has more to do
with the release of the latest
Trekkie movie than the recent
novelty single, here we have a
budget Trek which takes a
humorous look at the crew who
‘boldly go where no man has
BEEN before’ (even the phrase
must be copyright)!

Star Wreck fools around with
the names of the famous starship
crew and coalesces around a
story from the log of the starship
Paralysed. You, Captain T Cake,
are on a mission to the planet

PRODUCER: Adventuresoft
PRICE: £4.99

AUTHORS: Mike
Woodroffe, Teoman Irmak,
Stefan Ufnowski and
Graham Lilley

#=dckly goodness, they've
'g@greaffv rolled out all the

i : Adventuresoft crew for
\I8YZ) this one. Teoman Irmak
=m==3_ who's often cited
when superlative graphics are in
the offing — hasn't been seen
since Touchstones OFf Rhiannon.
As with that release, the title of
this is a bit involved, running
something like He-Man And The
Masters Of The Universe
Superadventure - The
Terraguake Game. It's being

> MWWWWM w5muhw

Sixtles

Dandrox, with a ca of one
Trell and a Rigellian Slime Beast,
need for experimental
purposes. To complete the
complement of weirdos you also
have on board the Thracian
Ambassador going to Dandrox
and a Krall in transit to Alpha-
Trica lI.

You join the Capiain in his
cabin on the Crew Deck, one of
four decks; they're all of slightly
different sl:lape and stacked one
on top of another, but most lead
east from a central elevator shaft.
This shaft provides effortless
transport around the ship much
as in the TV series, but no doubt
you'll soon find a power failure
curtailing your movements.
¢ l:ndhtﬁa:i can G'I"Il]" mean Mr

t who, ite his name,
one of the i;svp.tegond write-upﬁg'(z‘t:
fine engineer and the only thing
which  holds: this ucket
together’). The others are
slandered as follows: ‘a bleary-
eyed medic’ (Dr Decoy), ‘a
strange Skavic individual’
(Checkout), and ‘looks like
something out of Dante’s Inferno’

released in adventure and arcade
forms by Adventuresoft’s parent
company US Gold.

For anyone not familiar with
this He-Man chappie, let's run
through the story line...
Skeletor never rests in  his

(guess)!

Observing these characters is
one thing but actually talking to
them or visiting their quarters
brings about some strange
behaviour,  ranging  from
Checkout's incoherent speech
through Lieutenant Yahoo's
amorous advances and Dr
Decoy’s fixing — ‘just a flu jab’ he
says —to Mr Zulu stripping off on
the bridge.

But not everything is off the
wall - there are occasions when
lucidity returns. Firing the
i do from the bridge on the
highest level gives rise to the
foFlowing comment: 'Great! You
have just dispatched one of the
deadliest weapons known to man
info the depths of space, Let's
hOp;dit doesn't hit an inhabited

world.

And at other times the game
can be downright civil servantish
~ EXAM WEAPONS CONTROL

ives ‘This is the control for all
the weapons systems' — or even
estate agentish: EXAM
CONSOLE leads to ‘It's very
nice’. Still, a return to insanity is

MASTERS OF THE UNIVERSE

struggle to overwhelm Eternia
and become the kingdom's
absolute ruler. Now he has
developed an  Earthquaker

P The evil Skeletor pretends not to
recognise He-Man in this scene from
Adventuresoft's tale of darkness

never far off, with the likes of
EXAM HELM — ‘You can't put it
on your head’ — lurking around
every corner.

There are spots where the
program is funny AND accurate.
FIRE PHASER gives ‘Your
eyesight isn't what it was and you
have blown a hole in the Star-
ship’, and examining the
Thracian Ambassador you're told
‘He is a surly old article with no
sense of humour, somewhat like
the average computer mag
reviewer’.

Star Wreckisn't the best-
constructed budget game I've
seen, but it does deal with one of
the most interesting TV programs
ever — and some o? the jokes are
still funny, despite the mass of TV
and radio humour directed at the
series over the years. _

DIFFICULTY: not easy to actually

get anywhere

GRAPHICS: rudimentary and oft
repeated

PRESENTATION: decidedly
average

INPUT FACILITY: verb/noun
RESPONSE: Quill

GENERAL RATING: surprisingly
amusing

Atmosphere 72%
Vocabulary 71%
lt:lg'lt 73%
Addictive qualities 74%
Overall 73%

device, which controls through
hypnotic rays a horde of
Rockbinders, gigantic beasts
created from boulders who can
gnaw their way through solid
rock. They can also reconstruct
themselves after injury in battle,

Under Skeletor's malevolent
supervision monsters are
even now tunnelling beneath the
foundations of the Shadowlands
and approaching the borders of
Eternia.

You play the part of Adam,
Prince Of All Eternia; you must
take up the Sword Of Power,
assume your He-Man alter ego
and challenge Skeletor.

1don’t know about you, but for
my liking that story has a bit too
much in common with Never
Ending Story.

The gameplay is pure
g:::ﬂmrﬁsdoﬂ -ffyhright white

ground, scruffy presentation
with no highlights in the text, and
a general feel of untidiness, as at
the very start where the question
‘Do you want to restore a saved
me?’ remains on the screen for

e first location. It's wery
confusing and untidy,

Still, there's a good loadin
screen, without multicolou
sC tterns around the
border but with mesmeric
countdown in true US Gold
fashion, and the adventure begins
with a picture of King Radnor

|




PRODUCER: Wallsoft
PRICE: £2.75
AUTHOR: ] Bentley
s think this is the first
i PAWd game to reach
my desk, so let's take a
g% Tcluok at what can be
W21 achieved with Gilsoft's
exciting new utility (reviewed in

o

ADVENTURE TRAIL, CRASH
Issue 40),

In Homicide Hotel you play
john Stafford, private

imeslifalnr. You're contacted by
your old acquaintance Inspector
Dwyer — there's a murder case at
Knightford which has old Dwyer
just a little stumped. Barely
pausing to slurp the last of your
tepid tea you hotfoot it up to the
scene of the crime.

The pathologist, his work at the
Majestic Hotel already
completed, tells you H was
strychnine poisoning, which
probably occurred between Bpm
and 9pm the previous evening.
The body belongs to one Mr
Andrews, a film star, and the
chief suspect is his new bride,
Miss Carmel Emeldra, who was
set to inherit the dead man's
millions.

The residents of the hotel on
the night of the crime were a
miotley crew, and you must check

seated on his throne. On either
sidle of the picture are,
presumably, He-Man and his
adversary Skeletor. This Skeletor
isn’t the pushover he sounds —the
creature has a hunky body just
like He-Man's, with a skeletal
head perched on top of bulging
muscles.

The pictures are of a very high
standard, though many might
find they don't match those in
Touchstones Of Rhiannon.

Often the pictures use the
mirror-image trick to conserve
memory —understandable, given
the number and quality of
graphics throughout the
adventure.

Masters OFf The Universe is
another cloned Adventuresofi
release from a few months back,
but it's dropped considerably in
price and should be a good buy.

DIFFICULTY: rather easy
GRAPHICS: good
PRESENTATION: poor
INPUT FACILITY: verb/noun

RESPONSE: OK

GENERAL  RATING: quite
entertaining

Atmosphere 86%
Vocabulary 82%
Logic 83%
Addictive qualities 86%
Overall 84%

HOMICIDE HOTEL

out all their stories. Lady Mary
Strachan is a widow from
Ayrshire, Mr Bennet (at the hotel
with his wife) is a merchant
banker in the City, Dr Spencer is
a local doctor, divorced a few
years agn; Miss Ford is an elderly
spinster; Gerald Muir is a young
man in his early twenties, out for
a good time with his father's
money and i:erhaps linked
romantically with the dead man’s
wife.

Much of Hemicide Hotelis
what you'd expect from a PAWd
game. There's room for
adjectives (take GREEN coat),
prepositions (put sandals IN box),
adverbs (SLOWLY read note),
conjunctions (AND and THEN)
and pronouns (examine sheets
and drop THEM), which can lead
to this kind of complex
instruction: LOOK INTO THE
LARGE GREEN BAG AND GET
EVERYTHING OUT OF 1T,
CAREFULLY EXAMINE IT, DROP
IT THEN GO NORTH. Most
words can be abbreviated to five
letters, but TAKE may be reduced
to T and EXAMINE to EX.

Other  PAW sophistications
include the likes of WEAR ALL
EXCEPT THE HAT, DROP ALL
EXCEPT THE WALLET etc, and
different weight values in your
inventory, making some items
easier to carry than others.

In keeping with its detective
theme, the game lets time
encroach upon your
deliberations. If you have access
to a clock the current time will be
displayed; WAIT lets about four
minutes elapse (there are about
12 real seconds to one minute of
game time), and PAUSE gets
around the whole thing nicely if
you require a long time to work
out your strategy.

Game time is finite, though —
the police may not be as bright as
you, but they’ll get around to
arresting the guilty one after
hours of painstaking research.
And if they beat you to it you lose!

But by far the most important
aspect of a detective game is the
meaningful character
interaction. Of the ten or so
characters wandering about this
hotel busily getting on with their
own lives, one is the murderer,
and it’s the TELL ME ABOUT . . .
command which will open up the
most avenues.

Characters will tell you about
their' alibis, about their fellow
residents (expect mostly bad
things!), and about suspicious
happenings around the time of
the murder.

if things are going well, and the
slower mechanisms of the police
machine haven’t caught up with
you, you can Pmceejto Dwyer
tell him the guilty one’s name an
give him the evidence to back up
your conclusion. Pure Cluedo!

More. ..

> LMPAWIsaMmMﬂlusm
alisoft's homegrown Homicide
Hotef, another murder game with a
motiey crew of suspects

Homicide Hotelis typical of

DIFFICULTY: easy to play, but
completing it is another matter
GRAPHICS: quite good
PRESENTATION: I'm not keen on
the big Hs on either side of the
picture . . .

what can be produced with a fine | INPUT FACILITY: PAW
utility — there’s a competence | RESPONSE: PAW (fast)
about it which immediately | GENERAL RATING: a good
brin, the game wup to| PAW game
pro “igaal staru:lart:ls.ILII b

Wallsoft is at 10 Wheatlands
Park, Redcar, Cleveland Ts10 | simosPhere 83%
2P0 — but let’s hope this home Voqa ARary 88%
software is picked up by some LUE'F = 86%
bigger company and sent into the | Addictive qualities 84%
shops. Overall 84%
e = s TR

AVAILABLE
FROM
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at

your
LOCAL
INDEPENDENT
COMPUTER SHOP

H&D Services
1338, Ashton Old Roead, Higher Openshaw, Manchester
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The Hobbit and its
satiric sideswipe The
Boggit kick off this
month’s
BREWSTERised tips
and hints . . .

Manr}:i this month’s questions
on The Hobbit are overlapping
and entwined, but let’s see if we
can unravel the threads. JEFF
FUGE has discovered how to get
out of the spider webs butis now
stuck at the Elvish Clearing. The
anly visible exit takes him back to
the place hefore the river. He
now wants to know what todo on
reaching the Elvish Clearing.

Go to the cellar and the butler
will take a barrel. Type WAIT and
he will throw it. KVNG CBSSFM
and you end up in the river. Go
east to the town. (Thanks to
JASON LIMBER for that
solution.)

DANIEL COWAN would like to
know how te get to Gollum from
the dungeon and what to do
when out of the wood elves’

du . While he's at it, he
wouldn’t mind rolling out the
barrel as well.

To get to Gollum, WAIT till
Thorin appears and SAY TO
THORIN OPEN WINDOW,
CARRY ME, and then go west. Go
southwest, and down, WAIT for
the goblin to appear, then go
north, then southeast; then east.
At the Elvenking's Dungeon, wait
till someone opens the door, then
g0 west to the Elvenking’s Halls.
Wear the ring and examine the
magic door. Many thanks to
DESMOND CORRIGAN, who
supplies many of the
Hobbit answers.

Right, if you've been paying
atiention you'll realise we're
beginning to enter the repeats.
Mo prizes for spotting the familiar
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in the following: 1 How do you
out of the goblin's
ungeon?
2 Can you go in or out of the
goblins back door?
3 Where doyou go from Beorn's
house?

4 H@u@aymgetpastthve

¥

5 Where do you find the wood
lf, and should you kill the
butler?

6 How doyou enter the barrelin
the Elvenking's cellars?
Something tells me OLIVER

ISAACS hereis having one or two

mhm' with The Hobbit, Well,

are some n nuggets:

2 If you open the door and go
through into the dungeon you
score an extra 7.5%. While
outside the door tie the rope to
the door and the program
replies ‘which hills’! So advises
DAVID COOKE.

3 From here you gonurH:easttu
the Gate Of Mirkwood, then
you go east and east again till
you get to the west bank of the
river.

4 CSFBL the web. Go northeast
and CSFBL the spider’s web
again.

5 Lake. Go southto the
waterfall and wait te be
captured by the wood eff.

& Wear the ring. PQFO THE
CBSSFM, ESJOL THE XJOF,
then DMJNC into the CBSSFM
and close the CBSSFM. Wait
till the butler throws you out
via the trap door and you float
to the Long Lake.

‘Please can you tell me how to
find the ring in The Hobbit— |
keep getting captured and
thrawn backin the du ns. I'm
probably the fastest typist of SAY
TO THORIN ‘CARRY ME’ in the
waorld by now! I thought The
Boggit was the funny one, not
The Hobbit. If you open the chest
and climb into it Gandalf closes
the lid on you and you can’t get
out! You end up smashing your
skull inside the chest. You can
also carry Elrond around with
you, then get Thorin to carry you,
and G to carry him!’
observes IAN MILLER.

LIMM Gollum with TXPSE and
take the ring — well, that doesn't
quite seem right, but it's what I've
jotted down on your letter so it
will have to stand!

A MANSELL is keen to locate the
whereabouts of the sword and
the ring but in an almost entirely
different game — CRL/Delta 4’5
The Bogsit.

When you encounter the trolls,
DMJNC DBVMESPO to find the
short sw?hrd, Omr;e'yezsl'\re
escaped the goblin's dungeon,
get tﬂ:degg, t%nm go east, north,
southeast and then east to find
the magic ring. Thanks to JOHN
WILSON for those tips.

‘How do | kill the Beholder? Can
ou climb out of the crack? If so
Lu:rw? If you find the ring how do

you escape from the caves?’
wonders JOHN LOFTHOUSE of
The Boggit.

To get rid of the Beholder just
BUUBDL CFIPMEFS when
carrying the cigarette. In the cave
WAIT till the crack opens and
will be transported to the goblin's
dungeon. Head north, southeast
and then south to meet Goldbum,
then south, south, northwest,
east and up through the goblin’s
back door. (JOHN WILSON)

‘1 have just bought The
Boggit and the game is brill but |
can’tgetvery far onitso can you
help me?’ So writes EDDIE
COOK, and he gives his queries
thus:
1 What do you do when in Part
Two you are up a tree? | just can’t
getdown and getting burnt.
2 Whenin the dungeons i getout
of them but keep getting
booted back. How do | avoid

them?
JOHN WILSON's solutians:
1 Provided you have the large
just WAIT till the eagle comes
ong to escape the goblins.
2 EJH TBOE, examine the torch,
UISPX SPOF, QVMM SPQF,
which pulls the window.

JAMES BEDFORD is doing well so
farin Subsunk but isn’t quite sure
about the role of the acid and
can't get the yoghurt from the
cold store. He can’t get the test
tube from the top of the locker,
either.

MARTIN FISHER confirms that
the battery acid is used for
releasing the hatch and goes on
with the solution to the yoghurt

mystery ...

Get the jar of Old Spies and
weat the aftershave. You can
now gointa the cold store and get
the butter and urt carton
unaffected by the pong of thase
rotting potatoes. You iumﬂsn the
bed to get the key to the locker;
and the test tube is to be found
with the spatula in the secret
laboratory.

Here's a mixed bag from B
MOODY.

1 In Ship Of Doom, how do you
open the secret door?

Well, the only ?mhl-em is how
to get the key which is under the
HMBTT DPWFS. The first link in
the chain is the CBUUFSZ which

can be had while wearing the
TQFDT. Insert thisin the IPMFin
the SPE to get a sonic
screwdriver, then point it at the
DPWFS over the key. Insert the
keyinto the hole in the computer
room, then go to the cold room
where a door will have been
revealed. Shoot and enter the
hole. (ROBERT BURGESS)

2 In Seabase Delta, how do you
get out of the railcar?

Unfasten the seat bell, Exit the
car. (KARL MILES)

3 In Robin Of Sherwoed, how do
you get the touchstone out of
Nottingham Castle? In the same
game, how do you get into the
abbey?

There is a touchstone once
you've rescued Maid Marion,
about the dead Belleme. Knock
on the abbey door. A nun will tell
you of their touchstone worth
400 gold coins. (ROBERT
SQUILLACH :

Time for a catnap now with the
game at the end of the files. . .
Z#77, ‘1 am having problems
with Mastertronic's 7277, and it
is not with the input system! |
cannot get further than the first
few screens,” admits SCOTT
HOWARD.
From the ocean go north and

?Etﬂ'tespade. Digin the sand and
ift the bucket. Dig again to free
the Sanman, Get ﬂw bucket and
go west. Push the bike and go to
the ice place. Ring the befl and

ive the bike to the Sanman. Enter
the ice place and examine the
fridge. Get the cheese and close
the fridge. Untie the chest and
open it, Get the tie and pistol. Go
west twice, then north. Thumb a
lift. (STEVEN HOUSE)

Time for that Rainbird/Magnetic
scrolls classic The Pawn.
JONATHAN CHARD has this
128K game and wonders;

1 Why doees the guru say

‘Perrier . .. no Perrier’ when

I give him the water? What

does he want, then?

2 How can | move the boulder?

3 How can I move the
wheelbarrow?

4 How can | carry the
floorboards?

‘I think Questions 2, 3, and 4
are connecled,’ says Jonathan. ‘I
can carry the boards in the
wheelbarrow and use them to
lever the boulder.’

To stop the guru laughing,
remove THSU and cover the
XSJTUCBOE with it. Carefully
drop the guru's CPXM on the
plateau and put some TOPX into
it. Take this back to the guru. The
floorboards are lifted when the
dooris shut to godown only. (R €
HEWISON)

PETER RUSHON is stuck at
twao points in the same game, He
wanfs to know:

1 how to open the safein the tree
enabling him to vote;

2 how to get past the dragon.

1 Use the key to open the safe.




2 Shine the XIJUF at the
shadows. The dragon will then
eat the 13 hobbits instead of
you. (R C HEWISON)

‘Having played Level 9's
excel'ent Lords Of Time for about
four months | have become
stuck. | need the old mattress for
Level 7, but where is it?'

Get the fallen star from the
Milky Way (make sure you're
weari:? the gauntlet), open the
door ot the starship’s swimming
pool room and get the rocket and
mattress. (RICHARD PISSE)

FAIN WISEMAN writes;: ‘In Matt
Lucas, how do | buy the meat,
where do | get the money from,
what is wrong with the vending
machine, aruP how do I get into
joe’s place?’

1)U the vending machine and
some money and chocolate will
fall out. Buy the meat from the
butchers. Knock on the door, go
west, (P § COLES)

‘In The Hulk, how do'l stop the
ants eating me, and in Human
Torch And The Thing how do 1
get out of the tar pit?’ asks
CHRISTOPHER HERD, who
clearly enjoys Marvel comic
characters.

When confronted by the ants
make sure there is no opening
where they can attack you.
Before meeting them QMVH ears
{with XBY), DMPTF mouth, IPME
nose;, TIVU eyes, CJUF lip.
(DAVID EVANS)

As Torch, enter the pit, switch,
take the candle, hold your breath,
wait till ‘Glug’ appears, flameon
high, fly to tﬁe hills. (L
SINGLETON)

And now back to Tolkien, with
Melbourne House's latest
adventure based on the master's
work, Shadows Of Mordor.
ROBERT GREGSON has heen left
inthe dead marshes and has tried
the raft to no avail.
4 Having mc:le the _rarlfby e
ragging and dropping four logs,
youggelonthe raft bound hymﬁ:
and push the raft south with t
branch. Once you reach the
other side, say to Sam ‘get ofi’
and push the raft north, (NEIL
HARRISON)

Time to weave our way through
some of Spiderman’s adventures.
LEE STANIFORTH writes:
‘AAArgh! You've got to help me.
it's Spiderman! How do you get
rid of Electro? Hasitgalanythmg
to do with the aguarium? What
item“sd aref ?t('; make 950

unds of paper? Once you get
ﬁepaperprinled what do you do
then? What's the bio for?
How many gems are there?
What's the baby formula for?’

Quite a lot of questions, Lee —
you're clearly a bit tangled up in
this web of intrigue. 1JU Electro
and he is stunned. To starl the
presses take lizard man, Electro,

Dr Octopus, the desk and so on
ta the TDBMFT and keep adding
things till the dial reads over 950

nds. Then go to the
SJOHNBTUFST room and type
on the DONQVUFS START.
(That tip's from PATRICK
HARMES.)

Open the QBOFS to find 2
gem. Take all the gems to
Madame Web, Oi the answers to
Spiderman inmy files, one makes
a reference to nine while
another speaks of 13! But all the
experts agree the baby formula
a hoax.

Staying stuck with
Spiderman for a moment,
DANNY JORDAN wants fo know
how to defeat the Ringmaster and
where to find the printing presses
mentioned above. To at the
Ringmaster, go to the corridor
outside his room. TIVU your
FZFT so the Ringmaster will be
unable to hypnotise you, Go west
into his room, QVTI LOPC and
turn LOPC. (STEPHEN
W_[A_il;TON.'lgh d

e weighing and printing
rooms are use«f for the paper.
They are found at the very
bottom of the ventilation shafts.
The cum[rulm- room is on the
second floor,

Back to Lord Of The Rings, and
STEPHEN MULGREW's postcard
goes like this: ‘Please tell me how
to get through an outline of a
door at the Gate Of Moria as |
cannot pass this point. When you
are at the gate how do you stop
the monster pulling you under
the water? And what is the shirt
of mail for?’

I 've got the right gate, you
examine the door aruissaay to the
door GSJFOE. As to the monster,
slash its tentacles. The shirt?

Well, wear it of course! (DEREK
JENKINS)

PHILIP GIBSON is also stuck on
Lord Of The Rings and is still not
quite safely ensconced in comfy
Hampstead. In LOR he wonders
how to find Strider in Bree
without being killed by the Black
Riders. And in Part Two of the
same game he’s stumped for a
password for the Redhorn gate.
Enter Bree and slip into the
Prancing Pony. Send Sam and
Pippin out to kill any Black Riders.
{DEREK JENKINS)
The magic word is
‘VOEFSIIMM'. (DES DAVIES)
Hampstead eludes Philip
because he can’t get the deeds to
the cottage, the tie, Pippa,
Chubby, the car, or a job. To help
Philip on the social ladder here
are some tips on etiquette . . .
Meet Justin Perrier on the train
and give him the lathe, retaining
CSBDLFU. Wear the UJF he gives
r)u. Collect your CPOVT and
uy the cottage at the estate
agents. You mee! Pippa at your
QBSUZ in Covent Garden. For
the car go to the CBOL and
collect it from the car park. Go to

the mansion in St John's Wood
for Chubby where Pilgrim asks
who you want, For a job try the
HFOUMENBO'T club ~ and
remember who you're
masquerading as! Thanks to
STEPHEN ELLIS . ..

A right load coming up here from
MATTHEW HILL. Herpes Of
Karn has a frog, but how does he
get it? Light HBT to get rid of the
wizard, then get the frog,
Shrewsbury Key has a train, but
how does he get onit? Now don’t
hold me to this one — but try
BOARD TRAIN: this solution
rings adistant bell in my memeory.

In The Hobbit Matthew can’t
see the boat. UISPX SPQF across
the river then QVMM SPQF. The
boat will float across.
(DESMOND CORRIGAN)

In Mafia Coniract 11, after
cutting the fence the poor chap
kee ing killed by two men
untﬁﬁls or by the bus itself. I'm
not altogether sure about this one
—but try lowering your profile by
dropping the keys, cutters and
gloves,

And in Matf Lucas Matthew
can't find a use for the hairpin or
catch the pusher in the flais. Use
the hairpin to Q)DL MPDL in
Harpinger's place and shoot the
pusher with a gun you find. (P §
COLES)

Never Ending Story . . . and
RICHARD WILKINSON isin a
sticky situation at the massive
spider’s web. To pass the web,
DVU it when carrying the
TNBMM LOJGF. (JOHN
WILSON)

Now a host of stumped readers,
all with at least one query on
Masters OFf The Universe, a game
F've finally got round to
reviewing in this month’s
ADVENTURE TRAIL.

But GLENN HUNT kicks off his
list with Colden Batan —he wanls
to know how to kill the crab and
the gorgon and how to open the
door in the dark. Go to the
massive door and IPME NJSSPS to
reflect the gorgon's stare. Kill the
TMVHT with the TBMU and feed
them to the crab,

The darkness may be lifted
(though I'm not sure) by an old oil
lamp which allows you to see
underground. ze the
sodden rag to fill the lamp.
(RICHARD JOHNS}

In The Hulk Glenn isn’l sure
what to do with the Chief
Examiner. When you meet the
chief, examine the program and
desk, and then say IFMMP.

Onto lnca Curse, and what are
Lhe special items for &het'.‘s.and

ungeon? Rope, ring, blue stone
;’nd red stone.]..Don't drop the

ue stone or the magic ring, or
you'li be unable to get ha_c?out
of the sand dungeon.

And now those Masters Of The
Universe queries — how do you
get the mirror without dropping

the sword, how do you fix the
clock, and what do the minus
manacle and abacus do? Fit the
minus to NJSSPS, fit the timelink
to DMPDL, and remove CFBE
from the abacus (these and all
other Masters OF The

Universe tips from ANDREW
EDNEY).

BEN SMITH'S Masters Of The
Universe puzzle centres around
the jaw bridge, To lower it, IJU
DPBU of BSNT.

He's also stuck in Claymorgue
Castle and asks how to get to the
lava when you're in the loft. Just
KVNQ from MPGU and aveid
draining the bottom of the moal,

And so to MARTIN DRUMMY.
Martin has kindly submitted
solutions for Rebel! Planet and
Valkyrie 17, but he too is finding
it a big task mastering the
universe. He asks: ‘How do | gel
to the Shadowlands? Where are
the two timelinks hidden? How is
the moleculator used? Is it
necessary to fit the minus
manacle to the mirror, and if so
what does it achieve?’

From the location where you
get the moleculator, go north,
then west, then south, get the
glass, go west, north, west, south,
FOUFS NJS5PS and youappearin
the Shadowlands.

The two timelinks can be found
by examining the
TUBMBHUJUFT and the TPjM.
UISPX the moleculator at
Rockbinder. The minus reduces
the mirror in size.

GONE TO THE
UNDERWORLD, BACK
SOON — ORPHEUS

Two queries sent in about old

The first concerns Village
Uinderworld, mapped in the lssue
41 ial. I'm not sure where
O s, which proaduced the
game, is or if it still exists.

The second guery, concerning
Intech’s Bimbles, | can answer.
Intechis to be found at 35 Lindale
Avenue, Preston PR2 5LL.

SUPERHEROES

‘Al exactly:5.47 pmon 1 July
compl

Delta 47s 11

Another case wrappe

another dame to break

another utterly clichéd endin
THE END (honestly)’.” i
. Seproc

is H!e SUPERHERO.
He ju : ebb (7 june)
and Anthony Blews (8 June) an
this particular ¢ ase.
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PRICE OF
MAGIK TOPS
POLL

Dear Fellow Adventurer
We recently asked our members
to vote for what they considered
to be the bestadventuresin 1986.
Thie results of these m;tant
awards are detailed
Justover 1,000 members voted
which, slal!silt:allv speaking,
represents a very accurate result,
Theseawardsarecurrmtlyﬂie
only ones which are compi
from votes cast by adventurers,
and not rcade-games-onl
players. ﬁnal results are thus
much more accurate

representative.
Golden Chalice: The Price Of
Magik (Level 9

Computing)
Silver Chalice: Kayieth (Us
Goldra dvenluresofﬂ
Bronze Chalice: The Vi
Cave Adventure (( I.]
Honourable Mentions include
The Pawn (Rainbird), The
Boggit (CRL/Delta 4), and Rebel
Planet (US Gold/Adventuresoft).
THE ADVENTURERS CLUB

GAC YESTER-
DAY, GAC
TOMORROW,
AND FINALLY
GAC TODAY

RANDOM MESSAGES
First a condition must be written,
preferably high.
MESS (1 + RAND X ) END
where X + 1 is the
number, so if XH r?‘dme
computer woul a message
betwmn 1.and 7. You must
remember to add at least
I to the random number because
MESS (D) does not exist and will
result in "&a: error. You l:ﬁa: start
YOur ra M Messages m
whueeveryou like in the
section by champrr; the first
number to your first message, so
if your first random message is
!no would change the
ition to read
!Illl + E‘Ngﬁwh&mx = 100
IS our T om II'IESSESE
T’«t the monmlent ""d"aT, ily
messages will appear willy-n
in every location — they need to
hecmlmlled The high-priority
condition could cllfa toa
local condition so the messages
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Mr in certain rooms, or

i could be changed to a

low-priority condition so random
messages only appear on certain
actions such as an attempt to talk
to another character or perhaps
a cryptic help routine.

CHARACTER SETS
Itis possible to incorporate your
own character sets into
GAC. The best method is to load
in your character set before the
main adventure. First save your
required character set as code to
a separate tape. Save your data
m GACasar
ture {o a separate tape.
Create a loader for your
program:
10 PRINT ‘PLEASE
WAIT . .. LOADING'
20 CLEAR 64599
30 LOAD """ CODE
64600,768 (your
character set)
40 RANDOMIZE 64600
50 POKE 23606,88
60 POKE 23607,251
70 LOAD “your
adventure”’

SAVE “loader” LINE 10
Predesi character sefs are
available from most computer
ch:ahsts —all you have todo is
ownload them, save them to
tape and load them back into
your adventure as | described.
Fonts by Alan Grier is
recomh mended ﬁ:'o;l' this task.
on your tape nu
would first save the
followed by the character set of
your choice and finally the main
adventure. If you want to
ml:anorate a Inadmg screen

a5 lgAD At SCREI’.N$ And
save the screen after your
character set.

GRAPHICS
ﬁjﬁr afsﬂ I know there is no
r |r|1porl:
DGs into GA ngz'om other
utrlltu:s 1 think this beca

GAC does not store the plctnres
in memory but redraws them

Therefore imported graphics:
cannot be saved as SCREENS
pictures. But here are a few
memary-saving tips for using
graphics in GAC.
For pictures which are
forests, ﬂg;s and ::5:“ it
ngeons, you
can make interesting piclures
from only a few basic designs. If
you create four or five ape
pictures, they can be merged
together in various ways to

create up to 25 different pictures
when only five were originally
drawn. This saves quite a lot of

memory.

The combinations are almost
limitless. A frame round the
picture adds the professional
touch (see Ransom, the
adventure included with GAC).
This too uses very little memory.

First desiip'l the frame as a
separate picture and merge it
with the start of all of your
pictures. The frame should also
include the colour of text so yo
don‘t have to lu:ep entering thi:
atiribute to each m}:‘r
pictures. Be careful
design your frame, taking tbe
colour attributes into account.
Try to keep within the confines of

the grid,

Text without graphics scrolls
messily up the screen, so to tidy
the screen up specify a blank

graphic which contains just the
paper colour of the text in
question — using this method the
text will only scroll a third of the
way up the screen.

MULTILOAD
The GAC has no in-huilt facility
for a multiload adventure; there
are ways round this, tl'umsil The
easiest is to have a pass
eﬂlered which can onl z hefound
in the pmm'd ous part If t
password is wro uler
will ask again till plma'n
entered the correct password,
Aok ostorits Svadiice Wee a0

i ty co ike so:
IF (RES? 4) SET (4) SET (5) MESS
100 END
then enter local conditions for

your first room:
IF ((SET?5) & VERB NOT 1) EXIT

END
IF ((SET?5) & VERB 1) RESES
WAIT END

The high-priority translates as
“if this is the first move then ask

mﬁ_ﬁh for a password”.

al conditions lranslate

I_me1 ‘ﬁﬂmm:ﬁer&dgﬂnﬂl
the password L yer

Line 3 h:ft:il\e pmmr:i' red

Line 2: ‘if the ente

is correct then continue with the

adventure”.

The verb in question is the
password. It doesn't need to be 1
~ it can be any number.

The second possibility, which
allows more freedom
movement in your adventure, is
to have your character loaded at
lhe beginning of each module.

this method your
character can transfer objects
between different parts of the
adventure, 50 you gnot needto
cnrrl each part before

on to the next.

Bu! ﬁrst rt of the game
must be first to mihalise
your character, and obj
different parts of the Iure
must be given identical numbers
— it won't work if they're
different. Ta incorporate this

mndllmn
IF (RES2 4) SET (4) LOAD LOOK
At i of each g
At nmg of each pa
must load in a character
m:}rewumslaA'lmplay the

Muluimd is extremely
complex and not

recommended
for beginners on CAC. I've unly
brushed over the surface
muitiload, since to go th

Would prosaby ke ol
mwos.utsn Nottingham
SECRET OF
KNOWLEDGE -
CORRECTION

Dear Sir
After reading your -:uiullon to
in Kabyashi Naru, |

found a mistake in it. When you
analyse the Neicor Plant
discover it is near to death.
Therefore, before the leaf can be
used it must be given life. Simply
dmpﬂwleaﬁn start roomand
pluck it out of the ground again.

PATRICK MCGORMAN, Belfast

i sl
w me greatly;
every time | think of a new reader
like you joining ADVENTURE
TIIAEI. | think of all the issues
they've missed — and all the work
that went into them! As for
errors, well let's call the Kobyashi
Naru mistake an omission, It
sounds betier!

ZIPP! 34

Dear Derek -
In CRASH lssue 34 you printed
Ben Hanson's ‘zippy routine’ for
searching code for vocabulary.

i can load the routine to tape —
the comes after I've
I the game code. I can't get
the routine to search the code; all
I seem to get is part of the
Spectrum’s printer buffer, 1 think.
Could you tell me where | might

be gnmg wron
Also, do incw of any books
nn Ilaeci‘.lrl. ? | think getting into

rograms l5 just as interesting as
MNg games but | don't know
lo#tstarled or where to get
any informatio
BERNMID PARKINSON,
Lancashire

I haven’t the foggiest. What
about you lot out there in the real
world? =

Send your queries to

SIGNSTUMPS,
CRASH, PO BOX 10,
LUDLOW,
SHROPSHIRESY8 1DB

DB




Sleaze? Youwant sleaze? You gol
it. Sleaze and sordid gessip
that's what the Piranha bunch like
better than anything. Well, apart
from huge plazas, and donking in
strange pubs where the tabletops
arelevel with their mouths it
that's another comp
Helen Holland is the one
renowned for knowing all the
tast, like who's with who and
tthey're doing: Intact, Piranha
named its Smashed adventura
The Big Sleaze alter Helen
s yoll don't already Know
(and if you don't why didn’l you
read Derek Brewster's review of
it last month?) The Big
A
Delta 4, kings of Quil,

ng up-

g

e WS

it features Sam Spillade, a
dimwit private dick. But Daréek
rated it asa greal advanture and
awarded it'93%:!

CRASH has A0 copies of The Big
Sleaze to GIVE AWAY, as well as
a few axtr ydigs, All you have
to dar is take this drawing of the
seductive Piranha and dress it
the trendiest in fishy beachwear
Take your inspiration fram
anything you like
Princess Di's weadding collaction
‘ces gveryone krows that fish
den't get married and haven'l got

1y BAYWaY
1, entey will win
HEasa, a £h
Cannon cinema - voucher for the
winner to see any film thay like -
and he or she will be the VERY
FIRSTEVER m yar of Piranha’s

Fin Club, which entitles them toa

excepl

Soget your designing caps on,
and whan you think y
up with the Linited ©

v come
wirs CH
ai take the form, Tilet

Piranha pan, 4 badage,
nembership card, posters and
jatters (teling you all the Fis
Piranha gossip) as well as lead halibut
the chance to.aet Piranha games ar, sorry, envelopd, and pos
and clothes cheap Lt]
Thie next four winners will #ach
socive 8 copy of The Big DBto
#6 and a T8 cinema voucher, Ludiow Shropshire sY8 1

and Ihe fext 35 runners-up each g m‘arth‘rln?fosap!mr'
gel a copy of the game arriveno P ”

AZY SUMMERWEAR ™
COMP, ks, POBOx 10,

AT bl e i g st A 48 BB ) P v o i ko winh Craderint L g Mpdarea
Fn_o Rrvow el pet G e Qe P B0 Tres |0 mwe o & fntialigalel & BOHWAE comeaey And Tng resl of h.bnau\mwﬂ Ly
i, 80 A0y G801 Bhafl S00nng ek ORl dwiy

Dear CRASH

Ifink I've coddit! It was abit of a scissors-and-paste job,
but these things are worth doing whale and you'll be
hooked by your first bird's-eye view . . .

ADDRESS ............

e T T T Lo T T T

POSTCODE .........




GET INTO CRIME!

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

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

terrorists. Your main goal is to hecome the richest,
toughest and most notorious gang in the city.

SEND YOUR NAME AND ADDRESS TODAY FOR YOUR FREE TRIAL 0
IT'S A CRIME THE WORLDS MOST POPULAR PLAY-BY-MAIL GAME

Write to: —
KJC GAMES, PO BOX 11, CLEVELEYS, BLACKPOOL, LANCS FY5 2UL.




Megalomania is a strategy defeated. It's pure strategy/
wargame which 'vebeentryingto | diplomacy, with the necessary
play for some time — and finally | touch of economics as a
understand it! colouring. And because of the

i*safixed-turmaroundgamefor | heavy diplomacy involved, it's
asmall number of pla setona very expensive — all diplomacy is
world map {OUR world, withminor | donebytelephone, {if you live with
alterations) of 154 countries and parents, |'d recommend you !og

355 seas. vour calls in preparation for TH
At the start of the game each BILLY) But startup, including three
glayar is given a country and a free turns, isonly £6, and each turn
udget of Treasury Bills to spend thereafter is £1.50.
on industries, armies and navies And it's good fast-moving fun:

as well as further countries. The double-crossing, double-dealing,
first few turns are used for players' | sometimes agreeing, making
tosettieintothefeslofthegame (it | deals, bribing (often mixed with
tookmeages . . . jastheyexpand double-crossing) and so on.

: - | theirlittie empires. A WORD OF WARNING -
PBM mailman BREN- | Mg e i, | found, the | dropouts ruin Megalomania, so
DON KAVANAGH | piayers were getting uecer Mo | o0 and be prapared f
i ers' feet, and since then subscribe an prepar ra
gots Megalomaniac | Megaiomanstasamatiut, | Preft o0 S0ns, | S
- , alfiances, defeats, a at's all | can say it; the:
with the game of vy~ | tpsandtum mapin e section
i - e basis of Megalomania is mi v you a better i
world domma!:ion simple, but | couldn't attempt to M a.'gjmmie.
PLUS expert tips expiain the rules and full scenario interested, send an SAE or
ho' in detail — it's pretty invelved! startup fee to Phoenix Games,
fror one O apa begst l& s il Efrwoodgfoucasr':g:* 4 L16
. in pla, once the A . ire
empires come and go | joficaal ruiebook has been 7z

#

MEGALOMANIA TIPS

by ANDREW DODD who make mistakes, and the a flexible approach, as you can
ramifications of 1333 mlebnch{ . T‘::g);dadwst yo%sm after
aren’t easy to understand at fi ng your rs'

KNOW YOUR ENEMY reading, You can't understand empires.

Above all else, Megalomania is & yourenemy unless you know all 2 Coordinate your selections to

game of psychology: outguessing | thathe cando.

focus onaparticular enemy, This
the enemies in military tactics and

is the bold approach, as you're

outthinking them in diplomatic STRATEGY declaring your intentions and so
strategy is the essence of it. inviting counterattack — but
Start by putting yourself in your | Action begins with the Set-Up, you'll have a head start, whichis
oppanent's shoes; identify their which Is the process of selecting an important advanti:ge.
problems, visualise their the Countries and Forces fo 3 Concentrate your holdings by
opportunities. Most importantly, supplement the Homeland choosing Nearby and
see yourself from their eyes. Only | allocated toyou. it's essential to Neighbouring Countries (in that
with this perspective can you haveaclear strategy inmind, even order of priority). This is the
protect your domain from their at this early stage. @ are three defensive approach, the
predations.while conserving your | basic approaches: objective being to create an
forces for your own attack. 1 Maximise your territory bil‘h Incdustry Chain as soon as

toleamn their ploys and gain insight
into their weaknesses. Analyse
your enemies’ enemies, who
could become your allies — or join
with your foes against you. The
world is round: no matter how far
away a player appears to be, what
he does may affect you.
Anticipate.

DON’T MAKE
MISTAKES

Study the rules carefully ~—
Megalomania is cruel fo those

Study your enemies’ war plans, buying Distant Countries, Thisis possibie. But beware: this

— W b Fos ¥ i 2 Yt L ; g r 4
'r'\‘l:. . _‘I' ‘_ .- | b i ‘\l i

makes you a specially attractive
target, so you should be
confident of your defences.

Avoid buying Industries or
Navies at Set-Up, as they curtail
your purchasing power to no
advantage — you can always build
them up at the start of Round One.
Your goal should be to maximise
ﬂlrrﬂ%p@ﬁﬂl{ﬂﬂﬂnlyh

next round); in the short term
Country Taxes are efficient, but in
the long run Commercial
Hevenues are most productive.

TACTICS

As the game develops, the
pressure from your nei s will
increase. Aemember that this
works both ways, and thatoffence
is the best defence. But
aggression is expensive, and you
can weaken yourseif by
overextending your resources.
Above all, avoid the fatal error of
separating your Tyrant from your
reinforcements.

The object in Megalomania isto
subdue your o nts by
capturing their Tyrants. They then
become your Vassals, reinforcing
your defences (by acting as a
barrier) and strangthening your
offensives (by attacking your

as).

But if you're defeated and
become a Vassal, your
opportunities are restricted — so
never givein too easily, unlessyou
can obtain some real benefit (such
as survivall).

PLAYTO WIN

Winning is simple - just outplay
everyona else. Never make
mistakes, and choose your
opportunities; in negotiations,
don't reveal your plans (secrecy is
invaluable!), but do establish
credibility (which means don't
double-cross, except when it's
worthwhile); in warman b
avoid fighting on more than one
front; in alliances, ensura that
there is mutuality of interests, and
then you need neither betray nor
trust; above all, think WIN. Easy,

really.
One final point: there is no luck
in Megalomania. (Even Sabotage
distributions, the only random
element, are sufficiently frequent
to ensure overall even-
handedness.} There is only
endiess opportunity. If you dowell
inthis game, you're proving you've
got what it takes.

And if you are a winner, | just
hope you never have occasion to
demonstrate your talents for real.

g
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REVIEWS

This month introduces regular
READERS' REVIEWS of PBM
games, the first victim being
Jade Games's Shatterad World.
R Xy
a8 rec m
mmg!tl we're all wondering:

Is Shattered World as good?

Shattered World is a
computer-moderated, sci-fi
deadline game, set in a world
which has been put through
turmoil by the gravitational
forces of a rogue asteroid. 20
players act as the surviving
commanders of Tentraliths (big
miobile things) waging war over
the hexagon-based map.

Pretty pointiess, yes, but
that's politics for you. Still, let's
sae what our two reades/
reviewers think . ..

Shattered World has an
interesting scenario, nicaly written
in the rather good rulebook, Each
of the 20 players has control of a
Tentralith and must acquire
crystals using mining units, while
usmg scout walkers for combat

Urposes. The crystais
{Promethite) are used to supply
power for the game's entities.
Other such mobile units (which the
player moves about the
landseape) include girotanks, built
by updating scout walkers from
the hulk of old predisaster tanks
which can sometimes be found
rusting undisturbed, minelayers
(which go about laying minefields),
and minesweepers (which
about cleaning up after minelayers
- logical).

| reckon there's alot in the game
fo enjoy. Planning and mapping
are important and there’ll be a lot
of units to control after a while.
Diplomacy may not be important
in the short term, but it should be
considerad for long-term survival:

| haven't played in Shatterad
World long enough to say whether
| like it or not. At this stage (four
turns) | don't find the game
compelling, but cannot say why.
I'l have to carmy on and report
when | have more to say.

ANON |

The three-foot-by-two-foot map
looks good on the wallbut it seems
a little large and unwieldy to use,
so there’s also a smaller (Ad)
version. The rulebook s
reasonably well-written but lacks
some things which perhaps
should be made clear — for
example, winning conditions.

The first condition is obtaining
the requisite number of points —
and there is a second, but you're
not told what it is. There's just a
cryptic comment.

The other major problem with

READERS’

the rulebook is that it leaves out
information about the cost in
power crystals of each option.

On to the game proper . .. you
begin with your Tentralith and
some other units; later, units such
as giro tanks and radar units can
be found by exploring and
mapping the land. The first
objective is to get your scouts and
mining units out locking for
crystals,

The resufts sheet |s reasonably
well laid out, and you get all the
information you need from your
roving units out crystal/artefact/
player-hunting.

My final grumble is with the
orders sheet, which | find a little
irritating. You must give the
movement directions forall of your
units (NE, E, SE, SW, W or NW, as
the board i5 a hexed map) and
after each space for the order is a
note detailing the directions in
which you may move. These are
always the same, so it makes the
orders sheets miuch fonger than
Necessary.

"Why not just leave a single note
at the top of the orders il |
asked Tim, the GM. Tim replied
that players still constantly try 1o
move north and south even though
they cannot , . .

Still, 1 shall continue axplcn'ng
(mo, | shan't tell you who | amf) an
see what goes on in the rest of the

game. I'm especially curious
about that second victory
condition . . .

Two interesting reports
there . .. it seems to be too
early in the game for the testers

to comment on a ng more
than minor points (1 don't really
see any relevance to thenumber
of compass points on the orders
sheets to the play of the game!).
if you're interested in a
Shattered World startup, write
to Jade Games at PO Box 54,
Sasuh':ssa, EPM ONA.
etup isa which
includes twur;“rgemt{u'nss, while
further turns cost £1.50 each
including post both ways.

And later this year in CRASH
we'll see what our two ANONs
hfh'ﬂ to say about midgame
play.
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PBM FORUM

IT'SA
CRIME!

Dear Brendon

| can think of few mare interesting
and enjoyable ways of spending
some time than becomi
involved inagame pha)-erégbymasl
corresponding with the
gamesmaster and other players.

Sofor the last nine weeks, since
readingyour column, | vebeencn
a persanal quest to become
involved in a = four .
infact, Starn if, Con . Nuclear
Domination and }'s A Crime/, all of
which have received my startup

In these nine weeks of
frustration and nail-biti
anticipation, | have received only
one reply, and that was to tell me
that the game had no places
avallable.

15 this typical of a hobby played
a mail, oram | just unfortunate?

ichael Adams, Naphill, High

Wycombe

You're Just urifortunate.
Honest. Starn Il | can't vouch for,
buit Umlea;facrr{lin:tig:ﬂ{.' .'gﬁ} that
rulabiook) 's me! have
farge backlogs, while Conguest
has just had a change of owners
and a mv;unp frmore saon} Keaep
trying and keep pestering th emax

WHY ARE
WE
HERE?

Dear Brendon
| am a newcomer to PBM
MAILBOX, and I'dliketoaskyoua
few questions. What exactly is
F'BM MAILBOX? What is
DIPLOMATIC DIRECTORY used
for? How do 1 get in touch with a
PBM game?

ian Francis, Coulsdon, Surrey

Weall, lan, PBM MAILBOX is
intended to bring you news. and

views of what's going on in the
world of play-by-mail gaming.
PBMing is an old hobby which has
become increasingly popular.
game ag&r}ﬁ:fm{rpﬁg;; ok 4
in_ PBMing man

e T e
game, through the postal system
m over a much longer period of

The object of DIPLOMATIC
HRECTORY is to gat players of a
PBM game In touch with sach
other, and to help would-be
playérs of a PBM game find out
more about it from someone who's
alraady in it (if you followme ... . ).

To get in touch with a game,
simply look out for its address in
PBM MAILBOX and send an SAE
asking for details. Youcan buttrgk

ADDRESSING

DOWN ...

Dear Brendon
| aways seem to be hearing of new
ames starting up — mai%
ugh your spot. But rarely do
we get an address fo write to for
more information. How about

sometimes printingthe addresses
of some major PBM companies
and the james they run?

While I've got the pen handy |
would like to raise a further point.
We've all been ing recentiy
about the expanding PBM
industry — | even noticed a small
spot on the subject in-a recent
Sunday magazine. | balievethis to
be the result of the improved
coverage of the hobby, rather than
anupsurge in the quality of games
available. Perhaps expansion is
also due to the players
ancowaging their friends to join —
who knows

The trouble is, though, how do

those who don't read specialist
magazines find out about the
hobby? Surely it's about time the
larger PBM companies started
advertising further afield.
lan Hudson, Burton-Upon-
Trent, Staffordshire - CRASH
Diplomat 11

In a way, lan, you answered your
first question with your second. If
PBM MAILBOX started plugging
games willy-nifty, # would be
nofhfngmm than free advertising
for the company. Most of those
mentioned have at least
reviewers a placing in anealg‘hafr
games — a much fairer system,
m-?!hfnk,s,
agree,  though, PBM
companies SHOULD advertise
more.
BK

— BBl
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GETTING
TO THE
BOTTOM
OF
TROLLS

Dear Brendon .
Firstly, | would like to thank you for
your MAILBOX; without it |
wouldn't be mﬁ‘gging the hobby.
At the moment | only play fi's A
Crime! but| would like to move on.
What is Trolls Bottom like?
D R Hawkins, Mellar,
Lancashire
Players of Trolls Bottom seam to
B
's scoring & igh average in
the ratings. mvee'ygame is simpla,
fun, cheap and covered in last
month's MAILBOX! Wi

Another month of packed
mailbags - sorry | never
have room to get
everyone in! Remember,
there's always next
month. Send your letters,
and DIPLOMATIC
DIRECTORY to: PBM
FORUM, CRASH, PO Box
10, Ludlow, Shropshire
SY8 1DB (marking the
directory entries DIP-
LOMATIC DIRECTORY).
And even if the sun
does shine this summer,
Pl be spending all day
inside wading through
your words . . .

s -

DIPLOMATIC DIRECTORY
has been running for some time
now, and seems to be a popular
part of PEM MAILBOX

#*001 Adrian Neal

48 Marketstead Estate, Kirton, Boston,
Lincolnshire PE20 151,

GAMES: Vorcon Wars 7282 78; Capitsl
15; Earthepood 52; Arcadia 6; Star Empires
1; Conguast

#002 Jason French

78 Princes Road, Ellacombe, Torquay
TQ1 IPA
GAMES: Vorcon Wirs 75 (Commandsr
BLITAD)

#003 Travis Smith

27 Sharmon Crescent, Braunstone Frith,
Leicester LE3 6NW.

GAMES: Srarglobe 4 (55 Belle Fulie)

#004 Robert Darbyshire
22 Thornton Gate, Clevievs, Lancs, FYS

1
JEMEE: Ir's A Crime! [ { Death War-
riors); Ir's A Crime! 4 (Megavity Blues;

#005 Stuart Millinship
17 Graveney Gardens, Arnold, Nottin-
NGS 6%
AMES: Vorcon Wars 75 (Commander
SHUTUN)

*006 Mr G G Maoganoni

10% Kings Road, Farncombe, Surrey
GUT 3UE
GAMES: Sangnalia; Crasimoff’s World;
Explorers of Orion; Lands of the Crimson
Sun; Aas; Mark of Chaos; Untamed Land;
Vesurian

*007 MrC y

A9A Seaview ; Liscard, Wallesey.
Merseyside L45 40N

GAMES: Starglobe 1; Star Empires | ;
Vorcon Wars 19; Sanurnalia; Fleer Man-
oeuvres P107

*008 Scott Macfarlane !
2 Broomside Terrace; Costorphine, Edin-

EH12 7TLZ
Eiu;ﬂﬁs: Vaoreon Wars 80, Super Vorcon
Wars 77

#*009 FPaul Davidson

5] Waterloo Road, Prestwick, Aysshire,
Scordand KA9 ZAA

GAMES; Vorcon Wars 60 (Commander
PEPISH); Arcadia; Conguest

*010 Kev Wasey

9 Clarkson House, Maysoule Road, Bar-
tersea, London W11 2BP

GAMES: Earthuod 30

*011 lan Hudson

53 lh?nmaose,m.ﬂrﬁmm~
“upon-Trent, Staffs

GAMES: Vorcon Wars 65 (Commander
PESTIB); Super Vorcon Wars 77 (Gom-
mander FRUGAD); World of Vengeance
tlan's Imoincibles ir Bury 5t Edmunds)

#012 Gareth Evans

4 Whitelands Road, Thatcham, Xew-
bury, Berkshire RG13 4AR

G + Arcadea 6 ‘Egg Gromide,

#0013  Mike Adams

774 Holmeheld Road, Liverpool. Merse-
yeide LKY 3P0

GAMES: Vorcon Wars; Comguesy; It's A
Crome! 4 /Prests,

#*014 David Lane e
2% Florence Road,; West Bridgford, Not-
tingham 92 5HR

GAMES: Casus Belli 5, Player 16

#(15 Martin Higgins

Wallesey Road, Wallesey, Mersevside
L44 2AL

GAMES: Vorcon Wars 72, Ji'5 A Crime [ 4

*016 CIiff Frost

17% Queens Road, Leicester LEZ 3FN
GAMES: Sgmmala; Arcadu; Ear-
thewood 44 Kings of Steel 17, Arcadia; It's
A Crime!; Sroords and Skuelds

#017 Robin van den Yssel
Smaragdluan 172, 2332 BX Leideh. Zud |
Holland, Nethertands

GAMES: Vorcon Wars 77 Commander
TRERIN ;: Starglobe 3 ' The Dutchman

w018 P Brunstan
Cae Mari Pwn House, Thomastown.
Merthyr Tvdfil. Mid Glamorgan. South

Wales
GAMES: [t's A Crme! 2 Death

*019 Steve Vickers

26 Swinton Court, Harrogate HG2 (BB
GAMES: Soccer Star; Samumalia; Ir's A
Crime! 4; World of Chaas

*020 Barnaby Dellar
11 Priory Grove, Stockweil, London SW#

PD
GAMES: Sigrglobe 4

*021 Stephen Holt

27 Rosemary Road, Sprowston, Nor-
wich, Norfolk NR7 BER

GAMES: Vorcon Wars 6] (Commander
BRIDER: Ity A Crimae! 4 {Fighting
Urnk-Har)

#0322 Kevin Pack

Walnut Trez Lodge, 9 Kings Meadow
Lane, Higham Fetrers, Northampron-
shire NN9 E]E

GAMES: Earthupod; Saturnalia;
Stargiobe 4; Orion’s Finger; ft's A Crime!
3 Cass Belli; Aes

023 Matthew Hanson

10 Denby Lane Crescent, Grange Moor,
WWakefield, West Yorkshire WF4 4EB
GAMES: Starglobe 4 (55 Obsidran Fox);
Arcadia

*024 Gavin Marshall
36 Spur Road, Orpingron, Kent BR6

GAMES: Vorcon Wars 71

*025 Owen Whitehead

213 Park Road, Barnsley, S70 10W
GAMES: Aes("Rillion" - E Side), Satur-
nalia (Grend! of the Web), Enchirodon
(Brothers-in Arms), [t's A Crime (Brothers
i Arms), From The Mouth of Hell (EIf),
World of Chaos ( Rillion Kerr), Soccer Star

| 5RF

{Morning Star RS League}

*026 Damian Manaing

12 Warden Road, Sutton Coldiield,
West Midlands, B73 55

GAMES: Stargiobe (55 Alvon, It's A
Crime (Mery Mok

#027 John Preen

12 Underdale Avenue, Shrewsbury,
Shropshire, SY2 SDY

GAMES:; Stargisbe Four’ 55 Broadnuerd
of the Ghald Alliance., Vorcan Wars 78
Plomog |

#(28 John Kemp
9 Wold View, Caistor, Lincoln, LN7
&L

GAMES: [t A Crme/ & ‘Neww York
Assassivs , Arcadia 8 'Lord Ceniaw at
Frhad Cary P2T

e

#029 Milan Petronic

24 Dell Road, Kings Norton, Birming-
ham, B30 ZHZ

GAME: Arcadia 13 " Draug Dur)

*#030 ]JC Fowler

11 Beaconsheld Place, 51 Agnes,
Cornwall, TRE 05Z

GAMES: Starglobe Three, Arcadia 8

w031 Kevin Edwards

32 Woodlands Road, Irchester, North-
ants NN9 TBU

GAMES: Vorcon 60, J1s A Crome! 4, Ciry

af Steefe.

+032 [Jason Cortrell
17 BackLane, Barrington, Cambs, CB2

GAMES: Satumalia Axil Taranus),

Tuoranny P2

*033 Michael R Stannard

44 Harrington Street, Clesthorpes,
South Humberside, DN35 TAZ
GAMES: Arvadia 10 Mordean the
Enknirectt 2: Secan Sprnge Ciny

» (34 Malcolm Sums

76 Mount Road. Canterbury, Kent,
CT11YF
GAMES: 50
Bradicy ]

Anar Kilmore Chlers
i ST R L

w03%  Paul Davidson
31 Waterloo Road, Prestwick. Ayrshire,
Scotland, KAY 21AA |
GAMES: Vircon Waresd Pepuk
Arcadia T Ped ar Momguem
griedt Anae Navion, maps 15 19

#0036 5 Davies

16 Clara Street, Ton-Pedtre. Rhondda,
Mid Glam, 5. Wales, CF41 THQ
GAMES: i1 A Crime/4 gangd15 ., Vor-
cont Warg 64 Chatuf

*(37 5 Wyant

60 St Andrews Road, Shoeburyness,
Essex, 553 9]

GAMES: Vaycon Wars 731 Prifun), Vor-
con Wars 78 (Sarhal’, Ir's X Crinfe! 4 (Mar-
cenaries), Kings of Sweel | Woodland
Allignce)

038 Richard Goff

I?ilunshs' Road, Colchester, Essex, CO3
3

GAME: Arcadia 12, plaver 171

*039  Jason Huggins

35 Garrcaus Lane, Banstead, Surrey,
SM7 IED

GAME: Samernalia | Verrix)

So ends another Diplomanc Directory

—don’t forget 1o send your applications

io Bnrcﬁieggilmum at:

PBM DI TORY, BRENDON
m PO BOX

10, LUDLOW SHROPSHIRE,
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irst heralded by Ariciasoft during
F summer of 1986, The Sega Master Sys-
tem was displayed prominently at last
year's PCW show. Then . .. ‘nothing.
urs of "perfect arcade conversions
plasoft seemed to
no plans to distribute the machine in the
Now Mastertranic have taken over the dis-
ution right id at long last the Sega sy
ilable —complete with a copy
ting £99.95
The console itself is lightweight, with two
cartridge parts, enein the top and the otherin
the front. Pause and reset button
d on the sloping front panel and two
standard joystick ports arelocatedinac
positicn on the underside. The two contr
supplied are similar to the Nintendo joycards,
although the Sega cantrol pads havetiny joys:
ick shafts which are screwed into the centra
he rockerswitches if required. Independent
start-and fire buttons gre mounted ta the right
of the switches.

78 (CRASH September 1987

A range of 12 titles has been launched with
the machine, coming in three formats: credit
card sized Sega Cards, the more standard
Mega Cartridges, and the Two Mega Car-
tridges, availabie at ©14.85, £19.95 and
£24.95 respectively. Older games, such as
Hang-On and My Hero are available on Sega
Cards, Chopiifter and Faniasy Zong come on
the Mega Cartridge format and the newer
arcade conversions, like Space Harrier and
Out Run, will be available as Two Mega Car-
triclgas.

Also availabie at £44.95 is the Sega Light
Phaser, a light gun which comes with
Marrsman Shooting/ Trap Shooting Mega
Cartridge, Further liaht gun compatible games
are to be released later in the year,

Revolutionary 30 Glasses areto be a further
addition o the system in October. These LCD
shuttered specs will be linked directly to the
Sega console and will operate in conjunction
with specially designed games (two titles, Zax-

THE SEGA M\

xen 30-and World War 3D have aiready begn
announced). Favourable reports have already
preceeded the game-enhancing goggies —
we'll be looking at them when they appear.

Five games a month are scheduled to
appear between now and Christmas, with
Enduro Racer and Out Run already slated for
release. New peripherals have also been
promised, but Masterironic are keeping
details of these very close 1o their chest,

There’s plenty of activity in the dedicated
console market at the moment, and the prod-
uct quality s sure to increase as both the Sega
andthe Nintende struggle fora higher share of
the market. We'll be covering new games and
paripherals as they appear

od effect. On
the action s

agrpues N ARIAT




re what anyone elsa thinks - this
Sega machine s ‘great! The graphic
capabllity s supert,  and though -an
occasional spote’ flicker 15 noticeabla this
detracts nothing from the games. My Hero is
my favounte among the Segagame g Searn.
The hummable-tune adds to the fun, and as an
updated Ming  Fu  Masier it -stands
unchallenged in my book. | don't acl ually
f the Se ja games, apart from
TransBoat fails only because
it's so masy |t's hardly addictive. That Light
Phaser add-en is well worth getting; the extra
axpensa is justified by :
brings to the systam,
the Ninterdo | think the latter is likely to be a
bigaer sugeess; but then so mueh of it
depends on the reactions of the software
Nouses . . .

MIKE DUNN

DL . |

design is much maore chic than the grey
hoabiox look -:tf the Nintendo. The

t-card canricdg g8 compact, but the
matal connections aposed — they could
be damaged vary easily. | found the Sega's
control pads badly designed and exiremely
fiddly to use, But the main probiem lies with the
pathatic va] small |u\.rgt|\_.l-: for ‘diractional
eontrol. ig can- be removed, leaving the
player a reasonable pad - with a hole n the
middlg. Still, the Sega has tw r:|r1:| A!dn
jovatick ports. The games | P
reasanatie, tll.l! the anly thing which i'ha!m& 1
my iflerest is the addictive Nemesia clone;
TransBot. The version of Hang On
buy for racing fana Is the S warth
£98.95, though? Well, not really — vet. The
Nintendo system already offersa selaction of
Very enjoyable gamas, and its graphics-
handling is batter than the Sega’s. Butdo keep
a cloge eye on the Sega and pea how it
develops,  I'd probsbly have thrown the
Spectrum straight in" the bin when that was
faunched,

T b Saga system looks Very smart and its

RICHARD EDDY

ver the fasl couple of months,
‘dedicated games consplés have been
making -an impr B comeback - as

you can see’in the gs of CRASH! And
certainly today's Nintendo and Saga consolas
are much bettar than thase which dominated
he market a few years back. The Sega shows
ve graphics techniques, thaugh one

of "its ‘games are simplistic. This

e's only real letdown is tha odd flicker.

Sega games ‘are straight arcade
conversions. Hang Onis one of my favourites
= faving enjoyed the arcade original, | found it
a farly fathiul copy. And TransBot was the
only. game of the bunch reviewed here that
disapponted me; it's very repetitive, But
though the Sega system seems to have the
flities to produce high-quality, gamas,
those reviewad here don't have much depth.
Whilg“| ‘enjoyed mosi. of them, none really
grabbed the sttention as absolutely fantastic.
it you prefer arcade games to all othars the
Sega would be agoed systam finvest im, bt
the rest-of us should wail & while and sae

what's relea
ROBIN CANDY

CRASH September 1987
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LONPUTER §EPA

N
SINCLAIR

QUALITY APPROVED REPAIR CENTRE

W DT ARGTADE § Ot afdmary SoRCirom din
the fantastc O '-'lJl\v!E‘ﬂHq'n{" LLe e ]
far oniv E3150 incisging ncting VAT aac
FEUrn OV and pataing

Horm al recammendes retal price

EA5 95 meatacement ponren

YOU
WAIT SERVICE
CALL FOR APPOINTMENT

CKING -

e soposr SALE PRICE ONLY

&P OWERSEAS
GRDERS PLEASE ADD

+ While you wait sennceincluding
COMPUTEr spare parts over the counter
All computersfully overnauled and fully
rested before return

Fully insured for the return journey
Fized low price of £19.95 inCluding post
packing and VAT NGt abetween price
of really up (0 £30.00 which some af our

* FIVE [op games worth £59.00 for you to
enjcy and play with every Spectrum repair

* Werepair Commodaore 64's Vic 205
CommOodore 165 and Plus 4's

* The most up todate test equipment
developed by us to fully test and find all
fauits within your computer

* KeyDoard repairs Spectrum rubber key

boards only £8.95
* ¥month written guarantee on ali re pairs

COMPETITars are guotingi
Discounts for schools and colleges

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

Meed your computer repaired fast? Then send it now to the Number One Repair
Company Inthe UK. or callinand see us at our fully equipped 2 500 square foot workshop,
with all the latest test equipment avallabie, You are more than welcome

We will repair your computer while you wait and heip you with any of your technical problems
Commodore computers repaired for only £35.00. Piease note we gove you a 100% low fixed
price of £19.95 which includes return post and packing, VAT, net 3 betwéen price iike some

oC

N

I

LOMPL

SPARES

Wity O uograde o M SpRCTrum 19 &

v gy aetie s E17 85 neusng vaT povpang paring
Hyn0 WOLAT R (510 NG 61 Toe

v st seng i E T8 98 whcn o

A hal InCHINWE SR 10 E0eT

SCOALINCIL TG P bulh

ofiage

OF. Troenics ney.
1 BTG T TN,
SUBTIET WOEN By i

IWELE 7 30 3 ooy

ROFILE
PROFESSIONAL KEYBOARD

R.R.P. £39.95 £28

KEYBOARD
TEMPLATES
£5.50

pIUSET 5008 B

RUBBER MAT
£6.50

56 Way
rehion Cabie to
BxTENd your ports for
Wolir peripheratc

95

BiUSE1 50 P & D

REPLACEMENT
POWER SUPPLY
_ Spectrum repiacement
power transformer
suitable for all makes
fey  OF COMpuUter £395
plusE150p & p

| KEYBOARD
<1 MEMBRANES

%crrum keyboard

membranes

E580 plus €750 p & p
Spectrum Plus spare

EBVDOard memiranes
E1290 plus€1 S0pEp

other Repair Companiesoffer. We don'task you tosend a chegque in for the maximum amount ang
shock you with repair bills £30 upwards. Don't forget we are Amstrad aproved For guality ang
Speed. don't risk your computer to any other unauthorised repair centre. We dontiust repair the
fault and send your computer back, we give your computer a:-

OVERHAUL WITH EVERY REPAIR WE DO:-

We carrect Colour, sound. Keyboard, Check the loading and saving chip, Put new feet on
the base if required. Check for Full memory, check all sockets including ear/mike and replace
where needed -All for an Inclusive price of £19.95 Including VAT, ail parts, insurance and post
and packing. No hidden extras whatsoever. We don't have to boast too much about our
Service as we have thousands of custemers from all over the worid nighly defighted with our
SEMVICE. A first class reputation for speed and accuracy. Don't forget, we also now have a
Service Branch in Manchester City Centre for while you wait service

URGENT NOTICE pon't be misled by adverts showing ‘between prices.’ A recent
complaint against a Manchester repair firm, Mancomp, was upheld by the Advertising
standards AUthority on two CoUnts, "It had stated BBC repalrs between £14 and £45
then charged the custormer EBS." Thelr guarantee policy was misieading as it did niot
make clear that ail repairs were not covered

In B membranes
ES DOpiusE1 Sipao

ON-OFF SWITCHES
FOR THE SPECTRUM
AND SPECTRUM +

DRDER Na

1067 SPECTRUM ;

1067A SPECTRUM+ <
E495 + 1500+ p

3

repacement powe: )’
tramstormer E79.00

plusE1500Ep

USE ANY
JOYSTICK WITH

YOURSPECTRUM + 2
SINCLAIR JOYSTICK ADAPTOR FOR
CONNECTING SPECTRUM +2
COMPUTERS TO MOST JOYSTICKS

THE VIDEO VAULT COMPUTER COMPANION

The Videowault has just released the most up to date and exclting cataiogue ever produced, our team of experts have scoured
the giobe tofind yoliall the latest software and add on's for your computer, all the jatest In joystick technology. all the top and
tested software tirles all at great tiSCOUNTS 10 You. ANVONE can apply now, just send 2x 18p stamps to the Cataiogue Dept, at the
address below for your free copy. We have it the top branded items available, dellvery by return post lour usual standard). Al
goods camy our guarantee of satisfaction. Never has such acatalogue ever been produced before, inciuding Spare parts; ULA,
membranes, power supplies - sl at discount prices.

POST + PACKING

STOP PRESS!! BRAND NEW SPECTRUM PLUS COMPUTERS INCLUDING |CHARGES UK ONLY
POWER SUPPLY, LEADS AND MANUAL JUST£59.95 + £1.50p+p.  |OVERSEAS

POST + PACKING
CHARGES PLEASE
WRITE FOR

140 High Street West, Cinssap, Derbyshire SK13 8HJ
Tel: 04574-66555/67761 Head office & access orders, gueeries,
Manchester 061- 236 0376 while you wait repair centre only.
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Thecompisalso being runinour sister mag, ZZAP!,
s0you're up against a bit of competition (Let's make
ita CRASH winner, eh folks?). Even the runners up
are well catered for, as Firebird are also offering 25
copies of the game as consolation prizes.

All you have te do to have this fine, upstanding
machine in your bedroom (front room, attic etc), is
to study the plan of an arcade console below, and
design the exterior panel artwork for a Bubble Bob-
ble machine as it might appear in an arcade (usa the
drawing as a guide and blow it up to whatever size
you think necessary).

Thefirst prize will goto the entry whao, inthe Ed's
considered{?) opinion, has the moastinnovative and
original ideas — not necessarily the one with the
most professional looking artwork, so don't despair
those of you who can't draw too well!

Yaur eted artwork should be sent to: MY
ARCADER . CRASH, PO BOX 10, LUDLOW,
SHROPSHIRE, 5Y8 1DB to arrive no later than 20
September. Please don't forget to include your
name, full address and telephone number if possi-
ble. What are waiting for? . . . Get scribbling!

\\\\\\

1]

---—.--ﬂﬂ------------“--—‘—ﬂ-----1

As ataster forthe impending release of Firebird’s latestarcade con-

version, Bubble Bobble, Firebird softwar

re offering a first prize of

a Bubble Bobble arcade machine (approximate value - £1,000!) to the

winner of this great competition.
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Simon N Goodwin, TECH
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YOUR MICRO
DESERVES THE BEST...

When your home or business micre costs several hundreds of
pounds, it deserves the finest repair facilities in Europe (well,
probably!). And the finest prices — £5 off trade rates for a limited
period only. % How? At Verran we use our own range of advanced
automatic test equipment (now sold worldwide), backed by
stringent 2-8 hours soak-rack testing. That means speed, ultra-low
prices and, most important, guaranteed reliability. For the first
three months we'll repair any fault free. For the next three, at half
these quoted prices. % It's the finest service available.

* Currently we handle over 3500 products on average every day.
Providing services for such leading companies as Amstrad ple,
Commodore Business Machines, Sinclair Research, Rank Xerox,
Dixons, Currys, Boots, W H Smiths, John Menzies and many more.
% Join them and take up our special offer now.

v Recommended and Approved by

AMSTRAD ATARI COMMODORE
ACORN SINCLAIR

EUROPE’S LEADING
COMPUTER REPAIR CENTRE

...AND UNBEATABLE DISCOUNTS ON ALL COMPONENTS!M!
K With over £500.000 worth of spares in stock, we Keyboard Membrane Power Supplies
can meet many of your specialised requirements. Spectrum 300 Ced 1350
We've listed & few examples and for anything not Snecltrum Phiig 800 Cl6 15,00
displayed just call us and we'll quote immediately Metai Templates 3.00 All the above prices include VAT but please enclose
inclusive of first class post a further £1,50 post and packing on all component
COMMODORE SPARES orders,
HOW TO CONTACT US
SPECTRUM SPARES Eg;g E::I:ess.or :g% + For quotes on computers not listed or on
280 CPU 250 €581 Sid Chip 15,00 i ],"'-1;';’?'"'“ 7% $B68.
LA BCO0T 700 801225 Graphic ROM 1000
Pawer Supply 650 801226 Basic ROM 10:00 ¥ To send us your micro for repair, mail it securely
ROM 700 901227 Kernal ROM 15.00 packed, accompanied by cheque, postal order
\ ATIE RAMS i 906114 House Keeper 10.00 {made outto Verran Micro Maintenance Limited) or
4 ITX 680 <40 6569 - VIC 1800 quote your Aceess or Barclaycard number. And to
3 213 40 4164 RAMS - Memary 106 obtain your special discount quote CRS/107.

Verran Micro-Maintenance Limited, Unit 2H & 2J, Albany Park, Frimley
Road, Camberley, Surrey GU15 2PL. Telephone 0276 66266.



TOP GAMES

SEPTEMBER

The three charts compiled from the votes of CRASH readers are the:
most realistic way of gauging the popularity of Spectrum games —
itis the games that are being played that votes, not the
games that are in the sheps this week or m 3 :

Andthe votesareimportant. It's up to you 1o letus know what you
feel, sofillinthe \éﬁﬁnﬂ-fiarm which fiveonthe results pages tomake

your volee heard. . f X
] twanttocarve upyourissue of CRASH, we understand,

Use opy ifyou like, or copy the details fromthe voting forms
anta a postcard, or the back of a sealed envelope, and send that 1o
us instead, /

_Apartfromthe satisfaction of registering your vole, there's always
the chance of winninga prize. Each month we draw 15 winners from
all the voting forms received ~five for the HOTLINE, five for the
ADVENTURE and five for the STRATEGY chart. 1
A top prize of £40 waorth of software {your cholce, 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 goes to the:
ADVENTURE and £40 of goodies and a shirt goes to the STRATEGY.
Four runners-up from gach bailot box collect a CRASH T-shirt and
8| aCRASBH Hat.Soget those votes in tothe CRASHHOTLINE GHART
| CRASH ADVENTURE CHART and CRASH STRATEGY CHART:
PO Box 10, Ludiow, Shropshire SY8 1DB.
| /4 ?J

Well, you strategists don't exactly change the course of history,
do yofﬂ Let’s see some passion, human drama, games to; }

[1 % R IFEN P R B S T R g B e

4

1) VULCAN COgE
2) REBEL STAR FIREBIRD f&

'4) THEATRE EUROPE PSSIE -
by the cruel hand of Fate and empires built of votes in the =SER : CCS
| STRATEGY TOP TEN... DESERT RATS %

1
2
3
‘ o
| Sorry aboutiast month's mistake; this chart too can earmn you £40 : ARNHEM
T
8

worith of software, not £20 worth as ststed. Donald BISMARCK
| Cameron of Newquay in Cornwall wins that top prize - but -

look out, Donald, Terry Mizen of Safisbury in Wiltshire, Stephen (-) LORDS OF MIDNIGHT D,
Barraclough of Folkestone in Kent, Ben Wood of Southwell in 7, TOBH“K 1
@) BATTLE OF BRITAIN

-] YANKEE

L2 NN\

Notting shire, Robert Lines of Gosport in Hampshire and Phil
¢ ofmmmhmﬂwncaﬁwr-mm,md =]
| Donald - you didn't think we'd actually TELL you what to look out 10
| for, did you? Just be on your guard . . .
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Falks calied him Mark. Mark Turford. He came from out West Midiands
eountry, from Wednesbury. Or so he said - and when the stranger
ambledinto Ludiow that hot afternoonyears back, no way was we going
to disagree with him.

Paulie Sumner wag down the old barn about that hour, layin Injoysticks
for the tough winter we was all expectin, so when the stranger asked for
himwe just frazed up. Butthen —well, | won'ttell ya who it was, cos sure
as I'm chewin an this bacey the fella who said it li regret that day on

‘stranger set off down Main Street to look out Paulje.

That was the last we heard of Turford, and Paulie . ... wall, no-onebut
Doc Eddy saw himm outside of a coffin.agin,

Now what & man does in his life is his own business, and you'll never
cateh me saying a word agin old Paulle, Though vou know years later,
after the raiiroad had come ta town, old Doc Eddy and | was having a
coupia whiskies and | heard what Paulle had told the Doc down the old
barn, .. butit was-all 2long time ago. You don't want to hear an old

Paulis's account till he goes to meet his Maker . . , but anyhow the

.

man'’s tales. Anyhow, nona of this is true. It's just . ...

reported by NICK ROBERTS

STHE DAY of the CRASH

CHALLENGE dawned

little old Ludlow didn’t

seam too happy, what

ith the dreadful weather
the summer season brings and the
mass of tourists roaming around
asking how to get to the castle.
Then a CRASH reviewer arrived,
Inoking very worriedindeed. It was
Paul ‘I'm best at Mikie' Sumner,
clutehing his favourite joystick in
hisright hand s he strodeinto the
office with a smile on his face . . .
‘ls this man confident,' we

wondered, 'oris hejust puttingon
a brave face?’' He'd arrived early
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AT THE CRA

toget in somelast-minute practice
betore the Chal}&n%sr appearad:
17-year-old Mark Turford, from
Wednesbury near Birmingham.
Mark had chosen to play
Imagine's Mikie (a Smash and a
cover in Issue 25). It'ssetina
school, where the player has to
help Mikie get a message to his
irffriend — which involves
throwing his school chums out of
their seats and collecting masses
of hearts littered about the school
buildings.
Thechallenge was plannedasa
best-of-three competition: Paul
and Mark each played a game of
Mikie in each round, with the
higher score winning that round.
Sothe overall victorwould have to
win at least two rounds ., .. &s

H CHALLENG

Paul knewall too welll His egowas
quietly deflating—his best scorein
practice was a mere 235,000, and
Mark had reached 250,000.

ButMark stillhadn't arrived, and
the strain was beginning to show
on Paul's face as the sweat
dripped down his back from all the
joystick-pounding.

Paul was pouring down the
black coffee when Mark finally
turned up all hot and bothered,
having taken the iong way round
from Birmingham to Ludlow (via
Worcester, Hereford and Graater
Antarctica).

So'Paul immediately grabbed
his favourite joystick and the
Spectrum +2, while Mark was feft
with keys and a Spectrum -+.
Battle commenced.

TAKING THE MIKIE
OUT OF PAUL SUMN

i

i 4 ik rF
i
, :

PAUL CRUSHED IN
ROUND ONE

Fingers andnj%ysli_ck atthe
ready . .. and they're off. Mark

ets off to an early start collecting
the bonus and some hears before
Paul is out of his seat!

Mark has one advantage ever
Paul— as an experienced
Mikie expert he knows whers all
the hidden bonuses are hiding, but
Paul anly knows the basic ones.
Suddenly PERFECT flashes onto
Mark’s screen while Paul wanders
around aimlessiy trving to gather
tha hearts in any oid arder.

Then, witha burst of adrenaline,
Paul zooms ahead to the next
screen while Mark idies for a while




Htﬂngln

one

Mark is

1o collect the extra 6,000 points

h‘arﬂ Paulremwmwngwua

a'i?ﬁ his in mugmﬂ uld
EJRASHt
Butit'sto na svaii Mark
g&hmmmhﬂm laps
I's:score. They're starting on
nmtapmthegwmg-ﬁgand _
pﬁimmdmmmmaim

.| s runs
but Paul is catching up with: .zm- girlfriend:
'mthac!ockanﬂwwlkwesta play

oreeps Up 10 90,000 as he laps.
_ﬂﬁlﬂzahggm_bmm him :

lap&?l‘-‘l" l‘ml rsayig%
aul'sago is. -4 [ant
and Iingering death a5 his 1465 go.
... . and the dreaded GAME |
OVEH sign appears on th :
Mak'sgamﬂsmsnhwer-anm :
-ashsdedgeﬂrunnﬂwam
‘bombardment of

bo
Fa.ulthmws down hispys%iﬂcﬁ‘l
¢ and starts chanting anti-

MARK:
PALUL:

pacuilarraamn?aui'smwﬂ'l

mcmaﬁmwhm mmmmhﬁ’i'mm
happm till Mark h
mamrea]‘mesheswaﬂwdrtmd

50,000 pmms as ﬁound Two
‘draws to an end, and he's
collecting hearts on the first

!Heplc!ureliwrm Sesing
s behind on the points

“soreen. Paul’s Score

false testh.

5. But he cheers u "
s the GAME theimmdmtmha

: 'whsn i
| {uneon!u&arkwpwmm swmuhrkﬁmmmspﬂme.
mmrasaiﬂmnﬂdﬁ urford hiad

Rnur!dOnewere;

S,

iiready won
. 50 there:

219,100
112,600

 PAUL CRUSHEDIN | vee =

Mark feads the way again [ GkROWR =R pulle

clecfisaitoieatvbio | ] Socilon )
Ot,‘:g?pdntbenm-rhut, :

1 mana of his precious lives is f’" F’ﬁ”rﬁm
| ma;;mm winve. | VOWS SUMNERAS
-Paul seems to have mlﬂmﬂ GMH TEAM
ﬁ“"’*"’ﬁ%‘é‘:ﬁs‘&%“*ﬁpm MOVES TO WAR

Sevoun For some FOOTING
cesabads | |

mare than

weswveeweewe S5O
ol v
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CHALLENGE

AND LIVETO
REGRET IT

. But whatever happens to you in the terrifying, bioodcurdling
GRASH CHALLENGE, you'll have a day out in Ludiow, loads
of caps, T-shirts, sausage sandwiches and stuff, and the
chance to play Robin Candy, Mike Dunn, Richard Eddy, Nick
Roberts, Mark Rothwell, Ben Stone or Paul Sumner o the
bitter end - IN Tl'll TOUGHEST SPECTRUM

| CHAMPIONSHIP EVER, FEATURED IN CRASH WITH THE
| FULL SCORE-BY-SCORE STORY AND PHOTOS OF YOU

AT THE TOWERS!

We want entries for the CRASH CHALLENGE. This time,
there's a huge choice of CHALLENGE games to pick from —
anything reviewed in CRASH in 1987 (that is, in Issues 37-44
inclusive, OK?). Tell us your high score; a qualified Challenge
Minion will go through all the entries and pick a challenger.
The Editorial Arm-Twist will then be applied to each reviewer
in turn till one of them (probably Mike Dunn, because he's
such a wimp) gives in and agrees to do what has to be done,
etc.

' Dear CRASH

|
¥ Your snivelling running-dog reviewers will never
" match my incredible accompﬁshments in the game:

e T T T T T P DT

in whlch I've already scored

0 ADDRESS ...ccccccuerivmisnmnsasasansd

s damni POSTGODE
l TELEPHDNE NUMBEH aestaskinssaa e rs AR RSp AR YRR RS

i ]
B AGE et s

Who dares wins, but there’s the slight matter of putting
it in the post first, so don't delay - rush this form to
CRASH CHALLENGE, PO Box 10, Ludlow, Shropshire
SY8 1DB.

THE CRASH TOWERS BUREAUCRACY WISHES
TO INTERRUPT THIS SILLINESS FOR A
SERIOUS BIT. THE CHALLENGER'S TRAVEL
EXPENSES FROM HOME TO LUDLOW (AND
BACK, IF STILL ALIVE) WILL BE MET BY CRASH.

THANK YOU FOR YOUR ATTENTION. WE WILL
NOW RESUME SILLINESS. DID YOU HEAR THE
ONE ABOUT THE ENGLISHMAN,

| THE DISK DRIVE AND THE MANDARIN ORANGET




( FOOTBALL B CRICKET

SPORTS SIMULATIONS FROM E & J SOFTWARE (Established 3 Years)
«.SKILL...TACTICS...DECISIONS...STRATEGY...SKILL... TACTICS...

;{ %:Sénlg Strategy Games packed with GENUINE FEATURES 1o make them the most REALISTIC

CRICKET MASTER : A SUPERE SiMU-
LAEFDNOF ONE DAY m!’ERﬂT&M CRICKET
- Lapturas the Atmosphars arna . of the-one
day game — Waeather, Wicket & Outfieds Condi-
& Bowling Tactics, Team Selection,
Fast, Spin & Pace Bowlers, 4 Types of Batsmaen, Selecl Field Layout, 3 Skl Levels, Wides,
A, , Drapped Catches etc. eic., Scoraboard, Batting & Bowling Analys:s, Aun Rate.
Flun Singia Option, 3 Game Speeds # & Star Featurs — Complets Match Overview, incuding Ball by
chﬁm&mmwwtmh!mymx&mame. &
Price E7.85 including a FREE set of CRICKET MASTER SCORESHEETS
3FOOTBALL MANAGEMENT GAMES ONLY £6.95 EACH

PREMIER Il ; A COMPREHEMSIVE AND EXCITING LEAGUE GAME - Can you Fandie all of
this? — Play Al Teams Home & - Transler Market thal allows you io buy any plaver in leaguesell
your players 1o oiher team, Full Team and Substitite Selaction, Malch Injuries, Maich Substi-
iutions, Named & Hecorded Goal Scorars, Tearm Morale (2 teams). Transter Demands, Irgury Time,
Financiai . Maich Atlendances, Bark Loans, 7 Sk Levels, M:w?:m Salary, nnlmum?
Seasans, .Job Offers or Dismissal based on your performance, Printar Opticn, Save Game and MORE

EIJHOPEe\N _III_ x Ia\ SUPERB EURDPEAN S}-:T“i';LE COMPETITION : = ISE Mnmphﬁﬁaj
uropean Cup Ties! - Home & Aw ull Pemalty Shoot-oul (with SUDDEN DEATH),
S S Wi

3
z
£
:

. Full Team And : Awn; Goals Count Dioble, Extea Time, 7
Skill Levels, Disciplinary Table, Printes Option. Save Game, EUROPEAN Il inclisdes a comprehernisive
Taxd Match Simu with these GREAT FEATURES — Malch Timer, Narmad &
Scorers, Comners, Frea Kiks, Goal Times, Injuries, Bookings, Cisaliowed Goats, frjury Time, Penak

s, Sendang OIf and MORE

* SPECIAL FEATURE - wransfer your PREMIER 1 winning Side into EUROPEAN Il

Boih these GRAEAT games can be played saparately oF a5 Companson games

WORLD CHAMPIONS : A COMPLETE AND EXCITING WORALD CUP SIMULATION - Takes
you from the first warm up iriandiies through the qualifying slages and on lo THE FINALS! - s of
25 ars, Sebect F%Mﬂm. Qualitying Round, 2 mimlas NM_EDWPEM.
Select Tour Opponents, 8IS QAN ERDerEnNCe TARS A8 competlion progressas, Exira Time, Pana
Shoot-Out, Quaner Final Grodp, 7 Skl Levals. Printer Option, Save Game, WORLD CHAMPION
Includes & comprehensive taxt malch simulation — Goal Times, Bloakings, Injuries, Named Recorded
Goal Seorers, Injury Time, Match Clock, Sending Of, Pessalties. Cornars, Free Kicks, and MORE!

All games for ANY 48K SPECTRUM, supplied on

tape with full instructions and price includes P & P.
GHEAT VALUE - Any 2 Games Deduct £2.00 from

SUPERB VALUE - Any 3 Games Deduct £3.00
from total

FANTASTIC VALUE — Buy all 4 Games Deduct
£5.00 from total

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

From: E & J SOFTWARE, Room 3, 37 Westmoor Road, ENFIELD,
e Middlesex EN3 TE _/

m NOW AVAILABLE - the official Spectrum Upgrade!

i Turn your Spectruminto

= Professional full-size keybaard +E150p+p
~imcludes 17 extra keys
& Responsive typewriter-style action

frverse

* ACCepts ali currentSpectrum Tuewides  wieo  Gaphes Bl Capylick

software and peripherals, /
onee JIA I ETLET T 1
B e %855 9900 g
A A N L ]

Caps shit — : T
SR I i} e e 7
imeeried (ormTia Ciarsny Toabici Comma

The official Spectrum Upgrade. Naturally your uporaded

. Break

computer will accept all the peripherais in your Sinclair system-
Interface 1, Micradrives and $0 on - a5 well as all Spectrum software.
Just % Important. new Spectrum software and peripherals will be designed
with the Spectrum + in mind. So the Sinclair upgrade adds stylish looks, new
capabilities . and new potential for the future.

HOW TO ORDER BY MAIL

the officlal Spectrum Upgrade Kit. The Upgrade has everything you 1. IFyou require us ta do the upgrade for you please send £31.90+ £1.50p + . TotalE€33.40,

Here's some exciting news for Spectrum owners ...

NEEA [0 LU YOur Spectrum (nto the stylish new Spectrum +. You don't even 2, 5holid you require the do-it-yourselfkitjust send E24.95 + £150p + p. Total £26.45,

I need an understanding of lectromcs, just the ability to solder atew wires togettier! The 3. I you require your Spectrum to be repaired and uparaded to a Spectrum Blus we navea

Ieafiet in the kit gives clear, step by stepinstructions. If you'me notsure about doingit special offer price of just £50.00 complete, A
Yourself. don't worry. Simply return your 8K Spectrum to us and for £31.90 + £150  Orders can be placed by using your Access Card on the numbers below
D+ p we'll upgrade it far ynu

The bigger, better Spectrum keyboard

The Spectrum ¢ measures 1295 = 6 It Nas a large typewriter-style keyboard,
with hard. mowded keys. You'll find the new keyboard has a smooth, positive
action - ioeal for reuch-typing, word processing. simulation programs. and
extended programming sessions. Twa retractableieqs give aperfect typing

There are 58 keys in all, including 17 new keys. Programmers will be pleased

[0 See dedicated punctuation keys, a space bar, and separate shift keys for graphics
ang extended modes. And a reset button alows you to clear a proaram from your
LomEUter's memony without disconnecting the power supply.
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CRASH COURSE is back with a roundup of educational software for
the new school year.

And ROSETTA MCLEOD, who runs computer-assisted learning for
the regional council in Aberdeen, will take the class in CRASH every
three months from now on.

Sothenext CRASH COURSE willbeinIssue 47, on sale 26 November.
Read it — after all, there’s never anything else for teachers to do
around that time of year.

In the meantime you may talk QUIETLY among yourselves,

LEEDS UNIVERSITY physics
student R L MNavin has designeda
very interesting adventure/arcade
game for the 10-16age group. The
player must \-r'-.lt a series of
locations, solving a physics-
ralated problem inéach. I've seen
partofthe design and ithas seme | (E BTN S
potential—now Navin is looking for "
someone to program it, with aview ﬁ |
marketing this educational

2 commmercially. Anyone
nterested can write to me at
CRASH, andl'liforward the letters,

|

FDH EVERYOMNE who's asked

about catalogues of educational
3051-.'.'31‘13 vl NeTy . good
catalogues are avatlable from
Rickets Educational Media, /litan.
liminstar, Somarset TA19 9HS,
and from Micro-Jenn Software, 87
Squirrels Heath Road, Harold
Waood, Essex BM3 LA (i writing
| 1o Micro-Jenn, specily that it's
Spectrum software you're
interested in).

FRACTIONS 2

| Producer: Key Softwara, 33 Hilton
Street, Aberdeen AB2 30T

| Retail price: B4 ontape, £5.50on

| ‘microdrive

| Age range: 9 to secondary-
remedial lewval

two programs-on this tapa
ing programs, and tha
I the player's knowledge.
Are They The Same? shows that
whean the numaratorand
denominator are equal the fraction
| must equal one, and that fractions
suchas 2/4, 3/6and4/8 are equal.
Work Them Out extends thisto the
numerical concept of equivalent
i ons. And Match Therm s
some !l.LL..lun problems. Over
215 an excellant
, the teaching
ncasmake very goad use of
graphies.

Keyboard play: good

Graphics: extremely good vislal
representations and clear coleurs
General rating: a very effective
and attractive method of teaching
fractions; it'll give the teagher/
parent good nformation on Th&

| child's Q’ﬁbp of the concepts, 1

by Rosetta
| [od =ToTo!

DECIMALS

Producer: Key Software
Retail price: £4 ontape, E5.50 0
r“m,rn-"r .\'I;,‘

Age range: 17 ta secondary-
remedial level

Decimals tesis a pupil's
understanding of
sg_-}ries and the multi

nmight ask, for
example, ‘'whatis 3.7 x 1007, If
the child gets it wrong a help
window appears and the process
istaught clearly and graphically,
using the éxampla in which the
misstake was made. This very
useful little program can be used
to reinforce understanding of
decimal fractions and place-value
SE7185.
Keyboard p|d]l' v [—"f‘ good

Wmdﬂ-w &II-\:\,I ve colour
General rating: tha heip window

LOOK SHARP!

Producer: Mirrarscft, Holborm
Cireus, London E

Retail price: ©

Age range: 7 +

Author: Widgit

Written by aheadteache
orugmrs-

| p'.::x ]
| scene ‘mm .“.‘.en

| the-difference game: and Snap is
| the old favourite, for ane or two

players.

Loak She

program, l.,;'_) H.F. 8|
Snm & Observer q‘-‘t"b itment
Test), measures the player's
eadiness fo e.spnce miss
the Spiral Em.axv After some
practice SORTs, SORT 1 tests
visual perception; twocolumns
each made upof three picture
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elements appear on the screen
and the player must spot when
glements maich

| Thenext SORT deals with visual
disenmination. This time, six
warsions of the same picture are
snown, one shghtly differént from
the others — the plaver has ta pick
the odd one out. The pictures are
quite small with lots of detail, so
it's not an easy task

And the final SORT tests visual
memory = | dizcovered minga isn't
very gaod! A picture with ning
| different elements is shown, and
when it vanishes the player has to
| recanstruct the picture from
memory, putting each element in
the right place.

| Keyboard play: fast, bit single-
Key commands make it ideal for
| very young children

Graphics: very nice indead!
General rating: very good value
for money, with a strong fun
element

MYSELF AND US

Producer: Key Software

Retail price: £4 on tape, £5.50 an
migrogrive

Age range: 7 to secondary level

These twa were designed to
provide a simple introduction to
araphs, Gut they can also be used
| separately. Myself isa very simple
| program which provides the child
with information about himself
derived fram his date of Birth —the
Chinese year of his birth, his agein
years, star sign, number of days
lived and day of brth, and an
dppropriate extract from the

| raymie Monday s Chifd, Allthis can
| be printedouten a ZX-type printer,
| Inthe second program, Us, the
user chooses a graph from one of
the following categories: Starsign,
Day Of Birth, Favourite Pet,
Favourite Colour, Letters In First
Name, Favourite Sport. Reoms In

The House, and Spare (which can
beusedfor atopicoftheteacher's
choice). Up to 36 Users can input
information in each category, and
thena graph of this information is
displayed. So the relationshio
between the facts and thair
graphical représentation is
strengthened, and Myself And
s not only allows children to
enter data-about themselves but
can also give such infarmation as
the day of the week on which an
eventhappened or the star sign of
a famous person,

Keyboard play: very fast, with
clear screen instructions
Graphics: the block., line and solid
graphs are all clearly shown, with
effective colour

General rating: excellent and
enjoyable

READ-RIGHT-AWAY

Producer: H 5 Software, 55
Hendrefoilan Avenue, Sketty,
Swansea A2 7NB

Retail price: £7.95

Age range: 5-8

The two programs here aim to
teach children to read using the
phonic method — sounding out
each letter of the word.

Splashdown involvas
completing three-letter words, It
takes place atsea; sach playerhas
a boat made up of three-letter
words with one letter missing. if
the correct letter is chesen, an
aeroplane coliects the letter and
bombs the 'word boat’, which
then explodes and sinks inta tha
player’s underwater store;
providing a visual record of the
finished waord

The menu allows you to sel the
skill level, and choose SequeEncas
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ofwords which are similar (eg
three all beginning with ¢ and
ending with t} or completely
different (eg s-t, p-d). The pasition
of the-missing letier can also be
selected.

Firefight involves completing
words with pairs of letters. This
time, the player has to rescue the
hersine from the top of a burning
bullding by bridging hotes in the
building’s floor with letters! Again,
there's a choice of skill levels, and
the letter pairs can be selected.

Both games are very nicely
presented and fun to play while
providing practice in useful skills.

Keyboard play: fast

Graphics: very eye-catching and
attractive, with eHective colour
General rating: two enjoyable
pragrams with built-in flexibility,
50 you can cater for each child

COUNT WITH OLIVER

Producer: Mirrorsoft, Holborm
Circos, London ECTR 1DQ
Retail price: £7.95

Age range; 4-7

Author: Marmalade Software

Thesetwo games introduce youna
children to the basics of counting
and simple addition and
subtraction. In Toyshop, Oliver
asksthe player tocountthe toys in
a shop window. Three differant
kinds of toys appear in three
colours, and the program
introduces the idea of sets as wall
as numbers.

Toyshop s structured very well,

becoming more difficult only when
corract responses show the
child’s coping well,

Lolfipop gets furthe; inte simple
arithmetic. First the player has to
hetp Oliver buy loilipops of varicus
colours from the shop; then the
guantitiesof lellipops are added or
subtracted. The second time you
play the game in a session, two-
digit numbers are introducead.

Keyboard play: responsive
Graphics: simple byt attractive
General rating: two well-
structured, easy-to-handle
programs which ehildren will enjoy




WORDS AND PICTURES

Producer: Chalksoft, PO Box 49,
| Spalding, Lincolashire PETT INZ

Retail price: £9.95

Age range: 3-7

Words And Pictur
programs whiich shoul
encourage children to read
A5 COMMON 1N earky
emes, and d
with words and with senten
the two words programs,
colourful pictures are sho
word is printed underneath in
Iower-case letters. The child must
rrateh it to the right picture. The

1S dour

It Lises

| HOTLINE QUIZ

| Producer: Chalksoft, PO Box 49,
Spalding, Lincolnsfire PET1 TNZ
Retail price: £9.95

Age range: 8 to adult

This is one of the best quiz
programs on the market, The
player must repair the hotline
lelephone I|r1k between tha
world's leaders by correctly
answering up to 20 questions, The
question sets covertopics ranging
from Helidays to Words to
Cowboys to Monsters to Pirates.
Thay're graded by difficulty, and

PrOQrams are
ure for
OM Lse: you can store a list
1 scores, and the
Lt | call each child to the
program when it's his turn. The

| booklet s good, tog.

Keyboard play: good; single-key

commands

Graphics: very appealing, with

excellerit colour

General rating: an atiractive

package, making excellent use of

graphics and sound, suitable for
oirme and school

new guestions canbe entered and
gsaved. If children are allowed to
research and word the gquestions
and answers themselves, they'll
be invalved in a very effective
learning process.

Keyboard play: good; single-key
commands

Graphics: limited but attractive,
with good colour

General rating: an excellent and
flexible program which ean be
enjoyed by all the family

SETS

Producer: Alphaplus Educational
Software, 1 Leigh Road,
Southampion SO2 1EF

Retail price: £8.95 plus 20p
pastage and packing

Age range: GCSEand GCEO
leval students

‘-‘ers' is thi first program in aseries
of mathematic -SGf‘walc-lnm
Alphaplus, presenting a new
| approach to maths education —
helping students develop
confidence and a deeper
inderstanding of mathematics.
The serigs is based on the GCSE
and GCE O level syllabuses.

This attractive package includes

an extremely comprehensive and
well-produced 47-page manual
with examples and problems 1o
solve. (Mo cheating!)

The menu offers six options
covering sets and Venndiagrams.
For the option DRAW VENN
DIAGRAMS, for instance, the
manual sets 12 problems for the
student o solve on paper beiore
using the program ta check the
aANSWers.

Keyboard play: good

Graphics: clearand effective, with
colour used sensibly to aid
understanding

General rating: a very good,
comprahensive .'achage
deveioped by experts and aimed
atthe serigus student

AUTO CHEF

Producer:
aimula

Grrputer
Angton Way,
Relall price:

Age range: acults

InAute C
Manag of a restaurant
chain. The obiect u't'“"; simulation
15 tu qd'( Kly increase your £1
(B {of e illionand
House Fortel
Lsiness
STEEN, I'Hl'u':]I!'I'E;
ar chart

You can cal
information on
fromabalances
summarising

stomers' & te

And yau have t’) |-=cl|"mt:9r

esa __|rra.5t=r gross profit

outle f ¥

Menu prices, tog, must be
considerad — but if prices are too
high, customers will be lost.

Bulk purchase of food and wine,
advertising costs, wages, fixtures
and fittings . . . all these haveio
be taken inte.account, and all the
time you need to keep the
shareholdershappy or they'll force
you to resign!

Keyboard play: fast, with simple
control keys

Graphics: clear bar charts and
histograms, but limited colour
General rating: for business-
studies students, excellant
pragticein rr?ddll'lﬂ accounts and
balance shee

QUICK
THINKING!

Producer:
Circus, Lo

Age range:
Authar: Wi

Tamm ., %

players,

and subtracti

appears

and another o

which it drops,
numbers must be
subtracted beior

A wrong answe
defenceless against +l-c
invaders!

In Robat Tables the player
controls a machine manufaciuring
robiots and has to make sure
components areassembledin 'hr-
right order. Again, several lew ]
difficulty are offered, and it's &
pos a-lb|9 to control the speer
the machine. At the fastest speed
and the most difficult level this is
quite a challenge, and the player
really neads to know their
multiphication tables.

"". it

Keyboard play: responsive, with
simple control keys

Graphics: very attractive to
children, with-clear bright colours
General rating: a good, value-for-
rmoney packaga

PHOTOSYNTHESIS

Producer: AVP Computing,
Hocker Hill House, Chepstow,
Gwent NPE 5ER

Retail price: £10

Age range: O fevel stugdents

Photasynthesis is a major topic in
all biology syllabuses, and this
program aims to give factual
information and help revision,

The menu offers four oplions:
The Structure OF A Leaf,
Adaptations Of A Leaf,
Photosynthesis Experiments, and
ThL‘ChL‘I‘I‘IIS'I’}" Of Photosynthesis,

Iy the section on leaf structure,
thi user has e label correctly the
diagram of a transverse section of
a leaf = but before starting he'can
choase {0 see'a correctiy-labelled
diagram. When the labals have
been entered, the computer does
the marking and presents tha
option of trying again, going on to
angther section, or seeing the
correcth-labalied diagram.

The leaf-adaptations option
showshow leaves aredesignedto
perform their functions efficiently,
Again, the computer will
demonstrate the various
adaptations and the student is
askedtomatch each adaptation to
the role it plays —absorption of
sunlight, transportation of gases
and 50 on.

| necessary for photosynthesis; and
| toshaw that cxygen is produced

CRASH September 1987

Before starting the third section
the student should have seesn
demonstrations of several
photosynthesis expernments. The
computer demonstrates the
apparatus used to test a leaf for
starch; to show that light, carbon
diaxide and chlorophyll are

Each stage of an experiment is
cutiined in simple terms and
illustrated with graphics, and then
the result of the expenmentis
clearly stated. The user must
match the apparatus to the right
expenment.

The final section of
Photosynthesis, The Chemistry of
Photosynthesis, contains avery
clear demonstration of the
reaction equation, and again the
comgputer tests and marks the
sludant’s knowledge

Phetosynihesis s a wide and
camplex topic, se this pragram
doesn't attempt o cover every
facet—butit's a veryuseful aid for
Crlevel

Keyboard play: good

Graphics: simple, but usad 1o
good effect; imited colour
General rating: a2 useful aid which
makes a very difficult topic much
more accessible
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Did originality die beautiful and young? Has
the back bedroom given way to the corporate
boardroom? MIKE DUNN takes a look at
homegrown software and wonders whether
creative flair is in danger of becoming

QUILLED
UNTIL
DEAD

AY, WAY BACK in
the sarly days of
rum comput-

ing, there were an

awful ot of people
voicing fears about big business
killing individual creative imagina-
tion. Everybody in the industry —
programmers, journalists, the
general public — was aware of the
slow but steady increase in the
domination of companies like
Ogcean

Qcean's rise wasn't particularly
fast, and didn't attract much atten-
tion inits early stages, but now no-
©onecandeny that Oceanis oneof
the very few ambitious companies
which "bestride the namrow world
like a Colossus'.

And as you look back through
early Spectrum mags - not just
CRASH - you notica in editorials;
interviews and programmer
profiles that many computer
psﬂFI'a foresaw this. Some
realised, though, that the best
games were created by freelance
Drogrammers who worked on their
‘own and were often quite young
and inexperienced in big business.

DROPS IN THE

OCEAN

Thess lone programmers had
many defenders; After all, Matthew
Srith was ana such when he
conceived and [
developed
Manic f
Miner

e, later Software Projects), one
of the all-time Spectrum classics,
in 1983, :

And other aspiring young
superstars were hurriedly learning
to program machine code, hoping
to repeat Smith’s megabuck suc-
cess, But while they spent their
nights fumbling away on rubber,
big companias were going places.

Were industry giants like the
original Imagine taking away the
creativity of the Spectrum market
by producing games to strict
designs?

[Imagine promised two games
which would change the world,
Psyelapse and Bandersnatch.

And even after Imagine collapsed

in'the summer of 1984, Ocean
purchased the label for arcade
conversions, and software houses
went on buying each other or
being bought. LA
Creative genlus had had its day,
and the amatsur businesspersons
were trampled into the dust by the
Italian legther and Gucci shoes of
the software giants.

DON'’T GIVE UP
YOUR DAY JOB

Since then, the novice has had a
hardaer and harder time of it. Really
original games are getting more
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elusive in the high-street stores,
replaced by more arcade conver-
sions, more 3-D shoot-"em-ups,
more forced-perspective arcade
adventures. The Sentinels and
Knight Lores are few and far betw-
een.

But where does that leave our
teanage computer freak, trying to
learn to program in between going
tocollege and doing the other vital
things in life (food, drink, music,
women . ., )7

He can buy a commercial game-
writing utility, put his concept into
playable form and send it offtoa
software house for assessmeant
and possible publication. He can
spend a year leaming machine
code and the next year trying to
master it, and run the many risks of
offering it to major housesas free-
lance work. Oriecan startis own
company, in a small way,

raybe try and persuade some
small local newsagent to stock his
product till e has enough to put
his game-out into the real warld.

GAC TO THE OLD

DRAWING BOARD
Several software houses have
tried their hands at DIY games.

i Gilsoft's Quif and Mlus-

ncentiva’s Graphic Adven-

ture Creator, Melbourne House's.
ancient H.U.A.G: and more
recently CAL's 30 Game Make-
r are the major products. And
these packages are the simplast
ways fo get into writing games,
though it isn’t programming in the
usual sense of the word.

If you have the idea for a game
but don't know machine Q@W&
is the solution foryou,

_ And companies iike Dalta 4,
responsible for the excruciatingly
funny Boggit anc Bored Of The
Aings, must be thankiulfor the util-
ity programmers who heiped them
let thedr imaginations run riot. But
unfortunately not all Quilied games
reach that level. Alot of them are
very similar and a lot of them ara
very boring, and that's probably

why a lot of thern don't get any
commercial success.

RISKS AND
REWARDS

Freelance programming has its
risks, and its rewards. Success
depends on the skill of the prog-
rammer; software houses are
unlikely to take much interestin a
Pac-Man game written mainly in
BASIC.

And software houses havetobe
impressed if they're to take on
fresiance work. Obviously their
standards vary; the giants are
likely to be more selective than

your awﬁ. r‘Oﬂugli:i\ﬁw to stand up
in court f anything goes wrong,
Therisks are high, and he ini-
tial cost. Make sure you can han-
dle it, or stay gut.

BYTES AT THE END
OF THE TUNNEL
But there is a market for home-
grown software, It's like the mar-:
et for fanzines — while most
pecple would rather pay more for
‘a glossy professional piece, there
aré still a lot of people who would
ﬁ;er;ar a cheaper, if less flash,’
emade sort of game.
_ CRASH would like to halp
homegrown software come out of
tiom drawer, with the ocea-

t your company, price,
] 'yrbwn Suﬁgrg.
CRASH, F ox 10, Ludiow,
Shropshire SY8 1DB.
if you want the tape (er disk,
these days . . . Jreturned you must
include a large SAE with sufficient
posiage.

EXAMINE COVER
GET ACT TOGETHER

IT"S DIFFICULT to) kinow whire the divid-
ing tine between professional and hanie-
grown softwara lies, but far the sake of
drgument let’s deaw it between profes-
gional and homemade covers. (Some
might meve the line 1o the availability of
the software in the shops — a litile
extreme?)

Ahome-based group should stick toa
plain off-the-sheif infay, rather than the

SCruffy alternative of strawled artwaork or,

gven worse, hantdwritten instructions.
Quatity printing is bard to fake

On'to the cassette, and the Important
paint hers is to label the cassette with the
full name of the game. Casseties often
come adrift of infays, and abbreviations
tan be infuriatingly obscure.

The tape itselt is the next stumbling
block, Home-recorded tapes create load-
Ing prablems, so put at least one copy of
the game on gach side, using different
casselte recorders for each. This
ingreases the chance of 2 match with the
player's cassette-head alignment

And always try your very best to mimic

the prifessionalism of the farger houses.
Software houses run by mare than one
person should make clear gach persen's
respansibiity (eg secretary, writer, ideas,
graphics) on thewr inlays and letterheads.

Provide some conclse instructions for
the game and not 8 wordy sixth-Tarm
essay, and inclode & line or two on
innovative features (list them'in a one-
two-three format).

Practically, remember a small house
should not confuse reviewars and the
industry with many addresses, one for
meail, another for phone calls, and another
to contact someone’s mum. One is quite
enough.

Also, sand review copies to the aditor
of gach magazing, not o your favourite
writers — and don’t hassle them con-
stantly about when the review's going fo
appear and how well your game did, It
gan have a negative etfect on harassed
magazine offices, and when you're sel-
ling homegrown software you need ail the

help you can get,
DEREK BREWSTER
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DEVIOUS EVIL

STARTS HERE!

His name’s MIKE D(UNN) and he gets respect
- but even our resident Beastie Boy has his
soft artistic side, which is why every month he
picks your best SCREENS$ and sends them
somewhere over to Rainbird to be dumped
and framed! They’re also printedin CRASH, a
usually harmless side effect . . .

R E EEE e s r

This is by Gary Morris of Sutton Caldfield near Birmingham. It's well shaded,
and has {for a change) quite a lot of colour, which has been used sensibly and
to goad effect - look, no attribute clash on the explosion! Neat, eh?

As Roger (Omnipotent Lord) Kean breezed past my splinter of wood which is
known o some as a 'desk’, he commented on the psychedelic quality of Stephen
Hill's reproduction of this famous 1967 Beaties album cover. (The album's had a
Iot of publicity this year, it being the twentieth anniversary of the good old days
etc.) A pity about the colour clashes at the top of the screen, but the drawing
makes a change from the usual welter of fantasy/game screens, Stephen hails
from Egham in Surrey.

100 CRASH September 1987
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Gary Morris strikes again. The lack of colour here suggests a more devious
evil than that of The Beast. And the malicious grin - in fact the whole being -
reminds me of someone on the CRASH team . . . (no offence intended, Lioyd!).

Alex Williams from Truro in Cornwall sent in a very impressive demo. It
shows that famous scene from Alfred Hilchcock’s  movie  North By
Norffwest where Cary Grant is chased along  lonely country road by a low-
flying crop-duster. Here's a still.

That's it. | can’t even tell you what a wonderful view the
sunsetin Ludlowis because a great hulking filing cabinet has
been placed in the middile of my view. Ho hum.

Be careful outthere—do itto them before theydoittoyou,
butin either case send your SCREENS to Mike Dunn, ON THE
SCREEN, CRASH, PO Box 10, Ludiow, Shropshire SY8 1D8.

Remember - the best screen artists get a full-colour
framed and mounted dump courtesy of Rainbird,




;
i
&
5 |
=
&
A
-
r
&
£
i
:
g
|
8

e e
ey Tty

l,-'_';:;' i \ \
ALY (‘L—_U_“_I]:il\:.k':}\:\\_.\\_

A dazzling collection
of famous hits bursting
with action and excitement.

Forget that bored glaze
from playing inferior
games over and over again.

Here's six times the fun for the price of one!

6 GREATGAMES FOR £0-99

Available on CBM 64/128, Amstrad and Spectrum 48/128K*

{CBM64/128 Disk £13-99)




S:T-I'F-F-L-I-P & C-

> Miss P
fo thread -
the thread to?

ut who's she going tatie

,and Of Hope And Giory,
celd rice pudding, wet Sun-
days in Manhchester and
long gqueues at the Post Office
have all helped make Britain the
country it |s today. But above all
these stands one item that has
truly put the gredt in Great Britain
= the cricket ball. This tremend-
ously hard orb, which can smite a
human body with such force that it
hurts even through a foot of mat-
tressi has beaten the British
character into shape.

But now evil is-in the air — the
dastardly Count Chameleon has
lans te change a cricket ball's
unce with the help of his rubber-
tronic ray, This bounder must ba
bawled a bouncer if he is too be
. -and Viscount Sebastian
p. Prcn‘sssur Braindeath, Col-
arnel R G Bargie and Miss Palmyra
Primbottom are the team to doit.
The characters are controlied in
turn and followed as they make
their way through the perilous pit-
falls that await them on the far dis-
tant South American continent.
The one you're controlling is
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Producer: Novagen
Retail price: £9.95
Authors: Binary Vision

* Wow! You'll be addictad in
aninstant. The graphics are
marvelious and colour is
usedperfectly; the sound is
brilliant too, witha fantastic
title: tune. Stiffip & Co. is
packed full of jokes and

humorous faces - | particu-
larly liked the way the
secreens change and the
sequence  for  hitting
people. | can't find anything
to moan about in this first-
class game — perhaps I'm
ill, or just addicted!

HICK 1%

shewn in_the bottom half of the
comic-strip-styla sereen, with the
previous scene in the top half; the
other three characters are on the
right side of the screen.

lcon and menu systems allow
our heroes to move, converse with
other characters, and manipulate
objects including lengths of rope

and thread, knives and reeds

These ‘objects will heigdyou find

solutions to the 'puzzies that
abstruct the to the Count and
his obnoxious device.

But it's just not cricket — the
bureaucrats, cretins, wide boys
and rotten cads our feariess four

| CRITICISM

* Brilliant! Stiffip & Co.
strikes just the right bal-
ance tween  arcade
game and adventure. The
graphics are great, the title
tune and in-game tunes
and FX are superb; | don't
think

there's anything
wrong with Stifflip & Co.. it's

polished, atiractive, and
amusing, and requires a'lot
of thought. Anyone with
half a brain will g&thuursof
fun. The only problem: | can
see loads of spin-offs inthe
future... "

MIKE 92%

“I haven't enjoyed an icon-
driven adventure so much
since The Fourth Protocol
was released — and Stifflip &
GCo.'s programmers worked
on it, too. Though Stifflip &
Co. is extremely hard to
crack, the presentation is
clear and simple enough to
make it permanently addic-
tive, Each problem is fien-
dishly constructed and
very satisfying once over-
come. And the superb
graphics express a kind of
humour which is usually
restricted to text adven-
tures, but the clever fea-
tures aren't there to cover
for a poor game - they add
to the strong atmosphere.
Its all good clean and
clever fun, and well worth

8a3%

persevering wil
PAUL

encounter in South America can
try the patience of this English
party: So sometimes you'll have to
land a good old thump on a foreign
body with some accurate hooking,
uppercutting - or ungentlemanly,
but decidedly effective, punching
below the belt.

Be warned, however; i tdo
many low blows are thrown divine
intervention tccurs, and the
offending character is dispatched
heavenward.

Thers are two parts 1‘0 Stiffiip &
Co., loaded U must
complwa the firstto the sec-

And remember, Britain
expects every man and woman fo
do their bast.

[ COMMENTS }

Joysticks: Cursar,
Kempston, Sinclalr
Graphics: large and very
good; monochromatic car-
toonanea, colouredicons
Sound; cutstanding tongue-
in-ghaek title tune with
equally effective in-game
tunes and effects
Options: definable control
kays

General rating: an excellent
joke on the clichés of the
British Empire with loads of
addictive playability

91 %
88%
: 89Y%
Addictive qualities 90%
Overall 90%

Presentation



| SIDEWIZE
Retail price-£7.05 ' | ___[ROBIN]____

Author: Odin * Odin's games are usually a

joy to play, but Sidewize
What a way to spend a | | dossn’t qu_rn:'a live up to their

Sunday, stuck up in standard. The g are
space with a jet pack on very clear and it would be
your back and a blaster in your hard to fault the animation, toiich, > Behind every alien horde there's
hand, obliterating attacking waves but none of the colours work. But after the alien hordes have a large creature
ofaliens . . . ; The sound is good, though, been éradicated, a larger creature
At first  these  belligerent g ; y the ftitle tune. is revealed. Destroying this
lowize is a straightforward overgrown beauty  requires [ V f
| PAUL d ~shoot-"em-up; i's playable consglderabla fire power — but GOMMENTS
. _ -and enjoyable, mf‘ b1 | whenit's blown to bits you cango | | Joysticks: Cursor, Kempstor,
* Firebird seems to be a bit didn’t find iﬂ:ﬂhlﬂﬂ- 1o keep on to clean up the next of the four Sinciair
late off the mark with this me hooked, planets, Graphics: simall and badly-
Nemesis-type game - you'd T2% coloured .
have thought that after a ; | Sound: decent title tune,
good look at this popular creatures approach in predictabie f MIKE ;' averags spot FX
genre the producers would fashion, but as more and more of — i - Options: definabie keys, high-
have come up with a decent them are destroyed the waves * Sidewize is really dull. The score table S
product. The add-ons seem become more complex and less graphics are unattractive, General rating: Mike and Paul
to have no effect, and the predictable, sometimes attacking and most of the attack waves tound Sidewize a dull shoot-
enemy waves hardly vary. from both sides of the screen. have been ripped off from ‘ern-up, but Robin appreciated
Colour is very badly used, | | Wipingan alien out takes accurate | | Thalamus’s  Gommodore its superficial playability
and the screen soon fire, and sometimes more than one Deita. There's little to hold the e '
hmm; t;a ?:ramhnn the shot. Laser walls move very fast Inteir;st; the planets are very
eyes. idewize very across the screen, and avoiding similar, and once you've .
repetitive and boring - a | | them takes great agiity and | | played long enough to Presentation
great  disappointment, | | accuracy. predict the attack patterns Graphics
especially on the Gold When certain waves have been | | {about an hour) there's Playability
label. ™ destrayed, ‘Firepower’ and ‘Move nothing left. "' Addictive qualities
2% Faster’ arrows are revealed. Six of 48% Overall
each are available for collection by

Area you've completed one of The | 'astonishing’ graphics; really

. Tube's gight sections, andthetask | they're unoriginal and crudely
H E TU B E can begin again. animated. All three stages are

unplayable and boring: the first

! two are too sasy, and the third

! cn'r' c"m ' only presents a challenge
because it's unplayable. The

;i P # shields which can be activated at tune and sound effects are the
P#’Dd_t,ICE‘_F. Quicksﬂ\.fa any time dunng thefirst two stages | @' Some of The Tube's graphics only good points of The Tube,
Retail price: £7.95 of The Tube (draining energy), and | aren’t very good, but the Capture
Author: Gannon Design a blaster which can fake out many | Areais effective if somewnhat jerky. | PAUL 33%

of the dangerous obstacles onithe | The Transfer Zone's 3-D effect e -
ucked away in a unknown | way tothe Capture Area. doesn't quite work, because ® " Nioe graphics, sﬁamﬁ about
fold of space is The Tube, a In this third section, the aliens | objects come from the far | {18 game—nof that it's especially
three-stage alien scrap- | hold disabled ships and take them | background into  the near | 2906 IL's Justnot interesting for

collection system rather ke a | apart. Your ship s seen from | foreground too ‘quickly, and the | /ong. The graphics are good,
massive galactic Steptoeyard. | above flying through  the | Defence Mechanism Tunnelistoo | Paricularly the backgrounds, and

And, yes, you've flown inta it. mechanical graveyard; by very | long (though it's good fun at | f1@re’s a decent fitle tune; more
The first area is the Trangfer | accurate docking with the old | firsf). game seund would improve play,

Zone, whera your craft is drawn | ships, you can attach fuel pipes | miKe 59% though.

inexorably toward the bowels of | and siphon off their anergy. Some MARK 45%

The Tube through a nightmare of | of the junked remains have
parasitic space organisms, energy | decayed, though, and they'rs | @ ' it's not really much like the

whirls and debns. Your onboard | almost useless — and energy is | TV series, is it? | mean, where y
lasers and smart bombs can | essential to maintain your ship's | are Jools, Paula and Muriel? But GOHHEHTS
destroy these potential | shields, without which you'll be | seriously ... The Tube suffers

destructors and eam you points — | destreyed. from some big flaws. The first is |
but distance and time indicators On getting through the Capture | the  inlay, which claims | Joysticks: Cursor, Kempston, |
ominously chart the ship's Sinclair

progress toward the end of this | » The dustbin at the end of the universe: The Tube Graphics: monochromatic but
Zone . .. and the beginning of real - S 22 =3 4 5 effective play area .
danger. e A Sound: good title tune by David

Whittaker

General rating: a standard space
shoot-"em-up with some strong
graphics

The Transter Zone leads into the
horizontally-scrolling Defence
Mechanism Tunnel. Here your ship
can slow down, accelerate and
move up and down through the
passageway  encrusted  with
missile silos, energy rays, sucker
darts and bombs. Any of these can
and one of your three lives — and
there's also tha danger of crashing
intg the tunnel walls.

For protection your ship carries

Presentation
Graphics
Playability

Addictive gqualities
Overall 478




FLUNKY

Producer: Piranha
Retail price: £7.95
Author: Don Priestly

fter a while on the dole you
strike lucky and get a job at

flunky to the Royal Family. And you
must keep your employers — The
Queen, Andy and Fergie and
Charles and Di — happy with your
efforts.

Buckingham Palace as a

Some of the tasks are peculiar;
fetching a toy boat for Andrew's
bath, getting Di her wig, giving
Fergie freckles. ese
idiosyncratic.  jobs can be
completed using objects you're
carrying from the start of the game,
such as matches, or with other
items that you find around the
royal residence.

If the job isn't done perfectly,
you'll incur the footsquelching
wiath of a guard who can kill you
by touch or with a rifte shot. To
escape him, you have to disappear
behind a secret panel — which also
gives you access to the dungeons
beneath the Palace.

P You just can’t say no to a prince of the realm . . .
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When you've completed a task
tor one of the Royals, they must
sign your autograph book.

If you've collected all their
signatures within a set time, you
should enter the Queen's throne
room and complete your final task
for Her Majesty. That done, your
days as a royal flunky are
successfully over and you can
retire happily (perhaps to become
a character in Stifflio & Co. . . . ).

Presentation
Graphics
Playabitity :
Addictive gualities
Overall




| SPECTRUM +3€12.99, ]
SPECTRUM 48{128K £8.99
AMSTRAD 1ape£9.99 oisk £14.99
GBM 64/128 mql& 99 oisx £11.99

{ dnits 2/3, Holford Way, Holford, Birmingham B6 TAX Tel: 021 356 3388




Producer: Imagine
Retail price: £7.95
Author: Dinamic Software

epulsed by the growing

reed and powerlust of

ueen Gremla, the warrior

lord Arkos resolves to overthrow
hig menarch.

Arkos begins his destructive
quest in the dank arcades of the
planet Hypsis, running and jump-
ing through the flick-screen

underworld, aided by lifts that take
him to higher floors or provide
moving stepping stones to the
next scresn. But if Arkos falls from
one of these slevated platforms,
he loses a life. (He starts with
three.)

Guardian robots ride the air
firing at our hero, and lasar-shaot-
ers aim at his body. Arkos has only
limited energy to survive these
assaults.

For protection the warrior
carries a blaster with unlimited fire
power, and a stock of more
powerful grenades. Whenever

» Queen Gremla could well be popping her greedy clogs if Arkos gets through the

dense jungle terrain of
__/PAUL
* The look of Game Over is very much in the Dinamic (Army Moves)
yrar style, ie dodgy collision-detection, attribute

add up to a very poor imitation of Green '
Imagine. ™

Arkos destroys robots ormonsters
he gains points.

ventually Arkos encounters
red and white barrels, which he
can destroy with three blasts.
These then endow special powers
upon him — energy hearts restore
his flagging reserves, ‘pow up’
increases his fire power, and a
force field offers protection from
shots and collision. But be
warned: some of the barrels
conceal mines which kill at the
slightest touch.

nce  through the prison
chambers, Arkos must cross a
swamp  where he finds

regenerating green monsters

Producer: Atlantis
Retail price: £1.99

idden in the black nothing-
H ness of space, a Star Wars
killer satellite lies in wait,
Suddenly it unleashes a devastat-
ing energy ray on another satellite
- and the world realises the
weapon is under unauthorised
control. Terrorists, parhaps. Every
two hours, this deadly hardware
and the two satellites it controls
are destroying one of the other
satellites that make up the protec-
tive space-umbirella.
Disaster is close. It can only be

P Hacking and puzzies are the name of the game in Satcom ~ mastly done from the
daia icon screen

occupying a platform world, and
deadly rocket ships which streak
across the skies, If our blasting
warrior successfully negotiates
this monstrous flock he comes
face to face with the towering bulk
of the Giant Orko, who can with a
JUMP and a THUMP squidge the
very existence from Arkos's frame.
So this overdeveloped creation
must be ruptured by 40 shots - a
grenade counts as four shots -
before it goes to meet its maker.
Then only the three giant rebots
remain, and they can be taken out
with 20 well-placed shots each.
But Arkos's adventure is far
from over. Here Game Overmoves

avoided by some technical tam-
pering — by entering companies'
computer systems, via phone
lines, and breaking a senes of
number and colour codes.

At the start of Satcom you have
a single telephone number, for a
company called Global Atmos-
pherics UK. And though the firm
denies all connection with the orbi-
tal shenanigans, their number pro-

—__[mixe!

vides you with a valuable starting
point.

Through a brief phone link-up,
you can acquire valuable informa-
tion from companies and institu-
tions. This information is examined
in the program’s logic analyser
and passed on to the data screen.

The data screen displays the
first half of a six-digit number — a
company code — and the sum of




to & second world, as Arkos travels
:i% Iﬂa plgrﬁat Scl;unn to tga{t_rlh'lis

ting skills in a forest land. (This
sec_opg world loads separately,
and can only be accessed with a
code from the first haif)

Now Arkos has a giant laser,
with increasable fire power,
instead of grenades. This he can
use against the enemy Kaikas and
secure his passage to his ultimate
goal, the Palace Of Gremia herself.

There he is confronted with
further rabots, fireball-shooting
Leisers-Freisers, more laser-
shooters and finally the Giant
Guardian, This personification of
evil must be destroyed section by
saction with 60 carefully-aimed
shots before it gives up its
mechanical life. Only then has
Arkos completed his quest.

Presentation
Graphics
Playability
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the following three digits. It also
says whether each of those three
digits is odd or even, and which is
}L’l; biggest and which the smal-

It's therefore possible to narrow
the thousand possible three-digit
numbers downh;o just a few, and
s¢ complete the company code,
With this you can get deeper into
the system and access further
information.

Ultimately you have to reach the
satellite-control system itself, and
trigger the n satellite’s salf-
destruct anism. But don’t
forget the time screen, which
shows the precious moments
or the phone bill.

B

running out . . .

GFL CHAMPIONSHIP

FOOTBALL

Producer; Gamestar
Retail price: £7.99

Authors: Dennis Kirsch, Mark Madland and Scott Orr

merican football is a game

in which well-padded men

v :vﬂeaﬁng mh?ad hﬁ!;nets

ase after a n ball. -

ments of in'tens:g activity arergg-

lowed by deserts of intenser
tedium.

Now you have the opportunity
to partici in the rough-and-
tumble of this game, as American
as Mom's appie pie, a half-eaten
Big Mac and an Oliver North
Congressional testimony.

In Gamestar's simulation you
select two teams from a choice of
28; the ability of each 11-member
team is summed up in terms of its
coach, quarterback and other
crucial players, and used by the
computer in controlling its own
men. Choosing both your own and
the computer's teams, you
sffectively have a fine-tuned skill
level. (There's also a two-player
option) :

One side is designated offensive
(attacking) and the other
defensive. The offensive side has
tour opportunities — downs — to
take the ball forward ten yards,
using its chosen strategies. And if
successful the team has another
four chances to do the same,

But if the attackers drop the ball,
are successfully tackled or take it
out of bounds, the down is over.
When all four downs have been
used up, the other team takes the
offensive role,

e ins with a

ﬁkw' mentshaa igahkicki
the perspective changes to that of
the opposition kickoff-returner,
who catches the ball.

When the ball has been kickad
off and retumned, both sides try to
take the ball into their opposition's
end zone, t:;anrea in t of the

posts. If you succeed, you've
ﬁe a touchdown worth six
points, After a touchdown, there's
another kickoff and it all starts
a%l;lmmammu four downs.

ints can also be earned from
field goals (kicked from a distance,
they're easier than touchdowns
and arly give you three poinis),
and there's a one-point bonus for
kicking a goal after touchdown.

In' game mode, the screen
shows F:hﬁ tli-i:ld from the
perspective of the attackers, with
defenders constantly acHusﬂng
their positions and flingi
themselves forward to tackle the
runner or ball-carrying man.

Each side chooses its strategy
In scoreboard mode from a
selection of coordinated team
movements known as plays. Plays
—with names like nickel left, safety
blitz, blast right and streak left -
are chosen every time a new down
begins. They must be seiected

within a specified time, or a penaity
is incurred.

Some plays are good forgaining
guick yards, while others give you
the chance to progress  even
further into opposition territory.
Lines on the pitch indicate the
ground being covered, and after
each play the number of yards
needed for & touchdown is shown.

If the action becomes too hot, a
team can call a ‘time out’ which
temporarily suspends play.

The two sides compete over
four periods of eithar four or seven
minutes each. The team with the
greater number of points at the

endofthe last period is the winner.

Footbail, the r:‘lwnrd is below-
average graphics (no detail, not
much colour), difficult menus
:llfu'li h-'t:rdly tan:u- Ih:l.lhd. Once
again, I'm no pressed by
Gamestar's mmd. 2 .

@ " GFL Championship Fogtball
puts the player right on the fiald.
That's & great Idea, making the
Sport  more.  aftractive 1o
newcamers, but sadly it's let down
by an appaling option method.
Play s great fun and very
addictive, but the slow menu
System makes it very awkward to
play fluently. Still, the action
graphics are well-drawn and move

In convincing formations.

The combination of Superbowl’s
tion technigue and GFL
ampionship Football's

graphics would prove s winner —
we'll just have to wait for the
' Ametican-football

ultimate
gﬂﬂl& 49%

® " Talk sbout instructions -
there's reams of them, which
could almost put you off this game.
And then thera's the horrible green

background to the first option
screen and the field: it's like
someone beaming a torch in your
eyes (not a game for the early

B All piayers marked and ready for the
off - Hut! Hut! Hut! - the Tamiliar cry
of the CRASH tesm

moming, this}, GFL Championship
Footbail may appeal to American-
football fans, but counting steps
1o make a play and having to get
the defence line-up exactly right is
a bit of a downer for the first-time
player. Losing is never very
rewarding, but i GFL
Championship Football neither is

taking part. "
BEN 2%

@ “The trouble with sport
simuiations is the mass of
instructions you have to read
through before you can even
understand how to get into the
gamel And in GFL Championship

CRASH September 1987

Joysticks: Cursor, Kempston,
Sinclair

Graphics: large. but crude and
flick

Soum: limited spot FX

Options: two-player option, team-
selection

General rating: another overly
complicated, unplayable
sirmulation

Presentation
Graphics

Playability
Addictive gqualities
Owverall
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Producer: The Power House

Retail price: £1.95
Author: John George Jones

for your family.

Having been convinced that
the fittle light does stay on, your
father has been imprisoned by the
wickednass of evil spirts in a
fridge. To release him, you must
find sight spirit keys. Then you can
help Dad search for your mother.

She's been mutilated and
dismambered, her bodily parts
scattered hither and thither. Still,
where there's hope and an awful
lot of Elastoplast, who knows what

/roBiIN]

It just hasn't been a good day

can be done.... But first her

organs and limbs must be
gathered and carried back to the
ridge.

You undertake these simple
tasks in a subterranean muitilevel
world of vertical passages,
horizontal corridors, tunnels and
rooms. But your progress through
this land of menace and depravity
is hampered by myriad bizarre,
destructive and menacing
devices.

Heavy anvils keep falling onyour

“ Soft & Cua‘diy‘a nmm
-and a touch [ T

____[pauL]

“ivsa mm:mmmlﬂm:landhmvm
should ﬂ’dmsw down by distasteful Iunnndahu:rﬂﬂy
mw?g Hhcm.’smm}a. & Cuddly shoufd
_H-iﬂi |_ S et N I
gameplay is repetitive. &

| Muregmmmegnndmsmﬂmmhulhyh‘unﬂlﬂhmrﬁm and could that

e Mr Mangram below’

B Stand firm, you nasty creature from the depths of the underworid, and let me blow
you to pieces

1 head, sets of spikes pummel
i downwards onte the
“ Sick, sick, sick! The unsuspecting, babies are caught
ogrammier of Soft & Cuddiy in stretching devices and men
needs intensive psychiatric pulled apart on racks, and fiying

heip. The smooth, slick blades swirl through the air.
: show heads For protection you carry a laser
erced by forks and four that can destroy some of the
ahies joined at the waist. ghoulies and creatures of evil. But
"hough these graphics are a this weapon can bacome too hot
mite sketchy, colour is used and jam, if continually used; an
very well, = Still, 1 only indicator shows how close it is to

recommend Soft & Cuddly to this critical point.
those of you who cut your As in all self-respecting evil
toenails with a carving domains, the things of darkness
knifel " can seriously affect your heart, as
57% in stopping it = and you have only
: three lives.

For further protection against
this multifarious malignancy, try
the invisibility function. It makes
you transparent and indestructible
{to find out where you are, just fire
your laser},

And just think, if you get through
ali this, Mum and Dad are going to
be SO pleased!

_ [comments]|
Jnysﬁgke. Cursor, Kempston,

mem
5
gan't;mt point

Opﬁmsilly-walka ion
(hich doesort worky




BATTY
on 6-Pak Vol. 2

Producer: Hit Pak

ilemmas, problems,
hassles. How, we
wondered, can we review

Batty? It's a good new game, so it
deservas cover. — put it's just
one sixth of a Hit Pak compilation,
and can't be assessed entirely on
its own. After all, you couldn’t hand
owver £1.66 and ask for one Batly,
hold the rereleases . . .

The solution: a brief rundown of
the five old(er) games on 6-Pak
Vol 2, based on their CRASH
reviews, and the complete
treatment for Batty. Atter endless
deliberation we decided against
rating the compilation as such:
make up your mind whether the
good games outweigh the poorer
ones.

B The star of the 6-Pak Vol
Zrereleases is Lightforce from
FTL, a colourful and speedy shoot-
‘em-up which featured on the
cover of lssue 34 (November 1986)

was awarded a CRASH
Smash with 91% Overall. The first
sight of Lightforce reduced Ben to
‘a gibbering wids-eyed heap on

the fioor'

Retail price: compilation £9.95

B into The Eagle’s Nestby
Pandora got an Overall mark of
B82% in Issue 39 (April 1987). This
Gauntlet-style war game received
mixed criticism from the reviewing
team. Paul loved the graphics, a
feeling echoed in the other two
comments, but didn't find much
lasting appeal; Mike, however,
said 'it's playable and addictive’,

B ACE from Cascade is the
compilation’s only simulation. You
‘take the controls of an AWAT
fighter and blast four colours of gut
out of the enemy. This was hailed
as 'possibly the Spectrum’s best
flight simulator’ by Mike but it
didn't keep Paul interested.
Ace got B1% Overall in CRASH
Issue 32 (September 1986).

B International Karate, orirgimjiy
released by System 3, is felt by
CRASH reviewers to be the
waakest game in this compilation.
The three original reviewers falt it
jumped on beat-'em-up bus

too late and simply wasn't done

arespectable 88%
RASH Issue 24

wall. Stifl, it
Overall in

B Shockway Rider, FTL's
second offering on 6-Pak Vol
Zand also the newsst of the
rereleases, got an-Overall mark of
67% in Issue 38 last March. It tells
the story of a 22nd-century man
who rode in the fast lane of the
Shockway (a new kind of public
transport) and farget to get off at
his stop. Ben found the game
“appealing — because you can hurl
bricks at innecent bystanders (and
get points for i)',
And now to Batty . . .

Batty, a small horizontally-moving
bat, exists in a world of rectangular
blocks. These blocks are arranged
in different configurations at the
top of the screen, and he/sheit
fires & small ball at them; it then
rebounds according to the pattern
and consistency of the blocks.
Batty must try to stop the ball
bouncing off the bottom edge of
the screen, by obstructing its path.
If Batty is not sufficiently quick or
accurate, the ball disappears and
the flattened batsman loses one of

This/her/its three lives.

The multicoloured bricks have
different characteristics. Some are
easily destroyed by a single
contact with the ball, others
require several hits, and some are
indestructible. For every block
wiped out, Batty receives points.

ome blocks, when destroyed,
drop things down toward Batty, By
moving to gather these, Batty can
gain  extra points and lives
alongate him/her/itself, increase
the ructive power of the ball,
slow its speed, split it into three, or

obtain alaser that quickly destroys
blocks. Yet anather feature allows

Batty to capture the ball and
carefully consider his/her/its angle
of fire. And all these features add
poeints to Batty's score.

When all the destructibie blocks
on a screen have been removed,
the next of the 14 levelsisreached.
But catching a jet pack gives Batty
quicker progress - it automatically
takes him/her/it to the next level,

Balty can possess only one
supplementary feature at a time,
and on collecting a new one loses
the last (except when the ball has
been splitinto three, in which case
ancther feature can be 0

To create difficulties for Batty,
magnets contained within some
block patterns  alter  the
predictable movement of the ball,
and bomb-dropping aliens patrol
the upper reaches of the screan.
These alien swarms grow at higher
levels, and progress further and
further down the screen: their
bombs kill Batty.

Batty can destroy the aliens by

touch, by firing the ball at them, or
by picking up the ‘kill aliens’ add-
on. It's a bat's life.

eomenrs_
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THERE'S A NEW MAG arpund and it's
great and it's called Pro-User. For a copy
send 50p and a stamp to Stoneridge,
Lippertharpe, Westwoodside, Doncaster,
South Yorkshire DNT 2A0.

FIVE NEW, original, addictive Spectrum
games on one exciting cassetie for only
£1:991 Free details and free pokes for top
games for a stamp. R Burgess, 7
Middiefield Road, Rathertam S60 JJH.

WANTED: Sﬁwmﬂ'l;éﬁ Swap for
games (originals). 10 6, Romannurst
Gardens, Bromiey, Kent BR2 0PA.

WANTED: World Senies Baskethall by
Imagine, Will swap or pay up 1o a fiver,
Phone Peter on (0832} 787891 after 6pm.
| have many games.

FANZINE for all main micros, only 30p
pius A5 SAE from Jonathan Marris, 787
Perrysfield Road, Cheshunt, Hertfordshire
ENG OTL, 1ssue 5-out September 14th.

Board, Short Clrcwit, WA.R. or Cobira for
Killed  Until  Dead,  Ranarama,
Sentinefand  Super Soccer.  Phane
Andrew (0438) 3659460 NOW! (Please!)

fittings, comes with modem which lets
yeu - seduce  macho  mainframe
computers, also microdrive, Interface |,
programmable  joystick  interface,
guaranteed no steamy scenes, £100 ono
(0663) 45444,

LASER COMPILER WANTED, exchange
any three Feud, DD I, Baggit, Nightmare,
Rally, T T Racer, Edwards, 4 Ciub Lane,
Barrow-0n-Trent, Derby DE7 1HP. Phane
{0332) 700753.

SPECTRUM + 2, JOYSTICK, mags,
posters, 50 tapes (£400) including
Gauntlet, Antiriad, Info The Eagle's Mest,
Barbarian and many more. A gift at only
£160. Greg Parsons, 26 Hofly Walk,
Nuneaton, Warwickshire CY17 6L

SEEKING A PEN FRIEND - I'm 15 years
old, | have a Spectrum -+ | love foathall
and I'm mad on Liverpool! Fred Daly, 31
!;?;Edfem Rise, Winsford, Cheshice CWT

PEN PAL AROUND 13 from any country?
| have a Spectrum + and over 110
games. Allan Jones, 5 Cobham' Road,
Mareton, Wirral, Merseyside.

MY LETTER BOX is about to die frem

starvation. I'm looking for a pen pal,
preferably female, and will angwer all
letters. | own an ofd Spectrum and have
over 300 titles including Army Moves and

WILL SWAP MY JOYBALL, leader

SUPER SEXY Spectrum with rubber |

THE CLASSIFIEDS

WANTED - PEN PAL INTD GAC 50 we
can help each other and judge each
other's games. GM Dobbs, 37 Bom
Hedd, Lendreforgan Est, Giifach Goch,
near Porth CF39 8UT.

PAKISTAN READER SEEKS PEN PALS
anywhera — male or female - to swap
games, hints and tips. Abbas Mehdi, 24
Khayaban-i-Tanzeem, Phase V. DHS,
Karachi 46, Pakistan.

R e e e e M I I T SN S e Nty 0 T
THE BOXES WE DIDN’T DARE PRINT

Amsterdam, The Netherlands.

Grange Hill. 'm 14, and If you're 13-15
ﬁ;;t' scribbling fo Carl Rosso, 40 Radnor
V8,

Wallasey, Merseyside, England
L4715 84D,

WILL SWAP GAMES with anyone in the
world - | have aver 1,200 and will answer
all letters. Zvika Biran, Trumpeldar-30,
Ramat Hasharon-47264, Israsl.

SEEKING BACK ISSUES of CRASH-1,2,
7 and 12. | will pay £3-for each issue if it
i3 complete and in very good condition.
Simon  Maxwell, 77 Wilton Crescent,
Wimbledon, London SW19 30Y.

LORDS OF MIDMIGHT, Doomdark’s
Revenge and Tolkien are my interests,
and I'm looking for a pen friend, Bas de
Bakker, Diepenbrockstraal 22, 1077 V2

SWAP Deus Ex Maching, Thrust, Alien
Highway, City Slicker, Scepire 0f Bagda,
Hotshots for any new games. Two of
mine for one of yours. Simon Rouse, 6
Neale Close, Aylsham, Norwich NRT?
6L

ONLY 3Sp - Spiit Screen fanzine for the

Spectrum every two menths. For datails

F:‘atlkcuvenw (0203} 542324 and ask for
k.

r - - - - . . - . - E
§ NAME ... -
' ADDRESS :
: POSTCODE v 1
B ey

! ELEPHONE NUMBER - .:
r HERE ...

! WRITE AD COPY .:

EDS,
O: THE CLASSIFI
CRASH pJ BOX 10, LUDLOW,
SHROPSHIRE SY8 1DB

\

There will never be a story like this again. For the first time since
the young Clive Sinclair put hammer to nail and invented the
Spectrum, we are able to bring you the FULL and EXCLUSIVE
CRASH CLASSIFIEDS coupon. Last month's excerpt only hinted
at the astounding revelations which we can now, um,
astoundingly reveal.

Ev hg?g ou have heard is true. And more. THERE ARE
FIVE MO XES. There ALWAYS WERE five more boxes.
They tell their own story, these boxes, grim reminders of an
inglorious time in our not-so-distant past. .. and now we've
convinced you that missing out five boxes last month was an

elaborate practical joke, here’s a quick rundown of the CRASH
CLASSIFIEDS rules:

1 The free classified ad service is NOT available to anyone who is trying
to make a profit through their advertising, though paid=for classifieds

may be introduced in the future

Ads should not be more than 30 words long (numbers, postcodes efc

count as one word), and should relate to an area coversd by CRASH

As there Is no box-number service, ad copy must include an address

or telephone number. Allads must be accompanied by the form below

(or a copy of it) giving the advertiser's name, address and telephone

number.

CRASH reserves the right to edit or not publish ads

CRASH is not liable for any loss caused to advertisers through their
advertising

2

3

And if you send an ad in PLEASE don’t ring us up asking when
it's going to be published. We'll just put as many in each issue as
passible.
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Denton Designs » Sinclair Story 3 Lore, Undenwuride © Leonardo
Gmhbs-l)aw ww-mwm

18 JuL in Graphics profile ® Artist: Bab Wakelin ® Mag: Gyron Atrium
18 AUG mm-m-mquMm-mmm
S&mﬁmtmm Dan, Shadowfire
0 SEP Electronic Pencil Compuuﬁoﬂhoum Alsen 8, Dun Darach
21 0CT mm-wm-ummmvm-mﬂnmm
22 Ny File ® Microdrive tips ® Artist: Susan Rowe ® Fantasy Gamebooks
DEC graphics e Artist: Dave Beeson

23 Meiboume House ©
l:llm Artist: Dliver Frey ® Gargoyle Games profile @ Lioyd's Lookback ® Hewson profile

25 FEB Durgll profile @ Microsphers @ FORTH and extensions to 7X BASIC
26 MAR St Bride’s Profile @ Spectrum 128 e Micronet 800 = Multiface One
27 APR Playing Tips Supplement e Mel Croucher ® imagine profile @ PBM convention
28 MAY Fanzines @ Martech profile ® Composite Video Interface # SpecDrum
28 JUN mmu%lMMMiMmm-WMﬂ
:l-u m ; Wnrmnnm:m MTms Hieawy Magick
] L] 5 on the
32 SEP Dave eGAC ® - Corg, n Bobb
% Parry Maps "Goblins, y
33 0cT rwzmmmw-mmmcm
34 hov Don & Genesis Dan i,
W.M LUipdats » Maps: Dynamite Equinox,
35 DEC Wmm-mmm-mmm.m
:I-.!riﬁﬂ' um‘smm-a:mmm-m:mnm,mw.m
37 FEB mmw Pmmm-umm
38 MAR Fmﬂmw wmm-mmmml
Uridium o
39 APR Update mazﬂﬂihmmum Sieve T: Maps: Nosta
&0 MAY T whli:nf:ti; T Supgleme Wm'srmmrm;?m
armi . ips n e
v Miauhsrm.sumw Bagdad, Dragon's Lair §, Thust i, Fat Worm,
&1 JUN Fmgmnmu Mike Singieton  Ingustry & Adventure Trail
Supplerant « Maps: Saboteur HM&W@HEWOMTMOHHM
42 UL

IG-DMEHMNHMIUWWMFIOWW Pete Cooke o
maps: Auf Wiederseten Monty, Hydrofool, Rasterscan .

Issues 1-10 and 12-16 now out of stock, SORRY!

SPECIAL BACK OFFERS PRICES
@ Any three or four issues ordered at the  ALL BACK ISSUES NOW 1. 20 including PEP
same tima - 40p oif total axcepl CHRISTMAS SPECIALS at £1.95

or more issues ordared al the same

OVERSEAS ORDERS: £2.00 per magazing
fime ~ 20p off sach Hom.

wroes aver tha bax oo,
of the back Issue(s) you wish 1o oo,

11]17]1818]20}21]22]23]24]z6)26[27]28
20]30]31}a2]33|34{5]36]37]38]30]a0a1]a2]

+IDnarE)

Name ..........

Mdreaa

PostCode S -
thmﬂompmhlotdm to CRASH. Ithbutlnnnld
sending cash enclose ANY order with mail to
the mmhmum-ﬂmmm‘rﬁlm
your orders to the address below

mmnmmmmmmnl I

| wish to pay by Visa/Access (delete as applicabie)

Signature
Pleass Charge My Account No:

30 R R

Expiry Date

L bl 3

Number of issues ordered

Less discount if applicable
I enclose a Chegue or Postal Order for the TOTAL

Total cost £
BACK NUMBERS,
CRASH MAGAZINE, PO BOX 20,
LUDLOW, SHROPSHIRE SYS 1DB

s

gat hold : f four of US Botd‘shﬁﬂnﬁ'
andmsmbeymmwmwhmm:._

subscri kaCRAﬁ!-Ifarawar

 them, Road Runner and Survivors, have just been
, and the ather couple, Wmﬁﬁh&atﬁdﬁﬂmﬂw

released
Mmm are just waiting to be shipped out” — —and boy, do

look good.
Yousmulﬂknmbymwwtmaywwmmcm\%oﬁa@yw
—mmﬁbirtgmwmmbmtarmmﬂmuwalhemum

‘You won’t have to pay a penny extra for Issue 45 (October, retail
price £1.50) with the cover-mounted

‘sampler cassette, nor will
mecfﬂshnasSpmlalmﬂymthaﬁﬁmerﬂﬁmﬁm-
mortals will be paying — mditwﬂiprotectynuagammm:_
hareamuMMarssadlyduemsmn |

Subscribing is as easy as writing a cheque for £15! You've
never had it so good!

* Readers who opt wwmcmwm«mmmu
prepared to wait, as last-minute mmmgdﬁmmaw

FOR EXISTING
HSUBSCRIBERS
e, the




\

MY DEAREST GUHU DENISE | enclose £16 because my subscription runs out soon, so

Golly gash and double wow (and other such exclamations of gratitude)! please extend with _
Iwanta Gﬂhsmag subsr:fﬂgtion Jlmowitn'ﬁakessensa}andafmeUSGold o R, sharting el Wy
game 'cos "re so fab and groovy.

I've been ever so good and%lled out the form properly ,and guess Subscription Number is
what? I've anclose a cheque or postal order for £15 (£22 for readers
outside mainiand UK) made payable to NEWSFIELD LTD for my 12
igsues of CRASH — and | now await my free game with due excitement | enclose £22 because my subscription (abroad) runs out
and enthusiasm and with all due hurnility.

soon, so please extend it, starting with Issue . My existing
Please tick the appropriate box: Subscription Number is I I
B T e e A i e A G e e

I enclose £15 for a new CRASH subscription in the UK

| enclose £22 for a new CRASH subscription (abroad)

PLEASE DEBIT MY VISA/ACCESS M:OOIJHTEI l

| wish to pay by Visa/Access [delete as applicable)

Road Runner
Name (please print)
Cardholder's Address:
Survivor
Signature Expiry Date
World Class Leaderboard Please Charge My Account No:
FFF U RRAEEEEERS
Mﬂﬂa Jﬂm This offer is subject to availabiiity and cluses on 27 August 1087
I'VE TICKED ONE BOX TO INDICATE
MY H S GOLD GANE CRASH SUBSCRIPTIONS DEPT,

20, LUDLOW, SHROPSHIRE SY8 1DB



FROM THE ARCADES-A TIGRESS!




o STRERE

MOONRAKER BUCK ROGERS |

DAN BLADE RUNNER |

DARE DALEK |

COMPETITION 5TAHFIGHTEFI

There was acompetitioninsidethe  furtherrunnersup getacopy of the i
Qink! supplement itself, butthat  game sach. .

was run by the comic people. The
CHASH comp was on page 79,
sponsored by CRL, the game's
publisher (and it still isn’ aut yet).
it was the ubiquitous (as Lioyd
might well say) wordsquare. The
outright winner gets the game
intay original artwork, which was
also the cover of the supplement,
an OINK! T-shirt, CRASH T-shirt;
OINK! mug, and a copy of the
%arne{mcn 5 it's ready). The next
v runnars up get the OINK! T-
shirts, mugs and games, and tun

The winner is David Green from
Chorleywood, Herts WD3 4BQ,
while the next five are:

Wayne P Panerth, CFE 1EF; Rlchand
ST1LP; A

AT LAST THE REAL McCOY

FOOTBALL
DIRECTOR

AVAILABLE ON SPECTRUM 48K, +, C64

LEAGUES - 90 TEAMS EACH - 13 GAME SEASCN - HOME AND AWRY @ WLE.PH.E CURS REPLAYS
EUREIPEAH'UEFA.'WWWP 2 LEGS . AGREGATE - PENALTIES | PEA'I'EHS MIRALE : SKILL - FIELD
PUGI'P’JN BDUHED CONCEDED: PLAYED : FIXTURE LIST : POW.DLL F & ‘PT 5 COACH | PHYSIO | YOUTH
TEAM £ - SUBSTITLTIONS - SENDING 0FF5 . FOSTRONEMENTS D'ﬁf{ l.'\ﬁ.“fS MORE-THAN 1 WEEK
ILIURIES FﬂEE FHANSFERS : FIETWEMENTS ® BUY/SELL SHARES + 1 PLAYER TRANSFER MARKET - INTERNATIONALS
EHRDPEAN TOURS 3 LEVELS - MANAGER RATING - £1 (681,000 PLAYERS : PRINTER IJF‘IIUH S RESERVES |
PROMOTION - RELEGATION WEEKLY NEWS ' BORROWING - MORTGAGE - SAVE GAME : HﬂEﬁ P‘JNSWS

FULL RESULTS TICKETS © MEXT BAME - GATE MHSEY - SEASON COUNTER :

ME MANAGER APPROACHES | TESTIMONIALS . \WEEK S PROFIT - LMTG COUNTER - 'MGES lNTEHNF."IDMlL

COMEMITMENTS - NAMETEAM EDITOR © LEAGUE THLES AND MUCH MORE

2 PLAYER SUPER LEAGUE

MANY 0F THE ABOVE FEATURE BUT 2 TEAMES CAN PLAY IN THE SAME OR DIFFEREKT DIVISKINS | INCLUDES LOCAL
DERBYS © LOANWFHEE TRANSFER AND CASH SETTLEMENTS INCREASED TRANSFER MARKETS © MANAGER OF THE
MONTH AND TOP SCORERS LEAGUE. ONLY AVAILABLE ON SPECTRUM.

INTERNATIONAL MANAGER

CQUALIFYING GROUPS | EUROPEAN CUP - TOURS - BOOK YOUR FROURES - FRIENDLIES . HOME AND
AWAY M}.TGHHEPNJS SLIITITHHGN NEXT FICTURE - PLAYERS - MORALE - FORM - TALENT - DORSISTENCY -
CAPS - AGE - AVMLABILITY - SUSPENSION  INJURIES | RETIREMENTS - SCORED - WORLD RANKING - SEASON
COUNTER | EXTRA TIME | PENALTIES | SAVE GAME KD PRINTER OPTION | BOOKINGS : SENDING OFFS AD MUCH
MORE. DMLY AVAILABLE ON SPECTRUM

RECORDS FILE coneansie wi awost sy LR TABLE ALY

DES+I3MEDH]FI FODTBALL DIRECTOR AND 2 PLAYER SUFER LEAGUE : ENTER YOLR
- BEST TEAMS ; TEAMS AVERAGES - RECORDS - TITLE WINS HD‘N’I’WM’ SEASONG PLAYED
JcN[:l G'EHER INIDRMP.HDN (THIS 15 NOT A GAME]. ONLY AMAILABLE ON W

PLAYING TIPS s rie ries vou weep 19w ar e

FOOTAALL DIRECTOR, 2 PLAYER SUPER LEAGUE OR INTERNATIONAL MANAGE £1 M

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

Enclose cheque/PO and large 5.a.¢ with 20p stamp altached per cassetie

D & H GAMES

19 MELNE ROAD, STEVENAGE, HERTS SG2 8LL
MAKES THE OTHERS LOOK LIKE THE SUNDAY LEAGUE
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HOW TOVOTE FOR YOUR FAVOURITE GAMES: give each
of your top five games for the HOTLINE, ADVENTURE
and STRATEGY charts a mark out of ten — the better the
game, the higher the mark.

I-IO'I'I.INE CHART

TITLE MARK OUT OF TEN

T-shirt size.
This is the £ maraldhkeiflmﬁmpfm- MIkmwmme
games are unamtaﬂe and cw can’t pm{me anywng

e s s

Send this voting form to: CRASH HOTLINE CHART, FO
mw,mm%w Shropshire SY8 1DB
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PREVIEW TIME comes round:
once more with a selection of
games bound to astound and
delight, and in ene case actually
designed to shock  your
sensibilities as nice people.
Having =een Richard Branson
uncomfortably splash down -in,
and be violently bounced across
several miles of, the unyielding
Atlantic Ocean, you could be
fargiven for thinking that the title of
Virgin's next game comes from
his feelings toward the laughing
world on that wet occasion. It's
calied How To Be A Complete
Bastard, and while I'm sure the
erstwhile Virgin boss isn't above
using such language when damp
and sore, the game is, of course,
based on Adrian Edmondson's
book of the same name (there, I've
avoided offending by repeating
that word).

It features Ade himself romping
around a yuppie party trying to

cause as much trouble as
possible.
Talking of troublemakers. ..

Jack he Nipper, Gremlin
Graphics’s little horror, is back in
Coconut Capers, After the trouble
he caused in his last adventure the
brute and his family have been
deported to Australia. But our
nappy-clad friend doesn’t fancy
the idea, and leaps from the plane,
using his nappy as a parachute to
descend upon an unsuspecting
jungle.

ather than abandoning the
poor lad, hig father makes the
stupid decision of jumping out
after him. Jack roams the forest
wreaking havoc, unwaorried by the
marauding spear-carrying natives,
whom he fights off with coconuts.

As in his first adventure, the
brat's objective is to reach 100%
on the Naughtyometre — and to
avoid getting a spanking from his
dad. With tasks such as thumpir‘:i;'
Tasmanian devils on, the head,
bribing monkeys and telling bad
jokes to the hyenas, Goconut
Capers looks like it's gning to be
as fun as Jack The Nipper (Smasth),
Issue 30).

And so to more viclence, this
time from Martech: Sfaine, based
on the characier in. the comic
2000 AD. And get this for a contraol
method — the player controls
Slaine's mind, is  idea,
developed by the programmil
team Creative Reality, is call
Reflex. All Slaine's possible
responses to each situation are
shown onscreen, and the player
has to decide which coursa of
action to take, The action is then
shown graphically, and a new set
of problems. and ible
solutions created — all at lightning
speed.

Martech has high hopes for the

technigue, and soon you can
judge Reflex and Siainefor
yourself, because the game is on
the CRASH Sampler next issue.

Still it pours in... Violence!
Killing! It's enough to turn anyone
into a bit of a deviant, and there's
aven a new game called Deviants,
from Players. Though author Colin
Swinbourne hasn’'t decided on a
story line yet, he can guarantes it
will feature loads of killing because
he's feeling particularly murderous
at the moment. Well, that suits me
fine.

Now for something completely
different: Knight Orc— a really
rather pleasant adventure from
Level 8 to be published by
Rainbird. It's got nice lambs, fields
of flowers, Julie Andrews singing,
embroidery and this great
lumbering Orc called Grok who
kills and mains everything in sight.
OK, OK, so it's gruesome and
violent and horrible. Dor't blame

me, | just report these thk&_&._ >
Knight Orcis an i ngr.;?g
adventure of  illusion  ani
deception, with some great
interactive characters whao lead
their own lives-and may affect the
outcome of the game. It's in'three
parts: Loosed Org, A Kind Of
Magicand ~ Hordas OF The
Mountain  King. - Unfortunat
Knight Crc op the o gty
have the digitised g&pﬁm.,ﬁf the
other formats, butit'll still have the
intricate parser and *high-level
commands. ;

pleasant aftemaon in
Howells) to celebrate Rainbird's Knight Orc

B The CRASH crew (Roger, Ben, Mike and Richard) enjoys a
the company of Grok the Orc (Adrian

B Kill, kill, kili: Devigais from Players

HOW

TO BE
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©HERGE Exclusivité pour |'Europe Ed.Casterman

B Martach's Siaine character is really trying to say

\ > You 5 pangenstic pligartic panic-stricken programmers, you! (Captain
‘Big Mac with cheese, hold the mayo' ;

Haddock won’t shut up till he's got a Tintin game . . . )

¥ The most faithful arcade conversion yet? Firebird racken so - It's Bubbis Babbiz,

out s0an on ihe Spectrum

162770
X EX R

B Come on baby, light my fire: Trantor — The Last Starmiroaper from GO

» Prepars yourselt for a Jack attack in Gremiin's Coconut Capers!
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US Gold has just announced its
major new label GO!; the first
release will be Trantor — The Last
Stormfrooper.  Trantor, well-
known for brutality and violence,
is out to smash the growing power
of the New World Nebulithone
before its atomic threat turns into
an awful cataclysm of confiict. It all
sounds incredibly nasty but the
graphics are rather neat — which,
of course, makes it all worthwhile.

Everyone at Hewson is talking
about their new and immensely
violent Ewvening Star, about a
crazed train which biazes through
the Somerset countryside ripping
up hedgerows and fieids, mincing
cute gambolling lambs as it
terrorises the... oh, held it
What? it's not violent?

I'm afraid Evening Staris
actually a quite sedate game —it's
the follow-up to Hewson's highly
successful train-driving simulation
Southern Belle (reviewed in Issue
20, back in 1985), With a powerful
steam locomotive in the title role, it
uses masked vector graphics to

reproduce the railway's
landmarks, There are plenty of
details and tricky situations to deal
with, so Ewvening Starshould
appeal to the more 'sophisticated”
games-players  and railway
enthusiasts.

Remember all those wet
afterncons with nothing to do but
mark off crosses on pieces of grid
paper with a friend in the hope of
sinking that elusive submarine?
Youdo? Well, so do Elite, and now
they're about to release
Battleships - a computer version
of the classic game. 'I'll have
sguare Ch please Bob ... '
Arrrgh, you've hit my Sinclair trike
now! Battleships, programmed by
the team who brought you
Commande, Ghosts 'N' Goblins
and Space Harrier, features the
familiar strategy elements with
some playability, addictivenass
and decent presentation thrown in
for good measure.

The game plays in four phases,
Enemy In Sight, Attack, Under Fire
and The Victor. it's out on 14



September. I'll take square G3
now — boom! That's not a
battleship, that's Richard Eddy in
awetsuit. . .

Monster arcade action in the
form of spitting Brontosauri is the
subject of Firebird’s latest arcade
conversion, the very attractive-
lecking Bubble Bobble (see the
competition on page 43 if you'd
like to win the arcade machine
itself). Firebird think it's one of the
most faithful conversions ever
tackled, with the ?ams containing
all 100 screens of the original.
Sorry | haven't got any Spectrum
screen shots yat, but with no
expense spared, Firebird sent me
one taken in their local coin-op
palace, so here it is.

Finally, here's a preview so in
advance of itself that you could call
it the exclusive to end all
exclusives! As a kid (not so very
long ago) | can remember my
school split into two camps -
those who thought Asterix was the
best, and those who far preferred
the more adult and incontestably
inteliectual Tintin (| was one of the
latter). His Belgian creator, Hergé,
died quite recently after producing
25 beautifully-drawn and coloured
comic books owver rather more
years. Racently Tintin has enjoyed
a renascence and been taken o
heart by the frendy comic literati.
Since Asterix has been given a
chance at being a game (and
rather messed it up), Nick Rodwell,
who owns a small shop in
London’s Covent Garden and
represents the Belgian copyright
owners, reckons it's now the turn
of the famous boy detective and
his madcap friends.

Nick isn't too sure he wants to
let go of this valuable licence to
just anyone, and ha hopes to ses
the game made the way he fesls it
should be made, by going it alone
rather than tying up with a big
software house. To that end —and
here's a genuine appeal — he's
looking for an established
programmer who also happens to
be a Tintin aficionado. There must
be someone out there! If you're
interested, write to Nick at Pilot,
34 Floral Street, London WCZE
8J0, and just tell him Lloyd
Mangram of CRASH sent you!

As the game progresses, 'l
keep wyou informed of all
developments. It should be ready
by this time next year — when we
may be seeing a Steven Spielberg

P Mandrold and Warmonger fight or die in U.C. M. - The Ultimate Combal Mission from Mastertronic

U.CM.-
YOU KILL’EM!

Mastertronic £2.99

The Ultimate Combat Mission

October

Dave Thompson, creator and
author of Advance's Butch Hard

Guy (see CRASH lIssue 38), is

ready to wunvell his latest
escapade into violence and
bloodshed with U.C.M. - The
Ultimate Combat Mission. it's
set way in the future, at a time
when the earth is plagued by
supercriminals — and two of the
most vicious, malicious
evildoers, Warmonger and
Mandroid, have escaped from a
space detention centre orbiting

To make their way back to
Earmm-twohwetec;]ns:ﬂ;
su.ppwwuewﬂa - a kin

bypass

rtically
littered with gaping holes
leading into the deathly vacuum
of space. Mandroid and
Warmonger can leap some, but
the opposition can't. And the

gun turrets, each with two laser
cannons which can rotate in
oot Lo
not imposs o re

- and they're quite handy for

u¢ th‘m“uy have

implanted |
controlling
can be played by one, who
selects either character,

This looks like being
something of a shoot-"em-up -
CRASH will, as always, bring you
the full review next month from
our own URMs

film on the same subject. 100 miles above the earth, dynamic duo also encounter Reviewing Minions).
RELEASE DETAILS
How To Be A Complete Bastard late September £7.85 Virgin
Coconut Capers September £7.99 Gremlin Graphics
Siaine late September Martach
Deviants iate Septamber £1.89 Players
Knight Orc late August/early Saptember £14.85 Rainbird
Trantor- The Last Stormirooper late Seplember cassette £8.98, +3disk£12.89 Gol
Evening Star September Hewson
Battleships Elite
Bubble Babbils late September £7.85 Frrebird
Tintin 7 ol 7
This is the best information we have on forthcoming releases, but we can't promise anything ~ software houses are fickle!
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" READER

OFFERS

MERCENARY EXOLON OF F
Novagen £9.95 Hewson £7.95

STIFFLIP&CO  TAI-PAN(125) AN Y T

Palace £9.95 Ocean £7.95

THE BIG SLEAZE ~ MICRONAUT ONE . ALLINCLUSIVE of
Piranha £9.95 Nexus £9.95 . VAT & Pip

\J'£1 OFF ANY OF THESE GREAT GAMES

‘SPECIAL DISCOUNT

Normal retail prices are quoted, just knock off the discount on the form below

HIGHLY RECOMMENDED! |

RENEGADE (Ocean) £7.95
f;.&'von..zwtaeams,as-
SURVIVOR (US Gold) £7.95
STARFOX (Reaktor) £8.99
TRIO (Elite) £9.95
SLAPFIGHT (magine) 795 |

discounts detailed above, no others will be

PLEASE NOTE: This offer is only subject to the -

accepted (such as Subscribers® extra discounts, |

or the normal CRASH Mail Order bulk buying dis-
counts). All th2 above were reviewed in Issues 43
and 44 of CRASH, most are already availabie; we

will despatch orders as soon as possible but you
may have to wait longer than normal for those
games which haven't yet been released.

CRASH SPECIAL DISCOUNT OFFER

| would like to order the following game(s) and understand that | may
deduct £1 off the guoted price for any singis erder, or £3 off any pair of
games ordered (for example, | can deduct £4 from the total prices of three
games, or £6 from four games). I've histed them below, and enclose a
cheque or postal order made payable to NEWSFIELD LIMITED.

PLEASE DEBIT MY VISA/ACCESS ACCOUNT tl |

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

Signature Expiry Date
Please Charge My Account No:

0 0l B0 e 4 N O O R

TITLE

NORMAL PRICE

SUB-TOTAL
DISCOUNT CLAIMED

PAYMENT ENCLOSED

CRASH MAIL ORDER, PO BOX 20, LUDLOW,
SHROPSHIRE SY8 1DB



HE LAST TWO GIVELINGS WERE LED TO

o THEY SHA
JOIN THE OTHER JOUNGSTERS .« SIS ~ THE OLPIES S8y THE PRINK THE

LIGHTGINERS WANT
RN A= S TRIBUTE - Wi 7O e e,
BUT WHAT LIES IN THE!Y WANT US =
STORE FOR L5

= IT WL PREPARE
YOU FOR THE MOST
BLORIOUS Jou

OF YOUR LIVES

NOT FAR Away, b LNOBSERVEP, EROSS MOVER To
CROSS BROOPEDw ISR S EPDE AP SLID

A
AL 1 PO s

STANP AND
OBSERVE s/ 3 _ ROl THE BoRT TO

MEN GROWTH IN OUR
W.EE. OF mamlsu ITyY AND
LET QUR

BIVELINGS REJOICE S

017 wis HOT FrROM THE
SEARING — BUT CROSS
PIP N{JT. KEG:.BTEFE i

GIVELINGS
THIS TIME s,

MET EARLIER IN THE
TUNBLE ~THE LITTLE PHWEET SEEMER
TO HAVE HTTACHED ITSELF TOLROSS
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NOW LET'S
JOIN THE
PARTY.

s CHANTING BNP SWAYING (N A
UORLEP OF THEIR OWH -

—ANE 75 1T CAVME
TOH HALT, CROSS
LOOKED LIP.w

CRAFT ENTER-
e K

FORMEP POOL —
JOURNEY 'S ENP
BT HANP W,

—THE COMPUTER IN HIM HA THKEN
ONVER -~ |MPRSSIVELY ANALYSING ...

BY OLIVER FREY Next Month: Anchor in Space
R e T e S S R I e e i s e e
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E1485

£8.85

a5
coming 5000

RELEASE DATE

Sept 14th

) Elite 1987




