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CRASH GOES UP

Straight from shoulder then:
sadly we are 3 makea
price increase i 1ASH starting
next month with the November
|sgud No 46, which willbe £1.25.
We know it seerns quits a steep
increase, but it should be seen in
the light of the period-of time over
which we have held CRASH down
atf1, aimosttwoyearsinfact. The
lastincreass was for the April 1986
issua. Since then there have been
saveral severs rises in'the price of
paper which obsays an
international market law of supply
and demand - there's never
enough togo round — plus the
usual round af increases in printing
services, salaries and overheads.

Tha increased use of full colour
has also added 1o production
costs, as has the greater number
of specialist contrbutors who
have allowed us to expandthe
areas covered by the magazine.
So rather than put upthe price by
asmallermargin, and ther haveto
make further rapid Increases, we
decldedto makathe rise sufficient
ta be abile 1o hold the price for as
long as possible — certainly for
another 20 months.

In terms of comparable value,
we doubt that many other
computer tithes will hold back with
price Increases for very lang, Tor
thery tao have suffered escalating
production costs, Since CRASH
started, it has usually been tha Tirst
ta put up its price when absaolutely
necessary and the others have
atways followed within a few
months, We do hope you will find
this increase acceptable.

SHOULD SHOOT-
'EM-UPS BE
BANNED?

Mo, After the Hungerford killings '

avaryone hereand threughou tthe |

industry was suddenily well eware
of the viclence in Computer
games: phrases inreviewsiike it's
great fur shooting everything In
sight " took on a disturbing new
meaning.

And soon after the incident 'an
industry figure® wrote in Computer
Trade Weekly that "the

commercial exploftation of

unnecessary violence is a
prevatent theme both on the part
of the gamesand magazine
publishers!.

Wehave reconsiderad the good ? =

taste of what we say in CRASH,
and ne doubt many software
houses will do the same with their

‘games. But the real thrill of most

shoot-'am-ups 1ISN'T the

destruction, it's the satisfaction of

skill-and ceordination in a fast-
raoving game which might as well
be hockey. After all, no-one takes
“killing' “gliens’ in “spacecraft’
senoushy . . .

This is a subject to which we'll
bereturning asdemands increase
far cansorship, or at least
certification, of games.

GNUDISM

A slight reshuffie at the Towers
(Mike Dunn was demanding a
bigger desk and having to rent
space off Nick Roberts .. . ) has
meant new titles for a coup e of
oldies: Roger "What? Me move P

£
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from mag to mag?' Kean and
Barnaby Page. We're both still on
CHASH - Roger is Editorial
Director and Barnaby is Managing
Editor.

All that means is that day-to-day
hassling = by software houses,
readers, potential writers,
whoeaver - should be directed to
Barnaby and not Roger. (Pause for
Roger to breathe sigh of relief.)

peaking of potential writers,
we are looking for a new copy
editor — someone who goes
through everyone else's writing
and corrects spelling,
grammatical misteaks and,
prepares it to for typesetting. it's
not really a gamhpla)gng job, but
if you're really hot on English,
probably with A level at least, and
you'd like to get into the
production side of magazines,
contact the Man Ed at GRASH.

ONE OF OUR SUBS
OFFERS IS MISSING

It's not often minions make it onto
the editorial pages, but a

spokesman for Guru Denise has
asked us to point out that a few of
the US Gold games in the lssue 44
subscription offer have been
delayed in programming. Sit tight
and they'll arrive!

Also, for technical reasons Tai-
Pan and Renegade may be
delayed if you've sent off for them
through mail order.

TWO I, BALLS

I, Ball 2was originally planned asa
preview for this issue and only
became a review very close to
press date. By that time, da boys
in design had already = irevocably
— allocated it a place on the

vigw , and the page with
?E‘:g pictupraﬂgﬁit had left L?J%Ic:w.
That's why there’s a photo but no
preview!

In other words, itwas an error for
technical reasons. (That's enough
technical reasons —Ed Dir) Who's
running ;hr's n.?m%:é?wmm
anyway? — Man

5 ROGER KEAN
BARNABY PAGE

IN NEXT MONTH'S
CRASH
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Ocean's weird and w:mderidly way-out Wiz game

132 BUBBLE BOBBL

Meet Bub and Bub in Firebird’s magnificent Taiwmmﬁﬁm

126 [, BALL2

mmmmmrmwmm

HOT SHOTS
75% and over . . .
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27
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HYSTERIA
mmmmmmmm
Hurnm:mm ‘am-up courtesy of

Am
mnmmdmmﬂwammmmw
Budﬂﬁhﬂhfmm MAD. .
OCEAN CONQUEROR i
Possibly the best submarine simulation yet from new Rack-1t

133 SOLOMON'S KEY

Brain-teasing arcade game from US Gold

1:4mumn

Colourful mwmwmadmmrmm

INTO THE THIRD
DIMENSION!

Yes, it's true! We're always going on about 3-D graphics,
isometric perspectives et al, but in next month's issue, Oli
Frey goes three-dee with a vengeance. CRASH is giving
every reader a free pair of spectacles with a green lens
and ared lens —they'll be tucked inside the issue ~through
which some of Oliver’s illustrations may be seen leaping
off the page. Even now, his artwork is being lovingly pulled
to pieces, readjusted into depth planes and
reconstructed to look real weird. Don’t miss out on this
truly awesome experience! To be there is to be 3-DI

FX and GRAFFIX

Indeed we are, always going on about 3-D graphics, isometric
perspectives, nice little tunes and raunchy explosions et al. The film
industry started off in back %ardens the software industry in back
bedrooms (never the front); fiims grew in sophistication until today
experts are neaded in special FX , sound and music. Games
software production has also.grown o the point where programmmers
are no longer expected to do all the work. Next month we take an
in-depth look at the software spaecialists — the new generation of
professionals.

FANZINE FILE — maore from the s
CRASH CHALLENGE - another victim
be a reader or a reviewer?

ON TAPE AND DISK — a faulty load, a damaged cassette, we take
our bits a plastic for granted, but just how do they get the binary onto
tape or disk in massive guantities? CRASH takes a trip round a
duplicator.

And that's just some of the exciting items in November's CRASH,
on sale Thursday 29 October.

of private publishing
ut will the hapless person

130 MASK/

aa.m 12&,15!1!0, 131

) 5
m-m ot 26,87, 121
- CRASH T-Shirts m_a:
Dure 114
: 10
2,59
o'y
- 4,5,100
A
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How to be a
COMPLETE

Ade is the sort of person who loosens the screws from the handles of disabled persons’ toilets or markets
Space Shuttle Jigsaw Puzzles.

Inthe game he has successfully gate-crashed a yuppie party on the posh side of town and to succeed as

The Complete Bastard he must incapacitate all the guests by the end of the party and light up each letter in the
phrase COMPLETE-BASTARD. He must also build up as many Bastard Points as he can by extremely offensive
behaviour.

Now you can play Ade and be a Complete and Utter Bastard in this arcade adventure with split-level screen
that's crammed full of absolutely tasteless humour.

‘Anything this horrible is bound to sell millions.” Sinclair User.
Based on the book of the same name () 1986 by Adrian Edmonson, Mark Leigh, Mike Lepine. A Virgin Book.

et e e e e e e
HOW TO BE A COMPLETE BASTARD is available from all daring software
ratailers, or directly from us under plain brown wrapper,

Ptease make crossed cheques or postal orders payable to Virgin Games Ltd
and send 1o Virgin Games Lid, 24 Vemon Yard, Portobelio Road, London
W11 20

PLEASE DO NOT POST COINS OR MONEY
O Commadore 64128 |£9.95) [0 Spectrum 481128 [£7.98)
0 Amstrad CPC cassette (£8.95)

Amstrad screen. % Spectrum screen.
; ] Name

Address

Total monay enclosed
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FOOTBALL B CRICKET

SPORTS SIMULATIONS FROM E & J SOFTWARE (Established 3 Years)
- SKILL...TACTICS...DECISIONS...STRATEGY...SKILL...TACTICS...
&ﬂsﬁﬁ Sirategy Games packed with GENUINE FEATURES to make them ihe most REALISTIC

mduiﬂnu Bail by
Maore Fa,
£'sat'of CRICKET MASTER SCORESHEETS
3FOOTBALL MANAGEMENT GAMES ONLY £6.05 EACH

PREMIER Il : A COMPREHENSIVE AND EXCITING LEAGUE GAME - Can you hs.lﬂleﬂ of
mis? - Piay Al Teams Home & Away, Transler Market that allows you 1o by any pluynrm leaguesell
wshm taam; Ful memm mmmmas.mm

Gw Sioon Bwnands

Time,

EI-IIIDPEMI H: ksu#ena EUH.OFEM STYLE COMPETITION —' Enj qeno?rou ol
European Cup Ties! — Home & Away Leds Full Penatty Shoot-oul iwnh sunl)m
-Sutstitutes 3, Full Team And Substtite Selection. Awa G.oak.t:mrunmma&w'rmr
y Table, Printer Ciotion. Save Gama, E FEAN Il includes & comprehensiye
afion with these GREAT FEATURES — Maich Timer, Mamad & Recorded Goal
Cormins, Frea Kicks, Goal Times, injuries, Bookings, Disalownd Godls, inury Time, Penal-
fias, Sending Oif and MORE!
* SPECML FEATLRE — franster your PREMIER Il winning Side inle EURCPEAN Il
Both these GREAT games can be playad separataly of 23 COMPENINT GaMEs
WORLD CHAMPIONS : A COMPLETE AND EXCITING WORLD CUP SIMULATION - Takes
Trom e HiEs! wam mmnmmngn_mwmgu 2nd on 1o THE FINALS| - .-mmdal
Ss\\s-::cut):wu:us. Plawmgtqma ; o
Shoor-Cua, Quaner Final Law T

All games for AH‘I’ 48K BPE RUM, Ilad on
mwﬂh full instructions and price incl P&P.
nTanUE—Anyzaa mes Deduct £2.00 from

SUPERtB.IV’d.UE — Any 3 Games Deduct £3.00

FANTASTIC VALUE — Buy all 4 Games Deduct
£5.00 from total

Thun games are available by MAIL ORDER ONLY

og First Service. All are available for
IAAA -‘.'NATE DESPATCH I:w 1st Class Post
and are securely packed.

From: E & J SOFTWARE, Room 3, 37 Westmoor Road, ENFIELD,
Middiesex EN3 7LE

B Will it sell at a new low prica?
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THE GREEKS HAD
AWORD FORIT

rnalism. Hunter S sets off for Crete (en route to Olympia), spends long hours

chasing the elusive exclusive and finally gets snapped up by a piranha which turns out to be a

bear ...

ONLY THE ENGLISH weather can
tarm in just ane week from being so hot
your skin goes red and peels at the
slightest exposure to this shivering,
greyautumn! it's attimes like this your
mired turns to thoughts of somewhere
hiot - tropical even. And na, | don't
rmean The PCW Show! We'll come to
that later,

Noram | talking about Bangkok,
which is where | should be at this very
mament in the company of a pack of
jet-lagged journos out on the spree —
courtesy of System 3, which was
loaking for the only place in the world
not to have heard of Andy Wright to
faupch its Thairboxing simulation
Bangkok Knights.

Actually | was down for this last jaunt
till 1 pulled out, if not quite at the
eleventh hour certainly some time after
News At Ten, and I'mi sure you'll lock
upon it as & gross dereliction of duty
when | tel you the reason. | tried all |
could to provide & substitute but my
erstwhile compatriot, Lesfie B, is still
missing in action, held by a fanatical
sect of Dragon 32-owners somewhers
on the Cardiff/Beirut border.

Sa instead I'm off to Crete, home of
the Minataur and a lot more old bull
besides, taking a rather belated
honeymaoon. After-all, it's a full four
weeks since the wedding and | reckon
Madde deserves some sort of reward
far putting up with me so long. For the
next forinight the last thing 1l be
thinking of Is software ~ because it
seems that for the last four weeks
spftware is all ['ve thought of!

We got married on the Friday - and
| ean heartily recommend this age-old
itistitution to anyone considening if —
and spent the weekend refaxing. Then
on Monday morning saven kinds of
demons broke loose, the phone started
ringing at8.30and it didn'tstop all day.
Since then life has been unbeligvably
frantie, hectic and ail-round wall-
crawlingly crazy!

Which brings us to thi topic | was
trying to follow this month, before |
somehow got waylaid. You see, |
thought | right talk about what it's like
being a freelance journalist, Try to get
tothe nut, asit were. Only I'mnot sure.
that | can capture the sheer lunacy of
spending two-and-a-half hours ontrains
to conducta 90-minute interview which
has 1o be sent to Ludlow by Red Star
the next day!

Most of this panic s for THE GAMES
MACHINE, which s going to be so up-
to-the-minute that Graeme Kidd will still
be printing copies with the Newsfield
Jotin Bultoutfitonthe-stand at The PCHW
Shaw,

It's exhausting, chasing exclusive
after exclusive, knowing that for every
extra-minute you spend taking a peek
ata Christmas game you're geing to be
late for your next appointment . .

Whichis why it was & drop of calming
oil onthee troutiled waters when the
phone rang and it was piranha-keeper
Helen Holland, wondering if she could
take me'to lunch, For a moment |
wondered what Lendon.Zoo's
aguarium coutd want with me. .,
mieyke |'m the only thing in caplivity
mare voracious than those evil small-
finned goumets!

Theri | realised Helen is PR person
for Piranha software. Too many months
in this game and the circults become
somewhat fried. .. but the promise of
4 nice calm meal with no hard sell has
asoothing effect. Alsa, Helen hails from
Bolton, and we Northerners miust stick
together.

Firanha is about to miove out of its
present broom cupboeard into
something more spacious, and about
time too. I've heard of concentrated
activity, but the only way you could get
migre work going on in that room would
be to purnp out the airl Still, there was
room for a monitor at least and Helen
sat me down in front of it.

Okay, so the Firanha people have
made a Boo Boo. They've also made a
Yogi and Some extremely irate
picrickers. Yes, the game was.an garly
version of Yogi Bear — sadly nof the
Spactrum one — and it looks rather
addictive,

Boo Boo's been kidnapped so it's Big
Bear to the rescue, leaping streams,
dodging snakes and running from

campers across 200-0dd screens,

Certainly on the Commodore the
graphics are everything you could wish
for; let's hope they can capture those
cartoon sprites on the Specey,

The company’s making quite a thing
of cartoon and comic tiedns. As well as
Judge Death, they've signed up none
other than the légendary Ray Of The
Rovers — the golden boy whe's never
needed handball to win a match!

Hefen told me about visiting
Fleetway, the publishers of Roy's
exploits. She was greeled by one of the
big cheeses there, wha proceeded to
apologise for Roy's absence.

But away they go to lunchwith Helen
thinking ne more abaut this cute fittle
touch:

After their repast they return to the
offices where blg cheese comesto her
withanapology: Roy nipped inand was
sorry that he couldn't stay, but he
signed a book for her. 'Oh aye,' thinks
Helen, a woman wha recognises a
footballing wind-up when she meets
one (she’s obviously seen Bolton
Wanderers play!). She notices a couple
of pictures of Roy. 'Could he sign these
for me tea?’ she asks, all innocently.

Whit follows gaes to prove that the
world of comics is 'even weirder than
the world of computing. The bizcheese
shouts 'Hang ona minute, Roy', then
scuttles out ofthe office tosee ifhe can
cateh him. Catchhim he does, returning
with two signed photes for a tatally
befuddied Helen. After all, Roy is just a
fictional character —jsn't he?

Perhaps not (or is it just that

madness is catching?), because Helen
hopes he'll be making a personal
dppearance at The PCW Show, along
with a big. biue Berk — and she wasn'
referring to mé, but to the hero of
Through The Trapdoor,

Helen's strangest mission for the
show was a raid on MRS to buy two
dozen pairs of Yogi Bear boxer shorts!
What strange images of bizarre orgies
went through the assistant’s mind as
she cashed them up? 24 men, stark
naked apart from the shorts, with Helen
inlellystone Ranger's uniform spurring
them on to greater pleasure with the
promise of pickernick baskets? Is this
the sort of work a nice Boltonian lass
sheuld be doing?

This is Helen's first PCW Show, and
she's sensibly booked a holiday to
follow. She'll need it. The only way to
survive those five days of hell and
horror at Glympia is to have the
promise of a long rest afterwards.
Erther that or follow the Minson advice
and stay in a state of temporary
psychosis, developing into comatose
babbling stupidity for the Sunday,

1 know that by the end of the first day
my feet will ache, my voice will be
hoarse and my wrist will feel like it's
been playing Hyper-Sports nonstop
from samuch pumping of the flash. But
waould 1 miss it? Not on your life. Pain,
agony, craziness — yes, that sort of
sums up freelance journalism, And |
guess that's why | love it!

Yours in suntan ol and auzo

HUNTER S MINSON
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YOGi BEAR

Hey Hey Hey!
Are you smarter than
the average bear? You'll
need to be to get out of this
one. Boo-Boo's been bear-napped
and must be rescued before
hibernation time. Hunters, mooses,
vultures, bees, caverns, geysers as well
as good old Ranger Smith are
determined to stop you!

Berk is back!
Now you can actually

explore the dark and nasty
regions for yourself as you try

to rescue your friend Boni,
trapped in the murky depths.

Along the way all sorts of creepy
critterswill try tospook you in exciting
arcade action!

The Royal
Family as they have
never been seen before!

This is your chance to work at
BUCK HOuse — as a menial
manservant, Your job is to cater to
the residents' every whim, but you'll
needcunning,strongnervesandguick
reactions if you are going to avoid a
nasty end.




Melchester
Roversis under threat
of closure from greedy
property developers, On the
eve Of a special celebrity match
organised to save the club, Roy's
team mysteriously disappears.
Unless he rescues them he may end

up facing the opposition alone!

Megacity is
being terrorised by the
Dark Judges — Death
himself and his cronies Fear,

Fire and Mortis. They are
dedicated to putting an end to life
itself, As Judge Anderson youstand

alone. Only your psychic powers and
blazing gun can save Megacity!

Powerful,
manoeuvrable and
deadly, the Gunboat under
your command carries the
most lethal waterborn weaponry
to date. Deep in the complex maze
of fjords and canal systems are your
targets — huge submarine pens, Your
mission — to seek and destroy!

i




Strap on your famous

475 WILDEY

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

CBM 64/128 & AMSTRAD
Cassente £9.99 pisk £14.99

Gremlin Graphics

SV 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 andwviclations of
innocent citizens. .=
Muggings and rebberies
have become a daily
feature of city life. So
-* when the chief of police
turns a blind eye you
decide to take over
where the law left off.

e
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Producer: M.A.D.
Retail price: £2.99
Authors: Binary Design

fier a hard day fiying a

spacecraft, the last thing

you want to do is fend off a
succession of jostling alien jerks.
But that's what you've got to doin
Motos if you're not to be sent
toppling from a series of grids in
space. Stray too close to the
platform edge, and any unfriendly
nudge you receive can end one of
your five lives.

So you'd better do it to them
before they do it to you. Using your
multidirectional capabilities “you
can help your attackers over the
edge with a deft push or two, And
you earn points for each globular
geek, boisterous bee or overfed
orb that you pack off.

You can also increase your
score by carefully nuzzling points
beacons toward the edge of the
void — and protect yourself by
collecting features such as

strength and jumping power.

The jump feature can be usedto
leap 1o platform islands separate
from the main grid. Think before
you leap, though; the weight of
your landing cracks the delicate

B Push a few aliens into the deep ravine of space — but don't forget to collect

the power pill!

component squares of the grid,
and if you hit them again they'll
disintegrate, leaving you to an
unpleasant, deadly fate in space.

A feature can't be used on the
screen whereit's collected — it has
to be saved for later screens. And
of course features also use up
energy . ..

The grids across which you

lb M.A.D, but true: the weird Mofos, licensed from a Namco arcade game

skitter are eventually attacked by
rains of shooting stars and riddled
with holes. You can push the
pestering exiraterrestrials into the
gaping chasms — but remember
You can go the same way.

Motes is a conversion from the
Namco arcade game.

2 qualities

OVERALL

74%
CRASH October 1987 15




Producer: Software
Projects

Retail price: £7.95
Authors: Special FX

omewhere in the mists of
time and space, someone is

¥ changing our future by
altering our past. An extinct
primeval entity i being

summgcned through the barriers of
time by a fanatical sect whose aim
is to disrupt the future balance of
power.

You are the sole survivor of a
once-elite time corps, and you
have been summoned to destroy
this evil threat. The battle takes

lace inaonce-thriving small town
in the middle of nowhere — where
thera's a big problem. The locals

HYSTERIA

16 CRASHOctober 1987

aren’t all that keen on time warriors

and time lords, and they tend to

get a mite upset at the sight of the

rgulticoioured scarf and the police
X,

But your mission is essential,
and among your heavy armourand
weapons you have a revolutionary
energy-conversion kit that will turn
harmigss mortal objects such as
lemens  and worms  inta
ultrapowerful weapons. (Some of
the weapons don't last very long,
though.)

The evil conspirators can be
unvelled by destroying hostile
busts — different ones on every
leval — which zometimes fire at

B Words fail us as another huge end-of-level monster approaches . ..

you. Destroying a bust earms you a
piece of a special jigsaw puzzle;
collect six pieces of the jigsaw and
an avil being becomes visible. This

B From the strange primeval mists of time and space comes a horrifying threat

- sounds like Cam on a Monday moming

terrible entity is then forced to
attack you — and this i your
chance to weaken the monstrosity
and repel it before maving on to
another era and another enemy.

__|COMMENTS |__
Joysticks: Cursor, Kempston,

Graphions walk defned aid

Sound: a couple of tunes and

Presentation
Graphics

Playability
Addictive qualities
OVERALL




Producer: Mirrorsoft
Retail price; £7.95
Authors: Binary
Innovations

ou're out for revenge after
Sir  Humphrey Bogus,
inventor of the digital tea
bag, said something rather
unpleasant about your
grandmother. Seated iIn a
multidirectional space craft, you
begin your cruise of death over a
vertically scrolling lunar surface,
This moon world is encrusted
with craters and enemy bases
from which come a stream of
invulnerable  blast  molecules.
These circular particles comipete
with numerous other destructive
features such as light bulbs,
bombs with rotating tails, ‘and

spinning boulders to blast your
vehicle into
doing

fragile  space

insignificance, more

B More digital tea-bag trickery

T=l=Txll

=5

R

damage than Arthur Daley could
EVEr repair.

Approaching hazards must be
avoided, or destroyed; and lunar
bases can be iaken out by
accurate fire from your blazing
blasters before they send too
many obnoxious weapons in your
direction.

Wipe out these perils and you
eam Pcints —but if they pierce your
craft’s vulnerable protective skin,
you lose one of your three fives.

Watch out for the Mona Lisa on
the third leval {though even she
can have her enigmatic smirk
removed by a sudden
decapitation) and deal some
Irevocable blows to the smug-
looking smilies (y'know, those
horrible happy badges that ageing
hippies wear).

Moonstrike is the first game to
usé Movieload, a system

developed by Mirrorsoft which
displays changing text and
pictures while the main program is
loading.

Playability 73%,

CRASH October1987 17




Producer: Virgin Games

Retail price: £7.95

Authors: Sentient
Software

re YOU a complete

bastard? You can try your

worst in this adaptation of
Adrian Edmondson's Virgin book.
With all the decorum of a herd of
psychopathic  wildebeest, you
manage to gate-crash a fwightfully
yuppie party and proceed to wreak
havec.

A split screen shows two views
of every room you enter; either can
be rotated to show a further
aspect.

This offers you the great
opportunity of thoroughly
searching other people’s furniture.
Behind the closed doors of
cupboards, units and wardrobes
lurk everyday items that in the right
hands — your hands — can cause
aggravation, irritation and
mutilation to any unfortunate inthe

HOW TO BE A

COMPLETE BASTARD

* Coming from the peopie who did Tai-Pan, one of the most
-mmmmhyw,mham-mn&nmﬂmm

g
|
i

much more appealing. There are a few nice features, like
Bastavisi dﬁ' e mgem e dm‘tagg-;mmo?ﬂu
gar “W o Gmnp 4l
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play for a bit, but | doubt you'll come back tait. "

65%

vicinity. Any two objects can be
carried at once and examined at
will, but how you can use them
depends on how drunk you are.

Your body is one great factory
of noxious gases, fuelled by what
you eat and measured by a
Fartometer; these fumes,
delivered with all the grace you can
muster, ciear rooms of guests —
fast. (Take care near naked flames,
though.) You are also linked to a
Smellometer registering a general
level of BO which, for a true
bastard, should be high.

Drink is readily available: extra-
strong lager intoxicates you
quickly, as shown on the
Drunkometer, but if you drink too
much the display begins to spin
wildly.

Check your water levels on the
Weeometer and gb. go go while
you can, Leave things too long and
an  unthoughtful  Nigel or
Samantha might have occupied

the loo. But you could go
elsewhere, couldn’t you?

Limitiess supplies of coffee can
sober you up: so can medicine.
Other liquids should be avoided if
you want to stay alive!

The yuppie guests provide the
ideal opportun:ly for you to
engage in highly -undesirable
conversations. Push, them hard
against obstructions and they'll
find it hard to resist your charms,
offering information and providing
the opportunity for a bit more
mayhem.

ach of the unpleasant actions
you commit eams you Bastard
points, but other things are

E@
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B In glorious Tackovision, Cameron prepares to be complete

HOW

considerad very girlie, and must
be avoided if you want to keep that
total high. W your unpieasant
activities force the yuppie guests
into IEB‘UII'I letters making up the
phrase ' DMPLETE-B TARD'
Iq?ht up. The gameis finished when
all of these letters are illuminated,
by which time you'll have the place
to yourself.

__/cOMMENTS | _
W QUESB!'. Kempetm

&ow gﬁrr t
e Hh Ju.II'IB
and spot FX St

in ,humnrousand
: perhaps

Presentation
Graphics

Playability
Addictive qualities
OVERALL
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A program by

B

v, ‘iﬂ '.-'Fy' -hl s i &
Featuring 'REFLEX

Spectrum 48/128 Cassette £8-99
Amstrad CPC Cassette £9-99 Disc £14-99
Commodore 64/128 Cassette £9-99 Disc £12:99

Produced by t I

Martech is the registered trade mark of Martech Games Limited,
Martech House, Bay Terrace, Pevensey Bay, East Sussex BN24 &EE
TRADE ENQUIRIES WELCOME. PHONE (0323) 768456 TELEX: 878373 Martec G

Available from all leading software retailers or order today by mail.
Prices include postage and packing plus VAT.
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ATHENA

Producer: Ocean
Retail price: £7.95
Author: Andrew Deakin

oluptuous Athena, goddess

of wisdom — worra woman,

Tired with the everyday life

ofcleaning her heavenly home, our

bikini beauty decides it's about

time she got involved in a bit of the

old heroic dealings. So off she sets

tobattie her way through six levels

of forest, ice, land, sea, sky and
hedl.

Qur heroine is ne dumb blonde

- this gifl can jump, duck and run

through these strange multilevel

arenas, facing perilous odds as
bizarre beasties attack her. Peanut
men advance, demons ciose in,
apples fly through the air, and
armadillos swing into action.

By giving a gocd kicking to the
first bad guys she meets, Athena
can gather their weapons and,
armed with perhaps . an axe or a
ball and chain, move on with a little
more confidence. She scores
points  for every creature she
thumps to death.

Cur dynamic damsel’s
weaponry can also be used to
democlish the rocks and blocks

S

SCORE
GOOOO0

P I'm no soppy girlie, I'm Athena and I'm about to shove a monster off this

rortal cail . . .

TOOO000

& M

g T

LiIV/ES

that make up the landscapes. This
reveals some useful objects for
Athena's arsenal — and some
deadly ones, so look out. Athena
can also collect wings and fins to
speed her on her dangerous way,

But the beasts reduce Athena's

life force (you kmew thers was a
catch), and she has only five lives.
To restore her vitality, the
curvaceous fighter can destroy
roses, which release collectable
hearts.

The goddess with gumption can
lgave each world'by battling past a
large and mighty sentinel, but
wimps are advised to seek the
other exit. And hurry — on each
level a time countdown limits our
heroines's scope for slothful
perambulation.

Presentation
Graphics
Playability
Addictive gualities
OVERALL
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Producer; Ocean
Retail price: £7.95
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nallis one of the most

able games |'ve ever

1, despite some trivial

itrols are per-

;though they're incredi-

bly difficult to get to grips

with (the structions are

0t 2ar, tog)! The
nooth-moving graphi
are strikingly original, a

the colour clash doesn't

affect them too much. This

is one hell of a game, so go

geddit, "

BEN

* Wizball’s graphics are fan-
tastic and well-defined,
and the higher levels reveal
more and more delights -
including wild assortments
of aliens. And the bouncing
Wizball looks like a cross
between a Critter and
Bobby Bearing! Thers are
some decent spot FX, and
a good 128 tune. Though
the controls are difficult at
first, it gets more playable
and rewarding as you prog-
ress —anace game, "

HICK 90%

Wizball is a classic. The
graphics are brilliant,
despite some colour clash,
and sound is excellent on
the 128s (but 2 bit limited
on the 48s). At first the
bouncing is difficult to con-
trol - but once it's mastered
and you've picked up afew
of the right icons, zbal
becomes one of the bes
shoot-'em-ups I've yed
for ages. It's so polished it
shines! "

MIKE 93%

Presentation

Graphics

Playability o
Addictive qualities 22%
OVERALL 92%

GRAND PRIX
SIMULATOR

ﬁroducer: Code Masters
Retail price: £1.99
Authors: the Oliver Twins

our stomach's full of

butterfiles but now it's too

late, you're sitting in a Grand
Prix racing car and the green start
light is just about to flash. With the
strident countdown still rumbling
in your ears and the smell of
scorched rubber and the tang of
hot oil burning in your nostrils, you
blast away from the start.

In this simulation, your car must
be taken successfully around a
series of 14 circuits, shown in
bird's-eye view. As you carefully
accelerate and decelerate around
the track, negotiating bends and
avoiding obstacles such as
bridges, careful steering s
assential = misjudge a comer and
you could go spinning off the
tarmac.

A clock shows each car's lap
time, and after the race you're
ranked as a ‘fair' driver or a
master,

When Grand Prix Simulator was
released for the Amstrad CPC this
spring, Activision alleged a breach
of copyright: the Code Masters
game was too similar to the cain-
op Super Sprint, Activision said,
pointing out that it owned the
license to that arcade game.

® " Grand Prix Simulator is
terrible. If you can actually find
your car — not an easy task,
especially on a badly-tuned TV, as
it's enly about four pixels long —
then there's about ten minutes of
interest here. There's certainly
nong of the addictiveness of a

%d racing game. "'
8%

@ “ Ever wondered what it's like
to race in a Grand Prix? If not,

this is the game for you because

Plﬂ:ﬂ'l? Grand Prix Simulator
ON'T show you what it's like.

e graphics are u

cept for a bit of
wing on the borders; col

badly-used

i se all the
racetracks are mostly green and
there's colour clash whan you
go near barrier. Between
mes it sounds as if Donald
inden has been bribed into
doing some digitised spsech.
This won't be worth buying,
even to the _ car-racing
enthusiast. :
NICK > A%
® " I'd listened to too much hype
about Grand Prix Simulator — now
I'm very disappointed. The game
is fiddly to control and has little of
the addictivity of good arcade
racing games. The characters are
small — because the ‘car window'
scresn is. But the speech is OK, if
not quite up to |, Ball Il standarg!
And | wouldn't be surprised to see
this shoot to the top of the budget
charts very soon — take your own

nisks . ..
RICKY 1%

Joysticks: Cursor, Kempston,
Sinclair

Graphics: colourful but small and
poorly-animated

Sound: good tune, but the car
engine sounds like it's about to
sieze up

Options: two simultaneocus
players, definable keys

General rating: a below-average
race-driving simulation

Presentation

Graphics 255
Piayability 40%
Addictive qualities 41 %,
OVERALL 42%

¥ Vrrroooom! Racing round the Grand Prix track - watch out for blood on the
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Producer: M.A.D.
Retail price: £2,99
Authors: Paul Hargreaves

ong before a Reliant Robin

had ever broken down on

the M25 the Miracle
Engineers had planned and built
the crystal roads that led across
the planet Plexar.

Now the Miracle Engineers are
long dead and the primitive
Plexarians have taken their place.
Uniika their sophisticated
pradecessors, they adre a
superstitious  race who send
victims along the crystal roads to
appease mysterious deities.
Few returm from this voyage = but
as a chosen 'volunteer’; can you
survive it?

Your journey is made up of two
stages: the crystal roads

themselves, and the diamond

towers where the roads meet and
interconnect,  joining continent
with continent.

Each road consists of a series of
interconnected squares, some of
which contain lethal things that
can end your life on the spot.
Others merely offer the unusual,
useful or hindering, sending you
shooting sideways, taking you on
a helicopter ride, propelling you
forward across dangerous
sqQuares, or making you skitter

P~ Biazing the trails in the third section of Plexar

randomly between squares.

If you've successfully navigated
this roadway without too much
mishap, you enter one of the
diamond towers. These are weird
places, full of complicated,
vertically scrolling mazeworks of
unidirectional conveyor belts,
areas which simply vanish now
and again, shivering colonies of
pulsing jellies and obstructive
walls,

And in the towers are found the
patrolling servicebots that drain
your energy at their every touch.
To protect your meagre reserves,
leap away from the approaching
mechanical embraces.

24 CRASH October 1987

A peril port at the top left of the
screen changes colour and
signifies when danger is imminent,
Heed its warming well if you want a
chance of survival — and never
forget that against all this is the
relentless countdown of the clock.
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OCEAN CONQUEROR

Producer: Rack-it
Retail price: £2.99
Authors: Lajos Palanki,
Peter Vitray

oing the Captain Birdseye

bit with a lot of hairy sailors

white traveliing beneath the
ocean waves ma not  be
everyone's idea of fun — but if
you're a submariner then it's all in
awet day’s work.

As Captain, Rear-Admiral, Vice-
Adrmiral, or Admwal - the choice is
yours — you're at periscope depth
and intent upon destroying four
convoys, each consisting of a
freighter and two destroyers.
These are supplying enemy troops
based onislands in the ragion, and
should the supplies get through,
you've iost the war. Destroy your
snemies and return to dock within
18 hours and you're thee victor.

showing the level of water beneath
the keel, the directional bearing of
the craft, its rudder angle, speed
of climb through the water and
velocity. Seeing as how the latter's
maximum is a nip over 20 mph, it's
thoughtful of the programmers to
have avoided tedium in long
stretches of empty water by
allowing travelin accelerated tima.

Diving and surfacing is
regulated by ballast tanks which
contain either compressed air or
water, so that the sub rises or
sinks. Compressed air is
produced by an on-board diessl
motor, {which also recharges the
sub’'s  batteries). I there's
insufficient air for the ballast tanks
then the sub cannot elevate to the
surface.

The sub's arsenal comprises a
stock of forward firing torpedoes
and antiship missiles which can be
launched and guided to targets in

i Oemnmmqwb in a similar vein to Hewson's simulation

lmm st rh how to et out of the doc

| ; _IU ﬁw _-. 9 ) mmmdnwly

Graphically it's nott but the 3-D graphics are

m'aammuéf"' : “':[e off, parl:’:faamd ‘“n."s‘éf
i ce

‘own reward, and gmqﬁnr is the best submarine

qimm_to_dm " —

any direction. Any destroyed
enamy freighters or destroyers are
added to your tally of victims, but
your own vessel is also vulnerable
to collisions and missile hits from
enemy destroyers. The extent of
damage is indicated on a status
panel. Two of the islands contain
docks where the submarine can
be repaired, refuelled and
regrmed; a guidance display
shows ' the distance from the
nearest dock once you're within a
mile of it.

/ NIGK t

Paﬁmape

A variable miagnification
periscope occupies the top of the
screen  through which view
approaching freighters,
destroyers, drillin ngs,
lighthouses, and islands are seen.
As an added difficulty, fog may
blunt the periscope, but the radar
and sonar displays provide
sszential information on nearby
targets, and further aid may be
called upon — a map shows
convoy coordinates and those of
docks.

At the screen's centre,
indicators further enhance your
navigational capabilities by

—___[mikE] ___

THE NEW I.AHE!. :

Rack-it is a new budget label
fram Hawson which was
lauriched on 17 September.
Withincreasing attentionto 16-
bit machines, Hewson feels
there’s an increasing need to

prwnde ) ~-money-price:

es for the B-bit machines,

-It games are aimed at the

£3 mark to allow a financial

margin far dswelcplng more
sticated

sophist

£1.99 price would all uw Thera'
are two.other programs in the
first release i schedule:
Draughts Genius rawewed an
paoe 29) and the shoot-"em-up
Anarchy, available scon.

__/|COMMENTS L :
Joysticks: Sinclair
Graphigs: 3-D, not stunning
bt mrlctlanal

Sound: atmospheric beeps
Options: fog on/off, Tour skil
lawels

General rating: the best

‘submarine simulation in the
fiaet

Presentation

| Graphics

| Playability
Addictive qualities
OVERALL

B Searching for a yellow submarine in Ocean Congueror
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Producer: Mirrorsoft
Retail price: £7.95
Authors: Dalali Software

hink once, think twica, think
bike - for in Mean

Streak they're %‘g:ng to be
coming after you, on this Sunday
afternoon ride with a difference.

You're out there on the road,
minding your own business, when
a succession of computer-
controlled psychopathic bikers try
to bump and bore you off your
two-wheeled chariot. And if that
fails, they're not averse to taking a
pot shot at you.

But you're not standing for that.
You toc.can push attackers off the
roadway, or get behind them and
biow them away using the guns
and missiles you just happen to be
carrying.

But these fiendish bikers who
have never passed a proficiency
test in their lives aren’t the only
dangers lurking on the streets.
Scattered across the blacktop are
tin tacks to puncture tyres, rocks
and oil slicks that can send you
careerin and make you
vulnerable to an opponent's
nudge, ramps that have to be
cleared, walls that can flatten a

MEAN STREAK

face, and gaping holes the council
have forgotten. Lose control of
your machine and you end up as
an accident statistic with one of
your three lives gone.

To avoid these odious

J5 - b | TSI | o

= ioOnnDE.

obstacles, the bike can accelerate
or slow down, be swung across
the road or leap into the air.

DOoeSnp 0

B The Mean Sireak battietrack (just
past the Milton Keynes turning)

Producer: Hewson
Retail price: £7.95

ack to the age of steam,

when railway tracks snaked

through the country and a
British Rail sandwich had never
been made, let alone eaten . . .

The eponymous Evening Star is
a robust locomotive which makes
the tricky run between Bath and
Boumemouth on the Somerset
And Dorset Line. In Hewson's
simulation, you are the smoke-
stained driver of this triumph of
engineering. Your object is to
reéach Bournamouth on schedule,
eaming peints for safety and
aconomy.

The main screen shows the
progress of the Evening Star as it
puffs beneath bridges, huffs
through tunnels and dashes past
places luxuriating in such names
as Wellow, GChilcompton,
Henstridge and Binegar. But don't
spend too long gazing at the
countryside — there are heavy
penalties for running late,
especially if you choose totake out
the flagship service, the Pines
Express.

You control the train using a
regulator for speed and a cutoff for
engine efficiency, which can be

tested by checking the colour of
28 CRASH October 1987

EVENING STAR

the smoke coming from the
engine’s stack. Vacuum brakes, a
blower, an injector and a fire door
and damper also help you get the
most from your leviathan of the
raifway track — but you won't get
anywhere without water and coal,
and supplies are limited.

Signals must be obeyed, or you
risk a fatal collision on a one-track
line; and speed limits can deter
your boyish enthusiasm for driving
a steam train recklessly, They
must be adhered to, or you could
lose safety points, or even be
derailad.

And don't forget the passengers
- the Evening Star has to make
stops. Overshooting the station
can lose you points, and at
Bournemouth you might hit the
buffers; brake carefully, too, orthe
travellers will be thrown into each
other's laps and injured.

The main object of Evening Star
is to reach Bournemouth with
enough points to pass; options

» Star of stage and steam

I IMiE
2 2 6 o

allow you to challenge a time
record or try to keep up with a strict
timetable,
Hewson's
Consultants’)

(then Hewson
Southern  Bells,




Advance warning of the problems
ahead on the scrolling screen is
given Defender-style by a radar
screen showing a vertical view of
the road section with the position
of your bike and opponents
displayed.

Fuel, oil, missiles and tyres are
in limited supply, though there are
engine-refreshment cans and
missiles on the road.

There are three restart cones
that can be picked up as you ride
onward; should you succumb to
an unwholesome end, a cone will
aliow you to restart from the point
where you picked it up.

Playability
Addictive qualities
OVERALL

another locomotive simulation,
received B4% Overall in CRASH
Issue 20 two years ago.

Presentation
Graphics
Playability
Addictive gualities
OVERALL

Producer: Rack-It

Retail price: £2.99
Authors: Raffaele Cecco,
Pablo Malnati, Giovanni
Zanetti

Pf&wng draughts against a
confirmed megagenius like
Einstein could ba a
humiliating experience. Are you
man or woman enough to do it?

Easy, you think — so, as you face
Einstein across the draughtboard
in the professor's front room
{decoration by Oxfam...), the
battle of two great minds begins.

But even Einstein is beatabile;
there are eight skill levels in this
draughts challenge, one of the first
releases on Hewson's new Rack-It
budget label. If he's thinking too
hard you can hurry him up by
pressing 0, and on noticing a fatal
mistake you can cancel the last
movel

To move, position the cursor on
the piece you want 1o move, press
the space-bar, transfer the cursor
to the square you want to move fo,
and prass the space-bar again to
actually make the move. A counter
shows how many moves you are
into the game.

The crowd is breathless as
everyone waits for Einstein's
response. Then it's your turn to put
the professor in a predicament
again. If the chance arises try a
multiple move, skipping like some
demented leapfrogger across
Albert’s men and thus removing
thern from the board. (To make a
multiple move, press the space-
bar twice after moving the cursor
o your target square.)

mpatient Einstein will tell you
when it's your move and when it's
his. And on winning or losing, you
are either applauded by the genius
or ridiculed for your pea-brained
incompetence.

P Einstein takes a well-earned break from relativity
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\t's here! Su
the arcades and

screen!
The official \icensﬁd

the features that
yop of the arcades.
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From the Dawn of Time comes a Legendary \\
Warrior to thrill players everywhere.... -

4.5 billion years have passed since the éarth's creation. Many dominators
have ruled in all their glory, But Time; their greatest enemy ultimataly

| defeated their reign,

| And now a Dominator’s reign begins. .. .Rydar, the Legendary Warrior! A
| ‘warrior who respects ong code and one code alone, the code of combat.

| Antagonistic gladiators, reptiles, mammals, monsters, creatures of
magic..come one, come all, come to meet the might of the feariess (a1 SEMER- 0y o,
Rygar and in the words of the immortal warrior LETS FIGHTY _xmme, {333 - 35 0 3.9 L
0.8 SCREEN SHOTS FROM ARCADE VERSION
CBM64/128 SPECTRUM  AMSTRAD }
£9.99 £14.99 £8.99 £9.90 £14.90 S

| Cassette Disk Cassette Cassette Disk

SRy
HCOBO s, Gota Lec, Units 2/ Hotford Way, Holford,
oy il Birmingham B6 TAX. Tel: 021 356 3388

(TECMO' |




Onice again, my pigecncave groaned under the weight of mail, and
nearly all of it |ashing back at the Barbarian backlash, On behalf of
Olivar Frey and the rest of the CRASH team, may | thank everyone
who wrota in support of the cover. (Speaking of which, rumours that

I modelied for

Renegade cover simply aren't true, it was Roger

Kean did it — well his arms anyway, Robin Candy's washboard
stomach was required for the . .. stomach | supposa). But | just
couldn't face another massive Barbarian debate column again, 5o/l
moved on to the remaining letters, and from those, here's this
month’s pick, with Letter Of The Manth first, earning its sender £30

worth of software.

RUNNING AWAY

Lioyd

Do you remember me moaning
-about consolesin lssue 397 There
sgems to be a general agreement
on my main point; that whilst the
consoles can make noisy
explosions and pretty colours, the
Spectrum and other home
computers will still be popular
because they are better suited 1o
the develapment of original

games.

‘So where are the original
games?

Issue 44 contains reviews of 28
games {niot counting stratagy ane
adventure, but there weren't any
really innovative ideas in those
departments'sithez. Threa were
sport simulations. Eight wera
arcade-adventures. A massive 13
were pure arcade action, mostly
shoot-"em-ups (this is the
eompliter that jsn't'suited to
arcade conversions, remeamber?).
That leaves only four ariginal
games; Aebel, Mercenary,

teorm and Stifflip & Co. 24 very

unoriginal games out of 28
opportunities for exciting new
ideas seems a bitof a waste tome.

- The strange thing is that two of
thefour were Smashed, and Rebel
aisa received a very good rating.
Df the arcade-clones, only twe of
the 24 (Joe Blade and Renegads}
received marks high enough fo
justify purchase.

The cause of this glut of boring.
‘gamesT? Well, | suppose the culprit
isthe mevitable way in which the
Industry has become more and
more commercialised. It makes
me sad to say it, but | don't think
the magic enthusiasm that made
the Spectrum what it is (was 7) is
there anyrmiore. You may consider
this nostalgia on the part of a
veritable old crumbly of 16, but |
ln;@ for the days of the involved

dienture quests of Dun Darach
and Dragontore, when Ocean
released unlicensed titles and
every game contained a newidea.
But now it appears it is saler to
churn ogut an average shoot-"em-
up with a snazzy title, preferably
backed up by an advertisement
featuring a semi-naked girl.

_ Gargoyle have stopped making
their classic problem-solving
games and switched lo arcade
games with FTL. Ocean have
decided to spend their resources
on finding licences rather than on

game development. And, though
this Is a minor point, it is :
symptomatic of the cormnmercial
trend; CRASH has departed from
tradition and featured non-
Smashes on covers. Rani y
‘and Barbarian were used,
believe, because the images they
presented were better for selling
magazines. Enduro Racer was
featured rather than the fantastic
and totally ariginal Sentinel. Mow,
it'snotthe fault of CRASH thatthe
industry is growing morg
commercial, but the side-effects
are dire. The eriginal games now
shine like dazzling beacons from
the drab dullness of the arcade-
clones and film/book/ TV/cartoon/
cuddly toy tie-ins.

It is a tragedy because
prograrmmers aren'trunning outof
new ideas; they are running away
from new ideas. And ar_lgfnaﬁly
doesn'tmean thata game can'tbe
commercially succ
please, programmers (and more
importantly, software houses and
distributors), please don't tum
yourbacks on arginal'rty. lteanbe
financially rew, cand it will
help to proleng the hively life of
what Fbg Kean has termad
'Arcade Computer Enjayment’
rather than the current phase of
Licences, Empty Tieg-ins &
Horrandous Arcade-Ripoff Games
in Computing. rams should
be ACE not LETH 11

Whit do other readers,
especially the more recent
Spsg:lmm owners, think about all
this?

Anthony Bailey, Carshalton,
Surrey

I'don't regard your comments as
being nostalgic, since nostalgia is
usually sean as a state of lookii
fondly at the past in-an it
way —you do seem to ba trying fo
live in the present! As to the cover
illustrations, you're both right and
wrong, CRASH has featured the
occasional non-Smashed game
on the cover in the past, butit's
true that games like Enduro Racer,
Barbarian and Renegade provided
what was considered to be the
best illustrative opportunities at
the time.

I would welcorme some
reactions to Anthony's letter; off
the cuff, here’s a coupla of mine: |
alse think a fot of program

devakmarﬁnnh’gmﬂmm
ideas, se for an enthusiastic,
inquisitive mind, it is fust

impossible torun outofideas, And

pwﬁegmjp the past Ocean could
have accused of thinking
miore about ficences than the
result, but 've detected a definite
change in the eompany’s poficy
towards game development
recently (even fowards arcade
con ns), A lot of care,
attention and polish seems to be
therasult, and they have had some
very fine programs well rated

/!

ately.

Thanks for the letier Anthony, it
jsn'toften ! end up giving Letter of
the Manth to someona twics, but!
%ﬁuﬂaﬂw@semd it. spthat's

0 worth of seftware for you — |
hape there's somathing avallable
{ca: really would enjay having - . ,

BORED

Dear Lioyd .
I've had (yawn) enocugh! CRASH s
just so (yawn) boring. Where's the
c,cntrwers_g.- sparkle, excitemnant
or humour

The reviews: these are just so

drab. Don't think just because
m've'stgamﬁhed a ot of cotour
arpund that they're lively now,
thiey're just so monaotonous and
predictable. The revigwers don't
have encugh space to express
themselves proparly, the restit
being that thay all just burble on
about how good/bad/averags the
gameisandnot alotelse. Why not
give one reviewer three-quarters
oftheavailablespace to get much
deeperintothe game and havethe
other two give'a quick commsnt
and their own percentages at the
end? Also, take a lesson frem
ZZAP! The way they explain each
percentage ina quick sentence or
two Is much more accurate and
interesting. {

General entertainment value-of
themag is sinking. Thara‘a:just no
humour any morae, what with
Tamara leaving, Hannah
disappearing and no real
characters left in the mag e no
Angus Ryall (remember him?),
Minson oniy getting a page and

urself on every second page.
August43you had 16 pagesallto

ourseif). I've nathing against you
ut'you canget a little much, -

2600

(Nintendo)

: TELE-GAMES |

Europe's Largest Stock Of Video Games & Cariridges For —
Tt
A 1

)Ik CDBSEY =

ATARI

— = n

Ny frann v RER YT

INUVEWN1STON

IN STOCK NOW

WICO JOYSTICKS FOR NINTENDO IN STOCK NOW
The leading Video game specialists. Send for fists (state make of game)
TELEGAMES, WIGSTON, LEICESTER, LEB 1TE (0533-BB0445)

SEGA

FORGET
WIRE-FRAME 3D.

™

IS SOLID!
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aiaawouldteva no matterhaw
I;:‘ms? war:“yE;m your
orum is getting tot oring.
There's been no really angry or
interesting letters for ages, nosilly.
orfunny ones and no controversial
issues of any real issue. The

be disgusting on the

Dfﬂlilﬂﬂdﬂﬂrl.ﬁaﬁtﬂﬂ
excnanaumd butstil who The
ghm?lf%ou!eu#amrﬁtbw | sugge

e mag's cover,
Newshekiudllga-rﬁ'.emmag‘e
soon enough!

Excitement. What's that? Apart
ﬁ@mmlwcwmmm
sta ﬁ[&aﬂ m@ﬂ%&

has done naﬁﬂnq
years, Perhaps it' srbamusayau
are the market leader, and
resting mmlqurﬂs ﬁt swad-vaﬂ
for the four years, why
shouldr'tit keep on working?) Well
I’ mafrmdyou ré going to start
Iosing readers unless you break
l‘mmma norm 1ast.

ee Gollacted CHASH since
Five, but | have lost a‘l‘aw cﬁd and

FOR
48k
SPECTRUM

THE ULTIMATE FRUIT MACHINE GAME
* HIGHLY PLAYABLE * FAST SPINNING REELS
* IMPROVED SOUND  * HOURS OF FUN
FEATURES INCLUDE
HIGH SPEED ROULLETTE * NUDGES * SPECIAL FRUIT
REEL CLIMB * FEATURE SYMBOL

Sand cheque or P.O). to ROSSWARE (Dept 45), 646 London Road
Westcliff, Essex S50 9HW

For fast delivery put Cheque Card number on back of cheque

AT LAST!

SPECTRUM SPARES

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

ULAGCH  £11.99 | SPECTRUMK/BOARD MEMBRANE £4.59
128k ROM £11.99 | SPECTRUM K/BOARDMAT £5.49
ZEDA £2,09 | SPECTRUMK/BOARD TEMPLATE £4.99
TROS REG £1.4% | SPECTRUM+ MEMBRANE £9.99
4116 RAM £1.49 | MODULATOR £9.99
SPECPSU £10:49 | SIMANUAL £22.99

Remember all prices include P & P, hﬂndhng and VAT
Full spares list available / Trade enquiries welcome
Access/Visa. 24-hour T.A. service
SPECTRUM REPAIRS £9.99 + PARTS

ELECTRONIC SERVICES

176 VICTORIA ROAD WEST, CLEVELEYS, BLACKPOOL FY5 3NE
Tel. (0253) 822708

34 CRASH October 1987

'adwnmmand a tc-p &:r ity
w You could also ask the
s‘tnvptein:tha bestall time

%u mrm:sﬁee i\;[iam ml.?t
g or
Nﬁlﬂﬂﬂpmﬂ 55’5“ G
the subject now, ﬁ 1 have

‘manths, and wondered if you

-knmwnﬂng.rkawasrttubea

Baui Cornan (1
m{#ﬂ}.m i
Glamorgan

Tasamsmnf Hmnkwa'mmn

ﬁ'ﬁﬁ’ﬁ

series will
Mﬁlai:'pliiﬂédlﬁdsxw
aﬂgames over the period, and on
tap ofthar pfans ‘are afoot fora

mrsmmbs' wgawﬂn] it. fateh
ommrﬁnumi.ssues!

are being a

sbouizﬂmbm Fiesh
Mutant ing Chickens Attack .
mmmaeedmm;en sowe
ﬁ oniy hope ...

PLUS PROUD

Dear Lioyd
I'ma +2 owner and proud of it, and

soaremany others, but the trouble:

is you keep Innng to avoid 128s in
your reviews, A few games that |
think are very good because of

Do uafwws ames ona
123?“ tqﬂa

For other 128 users I'va
mmpilad rory Top Five 128 music

The reviews do mention any
WWM

1 &\{gmvesandfmmwsw
do play them on mﬂn-'m
Howsver, | do feel &/
aﬁmﬁsﬂ bapa.'d\‘btm:fzs
: h;;t - ‘there hasn't
'dfhsrthanfrmgamss

LM £

MOHE HUSIO

Miu'k Race
Ghost

!)f
- Tera Cresta

=

o rﬂ_md!ﬁ-saﬁ:. E
§

Survivor
10. Eaafmmm
J T Chariton, Dover

Any more computer deejays with

GOT THE VOTE

Dear Lioyd

Thank you for the Spectravideo

i 1ot wath my subscription

—it's and works brill with a
Ram Turbo Interface. Being new to

mmmarslwantadamgwmma
best information on

, B0l
E:andmnforfaurm

o&m

User
CF{ASH CﬂASngt vo’eeand
 fora sub, ﬂiarawasna

my.
::ompmlrﬁun in choosing.

e b e

=




Just a couple of things: what
‘about a hardware surgery and
previews on computer books,
what do you think?

Muirhead, Wilmslow,

The only reason CRASH has
avoided too much hardware or

WWW
is that with every ques
these

seem lessandless
popuiar. And most hardware is.
made in such a way that it's not
reaily fit for surgery, more for the
trashcan, Gomputers, of course,
can be sent to reputable repair

firms now.
LM

CRASH COVER
upP

Dear Lioyd
Thisisthefirst letter 've writtento
CRASH, because I'va never felt
the need to before, but [ believe
cradit should be awarded where
it's dus, 80 in recognition of this |
must cm;gfatula’-fa you on a most
informative and very interesting
all-colour magazine. 1t's brilliant,
It's great. It's decent too.
Decent?

lsaydacant because | saw
(wish | could) the sly,

de| ng artwork-on the li na
adfor Gamne Over(the one with the
::ughty ‘bits some magazines

ve been cover Ly
lasue 43, hglmqﬂack c:werrme
artwork was cun dane over
the . . naughty parts,
they wemn‘t justplaslarsd with'a
big, ughy. splurge of some

LA b
magazines. In en
bits were disguised under some
devious and stylish artwork. Is Oli
responsible?
Spaakmg of Ofi, | think his
artwork is absolutely amazing. I'm
just astounded at the sheer
volume of work he gets thraugh in
amanth, considering he circulates
between several other mags. His
covers, with the added touch of
the CRASH logo (don't change it}
stand out among the other
periodicals, making them look
drab. So all thsdmrespacthﬂ

ates who don't appreciate:

i sbrilliaﬂoecan goand"?iﬁ%?'!
And tell Olinottofeel discouraged
and to Ifwe}:’ﬁi}} up the good work,

And finally to sign uﬂ ithink the
video raviews are agoﬂd idea, but

u could review better-known

ms and also computer/film tie--
mAisaym.er‘la ing Tips section
is very useful and helpful, but why
do you wear & paper bag over your

S Alam Hannan (14}, Wood
Green, London

Thesmmarad wasan&of
thase thin
rasist,

superstructurs detail. For the

im‘fmcmiymmaho‘ {as a‘:eysaym.
photographic magazines) the
-added bra was done by tracing off

the shape m.w'arwﬂmnf

shape in black ink, This small

patch was shot tofilrm and a mask
made to hold back the offending
part of the original in each cofour
layer. Then the new piece was

added to the blue and red layers

only.

Am | giving away a secret when
1 say that someane from Ocean
rang Off asking whether he had the
bit of artwark that they could use
to make a large poster from?
Unfortunately, his touching up was
onlyonasmallscrapof paperand
it had been thrown away!

dmﬁ wearing a paper bag.

HOLE IN THE
BACK

Dear Mr Mangram

Could please explain to me,
how to put POKEs intg my

computer, aslbmﬁ
computer second-hand, | didn't

get a manual.

I've tried to put the POKEs into
the computer, but | don't know
when to put them in exactly. I've
tried to put them in at the
beginning, and some way through

P
aading, but never work. | - occursthe eshou!d then load
aﬁn thw ut them in. completmmhePDKEsﬁnnf in
ﬂ'u'nu 1ha MER 1 Bt stifl place. Wherever that isn't the
%:m work. case ms.:%a!rms: always says
halp, I'm aieapemta
Paul Watson, Stanlay, Co
Durham.
Paul: says, thera's a little
hola in my naﬂk}g' the computer S“E "I'O STARE
nio, he's joking. Actually, I'm-
surprised j:ﬁu’r&-hﬂv m rr;ub&a I’v«a 1;4;11 and reg: Clgfp.;shl-;
because it's really ] [N 56
Un!eassamm.smad-mm gtd%en wasm:neﬂlnﬁimmm I
Playing Tips POKE rmmnes- had mamﬂmtuak?atﬂ‘ieduly issue
shauldbsmﬂ‘mnem with the ~aut init,
: 5?["” ?‘uy, However, after | rsadhg the
RUN, and unless a DAT: magazing | was no longer angry

WIN A FREE FLIGHT ON

CONCORDE

ISTPRIZE .........
A flight on Concorde

2NDPRIZE........

A computer of your
choice up to the value

s of £300 R.R.PincVAT.
Lu 25 runner up prizes of 3 free

P games from the current U.S. GOLD
range AND a free T. Shirt!

All you have to do is fill in this coupon and present it at
our stand—No 1311 at the PCW Show in Olympia or
send it direct to us ot US GOLD LTD,
UNITS 2 & 3, HOLFORD WAY, HOLFORD,
BlRMlHGHﬁM B6 7AX.

m!:nnn R AGE.' Ty
‘DD!ESS: T e P PR S T P P PP TS

---------------------------------------------------- e T ]

BrEREA AR REEE T EE)

Ty

compuﬁn:ll‘lli'.‘l.ilIi“lliilliIlidllllllitlllllllllllllll]

g m\ 3 | Closing dote for entries 31st Odober 1987. : m,.
ks |mm Draw will take place 2nd November 1987, l,
‘Q‘h ) h; Winners will be notified by post, S, u_)j

See us at PCW show
— Stand No, 1511 —

Suncom
Outshine Ordinary Joysticks

MicroProse Ltd. 2 Market Place. Tetbury, Gloucestershire GLB 8DA Tel: (0666) 54326 Telex: 43422 MPS UKG

BY NEIL THOMPSON

P15 | WHITCHURCH, BRISTOL
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SR ——

with myseif for buying the wrong
issue. | found your £ mag well
worth the money and, having only:
get a baby Spectrum, very
addictive, enough sota wantto go
and update my Spectrum and try
all the games you review so well.
Having fini with the praise,
| wonder if you could help me. Do
you know of any guidelines as to
thelegalorsafelimit of staring ata
slevision screen with regards to
youreyesight. | work on an IBM at
waork, eight hours a day, and
compute
Fm-ar:ﬁﬂa cancerned about my
eyasight. Please could you advise
me and other people to a safe
g‘xé_qlalin‘z 1o using computers
amaging our eyesight,
Maria Lmaerﬂmhwﬂv%.
Sussex
Tabe haonest, Maria, no, fcan't. I'm
sure tons of research into the
subject has been done, aitho
the very littie I've read sounds
Iusrarcally sih: Conmmiros
Vs fiy sty C inly soresn
siatic can cause syéas!fa.-{:l and
headaches for some people
susceplibie to it, and | guess no-
one thinks it entirely healthy to
mnﬂhac;ﬁkmks and years
pearing a little green, orange or
white characters on a small
screen. At CRASH we'veben

bumping nrammapaaf? MPposts) with 16
discernableill effects — but after

ﬁf{sanrws I don't know.
Often, I'm thankful for my good ol
-Hermes,

LM

THE UNSWEET
PILL

Dear Lioyd
I was very annoyed after reading
our review of the new
ectrum+3. To start with it
seemed like a good enough
follow-uptothe +2, despitealoss

of mei inthe RAM disk
{nothing gastic}, But'| was really
furmning when | found out half the
add-ons made for the other true
Speccies don't work on this
inferior machine, and that the extra
port in its back has been made
‘specially for Amstrad hardwara!
How dare Alan Sugar stoop so low
@s to mutate our beloved (true)
Spectrum into ahalf +2, hatf GPC/
PCW! All Mr Sugar has doneis to
use the Sinclair logo to try to seil
thls-mnewmadet gladly | den’t think
it will,

Also what is happening to your
rating boxes since TQ&B.%OBKIHQ
throughissue 34 there were saven
headings for ratings, then it went
down tosix, butfrom issue 42 (last
month) wa ware raduced to five:
Presentation, Graphics,
sln%yabimy-, Addictive qualities,

Overall. i

What mmh 'm_m ? Has
everyene's brain been worn out
the big calculation or smmngbg
Paul , Kendal, Cumbria
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PS | thought the Barbarian cover
%T_Basue'-:a‘l was rﬂaﬂy%ﬁqggrrd if

& peaple who compiained about
it were annoyed, | would advise
thiem to take a look at some back
issues of ZZAF! for some really
gruesome pictures!

A G;l‘;erea{mvnsabnmths
start buying it in great numbers,
but there's & lot of right to the

to themselves as possible, and
Pprobably to iis detriment in the
un

in the review ratings:
have been explainadin each issue
where they cha . but the piain
fact is that over the years the
ofiginal CRASH ratings have
become outdated. [think it's fairto
say that thecurrent ones, and the
comments 1oo, fif the bill batter
oW,
LM

Dear Lioyd

When | read about & smali fanzine
‘and their

Teir extreme political views |
Teit | had to write and express my
Views of such an apparently
blatant exercise by a few peopleto
get some cheap publicity.

~ The Bug shows some alarming
fraitsin its encounter with Creative
‘Sparks. The most alarming one

was politics in computing
Pol?ﬂg'ﬂ IHirst t 'k; htvéungnma
raading your article ‘That
Roared; August edition. Since:
when has politics had anything to
do with computing for fun?

Since the average age of
CRASH readers is 16 years thay
are 100 young te vote, naive to
politics and impressionable to
Euchmaterialsspubﬁsm'dby The
e;g addition to this The Bug-and
Its political standing is also
guestioniabla. Note what Jaron
Lewis said abeut Mrs Thatcher's
contribution to thelr series on
famous people.

| bet he wouldn't say that to Mr
Kinnock's contributian.

May | remind you what politics
has danhe to sport over the last two
‘decades, What I'm suggesting is
that as'soon as politics gets into
computing for fun then itwould be
Tuined beyond repair.

From what | have read The Bug
deserves to gooutof business. I'm
sang that Sounds tooharsh, but
maybe it might do some good to
the software industry as a whole,
Michael Thomas (16},
Leamington Spa, Warwickshire

Idon't agree that 16-year-olds are
naive on politics, but{certainly do
agree that party and unionist
politics should have no place in

strong statement, Michasl, sa it's
fitting that | have here areply from
The Bug themselves . . .

LETTER FROM
THEBUG

Dear Lioyd

After reading Tony Worrall's letter
last issue we thought 'rt:nei:assaa?'
to reply, an behalf of the Editori
Team, to some of the points
raised.

Atpresent there are about thirty
fanzines being published; how
Tony can claim to represent them
in his letter Is beyond our
understanding, especially-as he
has just entered the scene, The
Bug is the longest surviving
fanzine, we have just celabrated
ourthird birthday, and like Tony we
publishforlove and not money, All
profits are ploughed back into the
magazine, and It is written after
schootand at weekends. The main
objective is to provide an
independent magazine which
features un-biased editorfal.

We have alsc gone through
‘blood, sweat and tears' to
produce issues of the magazine;
as has nearly other fanzine.
There's no point Tony moaning
about i, if you can't take the
pressure, give up. Nobody forces
you te make a fanzine,

‘We respect a software house's
decisian not to send us software,
however, we see no reason why
we should feature a company’'s
gm;es it they don't send them. if
they wished to have a game
featured it would be sent and not
doing so clearly shows a wish not
to have the product reviewed.

The Bugis not rin by J
Davy as stated but by an Editerial
Team, Perhapsif Tony had looked
at our magazine aor read the
CRASH article properly ha would
have not mada such a mistake.
The Editorial Team dogs not
suppoftany particular political
party. A magazine which fights
prejudice, whather it be sexism;
heterosexism, racismorany other

“prejudice, is not ‘loony” as so

crudsty stated, merely humane. To
‘588 how this makes a difference
why not send 40p and an SAE to
us at 28 Leaside Avenue, London
N1G.38U

CSD were in the wrong as our
cantract stated we would have
complete editorial freedom. They
braached the contract and knew
it. | think this proves we do the
magazine for the readers and not
the money. If we had their
orders and kept the contract (until
they went bust) we would have put
money befare the readers, We
have been supported by many
peaplein the industry for standing
up to GSB, we did not give
fanzines a bad name and were not
bought-off by 'the hand that

Mi}lg the contract, our

circulation was at 1,500 copies
issug, the advertising rates at
time reflected this high circulation.
The advertising revenue went io
pay for essential things like the
phonebilland post
were engaging in 'blatant
profiteering’ as stated we would
nat use the phoneto abtain review
copies and our service to the
readers would suffer. Once again
we were puttingthe readersbefore
money, If Tony thinks fanzines.
should stick together, and that we
should have charged a lower rate,
:f'gy? does he write letters like he

Towards the end of the letter
Tony quated Jeffray Davy's view
on asingie fanzine making a
difference. Dbviously this was at
the end of th;laltter ?nd he wa:

tting so into slagging us off he
gaidfﬁmi even think the idea.
A smaller number of fanzines with
bigger circulations would have a
lotmore impact that many smaller
ones, all sa'yll;%giﬁarsm things. He
may not like The Bug, but that
does not mean that avenything we
ME?HTW}Q Tit-picking letter

nit-picking letters,
such as you did, does absolutely
nothing to further the interests of
fanzines, Tony seems to call us
hypocrites vet if we behaved the
way he seems to want us to, we
would be putting money before the
readers. If this is what his
magazines does, | think some seli-
analysis is in order before he calls
us hypocrites.
Jaron Lewis & Jeffrey Davy -
:hrnhorsofEdhnﬂnl eam, The

ug.

I'feel | have to defend my right to
publish letters from readers with
apinions, ro matterhow moddied
or obinoxious their confents may
seerm to offended peaple. And in
deferice of The Bug’s editorial
team, I'm only too well awars of
how office ovarheads eat the
monay and force a profit-
CONsciousness on anyone who
undertakes a venture like this, no
mﬂarhowsmaﬂ it may be.

A RITMAN RITES

Toall CRASH readers

| feel | must write-and thank all
thosa readers who put my last
three games simultanecusly into
the Hotline Top 20 chart for the
August issue. Possibly the nicest
compliment is Mafchday at
number six; almost three years
after it was launched. Thank you!
Jon Ritman, London, N18

Go on Jon, rub it in, | know that's

the one we didn't Smash when we
ﬁnb&b!yshauﬁdham. ik

costs, fwe-
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There's been an explosion in martial-arts
sims since The Way Of The Exploding Fist, as
RICKY EDDY and ROBIN CANDY observe in
this good beat-'em-up guide. And the ninjas
justwon’tlie down —all they wanttodois . . .

U5 COMVErSHS

THOSE BEAT-EM- _ e
UPSIN FULL Amazon Women

The Way Of The Kung-Fu Master
Exploding Fist Ninja

Fist Il Uchi Mata
Gladiator Barbarian

Yie Ar Kung Fu Kick Boxing

Yie Ar Kung Fu Il Ninja Hamster

International Karate Renegade
The Way Of The Tiger ~ Sai Combat

when the fighting bieg)

il 1, Oesp

e a marti s simulatic
bably the most unusua
e on the Spectrum

W T
igh It doesn't
fhe
a long w " said CRASH in
amazement
But scepti hought the genre
would never hoon. It tock
| Mei I

vhich sold n
COpEs

v half &

BARBARIAN

Palace

85% Issue 41

And w
arid th
iting eHfec
= the

11 [¥S ital
| that it's just harmie
| violence — and every
i of that,

38 CRASH October 1987




'FIST Ii
Melbourne House

28% Issue 38

ROBIN B Tw

ROBIN W

de pame

68% Issue 24
RICKY m

CRASH




1"

UCHI MATA

Martech

36% Issue 39

RICKY W Uchi Matz was the first judo
simutation on the Spectrum. Traditional
moves are executed in a novel way:
rather than using a single keypress. the
player takes the joystick through a series
of actions which relate to a complete
move. Four major moves are provided in
the instructions, but more are there to be
discovered by wiggling the joystick
around.

Uehi Mata sounds exc'rt‘rng, but the
novelties soon wear off and it's not lang
before you wish the sweeping joystick

movements could be reduced to a simple
keypress. Though well-designed, the
graphics flicker badly, and when the
characters collide it's difficult to see
whiat's going on.

51%

ROBIN B Judo Is a strange martial art to
simulate on a computer, because it
involves a lot of contact with your
opponent which others such as karate
and Thai boxing don't. Martech made an
admirable attempt at representing the
sport in Usi Mata, but the graphics are
ap&a;llmg and suffer from severe bouts of
flicker.

What really buos me, though, is the
control method. It's one of the hardest
I've ever encountered - trying to execuie
a move is almost a game In itself! If you
fike judo, stick to the real thing.

Us Gold

70% Issue 29

ROBIN B Lady Wilde and her infant
daughter are the only survivors of 2 plane
crash in the Amazon jungle. Recovering
from the shock of the crash, Lady Wilde
realises that her daughter has been
kidnapped by the Amazons, a horde of
WOMan warriors.

To rescue her, Lady Wilde must defeat
every Amazon in her way in a battle to the
death,

LEGEND OF
THE AMAZON WOMEN

aren't many moves, 5o it's quite easy to
defeat your opponents. The animation is
adequate, but not particularly Impressive
= like the game in general,

63%

RICKY M Legend OF The Amazon
Women is & combat cross of Gargovie
Games's Tir Ma Nog and Melbourne
House's Fighting Warrior. But it's dated
and has little going for it. The animation
is reasonable, but the uninteresting

Legend Of The Amazon Womenis litle | gameplay doesn't hold up,
more than an average beat-"em-up; there 51%

GLADIATOR j | “saisisy e oo
Graphically it's nothing special, the
control method is' tricky (there are 25
Domark possible moves to choose from) and the
imaginative  gambling  sequence

becomes tedious.

77% lssue 24 Twa years ago Gladiator was a good

ROBIN B Gladiator is a bit of a departure
fram the standard beat-"em-up. Playing
the part of 2 lowly slave named Marcus,
you enfer the combat arena in a bid to
eam some money and so0 buy your
freedom; and In case your fighting isn't
too hot, there's also a gambling session.

This beat-'em-up is special because
the payer can choose which weapons he
wants to use, The weapons have atlack
and defence ratings which you can find

beat-"em-up varlant, but now it ssems
anly average,
52%

RICKY W Giadiator was one of the
serious contenders to The Way OF The
Exploging Fist, and it stood op well.
However, it has aged and seems a bit
repetitive.  Still, it's certainly worth
playing if you can get to grips with the
awkward controls,

5%%

BOXING
Firebird

41% Issue 42

RICKY W Meet mean man Mick The
Meat Kicker - it's a name {o be reckoned
with. But| don't reckon Kick Boxing is up
to much.

The playing ared is done in lsometric

L | M |
BELEE |
3-D, but this doesn't affect the gameplay,
apart from making it hard to see.
You progress through the levels by
kilting off one opponent after another, and
it’s no more inspiring than it sumdsm

ROBIN W |'d forgotten just how bad this
is! Firebird's rapresentation of the fast
contact sport is appalling. The characters
jerk around the screen drunkenly,
performing  poorly-drawn moves that
appear physically impossible. There are
better, similar games; Kigk Boxing is
cheap, nasty and almost unplayab&em

et J I

Mirrorsoft

81% Issue 28

ROBIN B Sai karate is like karate but
US8S a stick called a sai. This simulation
pits the player against 16 adversaries;
vanguish all, and you become a Sai
Master. As In most games of this genre,
he screen shows two fighters trying to
beat the hell out of each other,

There's a two-player option for those

of you who want'to hurt your friends, but
this is only really playable with an
Interface I unit - for the keyboard option
you'd need 16 keys each!

Sai Combatls very playable, despite
all those control keys; the graphics are
reasonable, with smooth animation,
Ehumﬁlr?ghsame of the backgrounds are a bit

T4%

RICKY B For a two-player kill-'em-up
Sal  Combathas some marvellous
animation, but the gameplay becomes
simple after a fittie practice.

T2%

NINJA

Mastertronic

50% lssue 37

RICKY W Get ready for the usual
scanario which bears only some distant
refationship to the backdrops and very
little to the game iself . .

A remote relative of Ninja, our hero,
has just had his temple robbed by a bunch
of evil ninjas. So off trots Ninja (the good
one} to kill off all the other ninjas (the bad
ones), wha are still lurking in the temple.
These bad ninjas have beautifully Oriental

names such as Thug.

Ninfa had potential, but it's amateurish
and ridiculously easy. The enemies can
all be killed with a couple of low kicks or

lobbing shuriken stars at them. So

inja has very little to offer the dedicated
combateer, despite its budget price ;a&

ROBIN B This budget beat-'em-up is
one of the worst of the bunch. The
graphics are very simplistic, with poor
animation, and there's only the odd sound
effect. It doesn't take long to get tired of
Ninja — even though It's so cheap, steer
clear of it.

3%%




LEE~YOUNG

KUNG FU I

Imagine

48% Issue 37

RICKY m When Konami attempled to
improve-on ¥ie Ar Kung Fuby adding a bit
owva scroll and some “wacky' opponents,
it all ended up a bit ovva mess . . .
Oolong (from the first ¥ie Arj has a son,
aptly named Lee Young, who has vowed
te wipe out the last of his father's deadly
gnemies - Yie Gah. But Yie Gah has many
faithful Oriental minions, and Lee Young

has to battle his way through them to
reach the master enemy.

For every wave of minion attack
aiiminated, Lee Young gets a tea leaf,
and when he has five tea leaves he can
settle down and brew a cuppa to
replenish his energy. There are bowls of
chow mein to nibble from, too; these
make Lee temporarily invincible.

The main fault of Yie Ar Kung Fu lis
the tevel of ditficulty — thers isn't any. It's
very simple, unchallenging and pretty

dull,
3%

ROBIN B A5 & follow-up o 2 Smashed
original, this is disappainting. It's not as
beautifully presented or as playable as
Yie Ar Kung Fu, and it's 50 easy o play.
Don't bother with this mediocre Bﬁa.:ﬁ

Gremlin Graphics

93% Issue 28

ROBIN ® This Gremlin Graphics licence
Is based on the Fighting Fantasy books of
fhe same name. W's spiit into three
distinct subgames which are loaded
Separately,

The first features unarmed combat,
the second pole fighting and the third
sword fighting.

They're highly enjoyable and very
addictive — this is my Tavourite of the

beat-'em-ups  fealured here. The

THE WAY OF THE TIGER

graphics are excelient, but it's the
animation that really grabs the player. it's
just so smooth. If you're going to get just
ong beat-'em-up, | can't recommend this

enough!
PICK OF THE KICKS 89%

RICKY B This is one of the best beat-
‘8m-ups, with some great graphic
routines. The action doesn't quite have
the excitement of Barbarian, Mﬁm

Melbourne House

92% Issue 21

ROEIN W In this, the original beat-'em-
up, the player has to fight through 11
levels to reach the rank of Tenth Dan. At
your disposal are a whole host of
movements, which are easily used with a
joystick.

When this was released in the autumn
of 1985 it was one of the most enjoyable
games around, and even foday |
occagionally find myself returning to this
golden oldie; The Way Of The Exploding
Fistholds a special kind of magic
because it was the first worthwhile game
of its type.

RENEGADE

Ocean

89% Issue 33

RICKY W Definitely the best beat-'em-
up! Remegade is an epic of nonstop
fighting with some original scenario
touches.

What is the cause of all this violence,
though?

It's Lucy — not just any Lucy, but your
luscious Lucy, the love of your life, You're
off to meet her, but on your way you run
info wviokent street gangs intent upon
mugging and killing.

There are six locations fo battle
through, each featuring a different set of
villains — such as bikers, mad women,

gangsters and evil mobs.

THE WAY OF
THE EXPLODING FIST

The movement of the monochromatic
characters is good, though sometimes a
touch sluggish. Like many beat-"em-ups
it's a bit too easy to be addictive in the
long term, but the two-player option is
fun, and The Way Of The Exploding Fistis
worth looking at, =

RIGKY B Despite ils age, The Way Of
The Exploding Fisthas stood up very well,
retaining its exciting and addictive
elements. It's no wonder a game of this
standard set off such a massive craze,
and I'd still Smash it, so. .. %

Aenegade isn't too difficult, and it's a
game you play more for high scores than
for reaching the last stage. Fight, beat
and enjoy till you can smell the blood.
PICK OF THE 92%

ROBIN W | was hard put to choose
between this and The Way Of The Tiger
as my favourite beat-"em-up — Renegade
is just so good. It's not the hardest game
In the world, but it's enjoyable.

Programmer Mike Lamb managed to
estcape from the one-opponent-at-a-time
format typical of this genre, and presents
the player with up to eight baddies
anscreen to be defeated.

The presentation is very slick, it would
be hard to fault the graphics and sound,
and with pienty of gameplay this makes
an excellent buy. Try to get Renegade
AND The Way Of The Tiger —
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IT"S STUCK TO THE
COVER - AND HERE ARE THE DETAILS!

Sorry we can’t supply you with a cassette box, but it's
so much easier to stick a cassette on amagazine cover
than a bulky case. Still, if you cut out the cassette inlay
below, you’re absolutely bound to have a spare case

SAMPLER|

lying around somewhere — aren’t you? And now, onto

the preview demo details . .

MEANSTREAK

Mirrorsoft, Mid October
[7.95

A long way into the future the pleasure
seekers of Britain are bone-idle,
downright sobs. Everyone whio needs to
get anywhere travels by molecular
disassembly/assembly = so much safer
than using the only existing road - the
London Orbital, the M25. Known as ‘The
Battietrack’, it's a place where a rebel

DRILLER

Incentive, End October
£14.95

You've seen the Freescape screen shots
previewed — now see it in action as
Incentive's Dritier demao fakes you
throusgh some puzzies from section one.
Drifler will have two objectives within the
game, the primary task being to drill hioles
into the moon's surface to alipw

minority armed with ethal bikes race up
the streets killing each other, You wanna
see the action? t's mean, it's vicious, and
watch out for fow bridges when you type
LOAD" " and sit back to enjoy
Mirrorsoft's demo, which s also reviewed
in this issue.

dangerous gas to escape, and second to

| deactivate automatic defence systems

which are causing & problem. There's on-
screen text (press any key ta move from
screen o screen) describing the game,
and it's LOAD™ " fo see Driller in
ravishing 3-D.

‘Squeaky clean arcade adventure antics
in Gremiin's Walt Dishey licence, This
demo offers 15 playable screens to tickle
your appropriate fancies. Bound and leap
aboutto discover five clues which should
help soive the mystery of what really

happened to Doctor Dawson. Keys are 2/
Xleft/right, K/M up/down, ENTER to leap
and SPACE to pick up or examine.
Egmnt:.ary elue hunting begins with

TRANTOR THE LAST
STORMTROOPER

GO/, October
£7.95

The first game from US Gold's new fabel
comes from Probe Software and stars
Trantor as the all-round good guy hera,
Trantor isn't really the last stormtrooper
~there’s aload of the lads but, asyou can
see from the demo, when the space craft
lands within a deep crater Trantor is the

WEBG
ERSEC

only ong 1o escape alive before the craft
blows to smithereens. Now along within
the bowels of the planethe must fight for
survival, The music is down-loaded from
an Amiga and synthesises four-chanel
sound. LOAD* ™




ATHENA IKARI WARRIORS

Ocean, End September Elite, Christmas
£7.95 £7.95
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Budget games mean more than pocket money to

the software industry — they account for more
than half of sales now. And while there’s still a

vague stigma attached to £1.99 quickies, cheap

doesn’t necessarily mean nasty, as BARNABY
PAGE explains in this analysis of the games
world’s latest incredible watershed with grave
and far-reaching implications (Number 65 of a

series).

RE'S nothing like a good
apocalypse to get this
nervous industry excited.
Every year, the pundits say
the bubble is about to burst.

Amstrad gobbles up Sinclair - whatever
happened to gentility? CSD collapses—
is this the end of distribution as we
know it? American giant Electronic Arts
muscles into the UK market - was the
hattle lost on the playing fields of
Pasadena?

But perhaps the biggest bugbear this
autumn is the boom in sales of budgat
software. When Mastertronic first
launched £1.99 games three-and-a-half
years ago, the flourishing Industry
laughed at thern, Fact: Mastertronic
has sold about 12 million games in
under four years.

MNow Mastertronic General Manager
Martin Carroll claims his software
house's many labets (MA.D.,
Ameticana, Entertainment USA,
Bulldog and the rerelease label

Ricochet, all budget) account for about
15% of all sales in the UK leisure
software market.

And the Gallup market-research
organisation reckons some 60% of all
games sald this year will be budget—an
estimate pushed up from less than 50%
inthelight of soaring sales. Se farfrom
being a pesky thorn in the side of full-
price sales, budget is big business;
some normally sober observers reckan
the LIK leisure software market is worth
as much as £80 million a year.

Already, the figures tell a story:
Mastertronic's Carroll will put out
10,000 or 15,000 copies of a game at
once, while the first production run far
afull-price product might be just 2, 000

B Mastertronic launching another
212 labels in its bid to
stay on top of the
budget heap . ..

or 3,000 copies.

But reperts of the death of full-price
software have been greatly
exaggerated, most industry bosses
agree — because though budget and
full-price are both battling for the
consumer's money, they're fighting by
different rules.

Full-price games sell quickly when
they're hot and new, propefled up the
charts by magazine reviews, ad
campaigns and word of mouth—or they
flop. As Code Masters Manager Jim
Darling puts it, ‘for a full-price game to
succeed now there has to be
something pretty special about it —and
that's more to do with the licensed
names and the hype than the actual
product’.

Budget games are low-profile,
unadvertised (" there’s just not enough
meney to do it' — Darling), and there's
niok much profit on each unit. But they
keep on going, casually bought like
miagazines in corner newsagents and
garages, which the full-price games
don't reach. ‘A good budget game will
sell for one or two or three years,
enthuses Darling, and as an example-in-
the-making he cites Code Masters's
BMX Simulator, released in the New
Year, it ‘hasn’t dropped off at all'.

NICE LITTLE EARNERS

Though the profit margin on budget

.games is tiny, overheads are low -

cheap packaging and duplication, often
minor bargain-basement programmers
— and budget labels praduce far more
games each monththan their full-price
counterparts. "The key to success in
budget publication is low overhead and
high production run,” says
Mastertronic's Carroll with authority.

Some critics see the budget labels
churning out cassettefuls of dross,
scraping a few pennies and letting the
pounds pile up any old how. But budget
producers insist that they can't afford
to release poor games — because the
individual titles aren't well-known, it's
the name of the label that makes or
breaks sales. Indeed, even within the
industry, it's the range — Reaktor,
Americana, The Power House whatever
— rather than the actual game which is
promoted.

Darling of Code Masters takes an
understandably optimistic view: 'The
real reason for our success is quality of
product, With one or two exceptions,
we've not released any duff products.”

And he's dubious about the valug of
full-price hype, saying "the
manufacturing and distribution end of
this industry underestimates the ability
of the end users to Know what they're
buying and make an intelligent
purchase.'

Darling also gives credit to his
archrival, acknowledging that 'what
Mastertronic proves isthat for £1.99 or
£2:99 the kids can get games as good
as they used to pay £8.99 for.’

One dissenting voice; Electronic Arts
supremp Trip Hawking. 'If you buy a
book, you expect it to be well-edited,
well-printed and there to be no
typographical errors,’ he pontificated
inarecently-published interview. *ff you
buy a record you expect all the
instruments to be finely-tuned ., . with
budget software, alot of the preduction
values aren’t very good.’

Strangely, though, rerelease budget
Iabyels like Elite's £2.99 Classics haven't
sold very well = even when the games
were Smashes available at a fraction of
their original price. It's those crazy,
crazy markets.
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> ‘Why pay more?': advertising spandxm Iuwfat bumgelhwm so Code

Masters is e
marketing’ technigue

with holding up signs in fields - the 'grass-roots

AN UNEXPLORED BIT
IN THE MIDDLE

There's another side to the story,
though. About half of all budget games.
are sold through small outlets such as
garages and CTNs (confectioner/
tobacconist! newsagents), but the rest
g0 through specialist software shops
and the gh-street multiples, where
they positively profit fromthe presence
of hyped-up fullprice packages.

The goggle-eyed sprogs of industry
myth wander along the software racks
and pick up an £8.99 game —and when
you're blowing 2 £10 note anyway, you
don't miss another coupie of quid, so
the consumer picks up a budget game
on his way to the till

Perhaps the psychelogical appeal of
buying, oblaining, means that budget
games will never guite supplant the
higher-priced products and their fancy

packaging. And, to be fair ta the full-
price games, it's not just a matter of
glitter; some of the best software will
always be fully price because budget
producers can't affard to spend a long
tirne programming of to pay the teams
of specialists for sound, graphics and
50 on which big games | require.

Maybe that's why b™""* is still a
dirtyish word, Take the Playability By
Design team (ULC.M. — The Ultimate:
Combat Missfon): they don't do budget:
games, oh no, thiey do ‘low-price full-
price games' which Mastertronic
happen to sell at £2.99, according to
programmer Dave Thompson.

It's not so easy to really make budget
games in the full-price style, though,
Production methods are different for
budget houses, and so is distribution to
those all-imporiant CTs. Budget
gameshave to get everywhere because
they're not hunted for as specific titles;
‘sales and distribution are extremery
important because they're radically

different,’ according to Firebird
Publisher Chris Smith.

Budget packaging serves a different
purpose, too. Whereas full-price
packaging can be glossy and
impressive, theinlay for a budget game
has to tell you something about the
unpromoted title itself.

That's another reason why 'it'd be
very difficult for a full-price houseto go
into budget’, as Smith comments.

It's more likely that the full-price
fabels will lower their prices to.a
rnidrange compromise—£5.95, say, a5
Software Projects did earlier this year —
and indeed some wild estimates put the
‘average' price of B-bit software as low
as £7.95 already.

‘It's going to get harder 1o maintain
a full release schedule on 8-bit at full
price,” says Firebird's Smith. 'As 16-bit
hardware gets cheapef the 16-bit
machines will be the ‘quality’ end and
the B-bit mostly budget except for a few!
special projects,'

Mastertronic's Carroll agrees —
‘budget mayweli take over for existing
&-bit machines,’ he says, because 'the
quality difference batween budget and
full-price has narrowed',

A firmer forecast comes fromMartin
Currey, Sales Manager at R&R
Distribution {which handbes the Top Ten
budget label among others, and owns
Altenative): ‘Full-price software is
going to drop a couple of quid, There
will be a situation where it'll remain a
steady balance; | don't think budget will
take over.

“There'll be twa distinct price levels
after this Christmas: £6.95, £7.95 at
maximum, and then your £15/£20
level.'

And, of course, there'll be the
budgets selling away, mostly at the
variants of £2 and £3 (£1.99, £2.95
ete).

END OF WORLD AS WE
KNOW IT

So budget has boomed, and software
houses like Mastertronic have proved
that you can produce quality games,
sell them at a quarter of ‘full price’
(whatever that is) and still make a tidy
profit.

The retail trade is convinced, teo —
when Woelworth decided to
reintroduce software to its shops in
autumn 1986, the cautious chain
tested the water with budget games in
70 shops and then, when that was
successhul, realised computer gamas
do sell and risked fulk-price software as
wall.

One producer, Ocean's David Ward,
dreads budget taking over the high-
street multiples. When deciding what
to stock, many chains assess sales
value per foot of shelf — and of course
afew feet ofbudget games drags down
the value per foot of the whole software
section, Despite the Woolworth move,
Wart fears budget may force aff games
out of the high streets.

Still, many full-price houses have
decided that if they can't beat the
budget specialists they might as well
join "em, and launched budget labels:
witness Hewson's Rack-it, with its first
releases this month{see page 27 of this
CRASH), distributed by market leader
Mastertronic. Only a few have shied
away from the budget battleground:
Ocean, Activision and Elite (burned by
its Classics experience), for instance.

As the characteristically self-
confident industry paper Computer
Trade Weekly proclaims, ‘budget has
won the intellectual battle; it appears
to be winning the commercial one as
well', That's software for you; another
day, another crisis. . .

‘THERE ARE LIES, damned lies, and
sales figures. Everyone accepts that

other budget house, but thers's a
constant barrage of stafistics as the
alsa-rans fight for second and third

_compiltation each count as one unit.
Market share s usually measured in
units sold, not mccma;!
Teiecomsoft — that's Firebird —
‘claims 11.6% ;# the whole games
‘market and therefare, by Publisher
Chris Smith’s reckening, about &
quarter of
semnd pla Mastertronic, but
insists ‘we're closing the gap rapidly”.
That's news tn«dirn Darling at Goda
Masters, who says ‘we prob;

the Gallup software sales charts give
Cote Masters only about 15% of the
budget markst — but, according to

poll enoigh of the CTNs where Code
Masters sell.

dayofthinking he sells more than Code

consistently underestimates our
midrket share because of the
prapcnﬁemnae of W H Smith In the

takes 30% of the budget market.
Ears must be buming in Gallup's
narth London number-crunching

perhaps the country's best-known

polisters, compiles the waekly music,

Mastertronicsells more 'units’ tharrany

place. {'Units’? A separate game and a

t sales. Ha'll settle for

more than Telecomsoft', Sta:%sfmm

Darling, that's because Gallup doesn't -

Nonsense, says Altérnative’s Martin
Currey, worn aut and tetchy after a hard

Masters,
Even Mastertronic General Manager
Martin Carroll quibbles: ‘The Gallup poll

chart sales.” He reckons Mastertrenic:

headquarters. Social Surveys (Gallup),

£ Ncri.}ans asrsw;léas
poﬂﬁc 'surveys, opinion po
miarket research.

The Gallup mmmamm
listadaachme&s | top-selling

ifwm han

‘”"T‘f Games
iy
covering full-price games and one
cﬂv‘arm’e:uﬂgai gamas, ﬂm)'
-perhapﬁ -bgga“gg m
different markets and sﬂlfm' different

reasons.

Every week, Gallup sends a list of
games to about 150 sheps around the
country. The shops fill in how mny
copies they've sold of each title, and

thermn each week in

Weeldy:

The charts annoy some software
producers because they dom't reflect
TN sales aswellas they do high-street
_chains and computer stores; and, as.
R&R Dastﬂbuhwmmmaﬂm 5 Eﬁm‘ey
pn!nl:etaut 2 sinv: S;IB
may not show upin
shop assistants ‘forget to
dmwhmhmésauhrtomseuemar

hamluse

S‘hli ‘Gallup’s all right aslong as you
don't trust it LOD%, he
h choice— fataﬁara

Thera's ot

Pt ton5

account far Eﬁ?&af masstﬂd gach

week. They may notbe perfect, but you
can't ignore the charts.

Gallup compiles the rmlts,wbllﬁhms'
Computer Trad

MY POLL IS BIGGER THAN YOURS
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The CRASH warriors have earned their

stripes —butcome De

cember it willbe timeto

test YOUR skill in a fight for survival when
Imagine unveils Combat School. We spill the

bacon ’'n’ beans. .-

KOMNAMI is back with Imagine for a special licensing deal —
Combat Schoo!, an arcade game guaranteed 10 wreck many a
joystick when jaunched this Christmas. The arcade maching nas
been around for several months, eaten bankfuls of coins and
strained a few wrists I its short lifetime.

Combat Schoolis exactly what it sounds like — an American
army training camp where unless you're made of steel, you'veno
hope of making it through the seven |avels to qualify for The
Mission, an axira game at the end.

it's like & combat versian of Track 'n’ Field—the {aster you can
wiggle the joyatick (or trackball for the arcade machine) {he more

speed/power you puild up to race

through the events. it's for two

players, or one with a computer opponent = both playing
simultaneousty, with & split display en some Screens.

The Spectrum version is written by Andy Deakin, who brouaht
us Labyrinthion and Mega BuCks, it's his second game for
|magine. (Andy's firat was Athena, on this month's CRASH

Sampler.)

Combat Schoolwill be a 48K multiload in order to sguesze in
all the levels, but 128K should manage it allin one huge load. And
it just hasto pe that way — imagine defies anyone o sgqueeze this

ittle ot into 48K . .

test one
THE ASSAULT COURSE

Hup an' ower in the first event
against the clock. There are joads
of hazards, such 8% walls - and
monkey bars = and all the time
you've got 1o waggle like mad 10
keepup speed and leapto the top.

test two
SHOOTING RANGE I

Kambooom! Shoot the targets as
they pop up fram the ground — e
quick or they disappear again as
fast as lightring. To quahfy you
must hit 40 targets.

test three
IRON MAN

Tough gnough 10 take part in the
irar Man cross-country Face. huh?
Seramibling Gver rough terrain, you
splashintothe roaring, whitewater
of the rapids, into canoes and
through the rogks.. . . allin record
time.

test four
SHOOTING RANGE Il

More kaaboooms and noisy stuff,
but this time with moving et cars
which spead acrass thelandscape
faster than you can say *another
40 hitts to qualify’.

test five
ARM WRESTLING

Tris trial of strength faatures in 80
many films — bt Paul Newman
and Steve McQueen had it easy.
cee how toughn LS wresting a

joystick! The more wiggles per
sacond the more pOWer you get-

test six
SHOOTING RANGE Wil

And yel more kaboooms! This 15
similar to the first shooting test in
Combat Schoal, excepl you
mustn't hit the targets displayinga
plcture of your Instructor = no
miatter howmuch you'd fike tO
nlow his brains out by this stage.

test saven

INSTRUCTOR FIGHT

 Araal tight 1o the death—orat least

1o the knockout, against the
inatructor who's taken you 50
ovingly, S0 caringly through this
course of training. Beat him and
you're ready for . .

THE MISSION

This is the big one, the one you've
gone through grue'ltingtraining for

An embassy siege is 1aking place
and you've been selected to battie
your way through a harizontatly-
scrolling landscape fo free the
hostage. The world refies on you!

penalty test
CHIN UPS

if you dont reach the qualifying
scare in a Combal Sehoolevent,
the Chin Ups screen appears —
compliete snough chin-ups within
the time fimit and you can carry on,
If you fail, the Instructor bellows
‘go home to your mothers' —that's
the type of guy he Is.
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» Lots of kaboooms, tough and
. ) guys strained wrists from
that's been colning it in, Konami's Combat Schoal the coin-op




WIN A SPECIALLY-
DESIGNED IMAGINE

COMBAT SCHOOL
ARCADE GAME

Who else but |, Joe
Comps Minion, could receive
so much joy from giving away
an arcade game? Yes, an
arcade game in your own
home!

BUT WAIT - this is no
ordinary, overdecorated
arcade cabinet; Ocean and
Imagine began developing
arcade games in suitcases so
their distant programmers
could play the originals for the
purposes of programming.
After all, who wants to lug
damned great cabinets
around the country?

So for the first prize in this
special competition the winner
will receive a complete,
handmade, custom-designed
and reasonably portable (see
panel)] Konami Combat
School arcade game,
complete with a Tatung
Einstein monitor. It's worth
around £1,000.

(If you're reading this at The
PCWShow, you can pop
down to the Ocean stand and
take alook at the arcade game
yourself.)

To get your hands on this
amazing prize, correctly
answer the five Imagine

guestions below. Three overall
winners will be picked and
then whisked by Imagine
(travel expenses paid) to their
hide-out in gloriously sunny
Manchester, there to take part
in a Combat School play-off.

Only one clear winner will
emerge complete with the
Konami arcade package. But
the two unlucky runners-up
won't really be that unlucky ~
they'll receive Imagine goodie
bags stuffed with T-shirts,
mugs, games and other bits
and pieces.

20 further runners-up will
get copies of the Spectrum
Combat Schoolwhen it's
launched at Christmastime.
And so, your starter for ten
is.

1 Which game launched the
new Imagine label in early
19857

OURS, IT’S IMAGINE’S . . .

2 Who was the author of
Imagine’s private-
investigator game Movie?

3 Who was the heroin
Imagine's Smashed Yie Ar
Kung Fu?

4 Which company praduced
the original'Green
Beret coin-op on which
Imagine based its game?

5 How many events are there
in Imagine's Hypersports?

Answers,
postcard (or
sealed
COMBAT
COMP, CRASH,
10, Ludiow,

please, on a
the back of a
envelope) to
SCHOOL
' PO Box
Shropshire

SY8 1DB. Don't forget your
name and address —and a
telephone number would be
handy. All entries  must bein
by October 25.

CRASH October 1987 49




HE SQUEAKS, (

THE WINNER

| was surprised by the number of new
logos received for the compeition
(most done with on of Rainbird’s 4rf
Sfudfes), and the standard was far
higher than | expected. Still, that
shows how much | underestimate you,

There were a few problems. A lot of
the screens were too colourful, and too
many of the pictures were devoted to
overused, unoriginal ideas. Things like
artistic utensils - pens, pencils etc -
got a bit monotonous after a couple of
million screens. Still, it's over now;
congratulations and commiserations
to all those whao want them.

And Simon McCaroll of Wirral in
Merseyside wins the ultimate
accolade: his colourful, bright, and
attractive On The Screen logo wins
hima cepy of Rainbird's Advanced OCF
Art Stugio. His Rainbird is a particularly
neatand uncommon feature, So thisis
the one that's going to beon top of me
for the foreseeable future . .,

W) ey

| i g

MIKE ‘THE MOUSE’ DUNN, star of stage and screen dump, gazes into
the enigmatic Speccy — at winning entries for the Issue 43 On The
Screen logo comp sponsored by Rainbird (on this page), AND the
usual gallery of your screens (opposite)

THIRD PLACE

Andrew Swan's chunky Spectrum and test-card background draw aftention to
his cute logo. Andrew hails from 5t Andrews in Fife, Seotland,

SECOND PLACE

1 couldn’t resist this one - it had to win something. The Jetman character brings
out the best in this screen from Paul Dilks of Beeston, Nottinghamshire. R
g il m S

RUNNERS-UP i) Qi sannsannnn B
DaEEEOEE® '.‘.E_ ;
a‘auau-:!ma?a' L=

Unfortunately Roger ‘I hate pictures’ Kean wouldn't give me much space to print
the otherrunners-up . . . still, infourth place comes Matthew Arnold of Newport
Pagnell of Buckinghamshire, who must have drawn this picture of a Spectrum
with his monitor on its side!

And the fifth winner is Mr P Stavers of Ashbrooks in Sunderland, whose entry
was notable for its effective letiering.

50 CRASH October 1987




JTHERS LISTEN

TOUR DE FRANCE

Francis Lee from Handsworth in Birmingham sent in a very good tape with some
neat screens. The first one, Tour De France, uses lots of colour, and has been well
drawn; the cyclist fills up the foreground and the French flag in the background
gives it that extra bit of style!
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GIBLET

Daftness award of the month has to go to the duo who call themselves Simac;
their demo program is completely mad, and brilliantly funny. Called Giblet
(perhaps after the animation team who did the videos for Jackie Wilson's Aeef
Fetito and Westworld's Soyic Boom Boy, among other things), their demo features
a littie green creature - Giblet

ltseems Giblet has annoyed you with some trivial prank; now the poor beastie
{boy) finds himself strung above any suitably evil punishment you choose. The
terrors range from a bed of six-inch nails to a hundred-mile drop. Fun for all the
family . .. sortof. ..

LUNA JETMAN

Igoin’ prin’ this! You just can't get away from him, can you? A big, fat, cowardly
yellow loony superhera floats loonily past a space mine . ., Mark Otway of
Shepperton in Middlesex is responsible for this unparalieled looniness.

DivA

Another Francis Lee piece, Oiva is based on the film of the same name about
which | know absolutely nothing but which film buffs Kean and Page assure me
is @ very chic movie setin Paris which was all about an opera singer whose name
they can't remember and it has a very good motorbike chase and came out in
about 1983. So there . . .

IFI?I'IE Eilﬂ'.llé‘rl'llil”l'l
resence:

Un Film de

ean Deineix

Phew - finished for another month. It's Saturday morning,
the streets arefilled with tourists, the birds are singing in the
trees, and |'ve just got my O level results.

| may be overqualified for CRASH now - but if you've got
any good screens still send them to Mike Dunn, CRASH, PO
Box 10, Ludlow, Shropshire SY8 1DB - remember, if your
entry is printed you get a full-colour framed’'n’mounted
screen dump courtesy of Rainbird. (And if you wantyour tape
back, send a stamped self-addressed envelope with it.)
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“The Battle
Continues !!!
Join with the forces of
MASK , skitfully commanded
by the brilllant strategist Matt
Trakker and combat the evil of the
viliainous VENOM In thelr quest for
domination of the world. No longer need
you stand by and passively observe the evil
deeds of Mayvhem and his co-conspirators.

Here Is your chance to dig deep Into your o

and put your skills to the test agalnst |

/.
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e

the greatest
master criminal

the world has evep

seen, fact oy fictfon.
'I'hlsdasslccmﬂttnfgood

VErsus eadl-«ls’porbaredudﬂ:a

realflsm gadéxcliement that can only

Jead from the world’s most famous

on of superherces and superviilains.

are creations of adventure, there are
mof—mhtﬂiemhmtauﬂﬁn
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Gremlin Graphics Software Ltd, Alpha House, 10 Carver Street, Sheffield 51 4F5 Tel: 0742 753423




BREAKING IN

Homegrown software stops here; professional
programming starts. It's not easy to make that
quantum leap, however great your games are,
because the business is a jungie — but, as
programmer DAVID LESTER explains, all you
need is luck, a head on your shoulders and a good
pair of shoes (for trudging the streets).

EAF THROUGH the

computer press, and you'll

firid & differant kind of ad, not

promoting a game or a

discount shop but looking for
games, or other programs, or
programmers. The software houses de
want fo see your games if they're any
good — but today’s market is very
sophisticated, so it's important 1o
preparevery carefully before you send
In your work,

The place to begn is the program
itself. Before contemplating publishing
it, you need to be sure that it's the right
sort of thing, it needn’t necessarily be
in machine code — for some
applications, other languages are
sufficient. But for most programs speed
is important, so you shouid either use
machine code or a compiled language
which can be transiated easily into
machine code. For arcade games, in

particular, it's unlikely that you'll
achieve the needed speed and quality
of graphics without machine code.

But this should not put you off if yiou
can't program in assembler or a
compifable language. There are several
wery good programs on sale which will
do the programming bits of designing a
garme for you — mainly for adventures.
Such utilities began with Melbourne
House's H UR.G. in the distant past of
1984, but now there's also Gilsoft's
PAWI|The Professional Adventire
Writer).

Whenyou've writhen your game, you
should then try to view it in a different
way: as if you were buying it, not selling
it. i you can, ask a friend to give his/her
opiman about it — not just saying how

good itis, but how it could be improved:
It should be fairly easy to start, so that
people can enjoy it from day one—but
very difficult to beat, and ideally getting
harder as the player gets furtherinto it,

PROFESSIONAL
TOUCHES

There are lots of professional touches
which can turn a good armateur game
into an excellent commercial-standard
one. Go through all the screen displays,
and tidy them up till they look right —
easy to read, pleasant to look at,
showing the right information in a
graphically-exciting way. it's surprsing
just what a difference simple things can
make: redefining the character sat, for
instance, or putting in skill levels so that
beginners can enjoy it as much as
hardened addicts,

Sound effects are important, too,

First impressions are crucial — if the
first few screens are bad, then you're
unfikely ta find 2 firm to take it. A well-
designed Inading screen can help, but
maore impartant than this is the title
screen, This should be interesting,
movingin parts if at all possible, Credits
can be fun, or you can use several
SCIEens .

‘We're looking for three basic
characteristics,” says Ocean Software
Manager Gary Bracey: "originality,
graphics (though these can be slightty
altered if necessary) and most of all
playability, which every game must
have.’

Look at games already onthe market

CRASH October 1887 53 -




for other ideas — but preferably adapt
others, not simply copying them, which
might breach their copyright,

NO RIGHT TO COPY

Copyright Is important — it's protecting
your rights. You might have written the
next Efite, but if a software house you
send it to claims it's written by them,
not you, how can you prove it?

If you can, protect the game from
people breaking into it; then, in the
code, include several copyright signs,
with your name and the date you put
them in. You should also display this
clearly on the screen — either the title
screen, or even the normal game
screen displays.

Then, to prove that the game reaily
has bean written by you, post a copy of
it (always make several copies of tha
latest version of the program) ina well-
sealed envelope to yourself by
recorded delivery. When it arrives back
atyour home, don't openthe envelope;
the game s sealed within, which gives
you proof of the date on which you
completed it. Legally, your copyrightin
2 game exists as soon as it is written -
it's proving that date which is difficult.

Instead of postingit, you could leave
it with your bank in a safe deposit box
but the banks charge for this, and you
need to have & bank account, too,

Or you could consider the National
Software Register (see the article with
this feature).

PRESENTATION
POWER

50 that the software houses know what
your game is about, you should write
quite detailed instructions, perhaps
withsome hints on how to get deepinto
the game quickly. Also, record a copy
of the game onto a new, clean cassette.
The mere professional the program
looks, the easter it will be to see its
commercial potential.

Mowyou should be ready to send the
next Number One to possible
publishers. Try to spot similar programs
to yours already on the market; if they
are very simitar, select competitors of
the firm which publishes therm — nio
software house will market twe games
the same. But if a particular house just
publishes games in a similar style (like
arcade, strategy, war, or adventure
games] then it's worth approaching,
Says Firebird's Colin Fuige: ‘When
designing a game compare it with our
present range — that should give :ou
some idea of what we're locking for

It's sensible to send a game to
several software houses at once - that
way, if they like'it, you have a betteridea
of what sort of offer you can expect,
and sometimes vou can play them off
against each other to get the best deal,

Choosing an appropriate software
house is especially iImportant if your
programis slightly specialised - a utility
or strate, me, for example. Firms
suchas and CCS specialise in
wargames, while Tasman might be
worth approaching if you've written a
campanion program for a word
Processor.

But while software labels are
becoming more markedly specialised,
many of the big names are owned by
the same few firms — so if you

submitted your new game to for
the sake of argument, it might
marketed as a Quicksilva title or onany
of five or six other labsls.
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You might consider writing to bud
software companies. Mastertronic, for
exampie, would probably sell so many
copies of your game that you would
make just as much cash as if it were
marketed by a slightly smaller, full-price
software house — though advance
payments tend to be smaller from
budget cempanies.

And some firms (for example,
Tynesoft) are even buying  °
programmers’ work specifically for
compilations of new games,

FINISHING
TOUCHES

With the increasing sophistication of
the games world, you might fear that
any game you produce at home can't
be as good as something produced by
tearms of programmers warking full:
time for the targer firms. Well, the
problem is surmountable. If a software
hiouse likes your idea it can provide help
toimprove the details of the game; lots
of firms now have special music and
graphics programmers, (Indeed, some
hauses— such as Code Masters—have
been advertising for such specialists
recently, and there'll be a feature on
their wark in the next CRASH.)

P Programmer Pete Cooke:
good product sells,
not big names, he says

Evenifyoufeel your game isn't quite
up fo today's (mostiy) high standards,
vou can still sell just the design and
ieave the software house to do the
codingand create the game. Copyright
is-a particular problem hers; because
though particular chiinks of code, text
and so on can be copyrighted it's
difficult to protect the general concept
of a game.,

CONTRACTING
UNIVERSE

Acontractis crucial for any agreement,
no matter how well you geton with the
software house — It's amazing how
friendly some crooks can be when they
want to exploit yeur work,
Programmers agree that a contract
is essential, whether it's the formal 30
pages that Mirrorsoft offers or a two-
page job from The Edge. But
occasionally a software house will try

to get youto sign an exclusive contract,
so that when you sign your name on the
proverbial dotted line and agree to
assignit the marketing rights to Jet Set
Willy 17, or whatever, the contract also
legally obfiges vou to offer the same
firrm first refusal on all programs you
write for the duration of the contract.

This should be avoided at all costs. If
you do want to write mare than one
game for the same firm (which many
programmers do when they get onwell)
you're free ta do so, but if you've signed
an exclusive contract and things go
wrong you might have legal problems
tryingto write new stuff for ather firms.

Try to retain the actual copyright to
the programand sell just the marketing
rights to each particular computer
version; that way you control
conversions and will get pald for them.
{Usually the original programmer gets
anly rayafties from conversions;
whoever writes the conversion
program gets a lump sum.)

One problem with retaining the
copyright is that you'd have to pay your
own legal expenses if you wanted to
take someone to court for breach of
copyright. But a friendly software house
would probably help — after all, it's.in
the publisher’s too to prevent rip-offs.

Try to include a clause which
automatically returns all rights
assigned under the contract to you in
the event of the software house going
bankrupt, ceasing to trade, or being
taken over by new bosses with different
ideas. History has shown that eventhe
mast seemingly stable of software:
houses can go bust at very short notice.

Check what is said about foreign
sales — these often yield slightly less
royaities than UK sales, but some
software houses do more business
abroad than in the UK. Also check to
see whether the contract makes any
contingency plans for your title being
sald to a compilation, which is another
growing trend.

It's sensible to include a time Himit
within which the fiem must have
launched yourtitle, (On one occasion, |
agreed to license the rights to a game
inMay, and it still wasn't launched that
October; in the November, the software
house went bust!)

It's usual, too, to set a limit on how
long the software house has rights to
the game. Contracts usually runfor two
years, but limiting it to one year means
you can negotiate with budget firms or
compilations for the rights after the
game's sales at full price have died
down (mast arcade games reach their
sales peak within a few weeks).

OF BIRDS
AND BUSHES

And now the big bone of contention =
how should you be paid, and how
much? Most peaple prefer money now
rather than the promise of it in the
futtire; but you have to weigh up several
factors, How much money will royaities
Bive you (no-one can really answer that
accurately), and over how long? How
muchinterest can you eam on the fump
sum being offered, and does it amount
tothe difference between likely royalty
earnings and the lump sum? How much
are you prepared to give up for the
certainty of getting something?

Thete are no pat answers,
Programmer Christian Urquhart {Daley
Tharnpson's Decathion) reckons you
might get about £5,000 as an advance
and as much as 20 per cent royalties
on all sales, on a typical contract, but
then what's a ‘typical’ contract? Other

estimates place the royalty figure
closer to 10 or 15 per cent,

Ideally, you'll be offered a
nonretumable advance on rovalties,
which gives you the best of all worlds:
maney now, yours to spend or earn
interest on, and potentially high
earnings if sales go well,

What royalty rate should you accept?
Budget houses will inevitably offer you
less money per copy sold than full-price
houses will, but a budget came can sall
ten or mare times as many copiesasa
full-price, Try to get some estimate on
sales figures from the software houses
you talk to, and calculate likely
rovalties.

Differences-in advertising,
distribution, the label's reputation,
packaging. and how much fine-tuning
your game will get — all can affect sales.

Be careful to nate whether the
royalty rate youare offered refersto the
refail price (ie what the public pays for
the game in the shops) or the wholesale
price (ie what the shops pay the
software house and distributors for it),
and whether these figures include VAT
or not. Your payment will be caleulated
from the ‘basic’ price, which doesn't
inciude VAT, %

Ifyou hear dodgy things about a firm,
leave it well alone; mast industry gossip
has some foundation, and even ifafirm
is simphy unpopular that can mean
lower sales or bad reviews in some
magazines. Probably most sharks have
been found now, but some may stifl be
lurking around — so talk to other
programmers with the software house
before you sign a contract and see if
they're well-traated. ‘Most
programmers are taken for a ride from
the start,’ says Jon Ritman (Head Over
Heeis), burnt by an early experience: he
got only £150 out of his first published
game, the successful Namtir Raiders,

Finally: don't give up too easily. Just
because you're new 't mean you
won't succeed, even though some
software houses receive as many as
100 games a week from hopefuls:
unlike {say) the pop industry, explains
programmer Pete Cooke (Micronaut
One), 'it's not about an image’ —

re houses are just looking for
good games. And if vou honestly
believe yours is,good enough to sell
keep hawking it around till someone
agrees with you!
research: DOMINIC HANDY

THERE'S MO LAW in Briain speciically
governing copyright on computer programs,
though ather software centres like America and
Japan have such legistation. To protect games -
or other software — here §'s essential to have
proofthat youwrate it, and of shenyouwroteit.
That's what the Mational Softwaré Register
provides: it's an impartial, though profitmaking
organisation wisch programmers can use. You
simply send in a tape or disk with your work on
and for & fee the NSR will store it — for as long as
you ve and 50 years thereafter (When an
autivor's been dead for 50 years his work passes
into the public domain - no-one can hold the

copyrightl

The NSR's Gerald Coleman.sees 3 growing
legal problem in software copyright. ‘After o, he
says, 'there will come 3 time when the autput of
computer programs enceeds that of the
published word.

Contact the NSR at 235 Chase Side, Enfiaid
Middliesex ENZ ORA




MAIL
ORDER

AND THEN THERE’S . ..

DEATH WiSH 3 Gremiin Graphics €840

EVENING STAR Hewson £6.40

SAMURAI TRILOGY Gremilin Graphics £6.40

ar” Mind Games £7.20

MEAN STREAK Mirrorsoft £6.40

SUN STAR CRL £7 20

HOW TO BE A COMPLETE BASTARD Virgin Games £6.40
REBEL \irgin Games £7.95

GREAT NEW AGGIE
BUYS AT GREAT NEW e o
AGGIE PRIOES h GAME OVER Imaging £6.40 a1

HYBRID Starlite £7.20

LAST MISSION US Gold £6.40

THE FIFTH QUADRANT Bubbla Bus £7.20
THE TUBE Quiicksilva £6.40

FLUNKY Piranha £6.40

THE ARMAGEDDON MAN Martech £10.40
CONFLICTS I PSS £6.40

ROAD RUNNER US Goid £7 20

CONVOY RAIDER Grerrlin Graphics £6.40
MUTANTS Oosan £5 40

WONDER BOY Activision £7.99
BRIDE OF FRANKENSTEIN 39 Steps £7.20
PROHIBITION Infogrames £6.40
LEVIATHAN Englich Softwara £6.40

upto20% off FULL-PRICE games
;““ﬁu@w' it o

NIN.JA HAMSTER CRL £6.40
CATCH 23 Martech £6.40
HADES NEBULA Nexus £6.40
CHALLENGE OF THE GOBOTS Reaktor £7.20
THE LIVING DAYLIGHTS Domark £7.95
THE MYSTERY OF ARKHAM MANOR Meloourne House £6.40
HOTSHOTS ATHENA '
oceancsso | (BUDGET BREAKS
MASK | 6-PAKVOL.2 | |Buy THREE £1.99 games Take your pick from the
Gremiin Graphics £6.40  Hit Pak £9.95 | |S3CEERONEE18% budget bundie
HYSTERIA SURVIVOR £1.99 GAMES
THREE £2.
Software Projects £6.40 USGOII£7.95| | ay GeTONE t2.0n HEIST 2012 Fiebid EERASEAOTE S oo e
MOOMN STRIKE STARFOX game FREE! RAPID FIRE Mastertronic discounts such s CRASH subscribers’
I, BALL 2 Firebird Silver extra discounts and the normal CRASH
Mirrorsoft £6.40 Reaktor£6.09 | |£2.99 GAMES  GRAND PRIX SIMULATOR Coce Masters | e Gl ok g e atiar.
XECUTOR TRIO DRAGGATS GeNIS ot NEUATICHAMNERS rcodsivr | 1o B SEHEA0SH ot
ACE £6.40 Elita £9.95 GGEMWEHUR -t SPACED OUT Firebird Sttt rhalie i et vet M
IRREMNCEMEY: . SRR i rmmomﬁma ?:’%Em*ﬁ%m%
USGold £7.20 imagine £7.95 mmwn%.um. WOLFAN Bulidog M o i 20 deye.
SPECIAL DISCOUNT OFFER FULL-PRICE GAMES é
| would like to order the following game(s) as they're at such fab and | TITLE PRICE
groovy prices thanks to Aggie's sudden burst of generosity. I've listed
below what | would like and |'ve enclosed a cheque or postal order for
the correct amount, made payable to NEWSFIELD LIMITED.
Prices include postage, packing and VAT inthe UK. Overseas Orders:
. please add £1.00 per order for Europe, and £1.50 (normal malf) or £2.50
(air mail) per order for all other countries. s SUBTOTAL £
E:m_ BUDGET GAMES
L 1 e e R e P D R T|TLE PH'CE
[ T T S
PLEASE DEBIT MY VISA/JACCESS ACCOUNT a[ |
| wish to pay by Visa/Access (deleta as applicable) SUBTOTAL £
= e R FREE BUDGET GAMES
Please Charge My Account Mo;
I_HIIll[HLHIHF PP e
MAIL ORDER, PO BOX 20, LUDLOW, PAYMENT
SHROPSHIRE SY8 1DB ENCLOSED £




CORRECTION

It's boo-boo time |you know |
never make them really), and
another spanking for me. In
Issue 43 the POKEs for Monty
On The Run had one lina
missing. Line 30 should read

LOAD" "CODE. It must be my
eyesight getting bad or
something because | could have
sworn it was right on John
Bramiley's letter. Oh well, thanks
to Andrew Swain for pointing that
out, and I'm sarry for any
inconvenience it may have
caused (but cheats never
prosper, my old granny told ma).

The garden’s gone berserk, what with steamy rain, tropical heat and
a full schedule at CRASH Towers. Sadly, no-one yet has come up
with a POKE routine for weeding, pruning and incinerating the
resuiting rubbish. it's small consolation that the mail bag's fuli this

month of POKEs, cheats, and maps for getting through games, but
there you are.

There are POKEs for Hewson's Zynaps as well as Great Gurianos

and Airwolf If from Elite's Trio compilation, and of course the usual
wild selection from that great POKESter J 1, But this manths’
top Tipster Award gees to Mark Hannan fo

map of Imagine's
Game Over. That's £20 worth of software on its way to you Mark.

@
o, 1REM Mﬁtilég;gcii ONE OWNERS CAN .: .
I POKE ; : : =
:t 10 BORDER 0: PAPER 0: INK 7 BRIGHT e |
* ooE 60000 '.:
| 20 CLEAR ] e i
| o) ormaTos oA e 2| || |
| 40 PRINT A1:FLASHT; i
I ®i o PRINTAT21,5;INK5; "HACKED BYTONY 19| |
®  AND DMESDE 2
®! o LOAD“"C s i
e 70 POKE 65225,80: POKE 635924%56' s e
! 80 POKE 64932,0: POKE 0: e l
. By e ol 64959‘{] I
: 3,0 ™
e Poﬁmgsaf}é%ﬁc? ggﬁ?%&n A:POKE g
1 - ‘
AUF WIEDERSEHEN MONTY o} 100 o NEXTN - o
L) . I
N oobmessmoais, R
The travelling rodent has at last found th tionto hisquestin Auf .': 1%‘3 E;ATA 6:2.64:50.91,91 195,091 1; “
ol s e oo it Sl U il ®! 140 DATA 62,0,50,146,136,195,0,128 o
Worms me it isn't the 7 jon. Mz shed the game wi . 0,50, |
gigzﬂ; on the I‘;E'c so ;E?U:‘(!-':'m Qett:r him ','Olj sht;ulgtr;‘d;ir‘:g e | 150 RANDOMIZE USR 64750 e i
weill. Just follow th t, Lis for left, r is for right, d for down and u a x; -
(amazingly enough) is for up. Lo . . - |
1 REM MULTIFACE ONE OWNERSCAN 12
el  POKES53471,0 : e
! 10 BORDER 0: PAPERO: INK7; BRIGHT 1: 19 |
|4 GLSEAH 60000 e .
| g . AIRWOLF 1" ‘e
A bk .. 34?3 EE?ETT ﬂ 113'1‘1';?3?% 1 START TAP:\'{' o
4 ’ . ot s ®! o PRINT AT 21,5INK5;"HACKED BY TO o
K ail the te '- :'. AND DAVE(:)‘DE St o
G I I ] TRE!
. 3% iﬁ%th 55%25.50: POKE 35223.?52 - 7
b i s ®! g0 POKE 64934,0: POKE §4944,0: P .: 5
... didn’t appeal to Al and Rick | and a message should appear ) 64961,0: o
from Pirton, Hertfordshire, so saying achaa-?moda'. When play 'I" o0 POKE 64963,0: POKE 34?%5&0 Sy o
discovered a wee cheat mode. infinite lives, but an old Indian .1 NA: NEXT N o
When the game has loaded, | guru once told me that immor- L A N sna 700418 :
press SYMBOL SHIFT once so tality isn't all it's cracked up to o, 110 DATA 33,84, 152’(}50391 b
everything stops. ThenpressC | be. o g n_zg}gﬁé g{ 1195,0‘91 a1
1 1 1 1 " 1
i Sl o 11'3'?: gﬂi gg'n 50,223,208,195,7,193 ::
. i ] » ¥ ‘I
o) 150 RANDOMIZE USR 64752




STAR FOX

1@
ol 10 REM STAR FOX BY JON NORTH [
o 20 CLEAR 25300: LET T=0 ‘e
o a0 FOR F=32768 TO 32850 is
| 40 READA: POKE F A 5
e 50 LETT=T+(F-32758) " A NEXTF |
®! g |F T=501844 THEN sTOP g'
e, 70 LOAD""CODE: RUN USR 42837 |
o' 80 DATA50,21,255,122,254
el 90 DATA 46,192,62,50,50
e 100 DATA 84.205,33,21,255 L

o 110 DATA 34,85,205,62,195 1®
! 120 DATA50,58,91,33,32 H
o! 130 DATA 128,43,58.91 195 e |
o! 140 DATA0,91 50,107.92 e
o) 150 DATA 33,49,128,17,204 ‘e

| 180 DATA91,1,11,0,237 ‘e |

®! 170 DATA 176,195,61,91.175 ie B
ol 180 DATA 50,36,140,195,31 i |
| 190 DATA 231,128,223,181,209 5

¢ 200 DATA 177,144,141,139,151 i

! 510 DATA 206,198,199,200,62 e
®! 220 DATA 205,50,84,205,33 1®
®) 230 DATA0,128,34,85,205 .
e 240 DATA 195,0,205 ,

10 REM ROCKMAN BY JON NORTH =
1

| 20 LETT=0
®! 30 FOR F=32768 TO 32821 23
i 40 READ A: POKE F,A .
o! 50 LETT=T+(F-32758) * A:NEXTF Ll
®! 60 IF T=177518 THEN STOP o |
e 70 RANDOMIZE USR 32768 e |
! 80 DATA33,13,128,17,22 'o [
e! 90 DATA94,1,50,0,237 e |
| o! 100 DATA 176,195,22,94,175 ‘o b
o! 110 DATA 55,221 33,104,94 ‘o B
| 120 DATA 61,17,29,3,205 e I8
| 130 DATA 86,6,48,241,62 lo [
o! 140 DATA 95,50,62,96,50 1o K
5! 150 DATA72,96,50,82,99 19 I
| 160 DATA61,50,85,95,195 ::

S! 170 DATA 20,95,175,50,80 :
$i 180 DATA 145,195,56,99

THE LIVING DAY
(AGAIN] LIGHTS

So | lied, there’

finished his exams (phew!) and ﬁ:;.”mmldom

got back to some serious hack :
ing, with the result that this e hmllﬁ;mmw i

landed on my desk at the
moment last nd then
(how it found the space mﬂ:o;:(;and4.wh

10 REM THE LIVING DAYLIGHTS
11 REM BY JON NORTH
12 REM CRASH SEPTEMBER &7
20 CLEAR 32970: LETT=0
30 FOR F=65280 TO 65320
40 READ A: POKE F.A |
50 LET T=T-+(F-65270) * ANEXTF 1@
80 IF T=143617 THEN STOP 'e
20 INPUT “LIVES? Y/N”; AS e
80 IF A$= “Y" THEN POKE 65261 0le
90 INPUT “LEVELS? Y/N ":AS e
100 IF AS=*Y" THEN POKE 65286,2 e
110 RANDOMIZE USR 65293 i
| 120 DATA62,53,60,4.152
130 DATA 62,1,50,8,153
| 140 DATA 195,0,145,22133
150 DATA 203,128,17,124.1
| 160 DATA 62,255,55,205,86
170 DATA 5,48,241,62,128
| 180 DATA 50,232,128,62,255
190 DATA 50,101,129,195,216

200 DATA 128
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GUARPIEN ROBOT
__, EHCH ONE EGQURLTD
2 E5AR QURRDIARS -
EEN MONSTER

AL T
A g

B e
S " o R e o
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GAME OVER

The Dinamic newie from
Imagine may be giving some
people a few problems (and if it
isn't, what makes you so
clever?), so here are tips from
one S Sheppard of Leconfield
{somewhere near Hull), which
may be of use. And then there's
also the map of level one from
Mark Hannan.

On the first part, when shooting
open a barrel always try and getin
front of it and shoot back. This way
if a bomb comes out you don't
have to jump it, you can just walk
aff the screen.

Grenades aren't much use, so
try and save them for screens 11
and 19 where the hazards are

Ifthere's a Multiface One kicking around youmay like to stick inthe
Spectrum and enter these codes for Game Over from ) :

% of Smithills, Bolton - there again, you may not . ...

EXOLON

At last! The long awaited Exolon
POKESs to take some of the pain
out of Hewson's fantastic new
game. Craig Wilkinson from Che-

10 REM EXOLON CRASH SEPT 87

20 REM BY WICKED WILLY >
30 CLEAR 25499: PRINT AT 11:2; PLAY
FROM START: INK 7: |

LOAD" EXOLON"CODE ‘

EXOLON TAPE

40 LET A=25500

50 READB: IF B<>999 THEN POKEAB:LET |
A=A+1: GOTO ég e
RANDOMIZE U

gg REM DON'T DELETE LINES 100 OR 140

100 DATA

93.0,252,17,80,195,1,1 9,0,237,176,62,20
1,50,99,195,205,8 0,195 33,
184,99,34,111 254,195,19,252

110 DATA

62.0,50.29,157.33,0.0,34.125.104,34,??‘,1 !
12: REM INFINITE LIVES
120 DATA 62,0,50,110,131: REM INFINITE

BULLETS

130 DATA 62,0,50,80,146: REM INFINITE

GRENADES

®! .40 DATA 195,96,109,999

greater, such as the Giant Orko
and the three giant robots. The
besttip for these screensisto stay
right back at the screen entrance
and crouch down. Shoot
continuously, and when the bullets
aren't coming so fast, leap on the
spotand lob a grenade whilstupin
the air. To avoid the bullets it is
useful (especially on the screen
with the three robots) to duck
down whilst shooting.

For the second part one useful
tip is the location of the POW
screen, which is found by going
down the first lift and sontinuing
right along the first platform.

To get past the eye at the very
top of the prison you must
repeatedly shoot the top statue (its
eyes will light up) until you obtain a
shield. Also duck down when
shooting robots as their bullets are
at mid-height.

and

shire isresponsible for the hack,
which came in on a tape - isn't
modern technology wonderful?
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for simply ages, here’s what
%ou‘uullbunwaiﬂngtnr,tlw
the Sceptre Of

solution from Robert
Gorst. If you're not a regular
CRASH reader (and how come,
ua!ngaa&'slllngalmttobeﬂ

1Supmnl:or which Is last
month-so it wasn't that, long to
wait, now was it7).

You should by now have a
MIRROR and a FISHHELMET, Go
back to where left the
SHARPENED TRUNK, pick it up
and leave behind the FISH
HELMET. Now go to the room
which is.one left from the starting
room and enter the door. Slide
down the banister, go left, left
again, walk to the left and get rid of
the Medusa, and then go left again
tokill Cyclops. Go all the way back
to the room to the left of the start
and follow these stepstomake a
BOW, QUIVER and LAMP with the
STRING:

1. The BOW: Take the WHIP from
the balcony, one room right

the shops, and the furthest
room on the right contains a
BULL and WAGON. Jumpupto
the wheel's spokes on the
WAGON and you should have a
full AXLE. Go to the

room, tumn right and replace the

60 CRASH October 1987

was printed inlssue

from the start. Then take this to

axles of the drawbridge. Grab

the SLIPPERS where you left

them and walk across the
drawbridge. Walk right to the
hot coals, walk over these and
keep going until yi to an
island. Take the but don’t
drop the SLIPPERS. Walk back
over the coals and drop the

BOW in a place where you can

ramember it.

2 The STRING: First get the
INSECT NET from same
floor as the opening wardrode
and next to the blue and yeliow
bean bag(?), take the NET tothe
BEE which came from the HIVE
and it should go. Your NET is
now full. Go to the first room laft
of the starting room and take the
SWORD, without drapping the
NET Gothroughﬂ'nedoor slide

r‘ag go towards the
sms atittocollect
it. Leave the TRING

somewhere safe.
3. The QUIVER: This is easier.
sl T“&“é‘;“:f i
estal, jump to
| down and take the NER.
leaving it somewhere safi
4 Thu P: Take the WHISK
from the room with the
BEACHBALLS, three rooms
away left of the start. Go to the
gmplaﬁmnbatwammem
trees,
down

haie,mdm“a?lguldbea

'SCEPTRE OF BAGDAD |

And now, after making you wait

wizard awaiting you, fiailing his
arms about!
* Now his smoke has gone, walk
towards the lamp and leave it
somewhere safe. Now this is the
order you should collect them:
Pick up the BOW, then the
STRING, the STRING, pick
up the QUI , drop the QUIVER
and pick up the LAMP. Now go to
the room firstleft fromi the start, go
through the door, down the
banister, left, left, and left
unﬂl ynu gettoa 'SEE-SAW ahhl).
Ik to the end of the SEE-SAW
'thanhewﬂi aim his BOW and
ARROW at the STRING, the
BOULDER hangur:? from the
STRING will now ‘onta the
ather side of the SEE-SAW and
catapuit you into the Sceptre
room, The SCEPTRE isona
el pedestal and ﬂmmcl mtﬂce ﬁ and
get t 5
don’t get the SngFTHE and e
teleport then repeat the process
again, starting from the point
marked *

If you get the SCEPTRE, just
keep going right until you have
reached the balcony, walk to the
edge and you have completed the
ey it yo \yang

yau cantryan
someone to read out qet
while you play thegama it &ab
help, butif not, rea nantoarapa
and play it back. But you'd already
thought of that, hadn't youl




LLOW'S.‘GOOPS I'M A FEW CHEAT

HEAD OVER
INCREDIBLY SORRY’ CORNER || MODES HEELS
| fate tobe corrected. Fistly ... _ and codes for brandnew games. s ﬁfl't'r:’;z'f,ﬁ;;'fﬁ_‘égﬁi'sp
FUTURE KNIGHT EDITOR ; list with some cheats for Cobra | [ise= et il b

and Jack The Ni ; bonny Scotland.

EXOLON Go to redefine keys
mode and then type ZOBRA for
infinite lives.
ROAD RUNNER While in the
options screen, and during the
scrolling maﬁﬂe press RTHB
. - TR ] e togethgr for Ih'nite lives, and
. . inwhich there: owere afewincomect lines. Rather than just print those, WVKLO to see the end sequence.
here's the whole listing again — carrectly this time ... . MOUNTIE MICK’S DEATHRIDE
Once the game has started, press
K once to become invulnerable to

: < bullets,
MAAM COBRA Press the Spﬂﬂe bar and
| ®1 1 CLEAR 64500 i Z or X, and it slows everything
®| 2 LETT=0LETW=1 \® down.
ol 5 FOR F=32000 TO 32170 e JACK THE NIPPER Go to the
I READ A:POKE F.A @ police station with the horn and
.} 10 i A'W-LETW:W+1 e toot it at the safe. Your
e 15LETT=T+ : i naughtiness will rise,
e! 20NEXTF . e ;
8. 25 IFT{>17654:|_2§; THEN PRINT “DATA -::
1 ERROR':
:: 30 PRINT AT 10,1;“START HEAD OVER 1g
i HEELS TAPE" e
® 55 RANDOMIZE USR 32000 5
®, 100 DATA221,33,203,92,17,234 o i s |
®! .10 DATA 6,62,255,55,205,86,5 ' ] ; Bis : "
®: 150 DATA 48,241,243,237,94,33 s o' 10 REM ZYNAPS POKE CRASHOCTB7 19
®| {30 DATA 44.125.229.33.1?3égg e | o e I e
®! 140 DATA 229,51,51,17,163, i o 50 BORDER 0: PAPER 0: INK 7 '
e\ 150 DATA 1,22,3,33,253,94,62 o e Y o 18
@, 160 DATA202,237.79.1951179§Q o il R
@l 170 DATA 33.70,125,229,33,1 : o' 60 INPUT "HOW MANY LIVES {1-255)2" .I.
| 190 DATA253,1.232.2,33 209,025 i o —ey” THEN LET =201 ‘o
e 95,199 ' o 80 IFAS= o
o! 210 DATA 252,33,209,17,209 . l® | o P oM START” e
o! 220 DATA 138,1,02,0,287 176,33 o ®! 10 LOAD""CODE o
| 290 DATA 238, 1082 1 50 0 i | ® 110 POKE 64531,214 o
® 540 DATA 237,138,33,218,138,34 'e ® a5 RANDOMIZE USR 64512 e
S| 250 DATA 245,138,33,255,138,3° e ®| 140 POKE 65115,15 e :
®} oe0 DATA 9,139,62,195,50,29,139 e ®' 150 FOR 1=23311 TO 23323 'o '
®! 970 DATA 33,116,125,34,30,139 Ve o! 120 READ A: POKE F,A: NEXT F b
®i 30 DATA 195,209,138,175,50 4 el e e :
®! 290 DATA 166,255,62,195,50,99 o 4 i e !
®} 500 DATA 255.33,250.25032 00 e e} 190 DATA 195,0,128 ' |
@\ 310 DATA 255,33,145,125,1 250 o B B e e acoe . !
o} 320 DATA 200,1 500,257,375 ! W .
o! 230 DATA 55,255,33,0,0,34,113 o L . e :
o) 340 DATA 183,33,34,25,34,115 e Oraitomatively, = _ |
o' 350 DATA 163,62,33,50,120,163 'e - |
o 360 DATA 50,123,163,49,255,255 i®
| ! 370 DATA 195,48,112 |

Well, that's the fun over for ancther month, Thanks for all your
conttibutions, but please stop all the letters with SAEs because |

o them. " sperate to get tips on older games, !
b TR 2 i i T 'mafre "Il just ha o back numbers from the appropriate
nd thirdly . .. the mfﬂfrmmm&ﬂﬂ?w%*‘emm- 5 of Newsfield Emp c (talk ta Aunt Aggie, aka Carol {
UW ould read LOAD*"CODE. It m my ayesi 's getting ‘ she whao fives in isement). Don’t forget 1o send all
ocause | could mm“w&ﬁm Jonhn Bramiey's letter. y 1d POKEs to the usual address, which is LLOYD
ook inanks to Andrew Swain for pointing that one out, and I'm somy for | | YN IYRARRATFREILY
fold me) it may mmﬂmimuﬁﬂw ", my old

RASH, PO BOX 10, LUDLOW,
SHROPSHIRE SY8 108. As for me [seeing as how it's hiow the small

hours), Pm off for a well-earned cup of tea.
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A
O

2Y Grab a piecéf of

o

P I‘estige 1?T|VISmN
. FOUR

DADDY,
WHERE WERE
YOU WHEN

STARTED?

The CRASH & Spectrum Software History
a four-part series to collect

On the facing page starts the first in & series of four 24-page pull-out

supplements, which will build up into a history of Smm&m

over the past four years. And in the December and Christmas Special
issues of CRASH 2 complete index to every game ever reviewed in
CRASH will be printed 1o add o the part wark.
i Enchmupth‘s.gn ) consists of 12 CRASH covers, presented
as WeTE origi printed (qr-asnm]yﬁwcm;pumcnt or
twa of the earlier ones), backed by a short article written by Lioyd
Mangram, detailing events in the month of the cover.
He talks about the games reviewed, the software houses involved and
reactions ta the software, all set against a background of how CRASH
) Intimate stories, many never before revealed illustrate the
lems beserting the small team which launched CRASH and explain
ow it grew to be the ine it is today.

[ o ol v o ey il
i our years, but these have been a ied 1,460 days - and it isn v
= Nl READERS’ : our own history, but also that of the Spectrum computer and the
6= I fahs OFFER P enormous number of people who because of their interest, faith and

|k v q-i%;mon made it the most successful of machines.
i5 15 4 retrospective, not a funeral, # celebration and not a wake.

The four years" worth of covers are concluded in the Christmas Special,

Issue 48. In the New Year CRASH will be offering a special binder in

Frhichm_km ﬁlepmwcrkofcgveﬁ'aawellﬂsﬂmind:x,ghmhwﬂj

ist every review, playing tip and map ever published in

CRASH - and many of the features and interviews besides, f
It's not yet known what price this binder will be, but details will be

Well, I'l be fractalled! Sesing as how | can buy Activision’s Lucasfilm
Prastige Collectionat almast £4 cheaper than itisin the shops, whatam

| waiting for? In fact I'm not walting — I've written a chegue/postal order
for £6 made payable to NEWSFIELD LTD {or I'm paying by credit card),
and the rest is up to you,

L N N TS e published in CRASH before Christmas,

ADDRESS ... And now over to Llovd . . .

................................................................... = e ; R e i
.......... POSTCODE .........icc.iciiiominins the staples ing the entire issua, and lifi M’@ 24 psgrsE N

Send the form off with your payment, and the compilation will be whisked
towards you quicker than you can say 'please aliow 28 days for delivery’
and ‘offer closes 30 October 1087,

PLEASE DEBIT MY VISA/ACCESS ACCOUNT E| I

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

o
then the siaples together o keep the magazine intact. The
nﬁ] _mﬂmmfbmrah&f'__kwbyzﬁebm.ih
CRASH Hustory will wma‘zmmﬂg'ﬁm% 1 1096, novas
part af the magazines;

Signature Expiry Date
Please Charge My Account No:

MRS EEEE R

SEND FORM TO: CRASH/ACTIVISION OFFER,

PO BOX 20, LUDLOW, SHROPSHIRE SY8 1DB
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4 The CRASH History

March 1984 Coming from a film-making background, Oliver Frey loves powerful images and
elassic Thirties and Forties mongchrome movies, inevests never better reflected
Issue No. 2 than in the second GRASH cover. It celobrated the proliferation of Donkey

Kong clones on the Spectrum at the time, and related to the Run It Again article
i the issue comparing Mario’s many attempis to rescue his girl from the overgrown

Released on ape’s clutches, Note Kong's cavalier treatment of the Spectrum fiself — Oliver is
1o use the computer repeatedly in cover illustrations as o plaver in the drama, quite
February 16th revolutionary in 1984,

Tt was a bit of a conceit to state on the caver ‘Over 400 Games Reviewed’ (345 were in the

Living Guide), but the gung-ho exclamation ideally indicates the small CRASH team’s
euphoria at public reaction to Issue One ~ we wanted everyone to know that we were the
biggest and the best!

Attitudes within the trade were equally invigorating; several specialist shopa acclaimed
CRASH as the long-awaited Spectrum Bible. Even Computer & Video Games sent us a
congratulations card, but I fear they saw us as no competition, merely a local fanzine to be
encouraged; few people at the time realised that as many as 50,000 copies of Issue One sold
nationally. It was a heady figure and one not to be repeated for quite some time,

February’s weather, however, brought CRASH down to earth. The schedule ran late.
Oliver worked for 30 hours nonstop to com;)leteTermmal Man, while John Edwards, newly-
recruited advertisement manager, stood anxiously by, waiting to take the layout boards down
to the Londen printer who wanted to start at 9.30am. John had 1o catch the 6am train from
Birmingham New Street. At 4am on a freezing winter morning 0hver finished, but Roger
Kean (who was still working on the Living Guide) did not.

At 5am, the boards still four pages incomplete, Roger drove John the 40 miles to
Birmingham through a heavy snow storm. After ten minutes they were stuck on a steep hill
outside Ludlow. Turning back to try another route, they came across a skidded lorry with its
nose in a ditch. The unfortunate driver turned out to be a local newsirade wholesaler,
delivering magazines to Ludlow. Seeing the CRASH boards, as they gave him a lift back into
town, the driver exclaimed excitedly. He owned a Spectrum and had loved the first issue. So
there they were, John frustrated, Roger struggling with the terrible conditions, and a mad
lorry driver who wanted nothing more than to talk about high scores on Lunar Jetman!

They got through in the end, the printer did the job in time, and Issue Two did arrive. To
many people’s horror, there were five Games Of The Month (‘confusing to have so many,’
wrote one reader), and in their very different ways they indicated that Spectrum games were
improving rapidly and almost beyond belief. Top was Ultimate’s classic Anic Atac, but
Android 2 showed Costa Panayi flexing his muscles for Vortex with the best 3-D effects vet
seen. Like the first two, Krakatoa (Abbex) offered large graphics which were a novelty in early
84, combined with complex gameplay and a wicked sense of humour (also a rare commodity).
Scuba Dive (Durell) also boasted large and effectively fishy graphics with interestingly
different game objectives, while Microsphere’s Wheelie was to prove one of the most addictive
games of the year.

We also ran our first “real’ enmpemmn, for Fantasy, promoting Dmmsday Castle. It was
so-suceessful that it set the patiern for an increasing number of competitions thereafter.

Because of their oddly unergonomic arrangement, games only offering the cursors for
control lost percentage points badly in theose days! But we praised small-company
inventiveness in an article examining some joysticks which were actually attached to the
Spectrum to physically manipulate the cursed cursors. Franco had a good listen to Currah’s
ahead-of-irs-time speech unit, and Hewson’s Steve Turner was interviewed as well as the four
lads from Starzone.

I also had qu:tc a few letters to print and answer - among them was a oompiamt that at five
pounds, the price of software was far too high. Things never change .
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6 The CRASH History

April 1984 This cover first demonsirared Oliver Frev's ability to combing several dispavate
clements into one picture. It related 1o an article on Melbowrne House and
Issue No. 3 Australian Philip Mitchell, whe programmed The Hobbit and was working on
the very delayed Sherlock Holmes, Melbowns’s HU.R.G. (High Level User-
Friendly Real Time Games Designer) had nothing to do with Phalip, but was
Released on reviewed in the issue, so Oliver melded the two ideas by having Sherlock peer
March 22nd through his magnifying glass inwhich isreflected (backewards Ja clue o H.U.R.G.

With monthly pressures getting tough, we all welcomed the arrival in Ludlow of David
Western, a one-time colleague of Roger Kean. David lent a valued hand to the artwork layout,
allowing Roger to concentrate more on the writing and planning. The stress is plainly seenin
the cover, which had no issue number, and on the contents page, where Roger happily but
erroneously stated it was Issue Four! David, now Newsfield’s Production Controller, was

(and still is) an excellent photographer, and the marked improvement in our screen shots was

noted.

Taking pictures from a monitor is no simple matter, and all CRASH had at the time was a
rented 14-inch telly! I can remember getting in the engineer to look at it because all the colour

was being pulled into one corner leaving the rest black-and-white. The bemused man took it
away and brought another, shaking his head, saying only a strong magnet could produce such
an effect. I refrained from telling him that Davld had been waving his very powerful light
meter over the screen — it contained a massive magnetic field!

Further improvements in picture quality had to wait until the wonderful Microvitec Cub
monitor arrived for review, but with David’s ministrations, people everywhere began praising
our colour screen shots, at least (they appear so fuzzy now).

CRASH was, unwittingly, about to unleash a media war. We regarded ourselves as
specialist enthusiasts, and so news of any program in progress excited us, and we wanted to

- convey that feeling to the readers. We were also very chatty with software houses, so it came
‘as no surprise that we were easily able to get very advanced screen shots of Matthew Smith’s

unfinished Jer Set Willy, possibly the most eagerly awaited game of all time. As a result,
CRASH was the first to print pictures, despite plenty of interest in the project from other
magazines.

On top of that; through close and friendly relations with Ms.cramega, we were also the first
to spot the potential of Code Name Mat by Derek Brewster. When it was first shown to us, it
had no name, and the joke became current that Mat referred to Matthew Uffindell, the
CRASH reviewer whao was the first player in the country to get his hands on it — and who
knows, it may be true! :

All this frenzied previewing activity put CRASH markedly ahead of the other magazines
at the time, but they soon started fighting back and the scrabble for advance information was
on in earnest. The trick, however, was not only to be first with words and pictures, but also
to spot the real winners. We weren’t always right .

Issue Three showed another improvement — the pap’er. The printer was changed and
CRASH went fully glossy. Games Of The Month were given a logo on the review page instead
of being bunched up at the start, the first of these being Blue Thunder (Richard Wilcox, soon
to be absorbed by his family into Elite Systems), Cavern Fighter from Bug-Byre, and Night
Gunner by Digital Integration, Although Matthew, Roger and 1 liked Blue Thunder, there was
an adverse reaction from some readers, but everyone seemed agreed that the graphically
uninspiring Cavern Fighter was a damned good *Scramble’ game.

Hardware novelty object was Stack’s Light Rifie, which caused battles between Matthew
and Chris Passey to use it. It was fun but hardly earthshatteringly good, and it’s amusing
now to see the games consoles bringing the idea back — with sornewhat more accurate results.

Oh, and we did the first ever CRASHtionnaire to find out how well readers thought the
magazine was doing.
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10 The CRASH History

Having had his il of page-compressed faces of alien monsters, giant apes, famons
}llﬂe 1984 %mwm@mmmgwmm.mwmm
Issue No. 5 particular game was in mind apant from the defenderlscramble concepi, but th

idea for a canvon constructed of gamg casssites was Roger Kean's. frawasa typical
situation in the early days for Oliver to think up an idea, for Roger, David or

Released on Mauhew 10 rework it as a visual gag, whick Oliver would then implement so
May 24th ineerestingly. And this picture long remained a favourite with readsrs:

The cover slogan, The ONE BIG Spectrum Software MAG, wasn't merely bombast, it was
actually an aggressive parody of Big K’s logo. Big K was another example of a large corporation
(IPC] testing the software waters, in this case with a magazine, but though it was a multiuser
title, Big K’s prelaunch blurb strode across preserves we at CRASH regarded as peculiarly
our own at the time, namely being irreverent about software (though of course we alsothought
we were the only really serious ones — that’s called having your cake and eating it).

When I look at the contents page of Issue Five, the thing that strikes me now is that of all
the sections competitions was actually the biggest — seven DIYs - proving the point thar we
recognised their popularity. Bur one of those competitions stands out markedly, the Aric Arac
map.(Game maps were unheard of in publications in 1984 it simply hadn’t occurred toanyone
that mapping a game was relevant, but there was no doubt that some games being produced
were actually made up from maps in the programmers’ minds. Atic Atac was one such, and
certainly one where having a map before you helped playing it. There was also the fear that
printing a game map might upset the software house, for games stayed upen the shop shelves
far longer then than they do today. It was definitely a feather in the CRASH cap 1o sign a
competition deal with Ultimate, for the magically successful software house was traditionally
uncommunicative with both public and press. Later, C&VG editor Tim Metcalf even
complained good-naturedly to Roger Kean about the secret CRASH pipeline to Ultimate
affection, -

Maps were the latest thing; Issue Five saw the inaugural edition of the Playing Tips. My
desk was expanded and I began regurgitating the erudite scribblings of readers who added
helpful hints to their letters. Among those had been primitive Atic Atac maps, and one or two
reasonable versions of et Ser Willy's terrifying mansion. The best, by Kenneth Kyle from
Notts, was avidly poured over by Roger Kean (who got A level geography at school). He spent
an entire weekend checking it outagainst the game, using a handy infinite lives cheat supplied
by an embryonic hacker, and drawing up his own map which then appeared in the issue,
thanking Kenneth for his inspiring version.

It started a trend; from this point on CRASH would have to have maps whenever possible,
and before long every other computer mag dealing with games would follow suit. Otherwise
the Playing Tips seem pretty tame now, along the, ‘from levels 17-24 of Chuckie Egg, both
the robot hens and the yellow hen are after you, This increases the excitement and makes it
much harder’ line, illing. "

This June issue was the real launch of Beyond, a powerful new software house put together
by EMAP, publishers of C&VG and Sinclair User. Beyond's try-out game, Space Station
Zebra, had proved a dud, but Psytron wasa Smash, largely because of the complex, interlinked
game elements and its use of crosshatched graphics, The technique wasn’t exactly new, but
this was the first time monochromatic line drawings had been used so extensively on a
plain-coloured background, providing a tremendously detailed effect.

Meanwhile, Derek’s new Adventure Trail had also found a Smash in Hewson’s Fantasia
Diamond, But at Psytron’s release, Beyond hinted that a revolutionary new adventure game,
Lords Of Midnight, was almost ready . . .
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Oliver's Ziggy cover was among the niost popular he produced. It was really the
Octnber 1984 first CRASH vover defmitely promoting a specific game, Fantasy’s Backpacker's
Issue No. 9 Guide To The Universe, Here was an opportunity to use his imagination to bring
1o life objects, characters and weird aliems involved in a game that no-one had ver
seen, all from wriren devasls offered tn the prevelease descripion. The result is @
Released on powverful piciure which, tronically, probably informed more readers of what hero
Ziggy ewas like than hing Fantasy themselves put our.
September 27th e s "
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By its ninth edition, the effect CRASH was beginning to have on the software industry was,
in turn, being reapplied to its staff. Roger Kean had already been horrified a couple of months
earlier at Micromania’s concern when they were informed by the most powerful software
distributor of the time that unless a game achieved better than 65% in CRASH it wouldn't be
accepted for distribution. Now, proof sheets of CRASH reviews were being requested by
retail chains to see whether a game was worthy of shelf space.

It put pressure on the reviewing team — Matthew, Chris Passey and Robin Candy - because
software houses wanted to present unfinished games to discover what the reviewers would
like to see-improved, so that the game had a chance of becoming a CRASH Smash. Some may
have considered that a visit with the personal touch would influence the team by putting iton
the spot when it came 1o making an impartial judgement. If so, as many were to be
disappointed by Matthew’s outspoken opinions and Robin’s downright stubbornness. Now
another young reviewer had appeared (and undergone the ritual photograph pushing CRASH
T-shirts on the Hotline page). He was Ben Stone, from nearby Tenbury, and he was as
daunting in his opinions as the others; despite his newcomer status.

The Ziggy cover did little to help. That kind of coverage was eagerly sought by companies
desperatf: to convince shops that their game was about to sell in its tens of thousands, and
since it seemed that Fantasy got a cover with apparently no trouble, Roger found himself
inundared with calls suggesting ideas that would have kept CRASH in covers until the 1990s!
Asaconsequence, for the remainder of the year Oliveravoided game-linked cover paintings.

One of the questing visitors was Angus Ryall of Games Workshop, but he stayed longer
than most, becoming our strategy columnist for the new Frontline. Another was Steve Wilcox
of newly-fomled Elite, who brought with him the oddly-named Kokotoni Wilf. Over several
days both Matthew and Robin debated with Elite’s programmers on minor improvements
before pronouncing themselves satisfied, hut Steve may have been disappointed that Kokotoni
Wilf still missed being a Smash.

Infact Smashes were a bit thin— the mehnsunas period was looming and software houses
were holding back, apart from Gremlin Graphics. They’d scored quite a coup with TV news
coverage of their ‘mining’ game which caricatured Arthur Scargill, then very much in the
news because of the national miners’ sirike. Wanted: Monty Mole was a surefire Smash,
capturing all the addictivity of Fer Set Willy and offering loads of new puzzling problems to
solve.

Within days we achieved a chear mode for Monty Mole and began preparifg the map for a
future issue. It was a typical late-afternoon situation: Ben (school over for the day) playing
the game to reach every screen one by one, Roger sitting sketchpad in hand roughing out the
screens for Oliver to fill in the detail later, Matthew in another corner alternating between
reviewing and making halftone pictures for David Western in the layout room, Robin sorting
through mail ready for me to start the Forum. The jokes about Robin raking over my desk
were no jokes!

If this paints a suspiciously cosy picture of contentment and smacks of nostalgia for its own
sake, don't be fooled — it was hard work for the small team. Within a few short months a
massive expansion was about to take place and the coming changes would sunder the simpler
comforts we then enjoyed.

The first indication of change was the arrival of a black Apricot xi computer. For Roger
Kean, at least, the days of typewriters, paper and Tipp-Ex were over.
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Seometimes cover ideas arnved without trouble, but there wave always issues when
November 1984 nothing suggested iself. Normally Oliver profers towork omie-dnd-a-half times up
Issue No. 10 on finished size to allow for crisper detail, but when he’s rinning Late the vepro
house would rather have the painting same size: This cover toas the first dome-at
printed size because the decision 1o go with the joystick-comparison rticle was
Released on made at the last moment. In some ways 10's my personal favourite — you could cur

o ith @ knife - and vet it was done in three hors flat!
October 25th e atmosphere with a knife - and yet it was done in three hours

I can remember Roger and Oliver being rather proud of having raised as much as £4,000 in

prizes, possibly because it indicated how far CRASH had come from that first issue when
C&VG regarded us as a'local fanzine with potential. Now, without a lot of effort, we had
software houses eager to participate in competitions and put up real money in value. Once
again, the DIY section was the biggest in the contents, ten competitions. -

And talking of the contents page . . . another development was taking place, almost
without anyone noticing it. The page’s basic shape had remained the same for a while, using
rainbow colours when we had time to put them in. Originally this complicated procedure was
undertaken by our repro house in London, but after CRASH moved into its new offices, a
film-processing machine was purchased to shoot finished artwork to negatives for the printer,
thus cutting overhead costs considerably. Matthew and Roger, who looked after the technical
end of layout as well as writing reviews and articles, began to experiment with preparing
colour for the printer. For several months to come, they were to do the contents page
in-house, which explains why it was more or less ambitious, depending on how much time
they had.

From this small beginning Newsfield began to do more film planning, adding colour to
many pages that otherwise would have been monochrome. Today the process requires an
entire department of its own, managed by Matthew Uffindell.

The big feature was a comparison of joysticks, which was pretty exhaustive — and
exhausting. The team were thrashing the damned things for weeks, using Ocean’s Daley
Thompson’s Decathlon as the wrecking game. And that came on top of several tiring days at
The PCW Show, held at Olympia. CRASH didn’t have a stand because of the cost, but Roger,
Oliver and Matthew waded round talking to as many exhibitors as they could. Wearing
specially-made CRASH badges, they were frequently stopped by visitors who wanted to meet
anyone from the magazine.

As usual the show prompted massive releases of games and there were seven Smashes.
Pyjamarama was the second Wally Week game from Mikro-Gen, a massive leap forward with
its arcade and adventure combination. Delta Wing (Creative Sparks) was a sort of forerunner
of Mercenary. There was Hewson’s Legend Of Avalon, the complex helicopter simulation from
Durell called Combat Lynx, and two games from our own Derek Brewster, the arcade Fasper
and the enduring adventure Kenzilla. Fasper just made it by a spot, but the tragedy is that
although Derek had it ready before Jer Ser Willy, contractual complications delayed its
release; had it been released then, it would have been a real eye-opener, but advances in
software were being made fast and it was almost out of date,

There was one other Smash, Booty, our first budget hit from newly-created Firebird.

This was our first issue composed on a computer. Learning to use a word processor and
then all the complications involved with getting the typesetting back for layout meant it was
quite fraught at times, and for most things I still preferred my typewriter, However, the
length of POKE routines was increasing, and dealing with them was never my strongest
point, 50 I was secretly pleased to discover Robin Candy entering them happily for me on the
Apricot when Roger wasn’t around. It was the thin end of the wedge of course — discontented
with providing review comments and sorting mail, Robin wanted to get do ‘some serious’
writing, and for me, the writing was on the wall as far as Playing Tips was concerned.
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: There were moments when people glibly assumed Oliver Frey loathed Spectrums
December 1984 A 0 e b i AT B S
Issue No. 11 ws the truth. As he remarked when ZZAP! came along, the old Spectrum was

ome of the friendliest abjects which simply lent itself 1o painting, unlike the brow
Commodore 64 twohich mevoly resembled a piece of fudge. Here's anagher cover

The promise Realtimé had shown in 3-D Tank Duel was well and truly realised in their second
release, Starsirike, which recreated all the thrills of the popular coin-op Szar Wars. It wasina
bit of a race with Design Design’s Dark Star, a similar game in principle. But both Smashes
showed how a closely related concept can be very differently implemented. In their own ways,
they were state-of-the-art software. "

Equally excellent and very different from either ‘Star’ game and from each other were the
Smashes Tir Na Nog and Skool Daze. Gargoyle Games gave us Cuchulainn, Sidhe and Greg
Follis’s Grego-Celtic mythology, giant animated characters, mental 3-D and a game hard to
distinguish between pure adventure and arcade/explorer, Microsphere’s characters were.
smaller; but beautifully animated against authentic school backgrounds, providing another
sort of adventure game but with properly crude schoolboy humour as its theme. These two.
were also state-of-the-art. Bug-Byte’s Turmoil and Melbourne’s Sir Lancelot were not, but
were still highly playable and addictive games of sufficient quality to make them stand out
from the rest of the crowd. : : : Al

Deep down in the Adventure Trail (or rather up in Newcastle-upon-Tyne where he lives)
Derek was telling everyone who had packed away their Spectrums to get them out.and fill the
boxes with straw and tortoises, for ‘when it comes to Spectrum software, you’ve never had it
so good.’ He was excited by Level 9's Retumn To Eden, Bug-Byte’s Twin Kingdom Valley,
Games Workshop's Tower Of Despair and the ebulliently, wickedly funny Valkyrie 17 from
the anarchic Ram Jam Corporation (through Palace Software). '

To cap it off Our Of The Shadows from unknown Mizar was a Smash, and thereby hangs a
tale — and a CRASH failure, If anyone at CRASH felt unhappy about the reliance distributors
and retailers were putting on CRASH reviews for stocking, then they were probably equally
happy at being able to employ this unasked for power on the behalf of new or very small
software houses. Some were finding it harder to get a look in with the increasingly professional
and hard-nosed market place. Our record in their favour had been encouraging. But with
Mizar, we drew a blank. No distributor would accept the game, having failed to spot its
marketability, despite its CRASH Smash status. It was galling. And it showed more clearly
than ever that the world was changing with blinding speed. At the beginning of 1984, an
advertisement helped sales, by the end of the year even a full-scale marketing campaign was
capable of failing to attract the distributors’ attention. For the small independent software
house, it looked like the beginning of the end.

Up until this time much of CRASH editorial was written without travelling the country
visiting software houses, most being done over the phone. More recently we had been happy
to see how many people would actually trek up to Ludlow to visit us, a mark indeed of
acceptance, But two pleasant occasions forced first Roger and Oliver to visit London, and
then Matthew and Roger. The first was a trip to see a preview of the film The Last Starfighter
(about which Roger wrote an article on its use of computer graphics), and the second was to
see a preview of Ghostbusters, set to be the first real big film tie-in. But for the game from
conquering American company Activision we had to wait . . .
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istmas 198. Well, what do you do for a Christmassy cover illustration? I is’t a time for taus
Chris 1984 statemenss on he natire of violew Iife and sudden deaih, The paeiny woes

Issue No. 12 indeded ds a sirong contrast o the fist cover, twhich sot the one for GRASH, and
Oliver opted for a gentle. picuure depicting Sania handing owt Spectrums 1o the
damwdmm::faﬂm planet. He employed a wchnigue which he tses

Releasedon occasionally, that of spraying the background coloers aver fightly drawon figures,

December 13th then picking them out gently in colours tohich blend wich the background.

The Christmas Special was going to be a nightmare, everyone knew it. Only two-and-a-haif
weeks to write and produce it due to the schedule being compressed, and it was intended to
have 196 pages, bigger than anything we had tackled before,

On top of that, the first floor of King Street had become vacant with the educational
software company moving on, and it was felt sensible to move editorial down there, giving
art more room upstairs. The evidence is there 10 see in the issue, because Roger put together
4 feature about how CRASH ‘happens, and there's a photograph of himself sitting at an
L-shaped desk with Matthew, ostensibly reviewing a game. How empty and tidy the place
looks compared to now! This move further delayed the writing however. :

And what were we looking at? The original plan had been ro doan issue full of competitions,
special features and few reviews, on the grounds that everyone would already have released
everything for Christmas. It didn’t work out that way of course, for so many software houges
were late, and there were still over 30 games in. Ameng them was the double bill from
Ultimate, Underwuride and Knight Lore, which continued the Sabreman saga started in Sabre
Wulf and at the same time undid everyone’s hopes that the Midland company would return
to a sensible price level from the earlier game’s, then outrageous, £9.95, Still, there was no
doubting their quality, and they were Smashes, The better of the two, Knight Lore, was 10
initiate an entire genre, the isometric perspective 3-D ing game,

Derek’s Smash was for The Runes Of Zendos from Dorcas (formerly Doric). It was their
second game, but despite its Smash, here again was an adventure game that failed to find the
market it deserved. A different tune entirely for Boulder Dask and its hero Rockford, who
would soon be adopted as a mascot by Newsfield’s second title, ZZAP! 64, If its graphics
weren’t outstanding, that hardly mattered. This a was a maddeningly addictive mind-game
and its strength lay in the idea more than in its appearance,

After all the interest, Fantasy’s Backpackers Guide To The Universe was a little
disappointing, though a genuinely unusual game. Somehow the market generally thought so
oo, because after good starting sales, it slumped, eventually taking Fantasy with it.

Ghostbusters was still under wraps, so it fell to Elite to come up with a major TV tie-in, The

programming, 4 feeling which would persist for a long time when it came to big licences, Elite
were going for TV tie-ins in a big Wway, and the issue also carried a preview of their next
intended game, Airewolf, and mentioned its follow up, Dukes Of Hazzard. Airwolf was
unwittingly to do CRASH a big favour, but more of that in the appropriate month.

I'still retained my Playing Tips, but only by a hair’s breadth as Robin Candy waded in with
three pages of POKEs specially compiled for Christmas, It was to be my last month on the
Tips for many a moon, Robin would take over in the New Year,

As my first job for [ssue One had been to write the Look Back, it seemed only fitting that
it was also my last task for Issue 12 — to complete the first year of CRASH.

mmmmmsmmmmumm
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YOUR MICRO _
DESERVES THE BEST...

When your home or business micra 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 guoted 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.

\ Recommended and Approved by

AMSTRAD ATARI COMMODORE
ACORN SINCLAIR

EUROPE’S LEADING
COMPUTER REPAIR CENTRE

...AND UNBEATABLE DISCOUNTS ON ALL COMPONENTS!!
K With over £500,000 worth of spares in stock, we Keyboard Membrane Power Suppfies

can mest many of your specialised requirements. Spectum 300 £od 1950

We've listed a few examples and for anything not Spectrum Flus 4.00 C16 1500

displayed just call us and we'll quote immediately Metal Templates 300 All the above priges include VAT but piease enclose

inclusive of first class post & further £150 post and packing on all component

COMMODORE SPARES orders,
HOW TO CONTACT US

SPECTRUM SPARES e A 1209 For quotes an computers not listed or on

780 CPU 250 8581 Sid Chip 15,00 any ‘??“g“s"ﬁ;;'}’ﬂm” 0278 G6208:

LILA 6C001 700 901225 Graphic ROM 1009 (Quoting 3

Power Supply 650 901226 Basic ROM 1000 K To send us your micro for repair, mail it securely .
ROM 700 B01227 Kernal ROM 1500 packed, accompanied by cheque, postal order I
4116 RAMS i H06114 House Keeper 10.60 (made out to Verran Micro Maintenance Limited) or
X690 A0 B9 - VIC 18:00 quota your Access or Barclaycard number. And to
ITh213 A0 4164 RAMS - Memory 1:00 obtain your special discount quate CRS/107,

- ] J

Verran Micro-Maintenance Limited, Unit 2H & 2J, Albany Park, Frimley
Road, Camberley, Surrey GU15 2PL. Telephone 0276 66266.




OPPORTUNITIES

in-House and Free-Lance Technical Staff

Having established the key elements of a well organised and equipped 'in- -nouse’’| |
software development team, the company has the following opportumties to|

offer in Entertainment Software Development.
Senlor Programmers-0.T.E. £25K

Having been responsible for at least one technically excelient (though not necessarily commercially successful)
entertainment software product you will be experienced in 280, 6502 and.or 68000 assembler. You will be looking
For an 9ppOortunAity to join an ‘in-house’ environment committed to the development of original products and

| -conversions of the very highest quality and will expect to call on graphics, music and other support functions

| of the highest calibre.

Programmers= 0.T.E. £15K

support functions of the highest calibre,
Graphic Artists/Musiclians/Game Designer-0.T.E. E10-£15K

house capacity supporting programmers In your specialist discipline in the
development of commercially available/to be published entertainment
software products. You wili be able to demonstrate a number of different
examples of your work and will be looking to put your experience to use
wrrghst rgcwelopmg It further in the production of commercially available
products,

All appointees to. the above positions wrll be offersd an attractive working
enviranment, su bslzntdai Dasmﬁﬂaw and an opportun demlopmell ambiticns

with the full supunrt of the Company’s mamgement and financial strength

Ir addition to the above opportnities the company has 3 reguiar flow of program

COMVErSIon CoNracts avalkabhe iT attractive rates to free-lancers and i particularny

keen (o SUDPOIT Droven programmers and development houses wishing 1o write and

have published by a major brand I'\BTT‘IB origingl games for 3li popular machines,

If you wiould |ike (D arrange an interview 1o fHscuss any of the above opportuniies

phease write giving Full detaits of your refevant experience to

Steve Wiicox - Director

Elite Systems Ltd, Anchor House, Anchor Road, Aldridge, Waisall WS9 8PwW

Though not necessarily abie to show direct involvement in any commercially availabie entertainment
software products, you will be able to demoenstrate through specific routines and demo programs, 3
nigh degree of technical ability in 280, 6502 or 68000 assempbier. You will be looking for an
opportunity to realise your ambition to be responsibie for the development of technically
excelient entertainment software products and will expect to call on graphics, music and other

With or without formal qualffications you will aiready be working in a free-lance or in-

I NOW AVAILABLE - the official Spectrum Upgrade!

jTUurnyour Spectruminto

» Professional ful-size keyboard + E£1.50p +
-includes 7 extrakeys

& RespOnsive typewriter-shyte action

ACcepts all current Spectrum i

Loftware and penpherals

True il wdea

; %

Craphney Edit  Caps lock

Here's some exciting news for Spectrum owners ...
the official Spectrum Upgrade Kit. Tne Upgrade has everything you

£+ p.We'll uparade it for you

The bigger, better Spectrum keyboard

The Spectrum + measures 127" x & It has & lange typewriter:style keyboard
with: rarg, mouided keys You'll find the new keyboard has a smooth, positive
achon - kéal for ToUCh- typing. WOrd processing, Simulation programs. and
extended programming sessions. Two retractable legs give a perfect typing position.
Tnere are 58 keys in all, including 17 new keys. Programmers will be pleased

tosee dedicated punctuation keys a space bar.and separate shift keys for graphics
and extended modes. And a reset button allows you te clear @ program from your
tomputers memory without disconnecting the power supply

HOW TO ORDER BY MAIL
1 Hyou require us to do the upgrade for you please send £51.90 + £1.50 p + p. Total £5%.80.
reeed 0 TUrn your SpECITUm into the stylish new Spectrum +. You don't even 2.5hould you reguire the go-it-yourseif kit just sand 628,85 + £1.50p + p. Total£26.45.
need an understanding of electranics. just the ability to solder a few wires together! The: 3. Vol require your Spectrum to be repaired and upgraded to aSpectrum Plus we have a
beafsetin the kit gives clear, step by step INStructions. Ifyou're not sure aboutdoingit special offer price of just £50.00 complete.
YOursel, don't worry. Simply return your 48K Spectrum to us and for £31.80 + £150  Orders can be placed by using your Access Card on the numbers below

with the Spectrum + |n mind. S0 the Sinclair upgrade adds stylish looks, new

capabilities

The official Spectrum Upgrade. Naturally your upgraded
computer will accept all the peripherals in your Sinclair system-

Interface 1, Microdrives and so on - as well a5 all Spectrum software, I
Just as important, new Spectrum software and peripherals will be designed
. and new potential for the Future.

Cursor controls Comma
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KMIGHT ORC
Rvailable in August:
AMIGA [Disc] - ATARI ST [Disc)
To follow soon:
IBM PC (Disc) - MAC (Dise) - APPLE Il (Disc’)
AMSTRAD CPC (Disc) - AMSTRAD PCW {Disc)

Enter the world of Knight Ore,
The latest, most challenging and fun packed three part

ALL AT £19.95

CBM 64,128 |Cassette” or Disc)
AMSTRAD CPC (Cassette’] - SPECTRUM (Cassette’)
ATARI 800 [Cassette’ or Disc’) - MSX (Cassette’)

ALL AT £14.95

“Text version only.

adventure from Level 9.

The text is pure Level 9 at their most innovalive and
the graphics, well they are superlative; state of the art and
worlds beyond. :

You are cast as a desperate, downtrodden, evil minded

Ore on the rampage in adventureland.

At all good retailers or direct from:

For generations the Humans have been persecuting
RAINBIRD MAILORDER

Ores, which is hardly surprising as Ores are singularly
Ta order enclose a cheque/PD payable to un_pleﬂﬁﬂl‘lt creatures. '
BRITISH TELECOM ple stating machine,
casselte or dise, and number required and send to
RAINBIRD MAILORDER, PO BOX 394, LONDON N8,
Or calt the RAINBIRD HOTLINE on
01-348 8618

quating your Recess/Visa card number,

Now il's time to redress the balance,

Remember, always state your Name, Address and
Postcode including the reference code printed below,

& prices imclude PER Alow 28 days Yor dafivery

With 70 characters to contend with, masses of spells
and puzzles to use and solve, you'll need all your Orcish
cunning if you are to reap your ultimate revenge,

But be warned adventurers, for all is not as it first
appears in. .. knight Ore!

Screen shots taken from the Amiga version, ®

Retl:Crash 10/87




| PAUL EVANS plugs
|into Micronet with a
| new CRASH column

RAI!‘! RAIM I'-i.l’.l'\.l.

'm sure ¥

SPECTRUM
SPECIALS

1 Micronet t

> Micronet: an alternative to
| meagadestruction

800320014

T

w’f_]BI’—i :)E

= ~

MIC

i'--t

Microfair Ticket

Uploader tape

nic KP1081 print

MEMORY

VIEWFAX, one of the Prestel IPs,

agB:.- Gan still be aﬁ-..essad
becauseiney haven tbeenerased
- have a ook at page "258258+
{Faor those who don't have a
moden, |'llreveatiis contents next
timel)

TELEGAMES

lot fastet
T networks.

UWinnmners

ver

7th Aug

sion 9th Aug

ey 10th

Aug

12th

ARug
.

FALLING OFF
A LOG-ON
SCREEN

TI-IEmcenﬂy updated Prestel log-
| onflog-off screen is SO DULLI
the new computer tones are
trouble. You can now
to ith a modem
a different speed from the ;
at’s OK, but ﬂn;wlrr!hyg modarn
crashes every time | log off.
_ I anyone has had similar
trouble, please contact my
mailbox

128 SOLUTIONS

them. IFs on

: THERE ARE TRICKS to make the
2 from British Airways

ariginal black 128 wark with the
VTX moderm.

Justfita +2 ROMin plageofthe
128 ROM (the +2 works fing with
the VTX). GPC supplies these
ROMS for around EB ring (D772}
555034

(b St

[=]
=

@

Oryoucan buy the £22 Specira
Gomms ROM, which goes in place
of the origingl VTX ROM: it
contains new comms software
whieh knoeks thie VT X software for
sht. But be warned: fitting this
ROM will invalidgte Britis
Tetecom's VTX approval.




PRODUCER: Terry Taylor
PRICE: £1.99

¥ lus Qurr‘fed adventure
ffers much more than

i .'-a CUrsory glam:e might
T usuggesl The theme
~eeret chosen is one | much

El’t]OY ancient Greece — which |
think suits the medium of
adventure very well (though
some unfortunates may well
recall curiously inappropriate
Latin  lessons  whic have
irrevocably  tarnished these
wondrous Greek stories).
Another plus for reviewers like
myself is the superb information
I:lack received with the game —a
for all budding software
producers, who sometimes
overlook the importance of clear
instructions and information in
developing product identity.
Your Herculean task in this one
is to guide Hercules through a
series of lasks (12 in all) asked of
him by Euryslheus to assuage the
strong man's guilt over cutting up
his own family. HercuEzs

THE LABOURS
OF HERCULES

Gb

behaviour which is, of course,
completely out of character, is
explained away by his good
friend, Theseus, who reminds
him of Hera’s curse upon him. By
Emng to the oracle our hero finds

s way of gaining grace: he takes
l}n the 12 tasks which by and

r}e must be completed in the

er set by Eurystheus.

Your journey will throw you
into the fascinating world of
Greek  mythology. You will
encounter the fearsome Hydra,

the Minotaur, Cerberus the
terrible uvardian of the
underworld, and other

characters from the realms of
legend. Ex; ‘rlore ancient Greece,
Cross plains, negotiate
dangerous mountains  and
treacherous swamps, and sail the
vast ocean to distant lands and
islands . . . sounds like a holiday
brochure from the days before
Club 18- Tﬂ

h it's a Quilied text- only
affalr, e Labours Of lPrf‘ua'Ps is

very engaging piece

soflware, and |1E|as chosen some

P The mythology of ancient Greece and the technology of today make for an
evocative challengein The Labours Of Hercufes. (It's text-only;

is is the load-

ing st:rq_unj
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superb legends from which to
create its problems. The location

descriptions are often quite
evocative, as in the case of the
Royal Throne Room: ‘This room
surpasses anything that Hercules
has ‘ever seen. The walls are
adorned  with  magnificent
frescoes depicting all manner of
exotic flowers, birds and animals.
The floor is a huge mosaic, and
tells of the batile of the Titans. At
the head of the room is a huge
marble throne, and seated on
that throne is the regal figure of
Eurystheus.” It is from this
location that the tasks are meted
out.

The EXAMINE reports are
contrastingly short, but the
imporiant thing is that just about
everything can examined,
whether central to the plot or
mot.

A good theme with good
problems — what more does an
adventure need? The.Labours OFf
Hercules is available by mail
order only from Terry Taylor at
20 Lee Road, Bacup, Lancashire
OL13 OFA.

DIFFICULTY: made easier by
referring to the Greek myths
GRAPHICS: none
PRESENTATION: redesigned
character set

INPUT FACILITY: verb/noun
RESPONSE: fast Quill
GENERAL RATING: interesting
theme and plot

Atmosphere 74%
Vocabulary 73%
Logic 1%
Addictive quality 75%
Overall 73%

PRODUCER: Stephen
Wadsworth

{he John Peel slot here —
i no-one has quite picked
; up on this game as yet,

. ‘so - presumably many
Tms=eE goftware houses
who've received it might well
look here to see what | thought of
it. The Guestis a very competent
game and this is in no small way
due to its very safe background -
ie The Quill, Mustrator and Patch:
most of the game was in fact
written before their successor,
PAW, became available.
However, there is a niggle even if
its source is fully explained by the
author himself: due to the use of
airbrush ‘and inverse airbrush
effects, which give the pictures
above the text more texture, the
graphics appear slowly and this
proves irritating when trying to
move the pace on a IIHL over
familiar ground. Apart from this
qualification, much is as you'd
expect — the coherent plot and

‘review

THE GUEST

setting taking their inspiration
from the ghoul-ridden and
vampire-infested works of Bram
Stoker and Stephen King.

The adventure seems very long

and is set over two parts, the
second being the more difficult.
At the start of Part Two you type
in a set of codes which must
correspond to some useful items
from Part One. Because I fluffed
one of the entries; | had to make
do without my fragment, an
important item irom the first
episade.
- The notes accompanying my
were  truly
marvellous and included maps
and some rather interesting plans
of Riverpoint Castle overlooking
thie Fief Of Riverpoint.

These lands are owned by the
Bistrize family, headed by a
Count and Countess. The Count
has fallen ill with an inexplicable
malady and the Countess turns to
you, The Guest, her personal
champion and servant fighter, to
sort things out.




P e

| almost exhausted and

B It's a case of Ouilked until undead as you search for the Nosferatu, hidden in

the shadowy world of The Guest

Things are pretty bad when
you arrive. The villagers have
shut themselves in the village hall
to avoid their brethren who have
joined the undead roaming the
area: at the start of the
adventure, their strength is
their
morale low as no-one has seen
the Priest Canen for three days.
No doubt you, the hero, can turn
things around with a nice pot of
§trong tea.

The other character in this
adventure is Hara, the Wise
Woman or Grey Sorceress —
‘grey’ because her magic is not
fully white and not potent
enough to  vanguish  the
Mosferatu, the magical demon
behind all the queer goings-on.

Hara is a useful first stop on
your investigative trail: it is she
who puts forward the theory that
the MNosferatu is behind the
count’s sudden fall from
health and his journey into the
twilight world of the undead.

To complete the adventure
your thankless task is to rid the
village of all these ghostly undead
beings floating around, penetrate
the castle’s defences, destroy the
Nosferatu, and round off the lot
with a mystery bonus mission.

Playing the game vyou
immediately become aware of
the slow graphics, but the
redesigned character set s
atmospheric, if a little difficult to
read, Particularly difficult are the
runes that represent your input:
these are so hard to decipher that

ou are never quite sure if you

ave made a typing error.

The location descriptions

aren’t the most interesting I've
ever read and where they do tend
to wax lyrical you'll normally find
them repeated often, along with
the lines ‘you can hear the birds
singing’ or ‘the east sky is lit with
the orange dawn light of the sun’.
You're often told about the
position and quality of the light,
which | suppose adds some
flavour to the game.

The Guest-is rather a good
Quilled game, It has very little in
the wa¥ of Earthshaﬂeringlr
original features but, as with all

mes written on utilities, it
shows a certain competence. The
slow piclures are the exception:
only ene seems to have
warranted all the effort expended
in the airbrush technique which
is responsible for the delays. In
conclusion: a theme and
good  playability, but the
i:rograrrunh'lg is perhaps just a
ittle boring.

DIFFICULTY: Part One
reasonably easy, Part Two much
tougher

GRAPHICS: stipple effect,
average

PRESENTATION: decidedly
average

INPUT FACILITY: verb/noun
RESPONSE: Quill, but graphics
slow

GENERAL RATING: competent,

but perhaps a trifle dull

Atmosphere 65%
Vocabulary 67%
Logic 69%
A.d%ictive qualities 68%
Overall 67 %

»
e

DARGONSCRYPT

PRODUCER: Venom
Games

PRICE: £1.00

AUTHOR: Mark Lane

& i in near-total
i = darkness. The reason?
Repsilak, Prince of the
Shadowdwarves and
== lord of all

“Shroudworlde, has invaded the

upper lands from his domain
deep beneath the ground. His
objective is to claim the upper
lands as part of his kingdom, for
then he would be the supreme
leader of all Dargonscrypt, a
large separate continent.

With the arrival of Repsilak and
his power of black magic, all

ness starts to fade from the
land. Now the final object in the
whole of the continent is startin
to succumb to the prince’s hlacE
magic: the sun, the very source
of light and life itself. When the
sun finally does become
exhausted it will go out forever;
the land will be in total darkness
and Repsilak will be triumphant.

However, there s an
alternative: if the elixir of light
and power can be concocted
then the sun will absorb the
magic given off by the potion and
regain its strength. Repsilak will
be defeated. Can you discover
the secret of the elixir? If so, then
you will be able to rid the land of
Repsilak and peace will return
once more.

So goes the blurb with this one,
and | can't really make up my
mind whether it's just soft in the
head or rather clever. The game
itself does appear just a bit sofi:
two-thirds of the screen area is
devoted to the title and the name
of the software house is
permanently displayed with a
simple and very small picture
over on the far right. Needless to
say, none of the pictures would
win any awards, though at least

rather well - the layout is well-
balanced and easily mapped.
ftems are carefully scattered
about, usually one to every other
location or so, and after about 20
locations, associations, whether
justified or not, begin to form.
The objects of the first area
thounded hy a pile of rubble, a
deathly door and a waterfall)
include a parrot caﬁe, a trowel, a
quill, a silver stick covered in
small thorns, a crucifix (doesn’t
every adventure have one of
these?), chalk, a plant, and a
water canteen. Put these last two
together and you see the plant
suddenly put on some growth
and uce a seed. You
immediately ask yourself if this
could be linked to thee trowel . . .
How vyou find the water
canteen is a liftle strange — on
your first visit to the sand caverns
you suspect nothing but, when
you pass by again, without any
prampting whatsoever up comes
“You dig in the soft sand. You can
also see a canteen of water.”!
The happenings at the deathly
door aren’t too convincing
either; the parrot squawks
‘Snakivor! Snakivor’ only when
it's too late and you’ve passed the
snake to your death at the door:
but much more curious than this
is the fact that you left the parrot
behind in its cage in the small
cave, way back on the OTHER
side of the map. Perhaps these
two disparate locations
somehow connect up.
Still, Dargonscryptis not bad at
all for the small sum asked. It's

available from Venom, 77
Hampden  Close,  Bicester,
Oxfordshire OX6 7UG.

DIFFICULTY: easy to get your
teeth into

GRAPHICS: very small, and
simple

PRESENTATION: average
INPUT FACILITY: verb/noun

they're drawn quickly! The textis | RESPONSE: fast
unrefined Spectrum lower case, | GENERAL RATING: good value
Ezl:ih: the scrolling Lexl at the

ttom moves in such a manner
as lo leave the end of the last ctmols;plhere zg:&
location description topping the HEADHaEY
new one. LDS'F A 5 69%

But despite the presentation, | Addictive qualities 70%
the game as an adventure plays | Overall 69%
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There was a super
mailbag for this month,
with some good,
detailed questions | can
get my teeth into. Let’s
kick off with a recent
release, Legend Of
Apache Gold.

LEGEND OF APACHE GOLD

ANDREW JONES of Leicester is
left hopping mad like some Indian
round a campfire by the

following puzzles:

1 How do you get into the mine?
I get stopped by the dancing
Indian whe comes out of the

2 skull.d ;i
How do you avoid getting your

burntin the desert? itsays
ou need something on your
Feet. If so, what?

3 What hasthe eagle got to do
with it?

4 What part do the canoe and
crocodile play?

1 To enter the mine INSERT
JEWEL

2 GIVE FERN to Indian trader
and wear the shoes he gives
vou fo cross the burning sands

3 Toprevent the eating the
corn, GIVE JAR {; by
EXAM DOC at wagon)

4 To scare away the crocodile
SHOW HANDBAG. Paddle
the canoe with the branch.

(Apache tips courtesy of GEOFF

BLAKEY)

NEVER ENDING STORY

‘Help! I'm stuck on NES. | have
been to the Southern Oracles
cave and flown to Spook City on
Falkor. I've seen the paintings on
the wall and in my ssion |
have a cape, a small piece of
leather, afragment ol glass and a
gilt-covered horn. How do | get
to new locations from inside the
city? Is it something to do with
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the wolf, as seen on one of the
paintings?’ wails ANTHONY
PHILLIPS of West Glamorgan.
TRY: GET ROPE from the area of
the ruins and orchard, go in SW
and NW directions and remove
the planks to reveal staircase
down. Tie the rope to the hook.
(Thanks ta G BARR.)

SCOTY BURNS wonders of the
same game if the Luckdragon can
fly, and how to make it fly, and

t the crystal and the piece of
broken glass are for. Take Falkor
when in passession of Auryn and
he will stay with you, Say FLY
SOUTH if you wish to go south.
Drop the crystal in the room with
the strange machime and you will
be told how to pass the sphinxes.
(Thanks to regular JOHN
WILSON.)

LORD OF THE RINGS

JACO CEBULA of Fife writes: ‘I,
like Ryan Smith in July's CRASH,

ve mai to complete
Melbourne House’s game by
starting on the second partof the
adventure. | would very much
like to complete the first part but
my problem lies in crossing the
Brandywine by ferry. Once Sam
has turned the handle and the
ferry is across 1 find it hard to
cross because | simply do not
know the correct command,
Also, | cannot find a way through
the old forest and end up getting
lost or dying of starvation. |
would be incredibly grateful if
you could help me solve these
problems.

‘PS I you are wondering how |
got to the old forest without being
able to cross the river itishecause
| cheated and left the ring at Bag
End and went over the bridge to
Merry's house,'

Atthe landing stage the handle
has to be turned five limes: once
by youirself and twice by each of
your companions (DEREK
jEmNSL Go E from the dark

to a mossy place in the
o oy Biacein the ol
ain to a grassy place, Go SF to
a hifltep then § to a bank on
the Brandywine River. (AYMAN
HAKEIN)

DAVID PRIDDLE of Cardiff
has a problem in Game One. He
wishes to know what he can do
about the greéen knight and the
red lady. Attack the knight till e

(eating food between
attacks to keep your energy up).

At the tower kill the woman,
ignoring her promises. (DES
DAVIES)

THE HELM
‘I've been stumped by Firebird's
adventure The Helm. What is the

p:?mse of the mirror, the bulb,
and the s " wonders

RICHARD DRAGE of
Manchester. Where the
keyboard lies in the centre of a
ﬁghrbe‘? =+ .he M&ﬂm

i m. Get the octopus whil
carrying the bulb and use the
spect, to burn the haystack
to reveal a needle.

DUMNCAN LEWIS of
Derbyshire would like to know
m to open mﬁ:asﬂe doors,

t purpose { iffin serves
and where the salt is, Casile
doors: if you hold the needle pick
lock. kﬂ the doors and go S.
D griffin and it will break
the box open and reveal a
di'f:mmd. Usgm the h:.‘whw reed to
ge spring to Dead
End and the rocksalt.

SEABASE DELTA

DUNCAN LEWIS also has a

couple of problems with another
Firebird e, =

1 How g;"un mend lift No 22
2 Whm';';ﬂpe ink for 'htfepl:!
O e :

;vm El:as found l‘hei" the wy

arm. Examine the telescope

and you will see the small

metal disk used to play a

r game, Drop the
mﬁw with the
loudspeaker t attached
to retrieve the disk.

2 Fill the fountain pen with ink
from the injured octopus
(MATTHEW TUCK)

COLOUR OF MAGIC
ALASTAIR CUSHION of
Cornwall asks: ' Can you please
tefll me how to gzlofr.“tile pirate
ship in Part Four of Delta 4's
Colaur Of Magic? | have the
bucket and the three bottles of
rum, but how do | ﬁpastlhe
irate w;m guards t
: 117

Get all the bottles of rum.
Then, starting at the drunk
sailor, leave one batile per
location leading to the edge of
the ship. GET BUCKET. The
sailor should fall overboard.
Climb into the boat and keep
bailing it out. (MATTHEW
HOBRBS)

LORDS OF TIME
‘How do you clear the siream
and what do you do with the
lonely narcissus (Zone 1)1°
Sraam: i plank sith

: tie plank with rope,
drop plank across stream.
Narcissus: EXAM

NARCISSUS, give looking glass
o narcissus. (A SNAPE}

MAFA CONTRACTS I & I
‘I am stuck at 85% in Mafia
Contract If. Could you please

tell me what to do once you
have killed Rossi on the -
penthouse floor of his offices?’
asks DANIEL WARD of

5,8, press ground, 5, W,
either walk or |;a|‘l'-ﬁ:ar ‘walk’

at crossing, W, 5, W, W, open

door, W, W, N, opendoar, up,

open door, fire. Later get card,
enter code and get folder.
JAMIE CORK of

Buckinghamshire poses the

following queries:

1 Where is Vincetti’s office?

2 Where is the gun?

3 Is there any way of aveiding
‘suddenly you hear a screech
of tl):es and a black Cadillac
pulls up — three men jump out
and blow you to hits'?

1 Insert the coin. Take the ticket
from the machine and get into
thnfjtrain. Getoff at Chinatown
and say ‘goup steps”. Now
canseeaver .h;m‘warehomemf
Vincefti’s office. (RONAN O

L R

to the opposite
hotel and say ‘Lou Ferrelo’,

Show him thepﬂ;?port . Say
‘yes’ when asked if you expect
a bulletproof vest. The gun is
here as well. (ALAN
WILLIAMS)

3 Keep moving — don’t take too

fong to complete each section
af l‘gmg.lm!

Stuck in a dismal
dungeon? Can’t get pasta
24:fanged monster?
Missing that vital clue?
Just write with your
problems (and your
adventure solutions!) to
Signstumps

CRASH, PO Box 10,
Ludlow,

Shropshire SY8 1DB

Sorry — your Stumps can't
be answered personally,
but as many as possible are
printed each month




] A :
IT’LL BE ALL
RIGHT ON THE
NIGHT

Dear Derek
Thanks a million for printing m
pﬁh:atmsfm' The Eed.'_mh
Issue 42, Ilmmmﬂfm
oc ng an impor
scrofl. However (there's no
pleasing some peaple), | think |

"uishru l.srdufllmN‘
The only

mlmﬂmm:m
fitical

hmmdcemwﬂm '
 CHRISTO ﬁmwnm Myslk

YOU MU-ST
REMEMBER THIS

Ihe Imaderim wﬂl Ihm
mm s 8
béﬂler will remain n&%
ﬁr&fwlhemunule.nan’tmrrv
about this, it's just me being

clever.
'Ihe-lial below details all the:

1 NQMIETﬂhesm&BI]dnts
exactly that — no mist to
restrict the view of lcemark.

2 MOVE THROUGH
ANYTHING (lines 610-611)
allows you fo move at night

] 1 the icy wastes, to
maulafhaiﬂesataiqf
time, not become immaobile

3 KIIJ. DBYDRAGONS

es 620-621) allows you to

being killed.
4 CHOOSE AT NIGHT (lines

$30-631) i ially useful if
is especially |

ving at night through use of

3 WMRI@RS {lines 640~
641). You or your fortress do
not fose any | when
recruiting or posting. In other
words, an extra Ilmdred
Irﬂnplma:remd every time
;ﬂll use t or recruit.

BUII.IJ up {lim
650-651).

move you see I“.“.".' icture

7 ALWAYS RECRUIT tlh:ﬂﬁsﬁﬂ-
661). Ifynu use ﬂ!!

Heamrtaale

8 NO MOVEMENT AT NIGHT
(lines G?Md::’}.\'\"ﬂh this the
computer not move an
of the characters at mght, 4
only decides the battles. Only
to be used if you want a really
eaw;mnrfurmewrﬂl poke

CHOCISE,aI theltﬂ
characters are listed in a total

ufsevenm Thllelﬁamal
ve not
remntadarem

PERFECT PUZZLES

“than those with graphics

personally prefer longer
ve got to admit Level 9
m%mmphks are far mgm:es

Nnt,lwnuldlhmcummnd
¥a;lilfmmthe$cellml.4w:e
L1 T cert
waltlan: iy st
adwnmresechunmouldhe
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favourite puzzle in an adventure
was, and detail what 5. My
favourite is in Worm ©)
Parad:se {Level SJ where the sign
bbish Here’ has lo be

rruh:ﬁ to clear a pile of rubbish
and put somewhere else to build
a new one.

5 NICHOLLS, Newcastle

Grﬂpfm: vs lext adventures: I've
here before. The point is we

naw have graphic computers
with 128K of memory, and I don’t
i A e
meaningful text. |
do take your { when if comes
to the 48K-only games,

though. As for your idea about a
new section for ‘problems I have
loved’, it’s an excellent idea. I'll
gnltﬁmkmabwd#mmecﬁatefy

YOU WANT
PROBLEMS? | GOT
PROBLEMS

Dear Derek
Iam wnhﬁ this letter to talk
ing that makes or
breaks an adgnt:‘::i?lhev .
problems to be 5 ic. Yes, the
thi that drwe fEmu up the wall
";;l;p . nally write a
rale a t& grstumps
then realise the answer twe
minutes after vou have posted it.
We have read about the seven
sins of adventuring but | think.an
adventure is affected mainky by
the problems in it.
1 The Classncah 1} Frlg;hiedmm
Never having p
original Adventure, | recently
bought The Serfs Tale and
(orough I retativcly saekdy
through it relatively quic
because nearly all of the
problems fa'III‘;In:;rc this oy
category, simply because the:
have been repeated in other
adventure games (or stories).
For example, water the plant
then climb up it. Swing ever
river with rope (Kent?a].
2 The Obscure Solution
Problem
What about this for a real
palaver? In Reiurn To Eden,
throw the sweet pea to the
Ouija bird, it lays a brick.
Plant the brick whereupon it
turns into a house plant! Well
it's all very well for the author
but what about the player?
Has anybody who has played
the game (Level 9's worst)
passed this problem withouta
solution sheef? These are the
worst type of problem, the
type that can put you off
playing the game at all.
3 The Obscure Vocabulary
Problem

v

Thankfully not too commaon
and extinct in the

upper-class adventures. You
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sending

soon reach the stage of typing
in the obvious solution ?:1
e\-'e conceiv manner
ﬂhle {a thesaurus will
ip) but nothing happens till
you type it in Chinese!
4 The Logical Problem
The following problem in The
Pawn was made hardto solve
because of my instinctive
reaction to place it under
category 2 or 3 (obscure
_solution or vocabulary). After
finding neither the hoe nor
the rake were strong enough
by themselves to lever the
boulder off the path, 1
removed my shirt, tned men-.
together and tried
SUCCESS! This prob
would be classi | ed as
category 3 in a lesser
ad::‘néﬂtehhul with the
ex t language parser in
The Pawn this r:ag:ge
common place.

50 now, all you budding
advenlure writers, it is the
that control the

playabﬂltynf the adventure so
take them from categories 1 and
4 only (classical or logical). With
the whole of the 128K available
and using PAW truly brilliant

ntures can be written even

to the standard of The Pawn. The

Pawn has achieved cult status
simply because of all the things
that can be done that aren’t
ﬁ‘anmn;c;ﬁi to the ﬁnall;:lulmn,
Utﬂﬂ:ts can

examined (includin
background), people can have
interactions in mtelt-nient ways
(no set phrases like Sherlock).
Objects can be tied together or
filled evenif they have no part to
play. Too many adventures fall
into the trap of only letting you
act upon solutions to prob
rather than giving freedom in
movement.  Surely the Golden

15 only just mnmg in the

ntunn Wi

I WII.LMMS Lincolnshire

You lost me at one point, but
otherwise an_excellent letter. |
particularly liked the Chinese
comment and the part about
getting - the solution just after
offaplea—I'msureman
readers can relate to this. §
Hrerreadersmaybesfm:konlhe
same parfs of an adveniure and

Signstumps provides help. b

ANOTHER ONE
HOOKED

Dear Derek

I used to think no discernin
player could be converted fro
arcade games to adventures - but
now I'm eating my words!
Because | live within a short train

journey’s distance of London, |
along to the Microfair in
search of cheapﬁznns Indeed, |

found what | was ng for, The
Sentinel. Though 1 only took a
tehr;;er Istill had a pt(ia:hlz.ll lulle:;f
ge; consequently | hunt
for another bargain. For some
quite unknown reason | walked
over tﬁlﬂ E::Iveur;alre sl?‘l:!;:t
Searching through 1 pi up
The Price CfMagik, a Level 9 adv-
enture. | suppose it was the
artwork that first attracted me to
it, but | couldn’t help noticing
what was at the bottom of the
cover; ‘A CRASH Smash . . .
CTWPick of the Week . . . " etc.
‘Gripes!’, I thought, ‘some
me!’. Readily parting with my
few pennies I left. Since the
first time 1 loaded The Price ©OfF
Magik 've been hooked; | didn't
Fumsthawmuchfunllﬁld
missing. To give some indi-
cation of how good Magik is, I've
played it more than The Sentinel,
which is really saylnﬁ someihmg,
seeingas The Sentinel is probably
the hest nonadventure game to
hit the old Speccy.
This letter is aimed mamhr at
so-called arcade freaks. If yo
have never Med.tduenmrm for
Grudd'’s sake buy one (recom-
mended I:i'r CRASH of course)
and try. it’svery annoying having
wasted years of computing not
knowing what you are missing.
JAMES HOME, Kent

l can't reah‘y print your address

Eames — as you

ﬁues — in an organ as d:i'p

ied as CR SH, }'ames bt

pul your sw, in local shops and

fanzines, ich- I'm sure will
elicit a good response.

onadvar!unhg-—ff’s mice to see a

to those arcade chauvinists

think alf ad'wenmm are dry,

mteﬂr.-cimf
DB

MAKING A
HASHI OF
KOBYASHI

Dear Derek,
Please print the solution to the
Wisdom and Undemm:ling
doors in Kebyashi Naru which
Ewan McEachran of Staffordshire
submitted in Issue 41. 1 have been
getting nowhere for two months.
Isi you can’t pnn}dthe solt::dm': in
ignstu could you send a let-
ter with Iﬁiem
DAVID CAYZER, Tyne & Wear

Well, David, I can’t send you the
solutions — Adveniure Trail is a
magazine column eonly, and |

haven't the time to tun-espond
with readers on a personal level
tso DON'T send self-addressed
stamped envelopes - | will

endeavour fo answer as many
queries  as  possible  in
Signstumps). -

But good news now - below
are solutions to the two unsolved
parls of Kobyashi Naru. (Ewan
McEachran sent in solutions to all
three parts of Kobyashi Naru for
the Advenlure Trail Extra, but |
decided to print only the Knowl-
Eﬁ so.funm then, just to tan-

WISDOM

There are two ways to do this,
but mine fs more fun.

1 Activate the solance. Pull it.

This will free it of the meat

block, IMPORTANT - activate

itagain (this will deactivate it}

Go north. Analyse tunnel — fo

find a cliff. Analyse ciiff fo find

an omask — like a gas mask. Get

il Use omask.

3 Goeasrnﬂwufmdaglant

srail called a Silicoid. Activate

solance. Cut antennae. Acti-
vate the solance again (fo

dGearfwm "{kbr e

o east quic you can go
no further, Swin cenire to find

a giant clam. Use solance,
which will block its jaws, Swim
clam. Gel pearl, Be careful not
to get the solance here — if you
da, death will follow.

5 Swim water. Ascend fany-
thing). You will now be on top
of a cliff. Descend cliff.

6 Go south then east to finish,

UNDERSTANDING

1 Analyse megavnil. Aclivate
megavnil. Gel lasalite.

2 South, east, jump pit, east,

3 Driods will appear, and if you
analyse the yellow area vou
will see a strange wheel, n‘mns
the object. Do not
Activate lasalite so it maﬁ"a

LS

.

strong ma; . Drop it
— this will attract the wheel,
but also the driods.

4 Go west, Throw the wheelinto
the plf One of the driods will

:p,amfyaurhen,mmp

5 He mﬂ remove you fo his
perch. Analyse perch to find a
secret . Do not go
down. Go wesl, Analyse pass-
age to find the lasadroid near.
Activate the lasalite. Use it. Go
east.

6 Analyse computer — yvou will

ind some buttons. Activafe
computer, Then go south, Get
wheel (again). Reitrace your
sfeﬂi;& e start. Hf‘]'ﬁt. Tﬁe“fh
jump west, nork, go
north fo finish.
The ending is very tame.
DB

Send your queries to

SIGNSTUMPS,
CRASH, PO BOX 10,
LUDLOW,
SHROPSHIRESY8 1DB
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frware features
pikers riding for

release of the game, Mirrorsoft is also
h the ultim — five winners from
group 1 delinquents

action-

ob.
What's Super Action? Well, it's @ madcap company
consisting of people who don’{ live in broom cupboards and
have never peen known to let a even 2 sticky-bun crumb
knowingly pass their lips; instead, in sea fthe ditferent,
ialise in action gports and ev ded people
in search of excitement.
it you don't fancy riding or a Trimoto, of a
Meteorite buggy or taking part in a spot of archery « - -
don't bother entering the competition. if, however you're
the type who lau hs death in the face and eats three
... Dn gecond
demo

1?7 Good, now chec
notes this time, 'c0S the answers to the following questions
are in the tape ~ somewhere = or around it!

4 Whatis the name of the Mean Streak track and what is it
petter known as today?

2 How many Jevels are there in Mirrorsoft's Mean
streak game?

3 Whoare a)the designer and b) the prug-rammer of Mean
Streak?

Got that? Right, put your angwersona postoard or the pack
of a sealed envelope and rus posthaste, to
MEAN STREAK T GOHPETITIOH.
CRASH, pO BOX 10, OW, SHROPSHIEI.E.
sys 1DB.

Entries should be in by Friday 23 October, and you must
include your name, address and a telephone number
where we can cont [ rrange the day out if

in. Right, get cracking. | ve a go at some
shark-wresmng to soothe my nerves —it's on a







[T*thve knife-edge world of the vigilanfe s

AERSEEs no place to rest, notime to think - < W e -
but look sharp - there is always time to die! From the city subways to the ganglanﬂ:hetms you will abways
encounter the disciples ofevil whose mission it is to exterminate the only man on earth who dares to throw down
e = the gauntlet in their path-the Reregade™A breathtaking €onversion of te@mpade hit by
5 Taito now for your home computer, With all the original play features.
PLAY RENEGADE...PLAY MEANE=

e

= o

Jeensad fram = Tato Corp . 1886 Programmed foe Amstnad, Spectum, Commodes by imagne Software

Imagine Software - 6 Central Street - Manchester M2 5NS - Tel: 061 834 3939 - Telex: 663977
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THIS TIME I'LL TAKE MY
IALENTS TO THE
PROFESSIONALS.

s TS e L T,

MY LAST GAME GOT NOWHERE
BUT | JUST KNOW IT WAS
GO0D ENOUGH.

WO CEAN

BUIHRH mfm” tFyou haven't heard of Ocean then you're probably not the

person we're looking for, (unless you've been living on another planet, in which case we'd be delighted
to meet you).

Ocean Software is sold worldwide and its producing maximum sales revenue. That means a lot of
money for someone. That someone could be you!

/ 30! HOW DO YOU MEASURE UP? / We're locking for people who want to make their

names in program coding - graphic/games design - music and other related computer skills:

It you have experience in the Software industry, all the better —its 2 distinct advantage, Ideally we'd
like you to work with us here, where we can give you the training, suppoert, equipment and advice
that will help you grow, but, if you insist, you can work on a freefance basis (providing you are
good enough). d

And tallang about freelarice; wie're always looking for finished software to market successfully
and we can transiate original programs into every refevant micro formal. And becatse weare
one of the big?esL we can guarantee big payments - in whichever way you want, outright
purchase, flat fees, royalties, paymentsin advance - if your work is good enough, the sky's the
limit—remember we work and publish in both 8 and 16 bit environments - warldwide - 50 no
projectis too large (ortoo small) for us to make the most of its potential.

AH mﬂ Haaxfp? Then contact us today; telex, fax or letter We promise we'll

treat your comespondence in total confidence, We're waiting for you to byte {sorry about that)

Garry Bracey, Telephone: 061-832 6633
Software Manager, Telex: 669977 OCEANS G
Ocean Software Limited, Fax No. 061-B34 D650

& Central Street,

Manchester M2 5NS.
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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,

The Apache...

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

Please send
Name (block capitals)

I enclose £
or debit my Access/Visa card. Expiry date

GUNSHIP is available for the CBM 64/128K, Spectrumand
coming soon for IBM PC and compatibles.

® SOFTWARE

fTHE PCW.SHOW

STAND No.1511

copy/ies of Gunship CBM 64/128 [] Cassette £14.95 []Disk £19.95.
Spectrum [ Cassette £9.95 [ Disk £12.95 [ Further detils.

Address
Post Code

including 55p P+P. Cheques payable to MicroProse Software Ltd.

No.

MicroProse Ltd., 2 Market Place, Tetbury, Gloucestershire GL8 8DA. UK. Tel: (0666) 54326. Tix: 43422 MPS/UKG.
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There's been an alarming slump in the number of wargames finding their
way to my garret in north Oxford. Either all thasabm&pauﬂieﬁhgma

and a percent system such as H usesis aiot more
accurate and mrgtsthgman just giving single figures. This is the way |
= ing:

is sometimes diffieult fo disentangle from Graphics but

in theary it covers every aspect of the game except tht:'rge
packaging, the sase with which orders can be given, and anemr
-aesthetic impression the screen display gives are. all eonsrdarad
Presantaﬂanmtavammngm a strategy game, hmmslasanaxam
candidate with neat handw is more likely to get a sympathetic
marker than an illegible scrawler, a tidy and appearance
makes an immediate impression on consumers and reviewers.

Graphics in are always-a . They can rarely do
as much to conjure up an atmosphere as arcade lce can, and have
lo be content with being representational. But this doesn’t mean that
wall-drawn and clearly-set-out graphics can't lmprcme a wargame,

Rules are e.ttremag} important ina wargams particularly a historical
one. It isn't so much the case with wargames, but some
Commodore games are virually rulebooks wi'th a bit of computer
animation. | always commend

ROUNDHEADS

Producer: Lothlorien
Price: £9.

ALL ABOUT IT

wargames and ex athemsefuaeWmlg:arcasmhwsMemam

m:omny.a;fthe m!ﬂﬁ‘mahase&hm them

A couple of months i lahadmyraunqsays’tmmdataﬂin

Manoeuvres, my column in CRASH'S Comanodors sister Z2API 64.ang

nmmmmmmﬂmmmmmm
‘Ratings very artificial, and quite unscientific; are the accepted

wawfsummmgu impressions in the worldofeo r-game reviews,

historical material and cmmlainaboutlts-.
“absence, It's important that if the game structure is complex it should be

explained in sequential and idiot-proof detail, and personany llike to see
the gama mechanics exposed — thou t:ﬂ'narpaople

Authenticity: taken with any i wgamalspamwlaﬂy
authentic, If you think about it, you wouldn't really want it to be — all the
blood and dead bodies and deafening shells and gunfire would riot be
entertaining. But can create their own: Land the player
can feel involved in'the world the game reflects. it* Bﬂlaequivaﬂantufauf
wllling suspans&m of disbeliet watching drama, and it helps, of
coume. if there are no obvious factual blunders or intrusive bits of

pmmw all computer. garers know what playability is. it's the
tnatstaps you pre fase{ switch, or pulling out the power
yaumsﬂilr(.inn aru moadel. Itsmaqualrtymﬂtcanhave

ou zapping or naﬂecu or assault-breaking into the hours.
h wargames, irh:a wnures.mmoresadslaand detached than
artg% shoot-"em-up still find seven hours slipping by

undetacted it you get Irwoivsd In a really playable game. Playability can
be disrupted by the smallest things, such as computer onent fums
which take just a littls too Jong and or scrolling menus which are just
sﬁghﬂ ‘too.complex to work. A ot of shallow and dead-end games can
ayablaat first, and | comment on that honestly,

garne can be greater than the sum of its parts, and | don't
fealthatﬂmoveraﬂ percentage rating has to be a cocktail of the
preceding ratings. Beautiful graphics or badly-produced rules may be
irrelavant if the game itself is a turkey or a classic.

Tha ratings are only my personal assessmant. In the main body of the
reviews | try to be as dasmmheaapmsiblssoyoucmdmée
imespective of what final percentage it gets, whether youwant to buy the
game or not,

but | do know that Oxford was the

Royalist capital during the war and
that King Charles i lodged in
Christchurch college.

> mmmmnmmww

All the major cities in England
had been forced to choose sides,

This s the first wargame I'va seen
based on the ‘Civil War of
ﬂ'mﬁdus which seems odd when

by
anhumasts who delight to dress
up in period military gear and fight
it out in the namauiiaI:ng-EiaaE{
cause, Roundheads isa
tamndansa&aentuepadm

‘& Spectrum.

In October 1642, the Englhsh
@w’ll ‘War broke out betweean the
Gavalier forces of King Charles |
~and the Parliame arrmrladby

AR

rqvmmr. fnr at Iaast | cqn
| game has taught me anything . .

lifs

and the very brief scene-setting
Roundheads

paragraph in the
rulebook says that as the game:
starts the Parli forces —

known as Roundhe. sth- have
their greatest support in the south
and east. Thay are also negotiating
for Scottish support, which the

pitchforks

ns. leaving their fields, and
ral “behind one cause or the
other.. has not done much for
the country’s agricultural stability,
and food suppnasam restricted to
whst the passing troops can

Roundheads ambitiously
Hﬂmms‘turecfaalethesnhrewar
both factical and strategic
!avala. You can move whole

armies up and down the country,
CRASH October 1987 103
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gav;dmdyouou:hmm
&l ol than
Dteg S

s for Garn?s
Workshop's apparently never-to-
be- ten classic, rg\dam i
CRASH Issue 16, seemto account
for half the mail Briefing receives —
but this month’s column is
ABSOLUTELY THE LAST WORD
on Chaosl (She says - Ed)
James S Smith of Dumbarton
in wast Scotland ests soma
unusual of using the spells. If
you've just killed an opponent,
stand one of your own creatures
on the same space and cast
Vengeance, Decree, or Justice Of
Dark power on it. lf the spell works,
your creature will be transfigured
into a remarkable likeness of tha
recently-slain opponent. This

sounds like a bug!
Gooey biobs can be used
in ways which nature never

intended. Cast an illusionary
craature, and allow it to be
covered by a gooey blob. When
the creature is freed, itis
disillusioned. In Chaos'this is a
goed thing.

If you mount a resurrected
horse, pegasus or manticore,
become an undead creature, But
entering 2 magic wood, magic
castieor dark citadel loses you this
undead status.

lan Day of Preston in
Lancashire describas how to get

BRIEFING

hold of a dramatic spall called
Turmail, which works every time
and moves everything around the:
sCreen — sometimes with fatal

results. It can befoundina
magic wood, can only be
taken if you're in a tree. And be

patient ~ the Turmeil spell only
appears every hundred tums or
S0

Moving on to that other
venerable classic Theaire Euraps
(PS8), which has recently been
rareleased as part of Conflicts
1(reviews: Issue 28 and 42
respectively), Paul Hindle of
Lancing in Sussex makes the
following suggestions:

Never ever launch more than
two nuclear strikes in a game.

Nevertum on the reflex system,

Don’t let the computer choose
enemy citles as nuclear targets.
Enemy armies maka much er
victims..

Ghemical strikes are pointiess—
they adversely affect your end-of-
‘game rating, and you rum the rigk
of nuclear resgponse. ,

Play as NATO, because if the
computer plays NATO it doesn’t
fight back!

Finally, a plea from M Berry of
North Bridgend in Wales: ‘Has
anyene got a poke to stop the
whistling noise the artillery makes
during Armhem? it's driving me up
the walll’
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cutting down cornfields on ‘the
way; or you can fight single battles
with small forces. The two phases
of the demongtrate how
different reality scales affect
wargaming, and it's interesting to
see a ibination of the grand
and the detailed. This featura

On the strategic level, the
screen presents a map of England
which is featureless apart from the
noughts and crosses of the
opposing armies. In the ocne-
player game you have to be on the
side of the King, which gives you a
slight advantage at first; the
C&galbr;\rmie's are beﬂeg_l—trair;;g
and slightly stronger than
Roundheads. But the Scots soon
come marching south to aid the
enemy, so the rules advise the
player to make the most of his
superiority.

Incidentally, the lack of choice
of sides in the one-player game
makes the title Roundheads seem
a little inappropriate, and because
Roundheads And  Cavaliers
appears on the bottom of the
screen | suspect there was a last-
minute title change.

The p-tfa)rerh&s oorrflhmaand oftwo
types of armies at the strategic
level; real armies. and 'trained
bands'. These latter tonsist of the
peasants-turned-warriors  and
other leyal or rebellious citizens
from the towns, rounded up into
some sort of fighting force. Thay
can be used in battle, but they're
not particularly reliable and tend
to desert if they're moved too far
from home or think the odds
against them are too great.

The rulebook illustrates what the
Roundhead armies and trained
bands look like, but naglest to
make the distinction between their
Royalist eguivalents. One has to
guess. My guess was that the large
round biobs were the armies, and
the smaller squares the ftrained
bands. Confusingly, the
instructions refer to the units as
‘icons’. This may be a strictly
corract use of the word, but it's
certainly incorrect in the context of

THE BEST

a computsr whare ‘icon’ is
always to mean a control
symbol.. Here, the control system
is a simple cursor-selection, which
allows the player to move armies
speedily. As the armies move they
gather food points, which doesn't
make sense; after all, wargamers
are more accustomed to armies
consuming food ‘and resource
points by moving. A food riot can
therefore be quelled sending
the troops on a quick back-and-
forth trip across the countryside.
As the cursor is moved around
the main map a window at the side
of the screen scrolls  neatly,
showing a blow-up of the area
cumently under the cursor. The
side window also displays more
attractive versions of the
counters, with the Royalist army
represented as crowned heads
and the Roundheads looking like

_genially smiling grandiathers. This

seems more useful than itis.

The close-up doesn't
actually show any: extra detail
apart from mysterious little
houses, invisible on the main map,
which may be intended to indicate
cities. It's difficult to tell, for the
rules make no mention of them.
There.is na way of telling which
towns and cities are where,
something | regard as very
unatmaospheric. If there was no
room on the screen display there
ought 1o have been a map in the
rules to give a bit of colour and
structure to the landscape . . .

The armies and trained bands
are defined only by their strength
and the amount of food they carry.
it would have improved the
coherence of the game immensel
if the armies had been i ified,
even in the most rudimentary way.
As it is, there is nothing to give
them character and imaginative
iite, and even if dire ¢ i
do follow maoving a trained band
too far from its place of origin it's
not aasy to keep track of where
each bunch of pickaxe-waving
peasants ought to be,

This is a pity, because in the
tactical-level battles there’'s a
great opportunity to tie the two

OF ENEMIES . . .

Dear Philippa i

On the subject of opponients in
computar wargames, | feel |
should write about Vilean. | do not
claimto beexperienced at playing
wargames, having only six to my
credit, but! feal that the computer-
controlled opponents in these
games lack a certain quality,

In Vufcan | would aceuse 'him’
of not checking his reports to sea
if his units ate capable of receiving
supplies or attacking. On i
thetwo-player option from the set-
up.meny, | find many of his units
without supplies, or extremely
weak

Knowing this falling in his skill as
aGeneral,] have managed, asthe
Axis player, on separate
ocoasions to wipe out the

Eloﬂhern Alﬂgﬁ‘ units and mad
ighth Army, The former was done
without moving mere than the
Centauro division from the south.
The 15th and 21st Panzer divisions
held the entire English army atba;
by fortifying behind a wadi for eig
days. As the Allied units | have
managed towin “The Tunisian
Campaign” in only eight days!
idden movement cauld prove
to be an extremaly important
factor in improving computer
opponenis. |hope R T Smith does
not miss this worthwhile feature
out of his next.game because of
what A M Wright said in CRASH
Issue 42 this month. Being unable
ta see the enemy leaves the
slement of surprise. | have
frequently travelled along a road

R R A TN T T

BRI G e L T

i



» Rough edges spoil an imaginative concept in Roundheads o

sirands together. When ve
rrmoﬂ your armies amuyngum

isolated, defenceless enemy unit
you mn ‘choose to enter the

dloplay chanines entirely o Shovra

oshowa

hmu 5, qume cleverly,

bears a clear r:F to 'lhs
n

i scala is qums wrah :
!mmmdmnmlf ting all g
ﬂah‘lwm 'I'hemmhaﬂs gr;hbd?;
entitled the

3-style m and
ooks lika it's besn drawn in
crayon. The background is &
glaring blank, the infantry units are
matchstick men, and the four
tmam typusmmpremtedvsry
: It is; unfortunately,
stmngly reminiscent of those

‘extremely sarly Spectrum games
like Horace Goes Skil ’

The number of mdn%mhmhn

men the player finds !he
: Plﬁ.m mnoam
isralaledmthe

number of armies he &ngnd

_agalnmﬁiemsmy in the map on

the strategic te‘-e@ and thera's

sumemhg curiously  satisfying

rﬂhg fo the rules
ﬁul{'}iﬁwdmﬁd t;?tnd
thou alwava S

1 'falnatl"'?ill cavalry a:tl-liecy

n
make up the fightin fore,a. with
the unexpected a of s
wagons. | assume that the supply
wagons are intended to represent
the army's food stock — that vital
statistic displayed in the sirategic
map - but | see no reason why they
should be taken onto the
Gattiefield, unless the troops are
supposed to refresh themselves
with sandwiches and cups of tea
during slack phases in the fighting.
Really, they're there to provide
something vulnerable to attack
and defend, and if you sse that

you e + outnumbered
it's a good [dea to make straight
for the enemy’s food wagons and

destroy as many of them as you
can before you wiped out.
Orders are given to individual

_——

anﬂsul’mad losses from a

e

the bottom southeast of the map
ready to cut the supplies of an
overambitious Army.

To improve the shemy
apponent, in Vulcan at least, |
would suggest two possibilities.
First, the computer should check
his own reports, and second,
e “m*"*“’"’ ‘i."”.!‘*ﬂ?.fmﬁn

whic ar
cheats to
could examtna both your units'
positions and their reports,
thereby being able to plan his
attacks to greater effort. To
counterbalance this there should
be an option to play the computer
with epan movement.

You have dropped the
opponent rating, it seems a
sensible move as it is impractical
ta hope to assess an Al routine In
aweek when you have so many
other things to do. You could,
howaver, publish an opponent

rating in a subsequent igsue if you

have found the time to assessa
game more thoroughly.
A G Popkin, Haywardsl-leaﬂl

Unfortunately | rarely have the time
toreturn toagame once ['vetaken
it apari for review. I'm too busy
grappling with the next batch!

Pl

NOT A PENNY
MORE . ..

Pve had a letter from
who's trying  to. mmmmmﬂ
Spaamm

units with: a curser, in an

unsophisticated fashion. It is

difficult to exiract from tha rules a

clear u‘ﬂamtandmg how the

cambat k works. It sesms you

unit @ single order to

and then watch as it carrles

out the order, following the target
if it moves.

This doesn't seem to work in
practice, | found the only sure way
1o make an attack was to specify
each one individually, ' and
because this is a game played in
real time the old problems arise;
you ean only deal with one unit at
‘one time. To be fair, the number of
units involvad are small enough to
be manageable, though this styls
of frantic, cursor-hopping play

- does des,h’oy the aim:laphere. As

each attack is made, the 'before
and after’ strength of each unitis
flashed at the bottom of the

screen. :

] units tend to be
chi off at the rate of one per
unit, with anly minor and not very
predictable  varations.  Even
artillery: units firing at long range
lose a strength point when they
make an attack, and this seems
illegical to me. | was disconcarted
to discover that my food ns
made pretty invingible fighti
machines when | tried to attack
with them; either the rock buns are
pretty old, or there's a bug in the
program.  The emys food
T Viee i e ity in

s some inthe

of the battle scenas. Ei!ha
"defensible -area’ of terrain
allows infantry te shelter from
aftack, and though the woods and
hills seem to have no effect on
combat. it's impossible to move
across . rivers. And, like all
simplistic games, FRoundheads
has a degree of tacky
addictivenass.

The battle lasts as long as it
takes for one side to eliminate the
other, or till you choose to exit from
it. The instructions claim that you
can only do this after 15 minutes,
but this is incerrect; maybe it'sa
rﬁlsprrnt for 'S minutes'. When
you're retumed to the strategic
screen the appropriate army
counter has disappeared and the
attacking forces are depleted
according to the losses suffered.
This is where | fesl a sense of

'Graphics

involvement could be generated
by giving the units names, names
carried over 1o the individual
divisions in the battle sceres. It
would be satisfying 1o know which
divisions belong to which army,
which are trained soldiers and
which are volunteer rabble. The
distinction vanishes
anonymity at the tactical level.
There are several frritating
paints of presentation. The rules
are v and cnnftmmg. The
instructions on ng orders are
ambiguous, the Gawalmr unit
symbols aren't shown, and there's
no warning that the game has to
be reloaded if you want to start
again. The game is arfifici
slowed down by the rule whic
insists that three rnh'mtes ms!
separate ‘each to tactical
battie, a restraint which seems to
be designed 1o make the two-
player game fairer. In the one-
player versionit's simply irritating.
isn't as bad as it
looks; | enjoyed it up to a point,
and see the potential of some of
lhe thig?a ittries to do. But thera's
detail, depth, atmosphere
and — somehow - solidity,
deficiencies which are all too
commaon in Spectrum wargames.

Presentation 70%
It's reasonably polished in places,
and the orders system is so
simplistic that it would be hard to
make it cumberscme

60%

| map ig
presmtabla mlmaginaﬁm The
tactival map, though serving its
functions, aIa’min ‘the Horace Goes
Skiing school of Spectrum art
Rules 50%
Hardly voluminous, consideri
the potential of the

intn

subject, and bordering on the
inadequate
Authenticity 55%
Real-time setting destrovs the
atmosphsrﬂ. and of
cal information and unit
narmas doasn't help
Playability 70%

Certainly easy to get into, and
smoothly-flowing

Qverall 59%
Some interesting features, but
missabla

W
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stormed into the homes of

ng innocent children,
compilations of previously
released es have been lurking
on the are shelves. From the
outset compilations were
purchased for quantity more than
quality — the largest collections
seemed to give more value for
money, more games per pound.
But as buyers became more

E VER SINCE the Spectrum

prudent software houses found
themselves having to be more
selective in what they put on their
cassettes.

No longer are compilations just
collections of rejected old games.
With the growing importance of
budget software in the sales
charts (see our featurs on page
45), most compilations are now
slickly-presented and  well-
advertised packages prociaiming
value for money. Most software
houses have even set up
departments which scour the
market for games to go on
compilations.

With the supposed summer
software slump now past, a whole
plethora of ¢ ilations is about
to be released to satisfy our
%geﬁla in the dull time between

PCW Show and Christmas.

This collection of compilations
shows the dilemma facing the
buyer on the high street. Should
you go for a great big bundle of
software that you've never heard
af? Or is it better to play safe with
compilations of well-established
oldies?

106 CRASH October 1987

PAUL SUMNER reviews the latest
compilations - there’s gold in them thar
software sheives, if you know where to look

My advice is 1o stick with well-
known titles; at least that way you
won't buy a package with any
really rancid games. And whatever
you do don't discard a compilation
just because it contains a few
golden oldies — they're often more
playable than new games for
which more time has been spent
on presentation than en content.

you're going out to buy a
particular game, it's worth looking
around on the compilations first.
Mast full-price games reach their
peak salas within a few weeks, so
within a few months they can be
on compilations, where their sales

ALL TOGETHER NOW

will be steadier. If you're really
shrewd you could give up buying
individual gﬁnm;laﬂogeﬂwr. and
just get the hits all in one

- though this way you mpﬁag:
about six months behind the rest
of the software scene. Have a
good look around, there's bound
to be a compilation for you
somewhers.,

l['!'\Jf.}m-s.-: the information boxes on
is page give seach game's
original CRASH Overall
percentage and then the issue in

it was reviewed. N/R means
the game was not reviewed in
CRASH.

KIDSPLAY
Backpack

Kenp
Deactivators

STAR GAMES Ii

Gremlin

Highway Encounter
berun

Traiibizzer

Avenger

Bailbiazer

Eidaton

GAME SET AND MATCH

Ocean
GBA Baskethall

Konami's Tennis

Supar Soccer

Daley Thompson's Supertest
Barry McGulgan’s Boxing
CO5 Poot

Fing

Warld Series Basaball
donal Barrington's Squash
Hyper Sports

3T 44

2% 19

bax of four cassettes HIZQS

two Spectrum 3 disks £17.95

POWERPLAYS

Sword & Shigkd
Toumh O Syrinx

MICRO VALUE PACK
Tynesoft

Panzadrome
Tidy Tany

B8 Sfrikes Back
Steelyard Blues

CLASSIX 1

Psylraxx
That's The Spirit

SUMMER GOLD
US Gold

Tentl Frame
Impassitle Mission
Rabal Plapel
Dambusters

Bruce Lae

Beach Head Il

LUCASFILM
COMPILATIONS
Activision

Noronis Rift

Ballblzrar

The Eldelon

Hescue o Fractalus

76% 22
B5% 31
75% 21
1% 16
T 24

£R.99

PRESTIGE




=== MULTIPRINT.
el

—— ATLAST: THE MOST VERSATILE AND YET
EASIEST TO USE SPECTRUM PRINTER INTERFACE

FULLY compatible with Spectrum (4}, Spectrum 128, Spectrum 2+ — 128K & 48K
and with add-ons like Interface 1, Opus Discovery, VTX 5000, etc
‘ INSTANTL Y usable — has EVERYTHING you.will ever need in its 8K ROM-and 8K RAM

FREEZE button — to activate MULTIPRINT anytime — STOP any program, LLIST it, SAVE or
ﬁ COPY screens, use built-in MULTI-TOOLKIT, {re)set MULTIPRINT, LPRINT, etc.
Iiw

AJOY fo use ~ MENU-DRIVEN with screen prompts, one-touch commands, eror-trapped. etc.
FULLY PROGRAMMABLE - line feed, width & spacing, margins, various COPY types (text, hi-res, shaded)
and sizes (whole or parts, standard or large), tokens — all can be instantly set AND programmed in BASIC
With 8K RAM EXTENSION (for m/code or data} + built-in MULTETOOLKIT + 1.2m printer cahle
Coempatible with GENIE disassembler * Optional through bus to connect other peripherals * Fully guaranteed

S .

-— W

ONTO TAPE, CARTRIDGE, DISK OR WAFER

Laad ANY programias usual, slop it at ANY point and SAVE it = f works EVERY fime. it is Tully attomane, idial-oron?, j6st $it-ang watch

Menu-driven with prompts and one-touch commands: 1) Pushbution  2) Selict function: exitreturn/savertooliprintiump 3) Input name

4) Save program or screen to lape/micradriverwatadrive/Discovery. Speciat versions also for Disciple, Befa, Kempston (plgase speciiy!)

Needs NO extra software, fakes NO part of SPECTRUM RAM - has ALL in its own 8K ROM & K RAM
Extremely simply to use. friendty, 100% refiable: Tully arrar-trapped, guarsntesd — PURE MAGIC

Mast pawerful & efficient compressing for fast re-oading and laking minimal room when SAVING

Built-in MULTI-TOOLKIT with extensive facilities o study/modify/develon programs. Essential for hackers

Through extension bus # Programs saved with MUL TIFACE run or fheir own (except hyper fape back-ups)

MULTIFAGE has two versions: ONE or 128, Both SAVE to TAPE, MICROBRIVE and DISCOVERY but

® g (T ¢
weltiluce: one: | wMiluce (2
i *‘%" : Saves also 1o WAFADRIVE, BETA and KEMPSTON Saves atso to DISCIPLE + tape at hyper speed
? Warks an any Spectrum but in 484 mode only Warks on any Spectrum = 48K and 128K
Has a built-in Joystick Interface (Kempston) Formats microdrive cartridges to 100+ K

/(Y
Py

dIT€ § T*EFRi i TR
Complete music system: write, edit, play, store and print Q
A unique combination of hardware and software music with REAL NOTATION. Sheet music print-outs,

Applied magic for the Spectrum hackers:

o -
D that can disassembile ANY prograrmn at ANY point. great fun, ideal educational tool - superb value for money. ‘@

Just install GENIE info MULTIFACE or MULTIPRINT 8K RAM " & ! -
extension, load ANY prograrm, RUN it STOP if when you ::M" ; G.Eazgs.'rm'm ok
wish and et GENIE disassembie 1 — if is SO simple... 4 utilties for Microdrive, 2 for Watadive, 2 for Discovery, :
GENIE can aiso DUMP fo printer, SEARCH and FIND fext, | Vitalfor disc/cartridge maintenance. Ask for details i &
op-codes, etc., VIEW and ALTER contents of memory or wr : m e
Z80 registers, etc. Simple fo use, ingenious, educational. m

Essential for any micode user — solid gold for hackers. Unique mazesarcade/adventure mixture, A CRASH SMASH,

Also available: the VIDEOFACE digitizer—put your favourite pictures from a VIDEO CAMERA or
RECORDER onto your SPECTRUM ! Options to SAVE. PRINT animate etc. HI-TECH FUN at its best.

(57 N A S e e o o o Y O R - N i e s i

I enciose a cheque/PO for€, . (}.ﬂ; %,E::“;':ge;’fﬁﬁ Please send
or dabit m No | MULTIFACE ONE £39.9500 MULTIFACE128 £44.950
?EE | . . MULTIPRINT £39.950 w/through port £44.950
PRI -l =B e el | o 20l Card expiry,. GENIE GENIE128 £ 9.9500 VIDEC DIGITIZER £69.000
MUSIC TYPEWRITER £ 7.9500 WRIGGLER £ 2.950
POMIRERE. L s LR e e TRANS-EXPRESS cartridge O disk [ wafer(] £ 9.95ea

ROMAETIC ROBOT VE LTD 15 Hayland Close London NW9 OLH S8 24 hes 1Y - 01-200 8870 [C&l




TOP GAMES

i

J TS receive five Tor the

AE and five for the STRATEGY che

= of £40 worth software (your choice
the first sl

IS & arded to D Orawi

0 angine U Of goodies and a sl

d-£20 of goodies and

‘There’s been a volley of votes for the Strategy Top Ten,
reportsa M onthe scene —inter the

1
2
, though, 3
strategists seem to share opinions, and there have been only 14 4 TRE EUROPE
-]
6

different titles listed in three months of the chart, CCS's Vislcan
and Firebird's Rebelstar Raiders have held the top since the DOOMDARK’S REVENGE
| begkming, TOBRUK

First out of the upturned heimet was Matthew Verry of Dartford 7 (8] BATTLE OF BRITAIN

hmmu-mmlﬂnTmrafw-au—&lhEm, 8 THEIR FINEST HOUR
d David Brown of Stanford-le-Hope, also in Essex, A

Graham of Carlisfe, Mark Lawton of Stoke-On-Trentin 9(-) GALLIPOLI

Staffordshire andlan King of Tipton in the West Midlands. 10 /(4 DESERT RATS




1

2(5) HEAD OVER HEELS
3 ENDURO RACER
_4 (6] URIDIUM
5
6

_6(3) MATCH DAY
7 (12) BOMBJACK

8(z) PAPERBOY _ am

| 15 REA -
] L' 16 (10) FEUD MASTERTRONIC
BATMAN
GHOSTS 'N’ GOBLINS

| 20(-) AUF WIEDERSEHEN M. GREMLIN GRAPHICS

The Hobbit makes it to Number One, where its parody The
Boggitwas in Issue 40, But darkness is closing in on Fairlight Ii,
and Speilbound looks like slipping back down to third place,
whence it rose to the top last month.

David Barrows of Northampton is the big winner, but don't forget
these other adventurers: James Cooper of Newbury in Berkshire,
Chris Beck of Rotherham in South Yorkshire, Allan Price of
Leeds, and Peter Chessman of Waterlooville in Mampshire, who
met his Waterloo trying to find the voting form - presui in
Issue 43 where, sorry, we left if out, (Lioyd getting too m

space for the Forum again . . . )

LACERR= PR S L e R vl R § [ N [ o ] L H [ ] |

Adventure Top 20

1(2) THEHOBBIT MELBOURNE HOUSE |
2 (4) HEAVY ON THE MAGICK GARGOYLE GAMES
3 (1) SPELLBOUND D.
4 (3] KNIGHT TYME :
5 (5) LORDS OF MIDNIGHT
6 (11) DOOMDARK’S REVENGE BEYOND
7 (8) THE BOGGIT
8 (-) BORED OF THE RINGS
9 (10} LORD OF THE RINGS  MELBOURNE HOUSE
10 (-) FOURTHPROTOCOL CENTURY HUTCHINSON
11 {13) GREMLINS ADVENTURE INTERNATIONAL
12 (6] STORMBRINGER
13 (17) SHADOWFIRE
14 (7} RED MOON
15 (16) THE PRICE OF MAGIK
16 {-) MARSPORT GARGOYLE GAMES
17 (-} NEVER ENDING STORY
18 (9) FAIRLIGHT I
19 (12) DRACULA
20 (- N DARACH




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 OF
IT'S A CRIME THE WORLDS MOST POPULAR PLAY-BY-MAIL GAME

Write to: —
C GAMES, PO BOX 11, CLEVELEYS, BLACKPOOL, LANCS FY5 2UL




Aloha, and welcome
once more to the
wondrous hobby of
play-by-mail gaming
with BRENDON
KAVANAGH. ‘So,’
you ask, ‘what has
happened inthe PBM
world this month?’
(Well, it’s one way of
making
conversation.) The
answer: there's a
special feature on
KJC Games’s ...

EARTHWOOD HINTS AND TIPS

MATTHEW AYRES from
Southminster in Essex has sent
some basic tips for new
Earthiwood players. Matthew was
a joint winner at the end of
Earthwood 20and comments that
tho hhe enjeyed the gamethere

nitely reom for improvement.

Ae:cnrding to Matthew, the
game's biggest letdowns are its
map and the lack of extrafeatures
inthe endgame.

Aryway, on with the tips . ...

1 Never forget that 'the penis
mightier than the sword’ — also
bear in mind that one cannot
function properly without the
other!

2 Of Earthwood's 35 cities, only

17 are inhabited at the start of
the game.
3 Player characters should try to

ally themselves with a nearby
race to share cities in the area.

4 The best cities are those near
the edge of the map with high
food production. If possibile,
securea porcomerfull’ of
cities; cities notonthe frontline
can support those that are.

EARTHWOOD

EARTHWOOD may be vaguet

known to CRASH Feaders |t‘s tha
fantasy game upen which Jade
Games is accused of basing its
defunct Arcadia. But KJC
Games's Earthwood is well-

It caters for 25 players. The
player takes arole (King or Wizard,
perhaps)—and, as in most games,
whatyou are affects what you can
and cannot do.

Besides your main character,
you have contral over three
independent groups of creatures;
your character must always be
with one of these groups, and
Kau're i-cept aware of what's

appaning to the other twao.

The game is set on a large map

with 35 cities. The object is to use

ups and your powers
{r?'luﬂglqal and diplomatic) ta gain
control aver the majority of the
cities. This is done by a mixture of
exploring, spying, tradmg fighting
and avoiding monsters

Earthwoodis mmmﬂew
moderated and seems guite
popular. Each shoul-d last18
months (according to KJC Games)
= provided you're notknocked out
eartier!

Startup costs £5, for which you
receive the rulebook, setup and
the first three tums. Each turn
thereafter costs £1.50.

Write to KJC Games at 5
VrcamgsAmnue Cleveleys,

Blackpool, Lancashire FY5 28D,

SPECIAL OFFER |

ANEW VERSION of Earthwoed, called Earthwood — The Sea Ki
be launched on October 1 1987, This will be a naval version of

5; will
e old

game, reéplacing cities with islands in a big sea infested with monsters

and Non-Player Characters!

Anyone new ta EITHER Earthwood gama can usethis CRASH voucher
with their first payment to claim two extra free turns —so that's satup, the

rulebook, and fivie turns for a fiver.

Don't forget to tell KJC Games whether you're starting Earthwood or
Earthwood

~ The Sea Kings!

5 Maost city tactics are
unfavourable to the defender,
50 concentrate your forces in
tight, strong groups wharaver

done from cities {and they are
the anly suppliers of food and
aold), they are vital if you don't
have ahy good alliance tes.

possible.
- 8 Takean active partinthegame.
6 Withabit of forethought youcan Players who tgganre diplomacy
predict where you might ar are totally impassive
encounter Non-Player invariably drop out (or are
Characters (NPCs) - for knocked out) because there's

axample, free fairies in no excitement for them.

Wedchancs:. -« Thanks a lot, Matthew. Has

T The secrets of success are a ranaehagatiupsfargameamt
good diplomacy and control of covered in PEM Mailbox?
cities. As most recruiting is Send them in!

i Thfs spacia! macher frﬂm rssue45 of CRASH snrmesanew pia-yar in KJC
| Games's Earthwood or Earthwood — The Sea Kings fo two ekira fmel
i Mnsmm aadition to-the setup, rulebook and three free fums you get far
your
: Just send this voucher (the original, pleass; mot aphotocopyl) in wﬂh'
-application and startup fee. I
The offer is valid 4s Jong as tha voucher (s received by KJC Gamas on!
I or befare November 25, and needless to add anly one voucher may bel
I % rceacﬁsta.-tm(oﬂmrmeurquuss wauﬁdbepfaymgrmafarl
mon
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NEWTY BUT
NICE

STEVE NEWTON of Nawty
Gamesis inganew GMfor his
game Faction Ma n, covered
inCRASH Issue 41. Ha writes: "“Wa
are in dire need of another GM (the
response from your article was
quite incredible, which has helped
lead toour current averstretched
i) vl

respol . The payain't great,
but it'll buy a beer or six on a
Saturday night down the pub and
it'sgreat fun. I'd be grateful if you'd
send out this plea to the populace
and ask those interested to drop
me a line with a few details about
themselves

‘Our turnaround time has
doubled - some of our players are
having to wait up to ten days for
their reply, so any help would be
appreciated . . .~ .

If you have the time, inclination

PBM NEWS

IT’S AN
ORGANISED
CRIME!

NAB SOFTWARE, GMs of
Aegyptus {an involved US game
‘basad upon ancient life — review
coming soonfer or later)), has
imported another game from the
Yanks. Family Wars is set in
American cities during the
Twenties and Thirties, Players
become ‘kingping’ in 2 crime
y, and you have to control

your own turf while expanding
yaur territory and influence in the
political arena.

Alliances are possible, though
different victory conditions then

Famify Wars sounds a bitlike it's
A Crimea! with knobs on; I'll give it
an overview in CRASH in a fe
months’ tima, when I've seen the
rulebook

NAB's Nick Barnett paints out
thatthe gameis entirely computer-

turnaround to one or two weeks in
the process, Future developments
could well include computer
miﬂ;eratiun 5

t‘mwstaﬂw’, now costs
£4, and the' turn charge is £1.50

112 CRASH October 1987

andcommitment to GMagameof | moderated and should last for
Faction Magician then drop a line 40 and 50 tums. He
to Steve. | hopes to offer three turnaround
lon Magician has a new schedules (weekly, fortnightly and
address: Druids Gottage, Cam three-weekly) at different rates.
Brea Vi Redruth, Cornwall a game could continue for
TR15 : between one and three years.
But PLEASE bear in mind that For further details, write to NAB
there's a lot of responisibility Software at 7 Oakwood Drive,
involved in GMing a game! Aspley, Nottingham NGE 3LZ.
NOVA GE" with no extras. I'm curious to see
how the game has changed, so I'm
: starting up very soon; while
FVE RECEIVED lots of letters waiting for a PBM Mailbox report,
wendering what's happened to you can contact Nova Productions
mﬁ;“m*@r" reports g&p&g&x 685, Golchester, Essex
suddenly stopped arrivi s i
without explanation. ., DON
PANICIH o WSF i) B Canguesfs new-style computer-
in this month’s mailbag was a generated turnsheets are a great
letter from a new company called improvement on the old
Nova Productions; Nova hias taken handwritten ones, The map's
Conquest from Conquest Games,
and has been operating &
E-l..tpposae:'_ 3 improved version
since Jun
According to Nova's Laurence
Norman, the original version of
Conguest was too complex and
time-consuming. Steve Brunt
wisely redesigned it, but failed to
laytest the new version. Result?
umerous rule changes and an
unreliable turnaround.
So Nova has redesigned some
areas of the game to make it more
playable, and improved

PBM FORUM

A POSTCODE
WRITES

Dear Brendon
After a bit of indecision, | finally
Ioined this band of half-crazed
pathic megalomaniacs you

call PBMers. | am now enjoying
Voreon Wars 84. Thank you.

Butlhaveagrumble. If our turns
are late, do we have an
comeback to the Past Office? For
axample, my tumsheets sent from
Bracknell hava thrice been
repostmarked; once Dundes,
once Perth (what ? Australia? - BK)
and once York: Dundse and Perth
I can understand, but since when
was York in Scotland (Oh.- Big?

| could understand these
troubles if there was no postcode,
but since PA38 4BY is unigue to
Kentallen (where | five), is
printed on all of my turnsheets, |
am a little confused.

| don't know if it sin the
other direction, but | it does.

Is there anything | can da? it
don't 'arf slow things down. |
actually missed the first turn of
Game 100 because | was
&!;a:pskate- and used second

B

Angus Garfield Rae
m-

Scotland

A sad tale - but arg we really anly
HALF-crazed?

I i were you I'd send my maif by
recorded delivery. it'll cost you an
extra 20p for each letter, but it's
worth it for the peace of mind.
Thera is no insurance offered for
cash enclosed in your lefter. but at
least the Post c8 guarantees
delivery. Your only other aption s

{ad&‘mg.r#rarspna#y—atouch

WE STAND
TOGETHER

Dear Brandon
After reueivin? my It's A Crime!
results sheet [ noticed that Game
.Lf: is the cl:fﬂciai CE&VG gamel
ently, because good
publicity 400 or so C&VE readers
are taking part in it's A Crime! 14.
S0, fellow Game 14 CRASH

readers, lets ally and CRASH
Smagh them . .,
Stephen Grant
Brighton
Sussex

Not a bad idea - though
remember, Stephen, we have a
few hundred players scattered
abqurmansaﬁiergame... o

Rt & o sl

Tiabone e s
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DIPLOMATIC DIRECTORY
has been running for some time
now, and seems to be a popular
part of PBEM MAILBO

PE20 1SL
GAMES: Vercon Wars 72 & 78, Capiol
15; Earthevood 52; Arcadia 6; Star Empires
1; Conguest

B P o Bt onbe, T

TQl 1PA -
GAMES: Vercon Wars 75 (Commander

BLITAD)

*003 Travis Smith

a7 Shrmnmw Braunstone Frith,
Leicester LE3

GAMES: Smmiah 4 (55 Beli Fulie)

w004 Robert
-2.1'2 Thomron Gare, 5, Lancs, FY5

s It's A Crime! 1 (Death War-
rors); I1's A Crime! 4 (Megacity Blues)

*005 Stuart Millinship
NGy oeld, Nt

AMES: Vorcon Wars 75 (Commander
SHUTUN)

*ﬂﬁi Mr G G Manganoni
109 Road, Famcombe, Surrey

GU7 3

Samah:. Cmmw}“s World;
Slm. Au,zm*oj"d’hm !?f
Vesuwian
*007 MrC
394 Sesview l.mrd, Wallesey,
GAMIES: Starglaba 15 Stor Empires 15
Voreon Wm .Sumuhd, Man-
m
w008 Scott Macfarlane
2 mawrphm Edin-

*009 Paul Davidson

51 Waterloo Road, Prestwick, Ayrshire,
Scotiand KAS 2AA

GAMES: Vorcon Wars 60 (Commander
PEPISH ); Arcadia; Congquest

*010 Kev Wasey
9 Clarkson

House,
London SW11 2BP
G 1 Eartlrwood 30

Road, Bat-

011 lan Hudson
53 Close, Alrewas, Nr Burton-

‘?-m l.'cut,. Snm

65 (Commander
PESTIE#UQR Vm Wm ?7 {Com-
(Fan's JMMHMS:EMJ

4 Whitelands , Thatcham, New-
buiry, Berkshire RG13 4AR
GAMES: Arcadia 6 { Egg Groinside)
#013 ' Mike Adams

774 Holmefield Road, Liverpool, Merse-

gldc LE9 3
AMES:; Vorcon Wars; Conguesi; If's A
Crime! 4 [ Prissis)

*014 David Lane
23 Florence Road, West Bridgford, Not-

G
= Casus Bell 5; Player 16

‘Wnn;q,- Ilmd, esey, Mereyside
GAMES: Vircon Wars 72; [t's A Crime/ 4

750 a&“ Leicester LEZ 3FN

M‘l‘
GA&%IBJW!M ia; Ear-
thaood 43, Kings of Stee 17, Arcudm,- Is
A Crime!; Swords and Shickds

;J:Hisd.lﬂn I;?nZS?.ZB’KI_.cm-_h,
Zuid
Nﬂhuian:ls

‘oreon Wars 72 (Commander
TREB.'N}‘ Sugbbejf Dutehman)

*018 P Brunstan
Cae Mari Pwn House, Thumumwn.
Mmhyr'f'ydﬂi Mid Glamorgan, South

G:AMES I's A Crime! 2 { Deatk)

*019 Steve Vickers

26 Swinton Court, Harrogare HG2 0BB
G, 1 Soccer Star; Satumalia; Tt's A
Crimea! 4, World of Chaos

*020 B Dellar
uhwryc-m,smml London SW3

G:\MI’.‘S 1 Starglobe 4

*021 Stephen Holt
27 Rosemary Road, §
wich, Norfolk NR7 8]
GAMES: Vorcon Wars 61 (Commander
BRIDER): It's A Grime! 4 (Fighting
Uruk-Hat)

ton, Nor-

PLERs o

1Hl.g,hml!. Ferrers, Northampton-
?wglﬂbe -IEUnqu 'y Fmgn;r, fr‘:;-l Crime!
3; Casus Beili; Ass

#0123 Mmﬂm

10 Denby Lin: Gmi-g:
Wakefield, Wi Yorkalme $4EB
G.AMES Smu; (85 Obridian Fox);

*024 Gavin Marshall

%ip'l.lr Road, Orpington, Kent BR6

G : Voreon Wars 71

JI?SMRM Barnsley, 570

10W
GAMES: Aes (" Rillion” - F| Side}, Satur-
nafia (Grendl of the Web), Enchirodon
{Brothers in Armz), It's  Corre: (B
in Apmis), From Mouth of Hell (EIf),
World of Chaos ( Rillion Kert], Soccer Star
fMormngSmr RS il

*026 Damian Manning

12 Warden Road, Sutton Coldfield,
West Midlands,
GAMES: Starg
Crime (Mery

*027 Joha Preen
12 Underdale Avenue, Shrewsbury.

5 L S¥25DY .
Gm iphe Four{ 55 Broadsuword
of the Guild Alhanee), Vercon Wars 78

(Plonag)

#*028 John Kemp

:l\ﬁ?ld iew, Caistor, Lincoln, LN7
GAMES: ft's A Crime! 4 (New York
Assasans ), Arcadia 8 (Lord Centaterns ar
Jihad City, P27}

tﬂ!‘ Milan Petro
24 Drell Road,

3?3 B
wf (58 Alvom), Ii's A

Khm Nmtnn, Birming-
ham, B30 M
GAME: Arcadia 17 (Dwvaug Dyr)

ﬁ“i';w{.‘i,‘éd“".s“mm' StA

Enes
Cornwali, TR '
GAMES: Slm'glﬂbe Tl‘rec. Arcadia 8

%031 Kevin Edwards

52 Woodlands Road, Irchester, North-
ants NS 78U

GAMES: Vorcon 60, !l’:dCﬂm'J Ciry
of Strife.

*032  Jason Cottrell
;agui , Barrington, Cambs, CB2

GAMES: Saturnalia (Axil Taranus),
Tyranmy (P5)

:4'033 Mb:llae] R Stannard

Street,
South Humberside, DN33 7
GAMES: Arcadia 10 (Mardran
U ek at MSWL@J

*134Malcolm Sums
76 Mount Road, Canterbury, Kent,
CTI11YF

GAMES: Saccer Star ( Kilmara Oilers),
Bradiey's Football (Hosision Otlers)

*035 Paul Davidson
Slwmrlonloul,l’rﬁmick Ayrshire,
Scotland, KA® ZAA

GAMES: Varcon Wars 68 { Pepish),
Arcadia T { Ped a1 Moriguendi Cigyl, Con-
griest { Anar Narion, maps 18/19)

#0036  § Davies

16 Clara Street, Ton-Peatre, Rhondda,
Mid Glam, S. Wales, CF41 THQ
GAMES: [t" :dﬂwfﬁgm'ﬂjj Var-
com Wars 64 { Choih,

*037  § Wyant

Essgx,‘ggrieﬁj]'
GAMES: Vorcon Wars 73 (Prifun), Vor-
oo Woars 78 (SaM} Ir :A Crime!d (Mer-
cenaries), Kings of Stea! (Woodland
Allsance)

#038  Richard Goff
20 Inglis Road, Colchester, Essex, CO3

3HU
GAME: Arcadia [2(player 17)

*039 Jason Huy,

35 Gm'rim Ln:'gnatﬂd
SM72ED

GAME: Sammalia (Vetrex)

%040 an Stuart
26 Uﬂm:er M:nue, West Auckland,

DLh?BLR i ki

t Vorcan Wars 69 (THOPAL );
men Wmss (TRIBER); Conguest; I1's
AGnm'?{GmBE?J,SIVWsDay

Massacre

CRASH October 1987

113



S [ == I —
;_|>:Til'|'|'\i'l'.-..' |

. RAPES0E

4 Smash Hits

Inone pack
for any'
SPECTRUM

sSiGMA |
Aty

BIG 4 - VOLUME Il — RRP 9.95
trum Commodore 64 Amstrad CPC

Available September 21st

imodoere and Amstrad DISKS 9.95

sales Dept, Castle Lodge, Castle Green, Taunton, TA| 4AB. Give your nama,
ter type, and whether for disk or cassette,

by credit card (BARCLAY CARD visa and ACCESS mastercard).




Outk HERD'S MAGIC ALL-SEEWS EYE 15 - ]
B W I THE MEGAPLURES TrM AN
pll ALl THE CTHER PLARRS WEWT THE
fl Zi5 oME TD BE THER KNG BdT
W CiiE HEED THAKS THEY WAAT
MM T BE A BT THEY DT
e THEY" LORYT WA TE CRAN
EITHER.BHT THEY 15...1

i oL o T
WM © Don'T WIAANS DIE
W 2,2 e wiien
‘|| it PRETTIERN Yhid,
| .

WELL . I'M SORRY GORON,
BUT JF THAT'S. YOUAR (054
OF LOgkmN ' FEASH ...

T WIS SHIPHIGACKED Sl
B HEEE FIRITE TS 1SMY e e
ASTER oD AN T 7AM THE LAW
AROAND HEGE ...

N
THE. GOATSKN

OIS ... \ ) L : ; gp )
: -l (W BTl I 17 TUS A TRIEK P 1S SOME TRNE HERID

: i @
<75 %«wp LASH 2 WHAT'S SOFT AV SOUHIAA
: SAYS RGN A LOT ... NEGS MOaN. Exz
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Contact your nearest computer store
for details on full range or clip

the coupon. ﬁé?

Prices from £5.95-£29.85 2

Euromax Electronics Ltd. W

FREEPOST Bessingby ,’ 6\0

Industrial Estate s 0 At A
Bridlington Y016 45T ,’ 2 S e
S 0262 602541 Ll g
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WInE GRYB!
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> Doing the +3 a favour: Romantic Robot's Multiface Three

mmﬁmmpﬂtmﬂwﬂm-

ihrough the +3°s printer port. i
To make space for new files, you can

suspend programs and format a disk at

NEW HOPE FOR THE +3

dny time, or look through

M'andmuﬁmﬁy

refoading, ﬁﬂl__m_ the-
Multiface Threa fit more than one game
an a disk. (Each Amstrad disk holds just
173K, but most current 128 games leave
iots of memory unused.)

_Packing the entire memory into a

B e e
Disciple (which Franca Frey reviewed in | |
mﬁummm-a%ﬂ%{m t
software produced mm
+3, for instance, Stil, the p




BY TONY CROWTHER & ROSS GOODLEY

NOW FROM THE T.V. SERIES

g% Lll ! N - ! | n .

Sctamn (i

B ccres ) 1 - ‘% ZAP Mlmamg_
Cheose from an ' - £ 7y | Ace McCloud, Jake
gwesome array of L . , Biciwall cedt o s
weapons and prepare £ A ! o ¥
- e i : are THE CENTURIONS!

for the battle of a i 7 e L :
Helime — /A Stop the evil Doc Terror
: \ ' ‘\\ in his desperate bid to
, destroy the world! Guide
the Centurions through
= Space, Sea and Air, and
find all six pars of the
¥ master key before it's too

late!
SPECIAL FEATURES

* ; ¥ A
Multi-directional scralling " - 1 4 . m
1 massive levels L

*
Amozing 'Exoframe’ feature
*

i
i

€64 128 cass £9.99 C64/128 disk £12.99 AMSTRAD cass
£9.99 AMSTRAD disk £14.99 SPECTRUM £8.99




Producer: Mastertronic
Retail price: £2.99
Authars: lcon Design

he crime of the month, if not

the c:en‘tmz. is under way —

criminals have made their
headquarters in & deserted
warehouse and filled it with
computer equipment, and they're
ready to paralyse the electronic
security systems of four victim
banks.

There's only one solution, so
your police superiors have
ordered you to destroy the
warehouse and all the equipment
it contains.

To do this, four plasma
computers must be deactivated.
The active (red) rotating plasma
vent in each computer is its
Achilles’ heel, and should be taken
out by a well-directed shot.

But the computers are
protected a swarm of
desperate criminals who just don't
like an undercover cop that much.
You carry a gun for protection
against these evil rapscallions and
their grenades and missiles (butbe
careful — while you're busily

Producer: D& H Games
Retail price: £8.95
Authors: John De Salis
and Tony Huggard

| and deal in the

football world, matching

the cut and thrust on the

pitch.  with the Machiavellian

intrigues  that  lurk  in  the
boardrooms of big-time sport.

As a team manager, you appoint
coaches, physiotherapists and
scouts, make bids for stars and
sell declining players to raise

money.
Matches are automatically
played between your team and the

other sides in yourleague. After full
time a final score is shown,
‘complete with scoring players and
score times. The results of other
matehes in your league are also
shown, and with each completed
set of fixtures the ever-changing
league table showing your
position can be called up.

You can also get an update on
your squad, telling you the number
of goalsit's scored and conceded,
the number of games it's played,
and whether it's carrying any
injuries.

122 CRASH October 1987

gathering points, the gun can
overheat).

After taking out the plasma
computers, you can enter the

master level of the warehouse
hideout, thus setting off a chain
reaction in the central power

electrode and foiling the bank
robbers' plans for good.

® " I'm sick of all these ‘shoot

¥ Rapid Fire ~ more a kind of feeble biast

Just as important, of course, is
an accurate statement of your
financial condition. If your bank
balance isn't enough to suppart all
your deals, you can arrange loans,
overdrafts and mortgages, or sell
shares in your club to cover your
financial shortfall.

r the bread-and-
butter expenses that are incurred
every week, such as wage bills and
general running costs, Reguiar
income to offset these includes

te money, interest payments
fe(;m the bank and TV broadcast

8.

There's an active fransfer
market in which you can boost a
ﬂ.iigging taamafgz buying the ti\est
players ~ or raise meney by selling
them. Bids can fail, b\{hough.
leaving you intensely disappointed
when you're unable to persuade
your favoured player ta come to
youinstead of plumping for the
exciting football adventure that is
Grimsby Town,

Qut of all your transfer dealings
the government takes a third of the
fee, and it takes 15% of any
gambiling wins you make,

At the end of the season, if not
before, your financial decisions
can break or make the club you
run. So poverty or riches, glory or
bust may await you just round the
comer, ..

® * Football Director tries to
dominate the Spectrum football
market and bury the rival Footbalf

every person in sight' games —
they were only appea!ing for a
shart while, and now they're very
tedious and boring affairs. Rapid
Fire is the epitome of evarything
bad about this genre. It has
absolutely no content, and it
seams pointless going around
blasting every single thing that
moves. I'm not a pacifist, but all
this violence makes me sick. "'
PAUL

® “ Rapid Fire is a highly boring,
unaddictive shoot-"em-up. The
graphics look like they were
made in ten minutes on a Friday
afternoon (some ofthe enemies’
weapons are like black lemons,
and your own machine gun is a

e ———————— i

Managerfor good. It fails dismally,
Football Directorholds  all the
featuras (not attractions) of the old
favourite — slow responses. no

‘graphics, glaring colour, And the

infay is extremely uninformative,
Football Directoris a slow and
poer imitation of a very overrated
predecessor. The high price is ten
times more surprising than the

At < 1%

@ “ Football Director is the worst
game I've seen for months, and

P Allthe world's a foothall pitch in D&H Games’s sports-management

simulation




simple stick) and the animation
is pathetic. The only decent
thing about Rapid Fire is the
loading screen, so there's
naothing worth buying here. "

NICK 40%

® " This is the kind of primitive

| junk I'd have expected from a
budget label a couple of years ago.

The ﬂz;:l;rn;epia yis extremely limited,
50 's virtually no playability.

And the graphics are harribly

flickery,  with  unconvincing
animation of the main character —
t h the characters are nicely
detailed. | doubtBRapid Fire will
appsef to many; it certainly left me

Joysticks: Kempston, Sinclair
Graphics: poorand badly-defined
Sound: squidgy explosions
General rating: a very inferior
shoot-"am-up with little playability

it's worse than Football Manager.
The colour is unattractive, and
the black-on-white text could
become hard on the eyes — if
anyone has the patienceflack of
intelligence required to play
Football Director for more than
half an hour. ™
MIKE B%

® " Get ready, all you intellectuals
out there — you'll need an Olevel in
Football Studies just to load this
upt Like the other football
managemert games, Football
Director _is text-only and very
boring: You can choose what to
call the players and the teams, but
that doesn’t brighten up this drab

simulation. "
NIGK 19%

Joysticks: none =
Graphics: text-only game; ugly
colour

Sound: minimal FX

General rating: a poor and
expensive substitute for
Addictive’s Foatball

Mai (well-received in CRASH
Issue Four)

Presentation
Playability

Addictive qualities
OVERALL

Producer; Gremlin
Graphics

Retail price: £7.95
Authors: Gremlin
Graphics in-house

ou are one of a select band

of fighting warnors

attempting to become a
Samural War Lord in this martial-
arts simulation (see Run It Again
this issue for all the others!).

To prove you worthy of the title,
your fighting and mental skills
must be tested in three Oriental
disciplines: karate, kendo (a form
of fencing) and samurai. In each of
these techniques you need to
overcome an acknowledged
rmaster — such as the terrifying Ta
Ling, whe catches cobras and
makes stew from their remains to
increase his fitness.

Each opponent has a favourite
means of attack; he might rely
upen strength, speed or skill, and
you. must respond with the best
defensive strategy. For instance,
your speed might neutralize his
strength, or your skill might help
you beat a very fast opponent. The
choice is yours. You can also
choose the skill level of your
opponent; the better he is, the
more points you'll eam if you
emerge the victor,

Preparation is essential before
every contest, to improve your
abilities through circuit and weight
training, running, isometrics,
breathing, brick-breaking,
sparring and meditation.

After each’ phase of combat,
attack and defence tactics must
be chosen by allocating five points
among four key atiributes: skill,
stamina, strength and speed. An
unsuccessful defence strategy or
wasteful attacking can diminish
you in all four areas, but wise
fighting and sound training can
garn you extra attack strength
from the watching Supreme
Master Chu Yu.

After the first rounds of karate
and kendo you may meditate or
change tactics - but during
samurai the action is continuous,

» The way of the rude hand signals: Samurai Trilogy

and you must defeat four
opponents as you fight to the
death to become a Samurai War
Lord.

 CRITICISM

® " Gremlin's first martial-arts

simulations had a strong
atmosphere, usually created by
lifelike graphics and effective
sound. But both are absent from
this latest (and hopefully last, if
they keep coming like this...)
wiraframe slant-eyed game. The
graphical presentation is hopeless
- it's obvious that more time has
been spent on the character set

than on designing the game. The
moves are quite easy to carry out,

but they all look the same. t's alla
bit oid hat. "
PAUL 41%

® “ Samurai Trilogy is simply
three Way Of The Exploding Fist-
type games on one tape. The
graphics aren't anything to
shout about, and when your
warrior jumps over the
background his head changes
colour! This is just another run-
of-the-mill martial-arts game. "
NICK 55%

@ " This is one of the worst beal-
‘em-ups ardund. The graphics are
poor, and there's not much
playability or addictivity - Samurai
Trilogy seems like nothing more
than a program put fogether
hastily to salisfy orders. The
character set is nice, though. "
MIKE 1%

- COMMENTS

Joysticks: Cursor, Kempston,
Sinclair

Graphics: well-defined
characters against a simple
background

Sound: no tune; a few spot FX
Options: playable in four
languages; cpponent’s skill
definable; joystick control only (no
keys)

General rating: a lacklustre
martial-arts simulation
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Producer: Mind Games
Retail price: £7.95
Authors: Binary Design

ou know what it's like —

faced with a tense situation,

your mind goes blank, you
can't think of anything, and you
feel like the thickest person. Oh
sorry, you're like that all the time?
Weli, Professor Storm isn't, but
he's desperate to coflect all his
intellectual thoughts and put them
firmly under control.

And to do that he must travel
through his own mind, which is
made up of interlocking cogs,
Storm can travel either clockwise
or anticlockwise on their rims,
Travelling with a cog's motion
increases the prof's speed, while
movement against it slows him. if
Storm just stops walking, he
moves at the same speed as the
rim.

All this rotating is to help our
eggheaded hero reconstruct the
scientific formulae he once knew;
when he compietes one revolution
on a wheel rim Storm picks up part

of a formula, but only by collecting
all the parts in the cormrect order
can hie move to the next level and
the next piece of disassembiled
knowledge. (The required forumia
is displayed at the beginning of
each level.)

Storm's otherwise routine task
is hindered by stray, distracting
thoughts. journey
predictably on the cogwheel's
rims, but others switch randomly
fram rim to rim, or even homeinon
the poor befuddied man. If these
touch the dear professor they can
reduce him ta a moron — so keep a
check on Storm’s Q. If it falls to
zero, he loses one of his five
scholarly lives.

Some wheels have fond |4
memories of abstract thoughts at £
the centre, and they p




i > That's you on the centre cog, looking for the vital formula in v SQUARED

LIHdI'!IHlHII Aeh TR
i

PAUL

I"I‘his Ithsl Mind Gmn wtahirm  old
grey matter nﬂ some lightn Euﬁom has
all the & of‘l'hlrlk concept is ar Eb'gimpl@ and
strai but each level is ridden a i

ternporarity paralyse him Storm or
take down his intelligence.

But to help him in his rotating
task the proféssor can collect
other objects from the centras of
}Ihe c:a:agsQ a book raises his

agging 1Q, a calculator speeds up : .
his movement on a rim, 2 hammer E:ESi?ta_tlﬂﬂ
lets him swat a stray thought, and AEHHEE
if the prof finds a trash can he can Playability ok :
dump in parts of a formula in the | EaeleiieReTETHER
incorrect order. OVERALL T0%

W’Tl'\/mcﬁ'

TERTAINMENT SOFTWARE

™ &E1987 Bally Midwoy MEG.CO,
All rights reserved. Activision Inc. Authonised User,




ﬂef his bouncing conguest

of the evil Te Ball in Fire-

blrd‘s GR Smash

1, Bafl (lssue 39), ﬂmbulbml,aau

is sent down deep mines to investi-

gate the history of the Balis (arace
of multicoloured, well, balis).

|, Ball jumps and bounces

antiguity. The ﬂame thrower he
camries must stand him in good
stead against the hordes of rotat-

“ 1, Ball 2 is the most frus-
trating game ['ve -ever
played - the screen layout

“ |, Ball 2 is a wery playable
leap-around-and-blasi-

everything-in-sight  col-
lect-"'em-up.  Graphically
it's great, with a cheerful-
looking little bouncing ball
sproinging around nicely-
drawn backdrops. There
are plenty of nasties trying
to stop him = and for many
games they wﬂl succeed

admirably . .
MARK 87%

gives you minimum man-
oceuvrability! But the spec-
ial FX are fantastic, with
loads of speech, crumbling
rocks, and masses of nas-
ties. Colour is used
axtremaly well, too, and the
graphics are superbly well-
defined, Considering that
the idea of |, Ball 2 is.s0 sim-

But each mine has its own
peculiarities and characteristics,
which |, Ball must discover and
use 1o his advantage . .

|, Ball can pick up extra lives,
weapons and so on as he maves:
through this strange world; points
are awardad for such kleptomania.
Power Stones have the strangast
of properties — they can boost
power, slow opponents inla power

ple it's amazingly addictive
and compelling. "
NICK 9%

Producer: Firebird Silver

Retail price: £1.99 o bl
ocks, spinnin uares and
Authory Timothy Closs dgscandingsc%best :tq saek to do
our rotund hero down; |, Ball can
earn clustem of points by destray-
ing these metrical muggers
before they m his five hmg-ge
There are 50 screens through
which 1, Ball must work: his way —
bﬂ,rﬂndtngahayineanhwnmd
to the exit with it, within a
time limit. And as he progresses
1, Ball should gather valuable his-
toric artefacts by bundling his

warp, or increase a leap.

*“|.Ball 2 is a really excel-
lent game. The graphics are
smooth and fast, though
they're not very exciting,
and the gameplay is chal-
lenging and fun. The sound
is superb: the title tuneisn’t
exactly Mozart, but the in-
game effects and the
speech are really good,
ranking next to the original
I, Ball. Thisisa greatgame-
and it's budget too! "
MIKE 93%

glabular form inte them.

When this roly-poly explorer has
advanced through five mines, he is
treated to the sight of a pricaless
object, made in the youth of his
race. And when | Ball has
gathered ten such objects his task
is comiplete and he can once more
be féted as a hero.

( COMMENTS |

Jﬂyslmk‘:, C urr-cn

ammated eute charac
Sound: magnificent spe
bBut weak tune

General rating: a v

tul follow-up to f, 8

Presentation

Graphics

Playability

Addictive qualrties 89
OVERALL 90%
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UNLOCK THE THRILLS & MYSTERIES OF.

“An arcade strategy game with enough
addictlve qualities to turn even the toughest

coln-op critic into an arcade junky” C & VG
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ﬁeturn to an age of mystery and Intrigue, a place inWhich the fabled
treasure of King Solomon shone brightly with its glorious wealth.

Where amongst the network of niysteriouis rooms lles the next key

that will bring you nearer to these fabulous riches, Where amongst

the stone pillars and hidden dangers lie mythiigal creatures that can
perpetuate your life long enough to rea r ultimate goal.

CBM 64,128
Cass. £ 9.99 pisk, ( 14.99
ATARIST ¢19.99

AMSTRAD
Cass, £ I.9Y Disk. ¢ 14.99
SPECTRUM 48 /128K (8.99
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Producer: Gremilin
Graphics

Retail price: £7.95
Authors: Gremilin

Graphics in-house

n Death Wish he killed a few

punks, in Death Wish 2he killed

a few mere... but in this
Death Wish 3 film licence, street
vigilante: Paul Kersey is out to
slaughter the world. Well, perhaps
not the world, but certainly a lot of
the bums and street vermin who
skulk in the streets of New York.

Kersey patrols a 3D
construction of the Big Apple’s
streets. Using compass and map,
he can pinpoint the punks he's
searching for - and find the
weapons he needs to wipe them
out

With.a Magnum, a pump-action

SLOGRE :
Hi SCORE: 4
iN.dUR

no way to carry out Death Wish 3

DEATH WISH 3

seriously Kersey is injured.

It may be a jungle out there, but
our Charles Bronson lookalike can
find a brief respite by hiding in run-
down tenement rooms. Once
inside he can sneak a peek
through windows, and fire shots
into that mad, mad warld out there.
Plugging a creep from this position
eamns you higher paints — but be
on guard for surprise attacks from
behind.

P Paul Kersey turns his back while some littie of’ aranny gets duffed - this is

shotgun, a machine gun and a
rocket launcher clanking in his
bulging pockets, our hero begins
his cleanup campaign, using each
weapon {ill its magazine is empty,
When he's finally weaponless,
Kersey gives a resigned shrug and
must go in search of protection.

But he isn't alone in his fight
against the forces of evil —the boys
in blue are on his side, supplying
information on where riots are
breaking out in the violent city
centre,

As Kersey, you earn points for
each pisce of New York low life
rubbed out. But take care — these
gang warriors sure ain't boy
scouts, and they're armed with
guns and clubs,

And though our vigilante has a
heavy bulletproof vest chafing at
his chest, it can only take so much.
Wear and tear on this protective
undergarment is shown by an
icon, and a bar indicates how
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Points are lost if you mow down
one of New York's helpless law-
abiding inhabitants, and the cops
are bound to get a little irritated if
Kersey bumps offtoo many of their
men.

And just so0 too many corpses
don't lie rotting on the pavement,
medics dash on to drag the cdd
cadaver away - and Kersey
certainly keeps them busy.

@ " The graphics are good, with

brilliant characters, but the
gameplay and the way Bronson
moves are poor. |t seems the
abject is to destroy any moving
object — and killing someone with
a rocket launcher is a mite
barbaric, reducing them to just a
pile of dust! There are some neat

touches, such as the ladies of the
night walking about, tempting you,
and the way you can shoot out of

windows, th Wish 3 is
graphically attractive, but it won't
appeal for long — especially as you
can't tum off the irritating tune. ™

NICK 54%

@ “There's been too much
attention paid to the sicker parts
of Death Wish 3 ~ the gore left by
a bazooka blast, the realistic
twitching of the characters
when they're hit by a volley of
shots — at the expense of the
game. Navigating the angular
streets and the mazelike interior
of the buildin?s isn't easy, even
after an awful lot of practice, and
this might put off beginners. And
getting duffed up is pretty
tedious; if more than one baddie
has a go it can take a long time
and a huge amount of energy to
get away, which often costs you
the game. | can’t recommend
Death Wish 3. "

BEN 4%

@ “‘Death Wish 2 js dull. The
mindless carnage might appeal to

real sadists — but it gets tedious.
The title tune isn't bad, but though
the graphics and characters are
quite clear, they're unafiractive.
Despite its image, this can't be
recommended even to fans of the
Death Wish films, "'
MIKE

Joysticks: Cursor, Kempston,
Sinclair

Graphics: well-defined, with
colourful backgrounds — colliding
characters are measy, though
Sound: a fair tune, not much
atmosphere

General rating: the attractive
appearance doesn't compensate
for unexciting gameplay

Presentation
Graphics
Playability

Addictive qualities
OVERALL

45%




Producer: Firebird (Silver)
Retail price; £1.99
Author: Lee Dowthwaite

been living on credit for some

time now, and the few peopla
wha still use *real money ' putitinto
massive bank organisations, the
biggest of which is the LD,
international United Bank in
Switzerland.

The bank is so big that even its
employees know only a tiny
fraction of the vast complex. Day
and night it is patrolled by troops
of cyber guards that will destroy
anyone they find lingering
suspiciously around the bank,

You play a poor computer-
sgstems engineer who has acraze
about money and will do anything
1o get it — even hack your way into
the central bank computer and
transfer all the money from othar
accounts into your own.

On each levei of Heist 2012. you
must find a key. This opens a safe,
from which you collect letters that
build up a password. When you

It is the year 2012. Earth has

HEIST 2012

have all the letters, find your way
to the computer room and press
HACK. You must then type the
password and press ENTER. Hthe
password is accepted, you'll gain
access to the next level.

Type 'exit’ and press ENTER,
and walk over to the elevator to
leave the computer room.
Elevators, represented by shafts
of light, are dotted around the
playing area to make your life
easier; to start an elevator just walk
inta it and to get out on the next
level just walk out left or right.

But watch out — if you touch a
cyber guard, you lose strength and
risk death.

@ " Heaist 2012is the worst game
I've yet reviewed at CRASH — it's
just a bad imitation of Jet Set Wiily

& opening music is flapdoodie
(Nick Roberts Daft Dictionary), and
there are the usual unimaginative
monsters like blinking eyes,
moving splodges and big lumps of

P Password-passing, code-cracking and bank-breaking in Heist 2012

something, The gameplay isn't
very exciting, either . .. ™"
NIGK 10%

® “ The graphics take us back
to the innovative and original
days of Jet Set Wily and
Technician Ted, but sadly that's
where the similarities finish.
Heist 2012 is boring and devoid
of character, like the graphical
person you control. | just hope
people don’t take this as a
typical Firebird budget

release, *
PAUL 1%

@ " Acons after most people are
sick of platform games, out comes
this rubbish — | was terminally
bored after anly a few games. A
horribly deformed sprite totters
around a crudely-drawn screen,
and there's a weak and grating
‘tune’. Firebird has made a big

blunder releasing this, ™
MARK 15%

COMMENTS

Joysticks: Cursor, Kempston,
Sinclair

Graphics: small, uninteresting
sprites on a plain background
Sound: does for the ears what the
graphics do for the eyes — with an
awful tune .

Options: definable keys
General rating: a very poor
platform game with particularly
missable graphics

Presentation
Graphics
Playability

Addictive qualities
OVERALL

WHY RUN WITH THE PACK,
WHEN YOU CAN
FOLLOW THE LEADER...?
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1

MASK |

Producer: Gremlin
Graphics

Retail price: £7.95
Authors: Gremlin in-house

was going to have to enter a

time vortex to rescue his fellow
MASK agents, he wouldn't have
enjoyed his breakfast comflakes
quite so much.

Created b the odious
organisation VENOM, the vortex
has deliverad Trakker's
colleagues to four other times —
Boulder Hill, Pre-Historic days, the
Far Future and VENOM Base — in
this licence featuring characters
from the MASK TV cartoon series
and Kenner Parker toy range.

There are two agents awaiting
rescue in each time, save in the
first where Trakker rescues just
one agent and his own MASK —
which gives him suj WETS.

To begin the rescue operation,
Trakker must enter the vertex in
his flying car Thunderhawk,
already racing against time. First
he needs to put together sight
keys. Each has been splitinto four
parts, and must be pieced
together on an assembly screen;
there are useless bits of key lying
around to confuse Trakker,
though, and only six parts can be
carried at a time.

Our hero needs the keys to
activate two scannars which will

If Matt Trakker had known he

locate his  missing agents.
Following the scanners’ electronic
directions, Trakker can pick up his
fellows by dniving
Thunderhawk into any doorwa
that might imprison them. A K
agent will leap for freedominto the
flying ¢ar — and then the search for
his own MASK can begin.
Trakker's task is not made
easier by obstacles that block
Thunderhawk's path, so he
collects bombs to remove them —
a quick getaway is essential,

though, because the destructive
devices can wipe out Trakker as
welll Up to three bombs can be
carried at a time.

In each time, different perils are
encountered: falling boulders in
Boulder Hill, pterodactyls in the
Pre-Historic period, UFOs in the
Far Future, and at VENOM Base
erupting snakes and Jumbering
firing tanks. W they're not
destroyed by Thunderhawk's
weaponry (for points as well as
satisfaction), these can damage
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the vehicle. Damage is shownona
indicator display, and repair kits
must be collected when two units
of damage have been sustained.
After the agents on a level have

been rescued, they can be
returned to the vortex, and Trakker
can make hisway to the nextofthe
unknown times.
Finally VENOM Base can be
ed in a series of deadly
stages - and then Trakker's
ultimate goal is achieved, and he
can go home for another soothing
bowl of cornflakes,




Producer: CRL
Retail price: £8.95
Authors: The Zen Room

ealising that the sun can be

used to obtain something

other than a tan, scientists
construct 16 solar grids in space.
These orbit all the suns of the
universe,  efficiently  creating
energy crystals.

However, the craft that once
collected this raw product can no
longer do so because of the
accumulation of unstable enen
pulses. The Sun Star supply cral
has therefore been built.

Four white disruptor pulses
exist on the gridwork of each solar
panel. Firing at these with laser
bolts makes them jump to ancther
part of the grid, leaving behind a
green energy crystal. But if this
crystal isnt guickiy collected by
sliding the Sun Star over it, it loses
energy and bums out all the
crystals already collected.

When ten crystals have been
gathered from one a you mova to
the next grid by passing through
the revolving warp gate and firing

SUN STAR

a laser bolt into the heart of an
orange hyperwarp cell.

The Sun Star's energy, reduced
by laser firing, high-speed travel
and space obstructions such as
red energy pulses, can
supplemented a limitad number of
times by entering the hyperwarp
cell. Each ‘time, one of the
collected crystals is lost, though.

The Sun Stars position is
pinpointed by a global scanner
and a short-range viewer identifies
nearby targets. The main 3-D
sgreen shows the grid with the
positions of the colourad cells and
the dangerous red energy pulses,
and the position of the last
disruptor pulse fired is given at the
head of the screen.

® " Sun Star was probably meant
to be one of those games which
people play because it's wild and
wacky — like Jeff Minter's work.
ButSun Star fails  miserably
because of dull and inefficient

A

B Weird 3-D action in CRL’s Sun Siar

gameplay and difficult screen

layout. '
RICKY 3%

® “The 3-D grid idea isn't
exactly new - it's been used
repeatedly in games such as
Glass {Quicksilva 1985) and
more recently Plexar (reviewed
this issue). And because you
have to keep your eyes on the
scanners at the bottom of the
screen, you never look at the
grid itself. The idea of chasing
white blobs around the grid and
shooting hell out of them is so
unappealing that it won't hoid
anybody’s attention for long.

NICK 40%

@ " The big 3-D scrolling area at
the top of the screen turns out to
be completely useless — the only
useful thing, in fact, is the very
basic scanner lower down. Sun

Star has very little content and is
simply lots of trekking around a
black screen: the graphics create
absolutely no atmosphere and the
sound is a disgrace. Sun Staris a
disappointment. "

PAUL 20%

Joysticks: Cursor, Kempston,

Sinclair

ﬁr&ghl;cs:l éerribLg colour clash on
e 3-D grid - and generally poor

Sound: weak spot FX

General rating: an imaginative

idea for a shoot-"em-up, but

uninteresting gameplay and

graphics

Presentation
Graphics
Playability
Addictive qualities
OVERALL

30%

THE WORLD’S No 1 HOME
OMPUTER SOFTWARE HOUSE

ACTIVISION

ENTERTAINMENT SOFTWARE

Don’t miss us af the
Personal Computer World Show. Stand No's 1317 & 1417

The Activision Group of Companies incorporates Activision, Electric Dreams, System 3, Gamestar, Personal
Choice, Infocom and Sierra On Line.
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aﬁ ubbla-blowing Bron-
tosauri? Yep, Taito's crazy

arcade game featuring the
fun-loving Bub and Bob has finally
made it onto the Spectrum. The
troublesome two are off to rescue
their lady friends, who are lost
within a string of prehistoric caves.

Each cave consists of a screen
filled with platiorms, and Bub and
Bob progress from one caveto the
next when the entire screen has
been cleared of the killer cave-
dwellers,

Though Bubble Bobbie can be
played by just one person it is ide-
ally for two simultaneous players:
when two-player mode is selected
Bub and appear onscreen
and shortly after that the hostile
cave-dwellers emerge and rush
around the network of platforms.

Bub and Bob's only defence
aiamst the dwellers is the bubbles
which the two sauri spit. A bubble

$LA A A G
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travels forward a short distance
before floating upward, and any
creature caught in its horizontal
path becomes trapped for a
while . . .

Now the fun begins — if the
bronto jumps up and pops the
bubble with his tough horny head,
the creature within  bounces
around the screen, stunned, and
turns into a banana which can be
collected for an extra score. How-
ever, if & bubble with a creature in
isn't burst quickly the prisoner
escapes and rushes around the
screen in a strop looking for the
responsible brontosaurus.

Another hazard which appears
if a screen isn't cleared quickly
enough is the dreaded Baron van
Blubba, an indestructibie horror
who'll track down the heroic dinos
and give them his fatal touch if all
the other creatures arenm't
destroyed very rapidly,




CRITICISM

Throughout 2 level, bubbles
float up from the bottom of the
screen, Some are water-filled and
when they're burst they cause a
miniflood which pours down the
Sgreen, swaeping away any crea-
ture that stands in its path, Other
bubbles contain letters, and an
exira life is awarded 1o the lucky
pair if they can form the word *E X-
TEND'. Occasionally saurus
treats appear, either giving extra
points or endowing the prehistoric
pair with special powers,

As the dinosaurs progress
through the levels, all manner of
creatures are encountered. Early
levels are inhabited by square-
headed morons, but as you prog-
ress the locals get more vicious
and start lobbing things back to
counteract the bubbles. On finally
reaching Cave 100, the last one,
you come face to face with heap
big chief cave-dweller who's big-
ger, nastier and generally more
unpleasant than anything encoun-
t:'ed before, Bubbles at the ready,

oys ..,

COMMENTS jy

Producer: US Goid
Retail price: £7.95
Authors: Probe Software

eep in King Sclomon's

mines lies a vast fortune,

there for the taking — for
anyone foolhardy or greedy
enough to enter the subterranean
world,

To reach the unimaginable
wealth in this conversion of a cain-
op original, you must make it alive
through a series of rooms
inhabited by menacing creatures
like fat-tummied parrots, Michasi
Jackson llamas, jellyfish and
fireball-firing heads. Not even the
hardiest of souls can withstand
their wa’thenn? touch, and you
have only six fragile ives . . . but
the unpleasant creatures car be
disposed of with the fireballs you
find in this underworld.

Each reom contains coloured
blocks arranged in patierns across
the screen; these can be used as
stepping stones 1o a key that

udging

AEIEOmie 3
g‘la e Dig good and
there's plenty layability.
The idea of g nasties

and collecting kwr;gmay nat
seem too exciting but

assure you 'Ilieadﬂictad
inamcnd‘..?’u

B Looking out for Michael Jackson in this latest H Rider Haggard licence
(shurely shome mistake? - Ed Dir}
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unlocks an exit dOOI' Flndsng a
successful route isn't easy, but
large open spaces in rooms. may
be crossed by laying further
blocks to create a staircase, Take
care, however — the inhabitants of
the dark mines can destroy the
block you're standing on, sending
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you tumbling down.

You too can destroy as well as
construct, « evaporating blue
blecks that obstruct a horizontal
pathway.

In each underground room,
objects — handbells, angels, acorm
crowns — can be collected to
accumulate points. A time bonus
can be added to this total — but if
you overstay your weicome and
can't reach the treasure before the
deadline, then time really has
waited for no man and monay no
longer cONCerns your corpse.
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Wﬂn:ﬂﬂall d not
Mw

tﬂpﬂi Fx and decent opening
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ﬂpﬁnns. definable keys
‘asimple but.
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Producer: ACE
Retail price: £7.99
Authors: Cybadyne

aced with the unenviable
prospect of a Sunday
afternoon sitting in front of
the TV, you decide to take to the
space waves and blast a few alien
bad bays into ablivion.
As you venture through a
vertically-scrolling corridor, waves
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of attacking alien craft appear

wielding deadly laser blasters.
Sait's ‘do as you would be done

by’ as you try to take out these

B Shooting 'em up starts with the weapon option shown in that bax on the right

of the screen

&f— s
e

?‘«qﬁ. &%ﬁ- B B Exn
1

{ il

» Prepare to meet your doom, you hulking great mother ship!

entities with a series of forward-
firing weapons. Equipped at first
with just a low-level gun, you can
enhance your arsenal by
destroying certain alien craft; this

reveals weapons that can either be
collected or themselves destroyed
to fake you on to a more powerful
system.

At the end of each comidor
section is a large ominous craft;
accurate fire knocks out vital
components, but the ship is then
transformed into an even more
formidable opponent ready for
blasting. A measly three lives, fast
manoeuvring and expert fighting
are the only things thatcan get you
home tonight . .,




[T

.

BATLANTIS

Konami

BEN W Batiantis is another shoot-"em-
ug, which bears more than a passing
resemblance to another coin-op - Taito's
Space Invaders' (remember?) — but
revamped, redesigned and regurgitated
{0 1967's high standerds.

The action takes place on and beyond
the ramparts of & castie which is being
invaded by the forces of ewil: ranks of
demons, spined devils; winged beasts
and the like, moving down the screen
toward the castle wall.

A lone archer stands against these
monstrous attackers, Running to left'or
nght he can fire a brace of arrows at a
fime towards his advancing foes. As the
rowsof attackers reach the bottom of the
wall they disappear from sight for a
moment, only to reappear at the top and
payse, ready 1 pounce on the archer,

At the end of each rank of level of
horars comes a frenzied gttack from a
giantmeanie, These giants come in many
different forms, from an axe-throwing
manigc fo & huge dory head that spits
flames. - | was surprised 1o find that
‘Batiantis is one of the least-played
newles around. [F's very appealing and
instantiy playable — though after my last
few quid had disappeared down the
horrible hole | did wish 'd spent them on

SDI
Atari

BEN B Those stinkin' subversives have
finally pressed their litite red button; all
civilisation is only four minutes away from
total annifilation, and the whole world
sends out & prayer — but unforlunately
Gad is 5tll on his hoks.

There 5 chance, though, that good
ole Ronnie wasn't just kiddin® about his
nifty Star Wars project . . .

At the controls of & protoiype SDI
satellite, your misston, should you decide
to fork out the credits, is to protact your

fram the enemy’s first strike.

The satellite 13 equipped with a laser
which can be aimed with a trackball-

"

= Batlantis = Space Invaders with a difference!

controfied cursor and can itself be moved
by & separate joystick.

The game is spilt into two stages: first
comes the Offensive stage. Everything
bt the kitchen sink is up In the skies and
out to get your satellite. It s up to you to
blast the enemy's floating’ bases and
planet-based silos with your fasers and
i dodge their homing projectiles and
bolts of enargy: If one of them'gets too
close it's goodbye to one of your three
lives:

if you're on the ball you might pick up
an squipment pod: these spaed up your
ship, make the explosions from  your
lasers bigaer, and give you extra Cursors
to imprave your fire power.

While you're doing this the nukes are
passing undemeath in-a lower orbit. You
must al all costs biast these; otherwise
there'll'be & rather embarrassing hole in
your hame country and a loss of power o
the aatetlite. 5

When the first wave of missiles has
heen dealt with, a space shuttie swallows
up the sateliite and moves it on to the the
Defensive stage of SOI.

Compared with ‘the previous section
this is a doddie - and a rather unariginal
ang at that, Thers's more then a
splashing of Missile Command here, The
bombs drop from the heavens like the
thunderbolts of Zeus. Wipe 'em all out by
moving downscreen and. -letting the
cursor da all the work — it's & piece af
cake, really.

To begin with, S0ireally phased me —
it's =0 much hassle. | couldn't cope with
avoiding the hazards and  frantically
shooting things at the same time. After a
few. quid had dropped down the siot,
things beaan 10 come fogether — but
things also got tadious,

The second stage is a pleasure to play:
it's stmply & brillantly |mproved and
palished version of the oid classic Missite
Command. 's-a shame that you have to
go through the borinaly long first stage o
gettalt, ..

A-Type or APB. The graphics are a little
biurred and unclear, but the sound and
music eave nothing to be desired, except
perhaps a little extra volume!
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R-TYPE
IREM Corporation

BEN B A-Type is in the genre of the
frenetic shoot-"em-ups Nemesis and
Salamander by Konami. The plot is also
of the same unfathomable complexity —
destroy the slobbish Bydo empire with
your powerful spacecraft.

The streen scrolls horizontally from
right to left through eight distinct lovels:
al the end of each level there is a rather
gruesome  monster, often’ occupying
more than haif the screen. Blast this and
you'll be whisked off o the next
landscape,

Hostile craft, robots and creatures
attack from all sides. many of these
Bydoian forces are well-armoured so it
will often take mare than justa few blasts
from vour R-9 ship to destroy them.

To increase the power of the ship's
onboard faser, hold the fire:button down,
let go and a more deadly beam is
releasad:

Ag the game progresses, a distinctive
legoed sphefe appears on  Screen.
Shooting this results in an add-on floating
into view, This can be left to follow you
arpund vaguely, or it can be guided
toward R-3 and eventually connacted to
sither end of the ship by pressing the
ATTACH button,

The add-on can be shot off or
Jettisoned across the screen by pressing
the ATTACH button again (useful for
clearing out nfested areas and going
round comersj. Shooting the sphere

B More fighting in A-Type

again and collecting the icon that itleaves
behind will Increase the add-on's fire
power or give R-9 extra speed, more
missiles or a shield.

R-Typa is undoubtedly the most
Impressive coin-op of the iot, and one of
the hardest to get to play — because
there's almaost always a crowd round the
cabinet! Graphically it's stunning: some
of the later, more organic, palpitating
levels are truly revoiting. As for the E?me
itself, itis simply second to none: difficult
enough but sufficiently addictive to keep
you piling in the credits.

e
B A-Type, not a game to be played before dinner

CAPTAIN SILVER
Data East Corporation

BEM M Treasure-hunting is the order of
the day in this superb mystical adventure
game. Armed with only a trusty sword,
the boyish hero Captain Siiver siashes his
way through a multitude of meanies. The
final goal, a cache of treasure, lies far
A0ross the seven seas on one of the many
islands he encounters,

Extra weapons can be collected on the
way. Swords may be picked up or
purchased from & shop; magical powers
appear as icons, such as shoes to make
you run faster and jump higher, or they
are obtained by touching the magic fairy
wha occasionally fiits her way across the
screen.
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The eneries range from. manically,
arinning Cheshire cats to drunken pirates
and ghoulish skeletons, and there's a
different tactic for defieating each type.

The levels, ranging from a small town
{at the stari) to a complex desert island,
are joined together by a small stretch of
sea, crossed in a jolly littie boat, . .

Bon't be put off by the run-of-the-mill
Data East blurry and undefined Inok; the
gameplay is sound s there's a lot of fun
1o be had from Caplain Silver. The only
drawbacks are that at first it's very
difficult and, unusually for a coin-op, the

conirols take a bitof getting usedto.. . .

TONY B Forget the rest, A-Type has to
be the best game of its kind around, The
graphics are brilliant, full of the sort of
things you find at the battom of packets
ol stale crisps and the liquarice all-sorts
that nobody wants. The way fhe
backgrounds fade in and out s just wild,
and despite the huge number  of
independent  characters “that can be
anscraen at any one time the game speed
never slows down. There's an excallent
range of pick-up weapons that help make
lite easier and lots of strategy involved
later on.

A-Tyoe Is ultra-addictive, the sort of
game you'd happily sell your granny to
get change for, it makes Nemesis iook
like Space invaders and is certain to bum
a big hole in your pocket, but you'll love
every minute of it,

P R-9bites the dust - who will save us
now from the evil Bydo Empire in
A-Type?

BEN M It's the same old story. the girl
gets beaten up by a gang of no-good
desperadoes and the guy goes chasing
after them to free her, batfling against
overwheiming cdds. And all because tha
lady loves hunky guys and horrible

B Whip in hand, the kinky star of Double Dragon awaits a second attack




APB
Atari

BEN B The APS cabinet is distinctive, to
say the least. Like the early racing games
it Is equipped with a steering whee! and
ai accelerator pedal; there are also a
couple of buttons on the dashboard to
operate the car's gun:and siren. (As well
a5 being functional, sounding the siren
sets off some funky flashing lights on top
of the cabinet!)

The scraen shows a bird's-aye view of
a busy freeway overrun by traffic
offenders: it is highway cop Bob's job fo
apprehend these petty criminals.

Each day Officer Bob, green as a
gherkin and after swift promotion, is
given a daily quota of arrésts or fickets
which must be fulfilled within a given time
fimit. At the end of the day, if all the work
has been done, one of the game's many
baautifully-animated sequences follows:
the palice chief, cigar in mouth, fakes

Bob into his office, hands ot the
congrats, mumbles something about
Mom’s apple pie and pats him on' the
back. i, on the other hand, the quota isn't
compieted thie chief will do unspeakable
things, leaving the luckless cop unabile to
carry on with the game,

A quick biast of the sirens should have
most traffic violators quaking in their
seats - the fear of American law and all
that. Some are a litthe mare refuctant to
pull over, but 2 few mare siren blasts or
even a subtle nudge with the front end of
the car should put the point across: Care
must be taken, though, when nudging
other cars — or other animate objects for
that mafter - as each crash or
unnecessary collision notches up a
demerit: too many of these in a day and
Bob will be stung out of the force,

As the game progresses the guota gets
biggar and the time limit sharter, Valuahle
extra ime can be gained in the form of

. -obtained  either from
doughnut shops or at the side of the road,

Evenfually Bob has to caich real
villains as wefl as road hogs. These

PFOoF LaPe

Oouble Dragon is a typlcal beat-"em-
Up, putting the usual set of punches,
kicks and throws, and some original
[albelt below-the-belt) moves fike etbow-
in-the-eye and knee-in-the-groin at your

eﬂsgusal.

ne good touch: two can play at once,
faking control of the boyfriend and his
made in their quest to win back the heart
of the abducted girl (preferably with the
rest of the body attached).

Your opponents: usually have to be
downed several times before they give
up and disappear. You'll come across a
few super baddies who make a theatrical
entrance {smashing through the nearest
wall anid so on); these boys are a bit hard,
and some of them carry baseball bats,
Whips, knives or gven sticks of dynamite.

Shill, a good couple of punches soon
disarms an opponent, and you can pick
iip his weapon fo use it yourself. Other
nbjects found in the playing ares, such as
basrels, can also be thrown at opponents
i the bitter fighting.

As you move through the levels you
anter the enemy base where the girl is
being held; on the final screen you can
face as many ds six opponents at a time.

» (ops! There goes another car, and another demerit to boot, in 4°8

el MDY

Qals. o
e Lot DAY:
£

e
auoTn

TONY B This just has to be the best
game of its kind around. it's action all the
way, and thoroughly addictive — the kind
af game you'd happily sell your granny to
get change for. The backgrounds are

crooks are a bit more difficult o deal with
~ they have ta be run off the road by skill
and brute force rather than simply puliad
over. Some have speedier and betier-
equipped cars than our long-armed hero.
"Not fair!' | hear you cry. Well, there is a
speed shop where Bob can colfect betier
bits for his car; these: include powerful
tjmr?ka-a, better acceleration, guns and
ar.

Onte apprehended, no salf-respecting
law-breaker is going to confess 1o his
crimes just like that, so Bob has got ta
ﬁamf&s&mﬂ out of the rotter back at

There's a handy add-a-coin feature
and a couple of secretievel-advance
maode

g
APBI$ refrashingly differant from the
usual mass of bash-or-blast-"em-ups.
Sound, graphics and gamepiay make for
one of the mest addlctive:and fun-to-play
arcade games around. !
Many thanks to Toby Rothwell for
piaying APE {undercover) for us:

TOMY B Hill Street Blues was never like
this — and move’s thi pity. APBs one of
the few games that is actually more fun
when you canfplay it very well: when
Officer Bob is fired, the streen shows a
poor cop being handeuffed by his mates
and thrown into & trash can. And the
police chiet ‘alsa shows, his anger by

breathing fire all over you!
APBtun and there’s enough going on
the keep you comming back for more,

= APG: Car 54, where are you?

STREET
FIGHTER

TONY B The Straet Figiter maching we
tested was still in the prototype stage, but
here's a preview, Perhaps therell ba a
full review when & hits the arcades
nationwide fater this year.

_ There is nothing new about & game
which involves two kung-fu  experts
beating the living daylights out of sach
other against some elegant backdrop
under the watchful eye of a wise-ioking
Chinaman. ' Stree! Fighter, however,
breathes new life into. this fast-fading

Soenario.

The cabinet is huge ~ the same size as
the one used in the four-player version of
Gauntist—and the screen is around twice
the normal slze so the onscraen

B e o RO s S S AT 5 SRR, R T ) N e S

pood and most of them are interactive,
You can climb walls, throw rocks or aven
shiove the bad guys down the odd pothole.

i's depraved, sick, bigodthirsty,
vigient - and | love jt!

P No more ruffians to duff up in Doubfe Oragoa . . . it must be time to relax, to
take a breather, to climb a fence?

characters are also pretty big (nearly 10
inches high).

Each player has a joystick to control
his character’s movements, but there are
also two beat-"em-up pads for punching
and kicking. The harder you hil the pads
the harder your character hits his
gpgmm {and" the more your hands

urtt),

The actlon Is vary fast and brilltantly
realistic; the backgrounds are superb, the
sound effects ace and the synthesized
voice , .. abysmal, Well, you can't have

sverrttlmg.

Hitting the pads and moving the
joystick in & cerfain sequence will give
you access o sacret technigues which
devastale your epponent with ease. But
after the first round you battin with four
more deadly and, usually, armed
opponents re moving on fo do further
battle in anather country.

BLACK
TIGER

TONY W As soon as you start playing ihis
game you experinee a strong feeling of
e v, As the scrofling text tells you that
You're the anly surviving warror from a
race of theusands and that you ‘must
rescug your comarades and defeat the
gvil barbaric ones you meet along the
way, you can't help feeling you've heard
it all before,

But Biack Tiger is surprisingly goad.
You tace the wusual assorimemt of
warnors, dragons and wizards that you'd
expect to meet down any dungeon, and
on each level you have to rescue a sel
number of colleagues who have been
turned to stone. When you rescue them,
they thank you and offer you gifts of
money, armour. Weapons or i
potions. The money, comes in useful for
buying everything eise and you'll need
more armour and weapons as you get
further inta the game.

With skeletons and undead beings
emerging out of the ground, Black Tiger
might remind you of Ghosts N Goblirs -
but there is Tar more sirategy invalved,

CRASH October1987 137




rised me in the
thata film doesn’t spin off
mare one game, since there
;rpufttg;;tnany Iotata use,
a Activi
agmd Aliens.

goat
i DH! intime for the last PGW%W
“50 that the Activision stand’ cauld
hnvaa rars preview of
scenes to hype ﬂnmming
Electric Dreams game of the
samaname. lta:rlvﬁ at! Grzjsums
‘and receivad:84%
GHASH {lssue 37).
Now watch aut for LIS Alens.
Thaadvenﬁwms splitintn six
g5 — a compendiurn, no
Toklckeﬁyuunrapﬂutlnggha
craft down ento the
surface of planet LV-426, now
inhabited by a bunch of amoral
aliens who kill and cocoon anvone
ill-advised enough 1o get within
their armour-plated ciutches.

After landing you must returm
#Ur fellow marines to the tank.

& killing in the third part,
.as youfend off allens with a flame-
thrower. Then jt' s:fqur:;icmce
‘through the miaze of air vents to
‘Section Five whers Newt, the

'S only human “Survivor, has

tobe . The finale opens with
abattle with the angry Queen alien,
and the final curtain comes down
when you eject her inte space —if
you manage to.

Theclonedrome hits again—it's
that interesting syndrome
whereby software houses
concentrate on the same format all
at the same time. It looks like
Electric Dreams's Super

rint and budget hcuse Code
asters's Grand Prix Simulator
‘are-fo be released at about the
same tima, Super Sprintis the
aﬂ‘ic-'a.‘v&rsfran ofthe coin-oproad
ack fwm-r M?n?““‘ gmt:a
tracks ramps, !
short cuts and banked corners.
Super sprinting prass ambassador
Andrew Wrigl spaakm for
i G o
given for thinkin
Sf.mntis&:si a thh-cfgaﬂ racing
uld | be forgiven,
rew? lsn't it? Oh wau

Sa much for crunchy aliens;
hurtiing vehicles and biorhythmic
balls, now on to semath:ng
wholesome —the arcades. Ocean
has one or twc i:csnses kizking
thelr heels on its superporiable
games machines, and one of them
oughttohave been featurad on our
sampier this issue — Gryzor.
Unforfunately Ocean's Ga?}/‘m
Bracey cnulmi't g:n;suadz r
programmers to get anything
suitable ready in time. Gryzoris
from Konami—a hectic shoot-"em-
up starrfng 85 & One-man
army you've sean the maching,

i kmw what the graphics are
a —and let's face it, Ocean will
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‘each offering very
‘screens, but al[feaiuring hectic

have a hard time putting those
ontothe Spectrum, but they're
trying. [t's splitinto three sections,
different

battling against enemy soldiers
out to pmvantwu from armiving
wherever it is you're goRI:gJ:
sounds like a day at
Towers. Also fram Ocean . . . look
out for Navy Moves {saqual ta
Army Moves) and another great
coin-op in Rastan Saga.

Mosaic:has chan its diarist
lately, unless Adrian Mole's grown
up usly fast — now you can
isaf thro the annals of
ministerial iffein Yes, Prime
Minister, licensed from the Beeb
Basb Cesb. Parliamentary
shenanigans are at the heart of this
adventure as recently-re-elected
Prime Minister James Hacker sets
sall on his powerful career.
Unfortunately, being a nice man,
he has little idea of torrun the
country, A ralief, than. to sesa the
astute political rind of Cahbinet

Sir Humphray Applety

is still on thetaam—bm it's waorth
watching his loyalty as he's
excellent at saving his own bacon
rather than curing you

The oniy trustwrorthy oris

arnard

w;u (vfﬂte Sacretary, um

&y (Unless you count your very
own Derek Brewster who will bring
the complete political story as
5000 as We ¢can get a mole other
than Adrian to leak it).

Hewson's Steve Tumer has

been out of the limelight for a few

months sinee Ranarama (apart

from supplying music for the CB4

version of Anarchy, a buids
release on Hewson's new

=it

B KLP2 returns in his new adventure Magnetron, with no jerky scrolling this

ﬂmamund

piatforms of Quartech in a last

B it's that Grand Prix simulator
Super Sprintin from the arcades

label), but he's about to retum with
a follow-up to Quazatron, starring
KPLZ again, called M, Jﬁg
{to be familiar . . . } is off on-a new
adventure set on the space

=




0I5 IS0 “GRYZOR-

Lazer Tag games

‘eight screens each. end
presentation is great with spinning
logos and all kinds of twiddly bits.
Virgin person Patricia Mitchall

says Action Foreelooks like being

) ! than actually
¥ Nadia, ‘ngthagi:m fi

ladja, who admits to preferring
sheep to smelly combustion
engines, says the game features
the latest in car-design
technology, but if you can't be
bothered with digital controls and
the like there's a perfect
opportunity to simply blast around
the track at excessive speeds
without a care for fuel
consumption, tyre wear or the
racing line. Nigel Mansell's Grand
Prix will be out at the end of
November on most popular
formats {and available at all good
car-spares shops).

THE HARDEST BLOW

FREDDY HARDEST

Imagine £7.95

After Army Moves and Game Over
comes Freddy Hardest from
Spanigh software house Dinamic
{this time accompanied by an
advertisement which does not
feature exposed mammaries).
Freddy, the cheapest playboyin
the known universe, has done it
again. His heightensed sense of
direction has dumped him on an
inhospitable planet some way off
in the galaxy’s eastern spiral arm.
Like many computer game heroes
before him {remember Jetman in
Jetpac?), Freddy tramps aroundin
search of bits and pieces to repair
his space craft: And, as so m:;y
have also discovered to their
undying horror, the planet's
inhabitants, marauding naturally,
come thick and fast across the

End Oclober

horizontally scrolling landscape ta
Freddy his hardest time yet.

Luckil{ Freddy's laser pistol
proves to be adequate when it
comes to terminating aliens with
extreme prejudice, although it's of
little use for getting round the
craters filled with ing lava
with which the planet's surface is
riddled. They are, of course, lethal
to our hero, as are the more
advanced aliens which he meets
further along in the game, Similar
to other Dinamic offerings, Freddy
Hardest consists of two levels.

my, but my preview copy
doesn't contain any of the second
level, so you'll #31 ave to wait for
the review 1o out what that's
all about.




YOU CAN BE
ABERKIl

Through The Tfﬂp Door Through The Trap Doar, butjust what

Piranha £8.95 End October is Berkup to? (About three feet,
methinks - Ed)

‘Greetings O great and wobbly
viewers to more of my glorious
adventures...' Berk, the
blundering big biue lummox
from Trap Door, Don Priestley’s
successful task-orientated
game of last winter, makes a
very welcome return in his new
adventure — Through the Trap
Door.

The Trap Door, famed for the
grotesquerie that appear from
its dark maw, has been causing
problems again. Boni, the
moaning skull, has been
abducted by some cuddly but
ferocious monster and taken
down to the damp murky depths
of the land below. Holding his
nase, but ever undaunted, Berk
grabs little Drutt the mutant
spider and leaps through the
door to the rescue.

Unlike most of Don's recent
games Through The Trap Door
is much more action packed, but
still retains the
characteristically large and
colourful graphics. Instead of
having to explore rooms and
solve lengthy puzzles, the game
takes place in a long corridor
which scrolls  horizontally
across the screen. You can play
either Berk or Drutt swapping
between the two characters as
required, after all Berk is
positively. too fat to do some

On his travels Berk comes
across occasional magic
potions which give him powers
such as flying and bouncing.
You'll need to work out which
potion to use to get past some
of the more unpleasant
creatures.

Bug-eyes along the bottom of
the screen represent the
snoozeometer - i the two
heroes take too long to get past
specified points the bugs fall
asleep and when all are
slumbering either Berk or Drutt
lose a life. If you're reading this
at the PCW Show, be sure to visit
Piranha's stand where Through
the Trap Door and Berk are on
dispiay.

things and that's where little | ® ‘Oh Gobbets! It's one of them
Drutt may be of help. pecufiar creatures ... !
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WEAR A COVER ON
YOUR CHEST!
BE PART OF THE GLITTERATI

RED MOON SHIRT
I picked Red Moon
cozit'sgotabig'n’
nasty venomous
monster to frighten
off people you don't
wantto talk to. It's
‘also a nifty bit of
CRASH T-Shirts come up to """""“’”wasg,
date with full colour CRASH <ol
covers by our very own Oli
Freyonthe front-aswellas
the CRASH logo. Each cover
has been personally chosen EVIL PEROR
by a member of the CRASH ;ll-'llm'r
team. Available in two sizes: “Haaﬁ and Heels' s
Medium and extremely ‘arch enemy on youl
grossly porky (XX Large). cheml Well, it BbattBr
Just the perfect F"P
complement to your winter uniform! Good for
woollies or summer shorts in becoming a real
§0% cotton and 50% S et
polyester. You better get'em filofax. Dress to thril
quick — they're a limited to squeak!"
edition! IKED 4

CRASH T-SHIRT ORDER FORM

I must admit, the cool super-hype of your advertising agency has
made an mpresak:n on my gullible consumerist tendencies. | givain,

| want one (or more) of the new CRASH full-colour cover T.Shirts. In
fact I'm so worked up about it all that |'ve enclosed a cheque/postal
order made payable to NEWSFIELD LTD so's | can have what my
heart desires .

I'w:hﬂckad th- appmprlate box{es), so please send me, at £5.50
ea

[]RED MOON SHIRT M[] XXL[]
[1EVIL EMPEROR SHIRT M XXL[]
[[] KING GRUB SHIRT M[] XXL[]

e R e
o .

Total payment enclosed £. . .. .. item ordered. Please allow 28 '
Prices include postage pac'pnn days for deli although e KING m' SHIRT
anaVAT for ux"“‘“mm Europe  effort will be made to sehd your “What's all this then?
and seaddE2per goods before that period. A nasty Grubby stain
on my shirt — none
PLEMEDENTW?MAGGEESACME' ] other than the
| wish to pay by Visa/Access (delete as applicable) Gﬂlﬁgﬁﬁgsg‘m:ver
Signature g Expiry Date ‘eponymaous star of
our new l::umdc-sbrlpl
i ng | say about
K S O O R (5 5 1 “""“w‘mﬁmaybe
CRASH T-SHIRT OFFER, PO BOX 20, . b
LUDLOW, SHROPSHIRE, $Y8 1DB. : PAUL i
1
1



LOMPUTER

SINCLAIR

QUALITY APPROVED REPAIR CENTRE

=

I e—
LOMPUTER
SPARES

SPECIAL OFFER!

I NOT UDGE B0 YEAr DFOINATy SDRCTIUm s
FRe Fanfastie. DN Trares fyDEwTTRT KByD0arD
e arey EXT 50 incluging Aming VAT ang
return OS] AN paCKING

Mormai red nmmerded retail price

£49 95

WHILE YOU

WAIT SERVICE
CALL FOR APPOINTMENT

E8,
BACKING & INSURANCE]

150 05T SALE PRICE ONLY

R PACKING - OVERSEA
ORDERS PLEASE ARD
TO COVER POST &

L

SPECIAL OFFER!

WY N4 ST S08 DU THE BT 10§ Al
& tor sime s BT §8hnumng ka1 post ang puring
) o o RS BSR4t T LTI T e
o it b uf £19.95 wetim 4
A futhy Wnchetive price S0-Coney.
1 LN InCiugng rrn
Wy szt
U e v i rugsans
SUDpErG wiim paery i
- Issum ¥ B0 5 only

SAGA LO-PROFILE _ foxa)
PROFESSIONAL KEYBOARD ff sPAREs

R.R.P.£39.95 £285 i Wg,,
- LY

KEVBOARD
TEMPLATES .
£550

PlusETSODAD

Repiacompny penteg
Do Be ey key

sery E7 50

R EAG PIE
[t ]

RUBBER MAT
£6.50

while you walt senice including
computer $pare parts over the counter
All computers fully overnauled and Fully
tested Defore recurn

Fully frsured for the return journey
Fixed iow price of £19.95 inCluing post
packingand VAT INOTabetween price
of really Lp ro £30.00 which some of our
CoOmpetitors are quoting!

-

Five top gamesworth £39.00 for vou to

Snyoy and play with every Spectrum repair 3

Werepair Commodeore 64's Vic 705,
Commedore 16'5 and Plusd s

The most up to date test equipment
developed by us 1o fully test and find all
FAUITS Within your computer

Keyboard repairs. Spectrum rubber key
Boards only £6:95.

Discountsfor scnogls and colleges * Imonth written guarantee on ali repairs.

BEST PRICES! |

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

Need your computer repaired fast? Then send It now to the Number One Repair
Company In the UK., or call in and see us-at our fully equipped 2,500 sguare foot workshop,
with ail the latest test equipment avallable. You are meore than welcome,

We will repair your computer while you wait and nelp you with any of your technical problems |
Commodare computers repaired for-oniy £55.00. Please NoTe we gove you a 100% low fixed
price of £19.95 which InCludes return post and packing. VAT, not a between price like some

u L
E900 s ivswanp

plus £1 50040
REPLACEMENT
POWER SUPPLY
; pECtrum replacement
POWEr transformer
sultable for ail makes

of computer £9 85
PlusEiS0pEp

rebipon Cable-to
extend your ports for
wour peripherals
£10.95

& plusEt SOpAD
-

KEYBOARD

=<
; -’"‘Q:’;- MEMBRANES

£

" Spectrum Keyboard
membranes
ESSO0plusE1S0o e p
Specrrum Plut spare
keyboard membranes
E1290plusEtS0pap

Caun SEOF U Banig Fae JovsEch ang
IPARFRICE COMOIBEE Oubld  Motman |
FRCOmENenaed redan pck L3-8 4y &
07 L NAEED FiiceT
ot anivE V6 Shrcwangon o
wsarabip a5 e are ermE 10 95
rhale Fvailabie 1 WD T e

other Repair Companies offer. We don'task you tosend a cheque in For the maximum amount and
shock you with repair bills £30 upwards. Don't forget we are Amstrad aproved for quatity and
speed. son't risk your computer to any other unauthorised repair centre. We dontjust repair the
fauit and send your computer back, we give your computer 3;-

OVERHAUL WITH EVERY REPAIR WE DO:-

We correct Colour, sound, Keyboard, Check the ioading and saving chip, Put new Feet on
the base if required, Check for full memory, check all sockets including ear/mike and replace
where needed, All for an inclusive price of £19.95 Including VAT, all parts, insurance and post
and packing. NoO higden extras whatsoever. We don't nave [0 Doast too much about our
Service as we have thousands of customers from all over the wiorld nighly detighted with our
seryice. A first class utation for speed and accuracy. Don't fOFget, we also now have a
service Branch in Manchester City Centre for while you wait service

URGENT NOTICE pon't be misied by acverts showing ‘between prices.’ Arecent
complaint against a Manchester repair firm, Mancomp, was upheld by the advertising

tandards Authority on two counts, “It had stated BBC repalrs between £14 and £45
then charged the customer £85." Thelr guarantee policy was misieading as it did not
make clear that all repairs were not covered.

¥ 81 membranes
ES.00 plusC1 S0pEp

ON-OFF SWITCHES
FOR THE SPECTRUM
AND SPECTRUM +
ORDER No
1067 SPECTRUM
10674 SPECTRUM+ &
E295 + 15803+

oA

replacéement power
transformer £29.00
plusE1 S0plp

USE ANY
JOYSTICK WITH
YOURSPECTRUM + 2
SINCLAIR JOYSTICK ADAPTOR FOR
EONNECTING SPECTRUM +2
COMPUTERS TO MOST JOYSTICKS

THE VIDEO VAULT COMPUTER COMPANION

the ghobe to find you all the [atest software and add on's for your computer, all the latest

Qo0ds LTy QUr guarantee of
membranes, power supplies - all at discount prices.

& 1 STOPPRESS!! BRAND NEW SPECTRUM PLUS COMPUTERS INCLUDING
| POWER SUPPLY, LEADS AND MANUAL JUST £58.95 + £1.50p + p.

140 High Street West, Glossop, Derbyshire SK13 8H)
Tel: 04574-66555/67761 Head office & access orders, queeries,
Manchester 061- 236 0376 while you wait repair centre oniy.

WE NOW HAVE FAX: (0) 4574 5354?51
CRASH October 1987

The Videovault has just released the most up to date-and exciting catalogue ever produced, our team of experts have stoured

I Jowstick technokogy. all the top and

testad softwane tities all at great discounts to you. Anyone can apply now_ just send 2 x 18p stamps to the Catalogue Dept at the
address below for your free copy. We have ail the top branded itéms availabie, delivery by return post iour Usual standard!. All
isfaction. Never has such a catalogue ever been prodiced before, inciuding spare parts, ULA,

POST + PACKING
CHARGES UK ONLY
OVERSEAS

POST + PACKING
CHARGES PLEASE
WRITE FOR
QUOTE




GOGGLE!

VIDS TO FREEZE YOUR
FRAME FOR . . .

CIC Video fronts its attack o the rental shelves
wiih the biggest ralaace for Dclober, Top Gun,
staming Tom Crulse (Risiy Business, Lagend,
The Colar OF Monay) a5 an ambitious young
fighter pllot, training &t the LIS Nawy's prestigious
Fighter Weapans School. Kelly MeGillis

| Witriess) also stars a5 the sthool's lecturer with
wigm Cruise becomes romantically involved

Top Gua was the most successiul vidéa sver
wien reteasedin the US fate last vear - bat it was
fnncked offthe Nurmber One siot by anather CIC
release, Ferns Busller's Day Off Matthew
Broderick (i¥ar Games, [agynawhe) stars as a
snoath-talidng, attractive and intelligent
teenager fiving ke to the full After comvincing bis
best-friend, Cameran, that they must borrow his
fathers 1961 Ferrari, he sets off with friends o
four the: sights af downtown Chicago, [t's on the
sheives Now 55 don’t miss i,

Onthe same labeland from the writers of Top
Guncomes Legal Eagles, featuring Robert
Redford as an Assistant District Attorney and
Debra Winger as a competing fawyer — thay
cormbine their fegal minds to solvea cime going
| back 15 years.

The last day of September sées

Entertainment In Video's release of of the

P Top Gun

B Farric Buelier's Day Off

Fox gets ready for big business, too, with the
hasgely successhul Grocodie Oundee hitting the
shetvesin Ocaber. S0 much has been said about
thils Australian wonder thal many people have
came way disappomted after all the hype - stil,
don't mise 1, And GBS Fox-also has Fagey Ste
Gof Married out-for Octaber — & soet of Back To
The Futurs for*grown-ups’, staring Kathleen
Turmier {Prizzi 5 Honour, Jews! fn The Niig)in the
tithe rofe,

On Uctober 12 Nabadl's Foal from
rigwcomers Sony Video Software, reaches the
shops. Rosanna Arquette | Desperalely Seeking
Susan, Affer Hours) piays the part of Cassie, tom
between the lover of mér cheguered past [whom
she stabbed ina restaurant] and her present
atfraction o filey (played by Eric Raberts from
Runaway Trai

Lookaut atthe znd of Cetober for GIC Video's
rofease The Whogpee Boys Twoyoungsters, Jake
anid Barney, go to fintshing school to help a
beaitiful Palm Beach feiress gaim her inheritance
arvd marry the peract gentlensen: With the duller
manths coming on it looks ke there's a lot of
#oggle-bon watching coming up to sllewate those
“ercifing new autumin TV schedides. Welltry and
TRVIEW B MMy a5 we £an,

comady/horror fil House Il The old owner has

mioved out (wise feliow but some poor fool
{tempted by the low price; no doubt) moves in to
takehis place. Chirds Walas | The Fiy:. Grarmfins}is
respansibie for the scary special effects,

AT LONG LAST
SINCLAIR

ONSEPTEMBER 1 Sir Clive Sinclair's
leng-awaited new kneetop computer,
the 288, was put on sale in the high-
street chain stbres Comet and Dixons.
It retails for £287.50 (batteries not
included!).

‘The Z88 is a fraction of the cost of
its competitors, yet it is the most
advancedand powetful portable
computer on the market,” said Sir Clive
ata press conference onSepternber 3,

= Peagy Sue Got Married

SUNK!

YOU rriay ke wondering why CRASH
hasn't menfioned Salfieships - Elite’s
- eonversion of the classic board game is:

gcnvefsandm-htrmm
Wﬂfﬂr& Video Games and
Your

Smdqr
Wall, the Elite warriors decided
discretion is the better part of valour
and after hearing same negative
comiments on Baftieships they've
decidedto 'srt onthe game ' said Elte's:
Geoff Grimi

“Until it's k:mpinmedbe he add%d
“Hattleships will not be released s a
full-price game,’ Elite's devision backs:
upthaomenuicR.ﬁSHzmm;sv&n-
=T Bsﬂhshps o |t was

finally launching the product which was
first expected inthe New Year.

The tiny 288, with keybeard and
screen together only the size of CRASH,
comes with bullt-in software which
includes word-processing and
spreadsheet functions, a calculator
program, 3 diary, a database, a
calendar, & clock and (wait forit) BBC
BASIC and assembier

Production has started in Scotland
by SCI UK, part of the American SCI
corpofation — the world's largest
subcontractor in computer
manufacturing, according to Sinclair.
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P Keep on wagglin':
Konix competition winner
Maris Geert in Brusseis

RIDDLE OF
BOFFINS’ WAG BID
TRAGEDY

IN a shock move that left thousands of
Europeanwaggling enthusiasis shaking
all over, joystick manufacturer Konix
last night announced the collapse ofits
record-breaking Speed King after
17,604 000 waggles, Our Waggling
Editor writes.

A shaken spokesman described the
tragedy, which took place in front of
20,000 horrified holidaymakers {well,
one or two bored functionaries.at
Kaonix's Welsh plant). It just started
missing the odd click,’ said Michael
Baxter, "nothing particularly
phienomenal.'

But there were smiles through the
tears for Belgian wageler Maris Geert,
who won £100 in a competition to
guessthe joystick's endurance. Geert's
estimate of 5643 hours was off by anly
nine hours - the Speed King actually
lasted 652 hours (mare than 27 days),
at 450 waggles per minute.

Said Geert: '| had heard how durable
the Speed King is, and 5o | worked out
how long decent joysticks should last
when playing Daley Thampson's
Decathion, doubled it — et voilat’

Guesses at the joystick's waggling
life had ranged from 14 minutes
(believable of some products? ta eight
years; both people who submitted
those extreme estimates have been
rewarded with Speed Kings, joining
some half million happy Konix waggiers
workdwide.

The company will release a £12.95
autofire Speed King at The PCW Show,
and it’s planning a 'beautiful new
concept'injoysticks, to be launchedin
the New Year. Added a highly-placed
source: "'We are confident that Ed - is
this plug for Konix long enaugh?
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PEE-ARE-
MANIA

Number One in an occasional
series: THE SPONGE

This s a sponge. Around green sponge sent o s
by from Arts.
Fire. We threw it around for a while, Roger stuck
If toi b5 computer and squeszed it occasionally,
and Frcky used it to mog his brow in the
sweitenng heat. Pah!

After much daliberation we decided it smedt
like a Heathrow departure lounge carpet, BUT
serinusly, viewers, after 3 bit of investigative
fournalism Et Al discoversd that f was a Nerf
Ball - an American Imention,

You're supposed to have mindreds in the office
and whanever a Nerf Break is called for,
everybody tums g2-ga and bungs them around
supposedty ‘to retieve pent up fension’,
Unfortunately, with only one Nerf 8all, Merfbreaks
aren't as jolly as they should be.

(Thsat's enerf Nert Balls -Ed Dir)

BUBBLE BABBLE TOY
TROUBLE

Carnpetition ahgy! Pictured above are Ben and
Ricky outside in the park playing with some odd
contraption known as the Incredibubble from
MHI Toys. The long pole Ben i sticking into the
bubble mixture houses at its end a loop of what
ovoks fike knicker etastic, Pull back the fube on
the pole, the loop opens and, hey prestol when
helet to the wind, tforms andreleases 2 gigantic

Unfartunately the contraption could only be
made to blow one measly bubble, and after
spendinganhour or mare playing about with it we
thotight it had better be put to some use - so
hera’s.a wee comp.

We're nat going to give away a recalcitrant
bubble-maker, but you canwin some CRASH
bubble bathiand a CRASH T-shirt {see page 143},
send a caption for this absurdly odd photo to
BUBBLES IN THE BATH, CRASH, PO Box 10,
Ludlow, Shrapshire SYB 108 1o amive no fater
than 25 September, Oh 'm forever biowing
Bubbles...

B It's Ben and Ricky . . . but can you think of 4 caption? The sillier the better

FIRST DOLE-
PLAYING GAME

You Are Maggie Thatcher

by Hunt Emerson and Pat Mills. Published
by Titan Books at £4.95

The combination of potent carigonsst Hunt
Ermerson and role-playing writer and oneime
2000 ADedftor Pat Mits bring awicked sense of
poletical humour to this first ever comicsing
adventure bogk, You get 4 chance to become

North Finchley's greatest heraine, bullying
cajoting and (hacdly ever) guiding Britain theough
crisies of enormity whitstiaver losing sight of the
real goal - your political caresr,

Somewhere in spint between Frvate Eve
mieets Dungeons and Dragons and Spifting image
takes on Judge Dredd, You Are Maggie Thatcher
jsanovel expenence for the politically aware role-
player with an eye on Parisment. I's out on 30
m.wmmc:mﬁmw:m

ROGER KEAN

a Dile-EPLaYiyg Gime
Hult envIgSO1 ¢ PAL ol X s

P The Nerf Ball held ready for a spot
of nerfing {note expensive
manicure done at Ludiow Beauty
Emporium)

ETAL's
LITERATURE

COLUMN

The World's Best Computer Jokes
by Rex Malik. Published by Angus
& Robertson at £1.95

Having picksd up The World's Best Computer
Jorest imagined [wasin for anafternoon tfering
and sphuttering mouthiuls of coffes averthe
Spactrum at the turn of a page. Butit was notto
be. [ can't higlp thinking thit this book is the kind
of thing Amstrad would shrg inwith thelr PC
systems as a3 complement if not & compliment}
to the manual, Most jokes are what | wodld term
schonltboy hurmour for business executives after
a hard day on their IEM mainframes.

Written jokes ard along the lines of "My
computer is user-riendly, but not over
famikiar. ... ' andcastoons are.in the middie-ageid
mian sits at home computer and on the screen
appears, 'Get rid of the wife' vein,

Thie Workd's Best Computer Jokes may be 2
nice stocking iller for Uincke Hamy-at Chestmasin
excharge for the orange Y-ronts three sizes fo
big e gave you fast year, but don't expect any
decent gutfaws or any mention ot the Spectrum

githier, RICKY EDDY
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Thrill to the action as the legend comes to life!

and the

TEMPLE OF DOOM -

 The Home Gomputer Version of the Atari Goin-0p Masterpiece e,
) g

Eq CASSETTE EH .99 DISK E 14.39
AMS'HA" CASSETTE E H .39 DISK E‘q ,99

Bereens from Arcade Version




