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SABOTEUR

Enter warehouse. Aveid dogs, gosrds, and ceiling-mounted anti-
pumunlwnpmm:hmwhuin:m Cross to
other side of the warshouse. ¥ E0MHE COmpuler
unnhhkmunluldnmlmnlt I-nliwmndmn
mmldwum;huuw
and carmy it wnd cofifiuter centre. Use tweo mini-
mmnmn Take tor swap
time-bomb with the dlsk.lhnuﬂ helicopter which is inthe
muln!ﬁnmn hunchuﬁumhmmwmp
Iﬁmﬂﬂll?ll‘r’iun top fioor - don't be rightened of jumping-
off & screen,

SABOTEUR lI

You ke tha role of the Ninja's beautiful sister, who must avenge
mhhn-' nn-mm;hh;hsmmr mumd:“
central sacurity bailding e & Computar Bt contai
names of the rebel leaders, This disk also held information about
the dictator's huge missile silo, Your night-timo mission is to hand-
glide info this high sacuriy complex of buidings and undergroend
passages {over T00 screens), search for the pieces of punched
commputer tage that conirol the missife’s path, redirect it
exit tuniel. The site is guard wr:: Mm,:&
site is atn massive
with flame-throwers, vampire bats, and deadly bisck pumas.

SIGMA 7

Twkce-of fram your bezs and Hy to the naxt factory fighting your way
Ih'i“h the space-mine defences as you po. The distance between
thve space stations and hmnﬁndm:mmm:ﬂnnwiﬂl
sach nrw stage. Bonis points ans
winves of mings, Once into the factory ana, Mpmumm
around clearing hm:.wunnhﬂm rapidiy home-in
wtlilulwllp meking contact, liﬂuuhimmbldmllﬂlh
the paihs are mmdﬂndmmumumhiﬂu
pettern MUST BE and subsaguantly entered on the
mnﬂuﬁtﬁnlmhmmdm roho-mines, and the
pobnts re shown aver the Buupoinummmdm
proportion to the ares of cleared. If the time limit is
excesded (ie; the counter a1 the top leh of the scredn reads rero)
then 2l remaining “lives” are lost and the game ends,

CRITICAL MASS

Keop flying towards the right of your screen. Aveid all rocks and
llilu. ch ot for incoming aliens and shoot to Kill, but dea't

H ourmmﬂnlnad then use your jei-pack
nl.linﬂ! x‘nu‘i'lummmm screen til you find o new
F ulltiuldulhmllmrldn#mﬂh
mmlﬂ wall move up the screer, wait for and then
mmm guard, then keep moving (to aveid the quided plasma
hlm}lllmﬁhmmmnﬂ-dhmimnmm
move throw nummmmummm:mm
in uwuﬂ{inelm'fw ratra-thrizsl) than spin around and sheost
the prism-shapad mrgrmcmm junt s it is aking-in energy,
belore you get sucked-in end vaposrised.

AIRWOLF

As Stringtellow Howhe, o former Viemam o pilot, and the
man in fhe free world trained to fiy the bill Har helicoptes
been assigned & e miszion by

the FIRM. Five U5, scientists ara baing held hostags
iul:ubﬂmmnh;hnnﬂth R e -mu
Hawke, you must guide AIRWOLF using full siealth ca) g, on

& series of parilous night-time missions and |
ist in um. Only destruction of the defence control

bones strategicatly positioned within the cavem will allow

.lm}wﬂm-lumnunﬂmhnmhmm
ara

£ 1984 Universal City Studio, Inc. Al rights resered AIRWOLFm
# A Trademark of and licenced by Universal City Studio Inc.

HIT-PAK are proud to present “Ten Hit Games” in one present-
ation pack. Five cassettes for only £9.99 is unbeatable value for
money. (Also available on Disc formats). A superb collection of
Action Games producing hours of captivating entertainment.
Released in the UK on 8th March 1988 - Don’t miss this
opportunity, get your copy now!

DEEP STRIKE

You are in control of 2 World War | fighter, Your job is to protect and
mluﬂ:’uﬂmmuwuunummu-pm
mmmmmmi Mtdtnm s
wertical or you will run hoavy
nllhom ;mmmﬂmﬂ'ﬂfﬂbrm
own bomber which will fly dead abhead of you. Avaid
bdlnmlhnlimm hit & replacament will fiy in
after a few seconds. Bomb anyth like. H you can stay on
courss and survive fong you Id gventually pass pver the
enemy fuel dumps which you mest wipe sut,

COMBAT LYNX

You will hawve four bases which with
airuw.!uﬂiuuudlmmnMnfm “ﬂl
the ability to ingtantly revitalise injured troogs brough back
hmmﬂmmmmmhwmmmm
Allied land vebicles move sround the bartdsfield ind
your comtrol, You provide the only alfied air

b 11TH

Hh:huﬂllﬂﬂhummmm irn-
Hied land vehicles, by mines that you have ather
e SRR
TURBO ESPRIT

af is camying drugs to the centra of the

m-mmw dﬂmmwﬂﬂminhmlﬂﬂ
drmnﬁulhurhdm Aftar the fourth pi

armoured supply car Iunli-ci.! Tmmhhmh

delivery cars after they have mada their pick-ups and before they

diseppaan in their hide-aways, and to stop the annoured supply car

after 1t has passad its driegs to the last car and befone it loaves the

city. You will scare exira points for catching the dreg

afive, rathar than shooting them. Your vehicls will be a Lotes Turbe

Esprit capable of driving at 150 mph.

THANATOS

H;liltm|um a castle, then land and walk up to castle gate, Use
Hame o busrm dowwn thie gate, 1 you run oat of flame
buluﬂiﬂlmﬁﬁu

'wm:mmkuw%wHMWhm au-.m

win'liwﬂluﬂIWHmm Il&cﬁmsuﬂehﬂimlh

allonw her to climb onte Fb{.'mnumm

;«:ﬂnﬁhhmtﬂm mlu‘llhu.ﬂrn
munhwlllﬁm‘&n in which the gir

can cast her spell, Land nearty,

BOMBJACK Il

Watch Out! Jack’s back! Our Bombijeck is here in
cmmdmmw This time, srmed and

for combat. Use the stab key NMWWMH
upﬁlhﬂmclinpnnui--m Have you got what

| it takes? Have you got the maental 10 outwit the epemiss and

collect the reasurs in over 40 complicated setings?
l:oammuh-humnm:'mmn.

 Tecmo, Lid. of Japan.

EASTERN AVENUE, LICHFIELD, STAFFS WS13 6RX
Consumer Hot Line: (0543) 414885




NORTH STAR™

Alone it stands, majestic and
proud... the final hope to Earth's
savagery and overpopulation...
North Star. 2 glorious space station
orbiting serene tranguility. too much
tranqguility... preparations should be
underway for the final evacuation.
Communications are dead, scientists
cannot be raised... a dreadful gloom
overtakes the population... has their
last hope gone?

Only one can find out, only one has
the necessary powers. That one is
you... a8 unique leing on a mission to
rescue a unique project.

Spectrum 48K £7.99 Cassenre
Amstrad £9.99 Casserte £14.99 Disk
Atari ST £19.99 pisk

CBM 64/128

£9.99 Casserre £14.99 Disk

“FROM OUT OF
THIS WORLD...

" THE FIGHT
'FOR THIS WORLD!"

VENOM™
STRIKES BACK

Incoming message on MASK
computer - " 'We have kidnapped
SCOTT TRAKKER and are holding
him on the moon. Unless you
surrenderthe entire MASK forces to
VENOM you will never see him
again.”’ Signed Miles Mayhem.
Matt is faced with a terrible difema.
To agree to VENOM s demands
would give them total contral over
the Peaceful Nations Alliance, but to
ignore their demands would surely
mean Scotts life.

Can you as Matt Trakker rescue Scott
and return him safely to Earth?

Spectrum 48K £7.99 Cassere

CBM 64/128

£9.99 Casserte £14.99 Disk

Amstrad £9.99 casserre.£14.99 pisk
MSX £7.99 Casseme

MASK ™ AND THE ASSOCIATED TRADE MARK

i o ' ARE THE PROPERTY OF KENNER PARKER TOYS,
l \\\ [N (KPT) 1987
i L! 1\1:_ lJ i

s _"\

WORLDS APART FROM QTHER SOFTWARE!

Gremlin Graphics Software Limited, Alpha House. 10 Carver Street, Sheffield S1 4FS. Telephone (0742) 753423
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IT YOURSELF

A NEWSFIELD PUBLICATION

AN e e A
LY B 0 e AT

[C 1988 Newshield Lid
COVER BY Dliver Frey

DRIVE YOURSELF CRAZY . ..

with a radic-controlled car from Titus

GET ABOMINABLY SNOWY ...

with ¥Yeti artwork from Diesting

SEE HOW THEY MADE PLATOON . . .

win zfl the storyboards from Ocean

108 FALL IN LOVE . ..

. with Ramantic Bobol's add-ons

113 GO FOR GOLD . . .

. ... with £50 of software from Et Al

114 LISTEN!

to Digital I ation's prizes; personal stereos

When it happened, ol courss, there was
nong of the shouting, none of the penic,
none of the breaking of windows or looting
or aven the soft despair of mortaliity as the
worid rolied to its dead end. Some things
siopped: there was no morg bir.g.f_. in tha
suddenty tasteful Sun, there wers fow
arrusts, there wera no  tourists in
Washington

Bui  Washingion was o parfact
microcosm of the world it had created, now
%0 clos® o destruction by the maturation
of its own technology. And on this bright
Sunday, Capitol Hill shone scrubbed in fis
untarnished powsr as the Presidemt
brought togather his rofes = family man,
leader of men commandor-in-chiaf,
accepter of defeat - in the final broadcast.

‘Final"? No-one there would have thought
of it as final, perhaps there was more
slovenimess than usual in the CBS crew,
perhaps the old President’s own face was
showing fewer than normal of the smila
fines he had so often paraded on the
hustings beside his parfect life.

Yet the Polomac rolled undisturbed and
there was still the odd protester bothenng
1o pace outside the White House: all crises
wWere egual in PR terms.

The President began, conschous for the
firsl time of his own cominess. "My fellow
Amancans' - he wondaered how many wera
out thers, at the end of cables and aerials,
how many were really honest fowas farm
stock with a kitchen radio and how many
were Wall Street slickers with five screens
running at once - "you know as much au |
do aboul the coming days which face oui
country’ - who had writien this?

Ingham - it was Ingham who wrote it,
grey Ingham, once the keen Washinglon
journalist fantasising his own Watergete,
now & sour and doubtful aide - Ingham,
tapping on the President's shoudder now

The CBS men woks up. Oulside there
was an seroplane and a bird: symbols of
thizs watershed the cameraman would
never fouch

Inghamm  was sl lapping on the
President's shoulder when he starfed
reading tha telax, and he had 1o ek iroitatily
iy, cursing the cameras as he did so,

Then the old actor's sense took over
"o, in hours we will meet the grestest trisl
wi have faced since our nation's birth, But
now there ia good news.' A pause -
melodramatise? Or speak strongly, go
straight ahead?

Oo sirgight ahead. ‘The naxt issus of
CRASH will be on sale March 31."
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THE STATE OF
THE INDUSTRY

... and what a state it's in!

There's this cynical tradition at
CRASH that when the editor can't
think what to write in his editorial
on the last day before printing he'll
put down some meaningless
“state of the industry’ musings.
These usually turn on the
observation that tie-ins and coin-
op licences are growing ever more
important.

Well, tie-ins and coin-op
licences have been growing ever
more important since the worid
was without form and void,
because now the software houses
can afford to buy licences - and
the film producers, TV stations,
Garfield grandees and so on are
more aware of the marketing
possibilities of computer games.
Gradual movement into the
mainstream of home

entertainment . . . industry
coming of age .. .. 16-bit
revolution . . . yawn.

You've heard it all before, But
then there are only 4,000,000 of
you — Spectrum-owners, that is.
And it's a different kind of licence
we should be thinking about: the
TV licence. There are only some
20,000,000 of those in the land, yet
look at the attention TV gets—in
the national press every day, inthe
public eye every evening. Why
shouldn't the home computer get
that kind of coverage? Why
shouldn't cycling simulators get as
much coverage as cycling, a
minority spectator sport?

No national newspaper runs
regular home-computer features;
when they do discuss home
computers, it's usually in stories of
the absurd 'automated house of
the future’ strain that resurfacedin
the Daily Maiftoday (February 10).
{And it's usually headlined CHIPS
WITH EVERYTHING.)

Or it's about Jack The Ripper
{because it's 18-rated) or Tetris
(because it's Russian - hey, guys,
it's that crazy crazy glasnost!).

Like itor not, computer games —
and the dear old ever-so-British
and unfashionably cheap
Spectrum — still have a train-
spotting image. Only the macho
coin-ops pass street-cred's
muster.

Organisations such as the
British Micro Federation and the
Guild Of Software Houses haven't
daone much. We can preen and
chatter and call our interest —
whether it's a commercial or
hobby interest - "leisure software’
instead of ‘computer games® all
we like, but only wider awareness
of the games themselves will do
the trick. And perhaps a shorter,
catchier moniker than ‘home
computer’ would help!

Perhaps SAM, the cheap new
Spectrum-type computer
discovered by CRASH and
previewed on page 58, will help
too; perhaps there'll be as many
monitors as TV sets one day. But
till then, why not write to your
favourite newspaper and ask it to
cover computer games?

breadth)

answers

IN THE NEXT
CRASH

B ATEI SHOW REPORT - the 44th top arcade exhibition
B RUN IT AGAIN - isometric games in depth (and height and

B PBM CONVENTION REPORT - new games and news

B WIN A DAY OUT AT LAND ROVER - thanks to Elite

B ON THE SCREEN - pixelated pictures

B THE CRASHTIONNAIRE - we ask the questions

B CRASH READERS' AWARDS RESULTS - you've got the

EAND PAGES AND PAGES OF TIPS AND REVIEWS

REVIEWS

March's high-fliers

SMASHED!

12

FIREFLY

Mewcomer Special FX proves thera's life in the shoot-"em-up
GARFIELD

That mischievous cartoon cat from The Edge

NORTHSTAR
Superb graphics, soundand Exolon-style space shooting from
Gremilin Graphics

PLATOON
The challenging, complex film tie-in lives up to its hype

HOT SHOTS

17

SCUMBALL

ATF

Digital Integration Zooms in with an advanced fighter

THE HUNT FOR RED OCTOBER

You are the hunted in this sub sim

JETBIKE SIMULATOR

Code Masters Plus prove that more of the same DOES waork
PHM PEGASUS

Electronic Arts finally releases a game = a hydrofoil sim!

S!'?:rne the sewers with this well-polished Bulldog arcade adv-

TETRIS

The Russians are coming, the Russia - -
s tproni [+ nsare coming —but puzz!

FULL INDEX

17 ATFDigi 'lntuqraﬂe' n 94
101 W%Htmﬁﬁm 99 Meriip Firebird Silver
25  Captain America GO! 96 Microball Alternative Software
:gﬂ WIFJI?AD, X 11 Nigel Mansell's
-ire al
18 r Edge 24 Northstar Gremiin Graphics
88  The Hunt For Red October 23 PHM Electronic Aris
Grand Siam Entertainments a7 mT Ten Hits
100 Bim 90 on
Code Masters Plus 95 Rollaround Mastertronic
101  Kikstart il Mastertronic a8 mrrmuaem
The Krypton Factor TV Games as Bulldog
99 Ln:fmi " SWAT Entartain- 10 Tetris Mirrorsoft
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FAVOURITES BACK
AS BUDG ETS

msrmmcm obtalne
mdget rerelease rights to all

's products, and has started
rssmngham at£199, -and £2.99. Titles
already out include Gt-asm;sm-ﬂﬁﬁx
Overallin CRASH Issue 13), The
(76%736}, and Esﬂwazsrmmm all
on the Ricachet label.

Ricochet rarﬂfwsaslncluda Elactri;:
Dreams's Aliens | Ma?i. Deean's
Transformers (60%/27) and Virgin
Games's Smashed Dan Dare (92%/32),
and on the Mastertronic abel comes

G:?miin Graphics's Trailblazer [B3%/

In-a separate deal, ‘Hewson's £2.59
budggt rabel Rack It is releasing old
Ga Ie Ganes titles such as Tir Nz

0g (92%/11), Sweevo's World (35%/

I zs}am! Heavy On The Magick(3 putof

10 I-Ilﬂ Issue 29). o
Ewsnn ansa shmg +-EI
disk :ﬂmgﬂsgnp:-f Tir Na Ne

-r?ﬂf ﬂm ﬂafach 75&‘1
‘and (95%/22) Ma 2

NEW
NAME,
HALL FOR
PCW
SHOW

THE PCW Show has abandoned
Lendon's Olympia exhibition hail - and
opted for & name-change too.

Mow known as The Personal
Computer Show, Britain's fop
exhibition for software and hardware
will be based at Earls Court, London's
bigzest exhibition centre. Earls Court is
bigger than Olympia — 23000 square
metres rather than 18000 square
metres.

And the extra room's essential,
Organisers of the 1 1th annual show this
September hope ta see more than
90,000 visitors, some 10,000 up on
1987,

The new-look show will have &
completelyseparate hall for games and
fiome computing, whereas at Olympia
The PCW Show had some business-
type stands [such as Amstrad) in the
leisure area.

Despite the name-change, Parsonal
Computer World magazine continues
lo 'present’ the show.

This vear's Personal Computer Show
will be held at Earls Court from
September 14-18;

The Home Entertainment Dealer
Show starts this year at Birmingham's
National Exhiblition Centre and will be
hield August 16-18, not the May days
originally announced.

DS, mainly for the video industry, will
probably include a wiewing theatre for
the public.

8 CRASH March 1988

TWO
DOWN

TWO software hauses afB'Mﬂ'ldmwing
from the British markel

Mexus went into Hq:.lidahm i =
January with debts believed to be as
high as £200,000, just months after
signing an ‘affiliated label’ distribution
deal with Electronic Arts.

And West German-owned
Ariolasoft will close ts UK operation
attheendof March, probably selling its
software titles to a British house before
then. The move followed Arolasaft's
disappointing sales |ast autumn,

> ﬂwnsnfamﬁm Sﬁﬂiﬂﬂhaﬁslﬂﬂedademwﬂhﬂcuntumﬂleﬂw

business side of its releases, and this month's Smash Firefly is the first under
that arrangement. It follows a fling with Sofiware Projects, which published

sml FX's Hysteria,

And the Liverpooi-based development

t house’s boss Paul Finnegan (top

right) and F!rerb‘ programmer .lnnaﬂnn Smith (bottom right) are both ex-

Emim 5 prwiws Ocean/imagine credits include Green Beret and Smashes
Gobra and Hypersports, and ex-Ocean programmer Tony Pomfrit {(Ramba, Daley
Thompson's Decathion) is also working with the new team - whose future
projects for tlsean include the Habamp film licence,

Firefiy Smash ..

.. page 12

DOUBLE TR‘OUBLE FOR
TELECOMSOFT

mﬁlﬂlb ?1“ Ay alegal battle
en'a gourt gave it the go-ahead ta.
publish Morpheus and Magnetron— but
anew ntis developing between
sister label Rainbird and .Eﬂuentura
programmers Level 9.

In'the court case, Hewsan had
clzitned it should release the two titias
programmed by the Graftgold team -
and took Firebird to court after the
Telecomsaft label signed a contract
with Graftgoid. Hewson betieved its
eariier arrangement with Graﬂguid
gave it nghts to the two disputed
games

El-t'tﬂ'.le case ended with Firebird

etting Morpheus and Magnetron -
which will be the first products of
Graftgold’s lomg-term exclusive
contract with Firebird,

The'Levei B dispute follows a sudden
SEVETINg qfﬁainbifd-'s relatiarﬁshlp with'
the programmers of Knight Orc
{interviewed in the last CRASH), <
. They'd signed 2 four-game contragt
with Rainbird in April 1986, but
Telecomsoft says Level 9 was always
Latewkﬂhr”]ﬁgashedgames —andafter the

reak-up the programmers movedtoa
new label, -ID}:‘III which will
release their next game Time & Magik,

CODE MASTERS plans to heip the
world famine-aid chanty Sport Ald— by
writing a special game based on the
sports extravaganza and donating all
proceads io it

The game will probably be based on
Sport Aid's sponsored 'race against
tire” run, Before the mass race an
athlete runs through several cities
carrying a torch, and the game will likely
follow that star runner,

An April release is expected,

CODEMASTERS SAVES THE WORLD

MELBOURNE’S
COIN-OP COUP

THE 'most-played arcade game of
1587" will be Meibourne House's first
release under a massive new coin-op
licensing deal, according to the
Mastertronic full-price fabel.

Melbourne | House will release
Double to cetebrate is
exclusive waﬂﬂwlde hame-compiter
rights to all Technos arcade games.
Future Technos products are covered

by the arrangemient, as well as current
arcade successes — Melboume House
says it's the first time a major Japanese
coirop company has assigned
computer rights o future coin-ops.

The:agreement follows a £2 million
rights deal by GO, LIS Gold's sister
label, which will release about ten
conversions of Capcom coin-opsinthe
nextyear. The first willbe z follow-up to
18942 [the compiter game was from
Elite) — called 1943,
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COIN-OP

fram £ Tato Corp., 1965

=
2 _/ Eons have passed... yat daspite apparent annifilatian in
== bhe original ARKANOID game; Dimension-cantrolling Force COMMODORE
“OOH has come back o ife and oceupying the huge space-craft ZARG, = .
has entered our Universe. /! 'Z 4 "'_-J 8 o
| p ™ ARKANDID type space-Fighter MIXTEL runs Ehrough lang IJ r_) “Na
e i Fargotten tompuber Wata unkil & Flnds  Ehe' answer Ea Ehis %5 7 -
SPECTRUM threat... "VAUS 2" 5 launched and speeds towards the threatening alien AMSTRAD
presence; beforeib canextrackits ravenge ... “The Revenge of Dok”
Adding Eo the Fun and gxcitement of Arkanoid... Al new Features include exiE
choicestovastiyincrease thescrean gptions, many extra “VALIS " affects, mulbiple shoks and a secret additional alien o contand with. This
adds ug bo Fha most theilling reaction gamea since ARKANDID but with sp many improvermnants you just waon't be able to skop plaging. .,
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Producer: Martech
Retail price: £9.99
Author: Dave Looker

oumay getthe gifls and pots
of money, but danger and
death stand grinning by your
shoulder in the fast world of
Formula One racing. And to keep
them at arm's length practice must
follow practice till the Williams car
you drive is under perfect control.
A careful, dangerous balance
must be struck between racing the
car as fast as possible and yet not
owerstraining it - mechanical
problems can lose you a race or
your life.

» More Prix than kicks

level, and the engine can be
damaged and much vatuable fuel
consumed.

To keep the engine revs within
the power band you must change
gear at just the right moment—and
the Williams can go through six
finely-graded gears.

Below the main screen is a
console giving you vital facts
about your car and its state of
health. A turbo-boost indicator
shows the additional boost
applied to the engine = by
engaging boost tremendous extra
power can be called up for daring
overtaking manosuwres and to
gain vital time on your opponents.

For instance, steering the
correct racing line through cormers
helps reduce your lap time — but if
a mistake is made and you leave
the black tarmac, vital time is lost
and your car could even spin.

Combine late braking into
bends and speedy acceleration
away from them with the accurate
steering that you need to overtake,
block and corner, and you have all
the makings of a champion driver
(real-life Farmula One champion
Nigel Mansell and the
manufacturers of his Williams car
worked on Martech's game).

But of course you're not the only
one on the track. Other cars can
be awkward obstacles if they too
are taking the correct line, and you
must protect your position by not
letting them pass you. Tohelp you,
wing mirrors at both sides of
the screen show the traffic to the
rear,

One of the most important
instruments on a racing car is the
rev counter, which helps you keep
the engine at optimum power —
ideally you should stay between
9000 and 12000 revs. Try less than
that, and insufficient speed is
generated; go beyond the upper
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NIGEL MANSELL'S GRAND PRIX

Fuel levels, oil temperature and
pressure, and water and turbo
temperature are alse manitored
and must remain within safe
parameters.

Another onboard display keeps
track of your racing performance,
giving your current speed, your lap
time, your average speed for the
lap and your best lap time, the fusl
level, the current rate of fuel
consumption and the mileage left
at that rate.

If the worst happens and your
car breaks down, or crashes, a
message window displays the
reason for the failure = or simply
informs you that your car is too
badly damaged to continue.

Each Grand Prix race is
preceded by a practice session:
one warm-up lap and three
qualifying laps. The faster your
qualifying-lap time, the better the
position you have on the starting
grid. But if you fail to complete the

qualifying laps in time, more
pra::ln:e is necessary before you
can join Nelson Piguet and Ayrton
Senna on the grid.

After gualifying you go through
a stomach-churning wait while the
last few seconds tick away,
surrounded by noise and the smell
of bumning rubber — and then the
green light shines and you're away
with tons of hurtling machinery.

Use the instruments well and
make pit stops for fresh tyres; the
new rubber can stop you slipping
or aven going off the frack, Tyres
are changed automatically when
you enter the pit stop, and you can
make as many stops as you like —
but think carefully, balancing the
benefits against the lost time of
each.

Each Grand Prix season has 16
races on different tracks (a haif-
finished season can be saved to
tape or disk). And you can drive
each race for five, ten or 20 laps or
a full-length Grand Prix distance —
the choice is made at the
beginning of the game and then
fixed.

Points are awarded for finishing
in one of the first six positions, and
accumulate over the season to
determine the champion of this
hard, fast sport,

P Close on the tail of a Grand Prix contestant

Joysticks:
Graphics: all the cars and the.
‘scenery are the same colour,
50 it's spon arace against
‘ayastrain—and the stripy grass
Sound: no tunes, excellent
128K rewingmdrunm
mgs.zinmladﬂlwﬁ
Options: practice or race for
real; 16 int tracks;
'Ehmse?maﬂapamaam
eneral rating: Nige/
.W&@mﬂﬁfg&&tfa&t
a

persaverance it bmms a
mlldly addictive simulation

Presentation
Graphics
Playability

Addictive qualities
OVERALL

_CRASHMarch 1988 11
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Producer: Special FX
Retail price: £7.95 cassette,
£14.95 disk

Author: Jonathan Smith
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jrefly is an abstract shoot-

‘em-up — there's no saving-

the-world seenario, jusl a
colourful, nail-biting challenge.

It starts.on a grid five squares by
nine. Down the lefi-hand side is a
row of white squares, and that's
where you slartin yaur firefly craft.
The aimii& to reach a green switch
on the opposite side of the grid by
moving one square at a time.

Planets and blue riangular sym-
bols are scattered across fthe
board, as well as blank squares.
You, can land guite safely on a
blank square, but landing ana blue
square — sometimes essential -
presents you with fwo feons: a

thumbs-up and a thumbs-down,

Landing on fthe thumbs-up
allows you aclear path across that
particular sguare, but it you land
on the thumbs-down the-grid is
rearranged and. the firefly craft
damaged.

So with luck you-can move the
eraft onto the nearest blank space.
What then? Well, the craft is shown
inside a maze dotted with
genarators, and the aim of this
subgame is 1o destroy them..

You can enter gach generator
after collecting four bubble-like
structures —and once your inside

the generator, another sel of
thumbs-upfthumbs-down  icons
appears, To destroy the-genaraltor,
hit the thumbs-up ~ if yvou hit the

~and this




“ Mix together a shoot-
'em-up, a collect-"em-up
and a maze game, add sun-
dry reaction tests to taste
and you've got a

game Indeed. Firofly lacks

nothing in graphics and

Most of the graphics are
monochrome, but the
player’s ship is very nicely
drawn and coloured, right
down to the satisfying burst
of flame which the thrus-
ters emit.

The varied action is
stimulating, even tho
success in the rather silly
hr?ucﬁon gm‘i‘.?n is so vital

progress. difficulty
ievel of these subgames
turns out to be fiendishly
pitched; they start off quite
easy but scon become
‘close your eyes and hope’

situations, which might put

off the impatient.
But Firefly's addictive
challenge would soon

“ Firefly is one of the best
gumael'vepiayodforalunp

me, though it doesn't
sound like much till you've
tried it - the graphics are
the wusual high-guality
shoot-"em-up stuff and the

mﬂan though original,
wes something in verbal
description.
Butthere’s addictiveness
in oil-ta i | played
Firefly solidly for four hours
without wanting a break!
Colour is used nicely, and
the sprites are very well-
designed; the only com-
plaint | have is that the
abort key (B is too
close to the P key on the +2
and +3, which many people
use to move righ'
But forge
ing; all shoot-'em-uppers
should have Firefly.
MIKE

* Maybe Firefly’s %nepla‘yr
isn't entirely original — but
with this sort of quality who
cares? The scrolling is fault-
irmiensely. playable ond

mens a
the graphics are very, very
good, reminiscent of the
old Ultimate style.

And Firefly’s addictive-
nessis ronceyou
start playing, it drags youin
and sit, you're hooked!
The visual patterns can
start to get hypnotic if
you're not careful . . .

If | were really pushed to
find fault, I'd say I;h? -tn!e—st
porter sequence is just a
shade too fast ~but that's a
minor quibble. Firefly virtu-
ally overflows with quality,
style and sheer excel-
lence. "

detailed and smoothly-ani-
mated backgrounds and
characters

Soun:BEmat title tune on
both and 128K versions,
plus vitally important sound
effects

General
could an arca

: what more
freak want?

Presentation

Playability _
Addictive qualities 95%
OVERALL 82%

ROADWARS

Producer: Melbourne House

Retail price: £8.99

Author: D S Whelan, from an Arcadia coin-op

he planet of Armageddon,
the last world to be
destroyed under the. rule of

the Galactic Federation,
encircled by

interconnected by
scrolling Space Roadways.

is

meons,
vertically-

But the safety mechanisms that
regulate the status and safety of
the Roadways have gone awry —
and  electric. arcs have formed
across them, destroying all they

touch.

¥ Beautiful but boring: Roadwars

and do soma damage even if your
shields are up. Spikes in the
surface of the Roadways also
threaten your vehicle, chevrons
can do major damage, and to add
to this misery satellites hover atthe
roadside shooting lasers.

If the battlesphere takes too
much damage, the protecting
shields are lost and your only hope
of survival is quick movement. But
to add a little zest to the life of the
battlespheres, one can push the

The Roadways must be cleared,

one at a time

Two  very

manoeuvrable robot droid eraft,
known as Battlespheres, are to do

the job — and you control them.

Both Battlespheres are
protected by strong shieids which
can be drawn back to reveal heavy
cannon, and with this weaponry
the dark panels which are causing

the problem

sparks can be

destroyed. But if you take out too
miany of the panels you'll go off the

Roadway yourself.

And destructive globes also
occupy the heavenly highways; on

collision they can destroy

battlesphere with lowered shields,

[BYM|

actions (sphere lefta

takes some getting used to.

same ftrack

““ Iit's a shame the scrolling of
the track isn’t smoother, and

- ey
responsive, but having four
right,
gun turret left and right)
controlled by three keys

And though the graphics
are fine and the idea good,

these i lanetary
roadways are so that
Roadwars s00n gets
monotonous =  there's

nothing to do but shoot up
the same nasties on the
again and

— Imke] ____

| was enticed to play by the

I;go. colourful graphics,
though Melbourne
House

has done an
admirable jl:.\rl:Ii on tl:;m
presentation and packaging
this Spectrum conversion

fails miserably. "
6%

ather from the roadway to avoid
collisions.

You can run over arrows to
increase your fire power, but be
warned — from a distance they're
difficult to distinguish from the
spikes. No wonder motorways
never get repaired,

__/commENnTs |

Joysticks: Kempston, Sinclair
Graphics: good perspective,
with littie colour
Sound: title tune and paor in-
effects

ions: one or two players
General rating: beautifully
presented (hard box etc) and
attractive at first, but soon
boring

Presentation
Graphics
Playability

Addictive qualities
OVERALL

CRASH March 1988 13
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Famous CoursesDf Tﬁe World
VOLUME 1

¢ ALL THE FEATURES OF WORLDCU\SS LEADERBOARD INTHIS GREAT HEW 4 COURSE COMPILATION .

LS
ength: yards
! Far: 7

Record:
Tom Kite 62

GLENMOOR
Length:
7131 vards
Par: T

COLONIAL &
Length: f : {7 Ui
71 e PN N = ) e e fIE |
00 yds ey 2 i R R e MUIRFIELD
Par: 70 R L - = ¥
Record: JOC}' L r & v <= % . s 2l Le,ngl;h EBB?D-{:I-%?

Sindelar 62 Record; Peter Butler 65

Following the amazing success of the now
legendary Leaderboard series of products.
Famous Courses of the World presents four '
superb new challengers for the joystick golf
fanatic,
From the infamous Pebble Beach Course on
the California coastline to the historical
course of Muirfield, Edinburgh, the oldest golf
club in the world. From the beautiful Colonial
Country Club built by Texas oil baron "
Martin Leonard to the “designed for
computer” challenge of Access's
Glenmoor course, Great Courses of
the World is a must for anyone
hooked on computer golf,
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LEADERBOARD PRODUCT INDEX

9.99¢ 9.99¢ 9.99c¢
S m 14.99d | 14994 | 249% - 0
oy, | Ao | o3| 8%l % | owa| | |
TOURNAMENT 9.99d 6.99d 6.99d i

4.99¢ 4.99¢
PmouscoRses | asee | g5 | g5 | | |
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{.S. Gold Ltd, Units 2/3 Holford Way, Holford, Birmingham B6 7AX. Tel: 021 356 3388




Producer: Digital
Integration
Retail price: £9.95
Authors: lan Benyon, Neil
Coxhead and
Kevin Bezant

ockheed's Advanced
Tactical Fighter isn't even in
production yet, and it's
giready being acclaimed as the
-fightér of the next decade. So
Digital integration hits the runway
yet again in its search for the
simulated ‘real thing® with a 3-D
arcade/simulation game, ATF.
Your ATF is at the forefront of
futuristic technocombat when two
factions go to war in a nameless
‘world’ of islands (a8 new worid is
generated for each game). Your
attacks can_destroy opposition
land and sea forces and devastate
their morale, disrupt their
communications, destroy arms-
producing industry, and obliterate
the air bases where they rearm and

_I'NA'I'HAH}

SAM 1

P Three weapon systems and endiess elecironics keep the ATF ahead

refuel. But of course what you can
doiothemthey candotoyou . .,

Your own refuelling and
rearming is vital, and weaponry
must be balanced against fuel
supplies so that the ATF can fly
within safe weight limits. (The
composition of arms and fuel is
shown on bar graphs,)

The ATF can be loaded with

give it a futuristic feel.

shot to pie
ATF is a state-of-the-a
of a supercharged aircraft. "

" ATFis awmme—ma%;pmm are superb, and the landscapes

enemy ships look most impressive
and realistic when they're tailing your ATF, darting around at
speed and copying your every move.

And unlike other flight sims it's fast, responsive and easy to
control; it's easy to glance at onscreen information without being
pieces armnhlngtlnﬁna mound of earth.

simulation, capturing the movement

____[pauL]

g D'lpiml Integration doesn't

mdut:ta hq.nﬁvarym Ay

qne isa

in its field — Fighter

Pilot is a fantastic ht
ator

to the
ATF is a superb shoot-'em-

up.

What's most impressive
ATF is the

construction and animation

of the graphics: Digital

Integration has found a new

way to overcome the

graprﬁcal limitations of the

pectrum.

Gone are the hollow

wireframe graphics of Tank
Duel and s kind. Here the

solid
espacrluuﬂwnyuuhlﬂﬂ-
are widely

usadtn u:ld nriaﬂan

gameplay is very Ve —
even more so t‘hm targlider.
But, like Rair::_l_ir’?‘n smn;tm ::
a year mustn
v

three types of weapon: fast-firing
cannon which can destroy
incoming interceptors, visually-
guided ASRAAM missiles, and
mare powerful Maverick missiles
which can take out land targets.
These Maverick missiles can be
guided to targets outside visual
range, selected from a database.

Once you're armed and fuelled
the main mission can begin. After
a takeoff using maximum thrust,
the ATF's speed must be kept up
if the craft is not to stall, lose height
and crash. (f you ‘do stal,
|mmed1ate thrust is essential.)

lying low over a verically-
Sﬂl’O ling landscape, the ATF
comes under constant attack from
enemy forces. It can bank to the
left and right, increase and
decrease thrust, dive and climb to
avoid attack and home in on
potential targets.

Enemy radar can be avoided
with terrain-following eguipment,
but this reduces your speed —and
the craft's slow reactions could
send you hurtling into a hillside.

A head-up display
superimposed on the main screen
shows engine thrust, the ATF's
speed, ground height and altitude.
{it's bagd news when ground height
and aircraft altitude coincide . . . )
The missile system available, the
current direction of flight and a
target's range and bearing are also
shown.

Beneath the main screen,
further indicators show fuel level
and undercarriage status, and
warn of incoming missiles. An in-

?ht message window gives vital

nformation on your mission, and a

P ‘Powerful 3-D on a smooth-scrolling landscape’

| BYM f
“ Like all flight sims, ATF has
quite a few buttons to keep
your eyes on. But it's not as
slow and laborious as other
flight sims — such as Gunship
- and not that complicated

&aairlg your ship on the
screen does a lot for the
game, too. You can see
enemies  coming
behind, and tell at a glance
how your undercarriage is
and how fast the ground is
coming up, all without having
to look at banks of
instruments.

Still, as a ﬂigm sim ATF
demands real involvement -
and a lot of reading in the
flight manual. Becoming an
expert will take some work,
but you couid play ATF for a
long time and still enjoy It“’q'ﬁ

short-range scanner to the side of
the main screen shows the type
terrain below and nearby enemy
objects.

Approaching ground-to-air
SAM missiles register on a
warning system, and with skill they
can be jammed in time using the
ATF's onboard jammer.

Then there's the ATF's flight
computer, showing enermy
positions on a world map and the
status of weapons systems and
the ATF itself. The computer also
holds a database for locking on to
targets.

An automatic landing light is
activated when the ATF enters the
catchment area surrounding allied
bases. When a base has been
chosen, an automatic landing
sequence can be engaged.

And a war situation report —
giving a rundown of all recent
gains and losses of allied and
enemy bases, ground and sea
forces, and cemmunications and
industrial complexes —is called up
whenever the ATF retums to an
aliied base. This strategically
valuable information can make all
the difference between success or
failure in war.

__|commenTs |__

gg_'ylﬁukr Cursor, Kempston,
ll'

Graphics: the smoothly-
scrolling landscape givesa
powerful 3-D impression, and
enemy fi are
tremendously detailed
Sound: very simple white-
noise effects

Options: eight difficulty levels,
sound on/o

General rating: excallent:
impressive arcade elements in
a user-friendly simulation

Presentation 87 %
Graphics 92%
Playability 85%
Addictive qualities BS5%
OVERALL B9%
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hat fat, averblown,
waddling, lazy scoundrel of
a cat Garfield is out 1o do
» That thinking feline ' his. good deed for the day — his
g . felineg friend Arlene has been taken
f to the local pound, and it's all down
to Garfieid to pluck his true fove
from herimprisonmant. But first he
must get out of the house, and that
won't be easy.

Garfield, the comic-strip cat
breught to the Spectrum screen
for his tenth birthday (see Big, Fat,
Hairy Licence on this page), has
two appetites — one for food and
the other for resi. So this heroic

Producer: The Edge
Retail price; £8.99
Author: Steve Cargill
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ball of fluff must keep on
consuming food, or he'll become
vary tired, drop off to sleep and
leave Arlene languishing n the
pound

But at least there's more 1o eat
than dry meal, There’s his ‘master’
Jon's coffee, for a start; and later
on Garfigld can scoff a string of
sausages and numerous other
scraps. -And this cat has a helpful
digestive systerm — watch out for
the Snack Attack warnings which
appear periodically below the
main screen. When thare's a Snack
Attack on, the flabby beast can
nosh practically anything.

Garfield can be helped or
hindered by his ever-present
pooch QOdie. Our hero doesn't
really deserve this faithful dogas a
friend — a well-aimed swipe at Odie

eams. points for the callous cat,
Still, Odie doesn't seem 1o mind
this mistreatment, for he always
bounds back for more.

Garfield can also get help from
his nephew, MNermal, the cutest
little kitten ever — it he canfind him.

Now Garfleld is not the most

. Fat, Hairy Deal is
It's totally
H::. with perfectly-

the joy
klcking Odie up the rump
every now and then.

The excellent graphics
have some really effective
shading, and all that lets
the game down is the lack
of colour and sound - a
tune would have cheered it
up a bit.

Our lasagne-loving
friend leaps and bounds
around the screen in a

enuinely cat-like way with
Sdia following close
behind ~but if Odie touches
Garfield the cat gets very
tired, so the best idea is to
give him the boot.

There's a serlous aspect
to the game, though, and
the puzzies get more
involving as you progress.
This is a great game, full of
fun and frolics, so get down
to your locai software shop
and have a Big, Fat, Hairy

Deall ™
HICK 2%

“Big, Fat, Hary Deal

captur exactly the
combination of
sardon and wit found

in the oon strip. All the
characters ara superbly
animated, making full use
of the Spectrum’s high-
resolution graphics; Odieis
my favourite, bouncing
happily around the screen

his tongue hanging
out. And Garfield's
expressions are simply
brilliant - he veers from
wide-eyed surprise to a
fantastic toothy grimace to
a cynical grin.

The monochromatic
graphics suit the cartoon
style parfectly {the
colourful information panel
datracta from R, K

ng And thuugh

ackgrounds lack

du‘l.aﬁ others - such as the

park and the sewers — are
very good.

The messages really add
to the atmosphere 'of
humour and laziness, and
it's wvery satisfying to be

able to kick ie away if
he's bothering you!

Therearea ple of very
minor faults: a bit of colour
clash, and an inexplicabile
change of direction when
you're in the street. Forget
them; though this is in a
simple arcade adventure
'h:»ri'na&EI it's bﬂ:; made Int:.l
something really special.
GORDON 89%

BIG, FAT, HAIRY LICENCE

CGOPYCAT CRIME took on @ wacky new
meaning in California this January, when
45 cars were broken into on a single
weekend — and Garfield car stickers
stolen from every one!

But the crying of distant car alams is
music to the ears of Garfield’s marketing

B Making the most of a
megalicence: The Edge's
Tim Langdell
men n Indiana, where the fat cat’s tanth
birthday on June 18 is hyping
Garfigidmania to new heights.

Garfield, barn as the star of a stili-
runming comic strip by Jim Davis, also
appears on afl kinds of merchandise
itnniudm calendars, T-shirfs, and cuddly
0y,
‘Garfield is one of those rare
characters that has a following from five
1095, explains The Edge's Tim Langdell,
'The average person knows Garfield.’

And planty of them snuggle up to him
every night— ' when we were making the
game a lot of people came out of the
closet and admitted they had ihe cuddly
toys', Langdell laughs.

But The Edge was duty bound to keep
skeletons out of the comic-strip cat’s
closet - there was 'very firm guidance
from above as 1o the image of Garfield’,
recalls Tim Langdell's colleague and wife
Cheri Langdell.

'He can't utter any profanities, he can't
really smash somebody or kill them - he's
aotn sort of moral tone.’ The cute
creature can't die in the game, either - he
just falls asteep (remember Piranha's Yog!
Bear, reviewed in 1asue 47, where
techinically it isn't the precious licensed
character but you, the playsr, who dies?).

In the event, only one of The Edge’s
proposed scenes was cut from Big, Fat,
Hairy Deal — where Garfield was "using

an instrument to da something that might
be considered aggressive', says Tim
[

And he hopes that despite the tight
control, 8ig, Fat, Hairy Deal will have
wider than other recent chamacter
licences. “Thera's been a large number of
character icences, he observes, ‘almast
all of which hawe been poorly received.
There's a lot more that can be done with
a licence than's been done 5o far.'

The perfectlicence might need a 16-bit
maching, says Tim Langdell, but he's got
High hopes for the Spectrum Garfield
game. 'it's a very complex adventure, ' he
enthuses, ‘and only bright teenagers and
aduit players will actually soive it. its
pretty hard to do, but it won't put off
youngsters.”

After ail, he says, ‘the sirip cartoon
isn't aimed at kids',

And the Langdells are 30 confident
they're backing a winner that more
Garfield games are in the works already
;L:Luiﬂ'lﬂ'be cat’s creator, Jim Davis, helping

The first sequel could be out by April,
And ‘we expect Big, Fat, Hairy Dealto be
big 1ill Easter,' says Cherl Langdeil.

‘Garfietd will have a perennial poputanty,’
So don't leave him in the car,

house-proud or best behaved of
cats — given half a chance, he likes
nothing better than to tear the best
chair's upholstery apart and add a
stack of points to his collection.
Still, the purple Draton never did
Iook too good on the three-piece
suite, did it?

Messages al the fool of the
screen  Keep up a running
commentary, and useful objects lie
around for Garfieid to gather, There
are  newspapers, dog bowls,
banes; towels and tin cans — but it

“This is a really good
lauw The graphics are

ery good; some of the
characters and animations
belong in On The Screen,
though the monochrome
display is a bit
disappointing. Big, Fat,
Hairy Deal is a must for

Id fans, simply
because it recreates the
comic’s characters so wall.

Odie is very annoying —
that's true to the original, |
suppose, but he does tend
to get on the nerves more
than he should.

Still, there's lots to do and
Pm stil h-yi:? to work out
what loads of things can be
u”:d hi:u' And the lack h:'
sound is no problem when
a game's as addictive as

this. "
MIKE 89%

takes some experimentation to
find out what they're used for.

And if he does make it out of the
house into the bright light of day,
Garfield will be distracted all the
way to the pound by useful places
such as butchers’ shops —infact,
they may prove so diverting that
the fat cat never gets to free his
long-suffering Arlene at all.

Joysticks: Cursor,
Kempston, Sinclair
Graphics: very close to Jim
[xavis's comic-strip originals;
menochromatic playing area
Sound: nothing but walking
effects

Options: definable keys
General rating: funny and
addictive — with real arcade-

adventure challenge as well
as comic-strip slapstick

Presentation
Graphics 89%
Playability 91%
Addictive qualities 20%
OVERALL 90%

90%
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THE KRYPTON

FACTOR

Producer: TV Games
Retail price: £7.95
Author: G Benson

ntelligence, quick thinking and

athletic ability are just some of

the skills needed to prove
yourself in The Krypton Factor.
Based on the long-running
Granada TV series, which has
been putting suckers through their
gruelling paces for a decades, this
licence from Domark label
TV Games throws up to four
contestants into the ring.

The Krypton Factor consists of
six rounds testing mental agility,
observation, response, physical
ability, intelligence and general
knowledge; players can choose
their ‘characters’ from among four
men and four women before the
first round (participants in the TV
show are ordinary members of the
public).

In the mental-agility round, a
series of numbers appears briefly
onscreen. The digits must be
remembered and rearranged into
ascending order. At first there are
just six numbers to struggle with,
but this can increase to a
maximum of nine.

Next thera's an observation

round. Here a picture appears with
a scroling story line beneath;
picture and words then disappear
to be replaced with a subtly
different alternative version. The

contestant must identify the

_changes within a time limit.

In the two-part response round,
contestants’  reactions  and
responses are tested on the
Ergobuggy and Vidiwall. The first
is a strange combination of
rotatable pedals, some moved by
the legs (as on a bike) and others
by hand. The two sets of pedals
must be rotated at different
speeds to propel the buggy
forward = it's a tricky test of
coordination.

And the Vidiwallis alarge square
formed of many video screens,
which randomly change colour.
The player must decide in a split
second which colour is shown on
mest screens, and then hit the key
which represents that colour. The
first contestant to do this correctly
ten times wins the round.

Sheer ical ability is now
tested on anassault course, where
players c¢an  adjust  their
contestants' stamina and strength
in both legs and arms. Different
obstacles, which include the nat
climb and a high wall, reguire

B It's a gas: The Kryplon Factor

different combinations of strength
and stamina; in some you must
rely on arms, in others on legs.

Next it's the turn of brainpower,
as each contestant is challenged
to piece together the parts of the
Krypton Factor logo. Some of
these pleces can be turned and fit
within a grid; others can be
removed from the grid and
repositioned.

Thie last round tests the general
knowledge of the contestants.
Questions  scroll  across  the
screen, and in time-honoured
quiz-show fashion the first player
1o press his key gets fo answer.
The comect answer is then

revealed onscreen, and the game
relies on players' honesty in
admitting when they answered
incorrectly.

@ " The mental test is the same
every game, which destroys the
point, and the response test is also
soon mastered. The point of the
TV show was that it put untrained
people in demanding situations;
as an unchanging computer garne
The Krypton Factor'is quite silly,
because results can be improved
with practice. "'

BYM ™

@ " Not only does the Spectrum
miusic sound nothing like The Art
Of Noise on the TV show, but the
game ranges from the appalfingly
bad Ergobuggy section to the
astoundingly  simple, though
adequate, mental-agiiity round, ft
says something that the best
section of the game involves
puiting half a dozen numbers into
ascending sequence — | would
only recommend The HKrypton
Factor to those who see
themselves in the half-dozen
preset personalities, '
MIKE

Joysticks: nong

Graphics: lacking detail, but not
colour

Sound: simpie fitie tune,
unimaginative effects

Options: choice of aight
charnsmatic contestants; up to

four players

Gartarugrating: & simply
constructed (but mentally y
demanding) repetitive quiz game

Presentation
Graphics
Playability

Addictive qualities
OVERALL

DON’'T MISS ISSUE 4 OF

THE BIGGEST EXCLU

A mammoth event featuring interviews with the people who were Ultimate. They tell the

T
i

story of their success and why they disappeared
heard. This issue’s a must!

IVE OF OUR TIME

PAGES OF THE LATEST GAMES

REVIEWS FOR AMIGA, ATARI ST,
COMMODORE 64/128, SPECTRUM 48/128,
AMSTRAD CPC/PCW, SEGA CONSOLE and PC

THE PERFECT COMPLEMENT TO
YOUR MONTHLY CRASH!

T\ 4

, with some startling facts never before

— AT LAST THE

COMPATIBLES
ON SALE NOW -

5
I
|
1



REIUNE

AVAILABLE ON: SPECTRUM; AMSTRAD; MSX Cassette £8.95.
COMMODORE Cassette £9.95; Disk £14.95. ATARI ST; AMIGA £19.95.

House' Leicester Place London W2 INB
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Producer; Electronic Arts

Authors: Lucasfilm

op American  software

house  Electronic  Arts,

which established itself in
Britain last autumn, has finally
released a Spectrum product —
PHM Pegasus, one of the flashy,
compircaled simulations for which
the company is famous. But this is
no ordinary flight or driving
simulation; PHM stands for ‘patrol
hydrofoil missile craft’;

The eponymous PHM Pegasus
is a hydrofoil, a fast, light craft that
hardly touches the water's
surface. The hull of a hydrofoll is
stipported high above the waves
by fin-like vanes which minimise
fnction and improve the craft's

efficiency - deadly efficiency
where PHM = Pegasts 15
concerned.

With basic training complete,
you're flung into sea combat
against other vessels, at first in
training missions, and later in a
series - of increasingly  difficult
forays. Fleeing tarrorists must be
intercepted, two missile corvettes
sought and destroyed, wital
CONVoys escorted through
dangerous waters and a secrat
photographic mission undertaken.

Though the game title suggests
a single craft, you can choose to
command any one of three NATO
?ydmfoiis from the US, Israel and
taly,

Your hydrofoil operates in two
stales. In manoeuvre mode g
large-scale sea-and-land map of
the  operational area appears
anscreen, marking the positions of
your craft, enemy farces, and
friendly bases and controliable
back-up helicopters. Information
about the hydrofoil's speed, the
time remaining for your mission,
and the speed at which the game
iz set to run is displayed beneath.

In weapons mode, the
aperational map is replacad by a
wiew from the hydrofoil's bridge,
shiowing the sea ahead — and any
enemy craft,

Beneath this is the instrument
console of PHM Pegasus. At the
centre is the vessel’s radar screen
indicating enemy shipping within
a 40-mile rangs, and therg's a
gyracompass and depth indicator
for navigational purposes. Engine
revs, the hydrofeil’s speed and its
fual level are displayed on bar
indicators.

Your hydrofoil carries a cannon,
chaff rockets fo deflect oncoming
enemy missiles, and Gabriel,
Exocet or Harpoon missiies.
Weapon system displays indicate
the: weapon currently engaged
and how much ammuanitson
remans.

When weaponry is activated, a
binocular view of the prospective
target appears at the top of the
screen, and a gun sight can be
focused on the enemy vessel

PHM PEGASUS

Retail price: £8.95 cassette, £14.95 disk

within  it. Aim-correctors at the
sides of the binocular view help
greater accuracy, though a missile
automatically locks onto its target
when fired.

On certain rmissions, one or two
reconnaissance helicopters can
be called up to supplement your
resources and provide invaluable
help. Theyre directed by
positioning ohscreen cross hairs
over their destination and setting
their speed.

A 'lock’ light provides ominous
warning that an enemy missile has,
or is about to, lock on to the
vulnerable Pegasus - and in the
damage sector of PHM Pegasus's
console two profiles of your
hydrofoil and its watertight
compartments  monitor the effect
of enemy attacks. When one of the
compartments 15 damaged, it is
coloured yellow of red, depending

upon the serousness of the
damage.
Weaponry, fuel and systems

can become inefficient or useless
when damaged, and different
NATO wessels can withstand
different amounts of damage
before sinking,

» A simulation with a difference - this time it's a high-tech hydrofail

Points ‘are awarded based an
your success in achieving the
rission objective, the number of
enermy kills, the number of enemy
craft damaged and the mission
fime remaining — and thete's a

bonus for bringing PHM Pegasus
through its difficult mission with as
litthe damage as possible.

At the end of each mission the
player is given a rank, ranging from
Deck-Mopper to Admirall

praeuumt aakﬁl:
a is a Inbml one, and some

¥ 'The Elite of the seas’ or 'lacking
polish and addictiveness’?

gHMEngamshouia ‘appeal
to all ageing Eiite fans
Presentation a0%
Graphics T9%
Playability T5%
Addictive qualities  74%
OVERALL 79%
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N-O*R*T*H-S°T-A°R

rbiting ' Earth, surrounded
by mystery, s the largest
space station ever con-
ceived. Bullt to solve problems of
overpopulation and starvation on
our plaret, the vast construction
was nearing completion when
Earth lost all coptact with it — and
in Nerthstar you are sent to investi-
gate the silent space ark.
But aliens, scheming to destroy
human existence with their devas-
tating weapon of predictability,

“ Morthstar is really good
and had me hooked in
minutes. The graphics are
superb, with loads of col-
our wused to excellent
effect, and brilliant charac-
ters.

And the highlight of the
fine sound is a synthesized
tune on the title screen
with the novelty of varying
volume, fading bits and
everything!

There's loads of playabil-
E and an addictive chal-

too. ”
80%

Producer: Gremlin Graphics
Retail price: £7.99 cassette,

£12.99 disk
Author: Jon O'Brien

NUMBER
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“ Morthstar is very much in
the Exolon mould, so it's
very playable and addic-
tive, The graphics are tre-
mendous, with beautifully
compact animation on all
the characters and
detailed, colourful and
unusual backdrops.

And you don't notice how
small the lgl::elng area is,
because 's such a
mass of detail: for example,
there are clouds of dust
when your character skids,
and your weapon is an
extendable claw which
needs to be controlled
rather than a gun spraying
bullets. It all contributes to
the unearthly atmosphere.

The : tion is
equally excellent: the title
screen is superb, and the
strange music fits the

tmosphere well.
play is excel-

not so much a

B S s sy
as ng an ¥
combined with | killing.
Northstar strikes a balance
between frustration and
addictivity, and it's a com-
peling and successful

Gonnon. o

“ Northstar looks simple
but it's surprisingly addic-
tive. There's not much col-
our, but the screen is quite
effective and the gameplay
provides a lively all-action
arcade adventure with
plenty of opportunity for
the death and destruction
of the alien horde. (Running
around jumping over bar-
riers and ng aliens with
my hydraulic arm reminded
me of school athletics!)

and exciting ~ 3
a rough tough tune. "

Joysticks: Cursor,
Kempston, Sinclair
Graphics: superbly-
designed characters and a
fantastic use of colowr, com-
plemented by attractive ani-
mation

Sound: atmospheric synthe-
sizedtune and attractive spot

effects

Options: definable keys
General rating: one of the
best walk'n'whacks we've
seen, colourful and detalled
agguli as addictive and play-
a

Presentation
Graphics

Pl ]
ictive qualities 20%
L 90%

CAPTAIN AMERICA

IN THE DOOM TUBE OF

DR MEGALOMANN

Producer; GO!
Retail price: £7.99
Author: Adventuresoft

good villain doesn't give up

easily — supposedly deag,

the evil DrMegalomann
{he'd hardly be Dr Barnardo with a
name like that) returns to offer the
President of the USA an
ultimatum: hand over his power to
the mad doctor, or see the world
plunged into mayhem.

If Megalomann doesn’t get his
way, he's going to throw a
terrifying tantrum and launch a
missile carrying a deadly virus.

The mad Doctor's desent
headguarters consists of three
gylinders, one inside the other —
forming the Doom Tube. Each
cylinder is divided into decks
(levels), with each deck
subdivided into . gquadrants
{rooms). And an elevator, the
Orbivator, runs between cylinders.

But it’s not all piain Drbivmiq%ﬁ
you want to save the world. The
virus. has spread into the
quadrants — some are more
poisonous than others - and
though Captain America hias been
injected with a protective serum, if
a quadrant is foo toxic it will kill
hirm.

The serum that keeps Captain
America safe is only temporarily
affective, but the ingredients to
make more can be produced in the
converter quadrant — if Gaptain
America can get that far.

The converter is activated by
touching certain wall panels and
placing sufficient quantities of Yin
and Yang, the essential
components of the vital vaccine,
in' receiver plates. Yin and Yang
can be obtained by blasting a
doom pod found in one of the
quadrants.

Captain America may be the
pinnacle of physical perfection,
but these 240 pounds of pure
athietic beefcake cannot go it
alone, so the good Captain carries
a virtually indestructible shigld.
With ‘this he can deflect all
projectiles and nearly ali energy
beams — save for psion energy,
which unfortunately hefinds within
the Doom Tube.

And in some rooms rotators
rove through the air, sending out
lethal beams. But on destruction
these rotators release a code word
which can be helpful in accessing
later areas of the Doom Tubs.

if Captain America canreach the
Doom Tube's final deck, perhaps
he can disarm the missile and save
the world — but the game is played
in real time, and you have just an
hour before Megolamann's deadly
deadline.

CRITICISM

@ “| used to think Captain
America was the square-jawed,
strong, handsome, young
American comic-strip hero who
always won = but the big brave
image of this superhero was
tragically shattered by GO!s
licensed game.

The playing area is cramped,
though the graphics are quite
detailed, and the only really
good thing is the tune -
otherwise Captain America
strays too far from the spirit of
the comic-book hero, ™
NATHAN 4%

@ 'Graphically Captain America is
anly average: it's well-drawn, but
the colours used are garish and
annoying, and harsh contrasts
make gameplay a bit confusing.

A bit of intevesting bilack
comedy puts more spice inta the
game than the limp Resistar
soundirack does, but a couple of
good jokes don't fustify this kind of
price. If you want to save America
from a slow, agonising end, that's
up to you: if you u;am‘ to do it by
playing this game, forget it. "
GORDON

f COMMENTS '

Joysticks: Cursor, Kempston,
Sinclair

Graphics: colourful but poorly-
defined characters

Sound: tune, poor effects, song —
Who's Crying Now—from obscure
band Resister on side two as
rarketing gimmick (in monoa)
General rating: a disappointing
licence, wasting great potential

Presentation
Graphics

Playability
Addictive qualities
OVERALL

YAaNG O
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DRIVE YOURSELF |

CRAZY WITH TITUS

TEN RADIO-

CONTROL
FERRARIS

MUST BE DRIVEN
AWAY!

26

SORRY, Florida isn’t the place to be any more — not accarding to
Thtus's high-performance road riot Crazy Cars. Malibu Beach in
California is where it's at now, so hit the road . .. but all you have
for transport is-a Mercedes 560 SEC V8, and we all know hiow siow
and dilapidated rhose arel

Still, if you can reach Malibu in time; beating the dock and the
risks of the road on six courses, you'll be rewarded with a
Porsche 911 Carrera in which to attempt the Journey again.

It's allin Crazy Cars, the first British Spectrum release from French
software house Titus (THE GAMESMACHINE described it as
“addictive and entertaining’ arid we'll have it reviewed next issue,
with luck). Crazy Cars offers four increasingly posh motars for you
to drive like a mad thing across the American desert roads,
culminating in the ultimate posing machine —a Ferrari Testarossa.

CRASH March 1988

The Testarossa starts here



HEADLIGHTS BLAZING!

Nikka's amazing supercharged racers can speed forwards and
backwards, they're fully steerable, they have a speed-selector
switch — high for the real Nigel Mansells, low for the wimpy
CRASHers —and they feature a neat turbo-boost function . . . which
means they go like a bat out of hell across the carpet with headlights
blazing.
Ten lu

winners will each receive one of these beautiful
models plus a copy of Crazy Cars, 5o they can make test runs on their
Spectrums, And ten runners-up will each receive a copy of the

Just trace the route of the Testarossa on our puzzie — does it end
up at point A, B, C, D or E7 Ring one on the form, and send it off to
CRAZY ABOUT TITUS COMPETITION, CRASH, PO Box
10, Ludlow, Shropshire 5Y8 1DB to arrive by April 5.
Remember, the decision of CRASH s appointed judges is final in-all
respects, and they don't like back-seat drivers.

Z 1+

The

A B [ o D E
e RS e RS GRS

. POSTCODE ...

D E

THE REAL TESTAROSSA

When you've. finished Crazy Cars — if you ever can — you'll be
yearning for the real thing. So Titus, high-tech model-manufacturer

Nikke and CRASH have joined forces to bring you a Testarossa of
your own,

Ten radio-controlled models of the Ferrari Testarossa are
up for grabs!

CRASHMarch1988 27
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DOt of this world.

BEST OF ELITE Vol. 2

1) PAPERBOY : 1384 ATAR GAMES INC

2) GHOSTS ‘N GOBLINS e
BEST OF ELITE Vol. 1 3) BATTLESHIPS « cure 1997 ST
1) BOMBJACK - 1985 TeCMO LTD 4) BOMBJACK Il © TECMO LTD. OF Japan
2) FRANK BRUNO’S BOXING : 195 eute N
3) COMMANDO - ‘APAN CAPSULE

COMPUTERS (UK LTD 1985

4) AIRWOLF - 1384 UNIVERSAL CITY STUDIOS, INC

LTDr, EASTERN AU
= --;Cbnsumer Hot Lile




.and OUT NOWt

6-PAK Vol. 1 HIT-PAK 1987

1) SCOOBY DOO

2) SPLIT PERSONALITIES
3) 1942

4) JET SET WILLY Ii

5) FIGHTING WARRIOR
6) ANTIRIAD plus DUET

Release dafe

RUN -3 DISC £14.99:

$\UE, LICHFIELD, STAFFS WS13 6RX
Ihe: (0543) 414885

G'PAK VO' 2 HIT-PAK 1987

1) INTO THE EAGLES NEST
2} BATTY

3) ACE

4) SHOCKWAY RIDER

5) INTERNATIONAL KARATE
6) LIGHT FORCE




THE AUTEX
GROUP Gy

PRINT & GRAPHICS
SUPPLIES & EQUIPMENT

CONGRATULATIONS
TO CRASH ONTHEIR
GOLDEN
ANNIVERSARY.
WISHING )
THEM ALL THE
SUCCESS
FOR THE FUTURE.

Autex Midlands (Coventry)
Autex Midlands (Birmingham)

0203 688072
021454 6066

CARLISLE
WEB OFFSET

wishes to
congratulate
Newsfield on their
50th issue of CRASH

A
s w
T R o A

o .
P.S. We hope the gold ink i
dry, our General Manager
had to blow-dry it
personally!

SCAN STUDIOS LTD

Scanners and litho plate makers
CONGRATULATE

CRASH

on their 50th issue.

We are delighted to have been
responsible for their reproduction
and wish them continued success

for the future.

SCAN STUDIOS LTD
ADVANCE WORKS
WALLACE ROAD
LONDON N1 1PQ
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Congratulations
on your
50th issue
from your
typesetters

The Tortoise Shell Press \

Printers - Typesetters - Designers

28 Corve Street, Ludlow, Shropshire $y8 1DA
Tel. Ludlow (0584) 4259
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rasheets.

Tapa Dts:: +3
£10.95
£10.55:

£6/98  £10.95
E785 1195
GREAT VALUE buy any 2 Games and dedu

SUPERBVALUE buy any 3 Games a ok
FAMNT. Tmuuufqu 4 Games Jnd deduct ts%ﬂo.'hurﬂ
total

1\ Senciio;£8 I SOFTWARE, Foom 3, 37 Wesimoer Foad, ENFIELD, Mideseix, ENS 16, J




Contrary 1o several readers’ opin-
ions over the last few months,
CRASH is not galng downhill. !

thought the GRASI
wasexcellent—but don t
repeatthe 3- Dgi'asseﬁbiﬂaoﬂén
as certain members of the family
are gxperts at throwing away
-eseﬁnhﬂ% items that loclk r:kerub-
bisht
Thoughthe power supply inthis
place is 200-220 volts, the Spec-
trum 128K wiorks fine— which is a
greal relief! Unfartunately, my
‘games input has dras&icalhf faﬂan
sinGe arfiving in Hong Kong,
There's only one shop that has
evert HEARD of the Speccy — and
the latest game stockis
Qulcks&va S Glass!l What they do
sall, though, s microdrive car-
mdgea,al:amylnthe UK. They are
rather expensive though.
Back1omore mundane miattars,
yourreviewing system has just
about reaehadmp siandard, but
m@a%wcﬁwm
ND comment whether or
n:st there is any 128 sound - no.
mattar hm%:,- insi eanE it can
riake adifferance {especiall
:fﬂg;;a?y Dalgggnhave got any(hlngy
to
Na;ﬂmmmnt. what’s wrong:

‘with budget games? Some are
'gaod, some not 50 geod. But, ifa
arscompany or mer
wants to makea mﬁfgmum
hfmsaﬂsmth like Drilieris
ng to have MUCH moreimpact
. say, |, Ball 2 simply because
the Iatter project has neither the
ﬁ% R roche P e
1g pri
me, hunga& ing and aven
ne advertisi ﬁgd mﬁaﬁ
ﬁm‘npaﬂy starts churning
thousands of budget titles, the
majantywﬂlnotembﬁwonhme
lape they're saved on! Just thmk
of seme recent classics: Dril

The Sentinel, Exojon, %g]ps
gtc. .. ittakes Sﬂrﬁa tlll
you come up with a budget

ARC Britton, HongKong

P5 Didyou: ever knowthat ‘Lloyed’
means ‘grey’? You do now!

PPS Whatever hapgenﬁdla the
LMLWD‘L&W;@HG

¢ W*Mads
sxa;rsrhate Iatent wcabulanan
amnesia,

didn't, l!saundsur-:umnﬂsm
Wiy didn 't they cail w”
Think. of it: Llaydfiounds, |
mrerme,msweﬂmwnm?an
film Liaydstoke,
Your comment on 128 sound
Stephen

iettar, mmmmga:
K 3, 80 !ﬂe

probably got across. But as for
budget games, why dowe want so
many classics?! wolidn't
seem to me 1o be an wrong
wm:as.-m_afe. undistinguished but

_game =and rnar's.aa:facffora

Also, ﬂsnatmfyaquﬁﬁﬂmaf
how much software houses can

invast in a project — it's a;fsa a
maﬂwofhawmhthayeanask
for the | t. It's commercial
Mﬂm

abﬂam-am nobodys
in rr,?rgig;w A mﬂwmamh:ug
shoul goog v,
mmeymm’%razhemssto,w

cheap daceit is wrong whatever
!a‘)ﬂrrm.l‘mﬂm Buth‘iﬁresnoﬂﬂng
wrong — at feast, ;thmk there's
mmmm suspect even
the loudest Spectrum sopcialist
would agrsa_hva‘m me Ff they

MR AVERAGE?

Dear Lloyd
Could you mention in the Forum
that an (anonymous) reader has
found out the average percentage
of every ever reviewsd in
CRABH-68.28%. This wasfound
outby using The CRASH Directory
and a (now broken) calculator.
Marks aut of ten in the Adventure
Trail | multiplied by tento get a
Wﬂt&gﬁ teg 7/10 becomes

Gre Msunm
 Big Ugly Green r

Hello Niek, you're laoking very
menmdayfsmmanksfarwur

|
! H(f?‘

) AT

"ﬂ

join in for hours of enjoyme
enrolment fee — just one p

do. Take a look at the menu .

per min. off peak.

DESIRE
LONDON E14 9TW

DENSIORIE:

ANPREDS OF NEW H?.-’ENDS
T THAT

I RECKON I'LL 3TAY N
THIS EVENING, IVE GOT A P
FEELING SOMETHING'S GOING
T HAPPEN!

. -L q

"HOW DEBBIE ME

‘Desire’ is like an intimate conversation
on your PC screen! Just phone in and

your modem puts you through to a new
world of handy services and fun things to

Charge Rate 38p inc. VAT peak & 25p inc. VAT

PHONE NOW

I NEVER THOUGH

nt. There's no
hone call via

ESIRE LETS ME CONTACT

cmms COMLD BE g

WHO COULD THAT
INTERESTING.!

TS BEcy NILE

o]8

HAVE BEEN..? SOUNDS

TALKING TO vou

T A STRANGER!

CHATTER BOX The interactive message board. Say what you want to say —
stir up a hornets' nest, start up a friendship! See the immediate response!

MAILBOX A handy way to leave messages with friends.

DESIRE CLASSIFIEDS The perfect place to sell your old computers, or find
a top computer job!

GRAFFITI CORNER Whatever you want to say, here's where to say it!

DEBBIE DESIRE'S PROBLEM PAGE Personal, emotional or sexual
problems answered.

OlEl BEIE EE)E

NOW THAT 1 HAVE

‘PESIRE” TLL NEVER
SPEND ANOTHER
EVENING IV 4£C'r'\-'£ ."
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WARNIN G -
THIS GAME <An SERO
DAMAGE your SPeccY!

NEW —TRANSFER PACK 4
SPECTRUM TAPE TO DRIVE

convert many old and new TAPE based

(no mattar what type) + OTHER I.ISEFI.IL
programs and others {ag withzem eomtef} are
EASILY converted to drive. Pack has at least
OWRES ad:l:': for EhP“DNAL axtn:pr fha stnto i "
+ name of drive when ordering Spectrum crodrive)
£11.99 m; TAPE (£12.99 on aumida?ﬂurdﬂt ‘Spectrums only). (£61f
updating

INFO‘FIIM‘I'IOH SHEETS - £1 rplox B THANSFERS of

& 'ams per sheet — naedsTP to No. 50 available.

!PEQIAL = Naos 1-20 for £3. Nos 2‘!-4&. 31-40 or 41-50 £3.50.

M/DRIVE OWNERS NEED MICROTRANS
2b - forwuﬁmlomfd'dva back-up, easy ERASE, tape

MICROTRANS
to drive (inc headerless) — doss NOT conve srograms, Includes MICRO-
TAPE and RUN programs. DNLYE‘leﬁTﬁPE '5on Cart. ALLSMHM

CODE COMPRESSOR - Many uses, but ideal for use with hardware
dms that dont nnrrmrass saved code! ONL ea 50




Get to Grips with

Magnetron

Fully repaired and recharged after his/
exploits in Quazatron, KLP-2, tha
wayward Meknotech of Steve Td
creation, is back in MAGNETR

His destination, the spacg

Quarteck. His mission,

down the main reacto

Grappling with a hoa

KLP-Z must dismerg

their circuitry ang

own power and Wweaponry,

Courage is the key, fear the destroyer and
only with your expert gquidance can KLP-2
succeed in this awesome task.

Available on C64 cassette £8.95, C64 disc
£14.95 and Spectrum cassette £7.95.

Sl Screen shots from Spectrum version,

|

e Telecom Soft, First Floor, 64-76 New Oxford St, London WC1A 1PS.
g Fireberd and Firebird Logo are trademarks of British Telecommunications PLC,




Four Independantly Controllable Fire Buttons, each of which may activale it's own
Assignable Funclions @ Centre Return. @ Extra Strong Slabilising Suction Cups, |
Auto Fire Facility. @ 12 Month Warranty, @ Compatible with SPECTRUM 16K,
48K, 128K(using dual port interface),+2, +3, ATARI, COMMODORE 64,

AMSTRAD CPC Range ( with adaptor ) etc. @ 8 Directional Control.

® Unigue Rotate Function. ® Ergonomically Designed Hand Grip.

® Rugged Long Life Contacts.

® Also functions as Standard Type Joystick,

Everin Joystick Techniology.
nies - TANKS', o plan view of twotanks on g

€ bockground and some greal sound effects,
ds - the game is still DULL. Now add rricea contral
he tanks only being obie fofire in the diraCtion thot they
Ng. you can now Rotate the Turet You can Fire Broadside whilst daoshing
far cover. or Fire Backwards whilst retrect ng The second fire button could fire o
maching gun ot the front, the third butien lay minas and the fourth buttton shoot

ares 10 hght up the screen innight biatiles: or parnaps call up information on ammao
ot fuel laff. Now imagine this new concept bBeirg opplied to othar games -
Loop Th Loop in-Flight Simulator games. High Jump in the Decathlion.

I ement, and Insfant Skilk ore addad

i the potented 125 SPECIAL
Sre now relsasing games to take advantags
w Gevelopment making their games evan more exhilarating
The Special will alvd act o8 & normol joystick

a5
battiefield F

WS 5

Please state compuite
odal when ordering

PriCes inglude VAT aoslage & packing Deliverg normally 14 days

Export orgers al' ng exiia cos Dealer enguiries waicoms

Chisglah products availabla trom branches of B Dinons -H],'u‘wei;
LAFEWE WHSMITH® High St Stores x

and all good computer shops

or direct from Cheetah, E‘ PR EST E L

CHEETAH MARKETING LT
Nartury House, Norbury Road,
Fairwater, Cardif! CFS 305
Telephona: Carchif {0222) 555525
Tetex: 497455 Fax: (0222) 555527




mapped!
{who said tipsters were slow at completing games?).
with gecgraphy he forgol to leav

garth bit of map'n'tipping for An
section one of Platoon.

increased 1o £50 for this month with golden generosity.
So ready, steady, go and get them POKES!

Ii’'s the golden fssue of CRASH so 've got some golden tips and
some reallysparkling maps — of new games which no other mag has
era's slylish catography for The Edge’s Smashed new
licence Garfield in Big, Fat, Hairy Deal, plus the solution to the game

Then there's the winner of the Driller map comp, who's so gootd
is. address; a more down-to-
app; ‘and an early map for

And in reply to all the pleas for tips and POKEs for older games
there's a brand new section crammed full of golden oldies = it's
called Flashback. AND of course there's the lisual Cheat Mode Motel
and the Tipster and Cartographer Of The Month awards, both

Ilove M.A.D.'s Plexar — it was one of the best
those crystal roads even more addictive,

EM PLEXAR ‘
ol 20 REM BY THE CODEBUSTERS ¥
o' 30 REMFORCRASH MAGAZING !

a1 R": 1@
T AT 10,10;"LOAD PLEXAR™:
i i?'ﬁ,g;umomme START": \®

L ]
' OAD " CODE :
2 50 CT X=37320: POKE X, 195 e

o 1.0- POKE X+2,98 e
o % PO X 35088 10 25004: READA: 1o
ol POKE F,A: NEXT F e
®! o DATA175,50,138,186,195 e

®! 90 DATA 136,144 5
| 100 RANDOMIZE USR 37263

HEIST 2012
HACKED

| don’'t know why. anyone would want to hack Fi{ai_nird's dizmal 12%
game, but the Galmpoke crazies have - so here itis,

L | R 25999
2 112 EhﬁT AT 10,4 POKES BY CAIRNPOKE |

" a8 KR E
o 1987"": LOAD “ "COD i
" REM INFINITEEN
o' 50 POKE36106,201:R o
o go POKE 36190,201: POKE 36858,201: REM 1

. FALL ANY HEIGHT e

i 40 RANDOMIZE USR 32766
(]

PLEXAR PLEASURE

st budget titles of 1987.
And now the Codebusters have hacked it to make motoring down

1440°

David Brennan of Fife has
temporarily hung wup his
skateboard to zoom through
some tips forUS Gold's 720°. . .
hera's how equipment helps.

Skateboard: a new board is
lighter and allows you to do maore
turns in midair. And with a new
beard you get 700 points far a turn
instead of 400.

Pads and helmet: when knocked
off your board you get up quicker.

Shoes: you can kick faster (handy
—orfooty — against killer bees!)

NUMBER

IN THE
BASKET

Dynamic Andrew Jackson of
Peterborough sent in these tips
for Ocean’s Basket Master,
programmed by Dinamics.

1 Try 1o go for three-point shots
as the computer will usually go
for two-point shots.

2 Try to commit as few fouls as
possible as the computer will
nearly always get the foul shots
in.

3 Keep energr?' highatalltimes so
you can perform dunk shots and
outrun the computer.

4 Try nat o travel back court or
you will loose control of the ball.

5 Try to basket all foul shots for
extra points,




THE CAIRN
P
COLLEchoh? KE  HWretives

This is getti
AEER getting to b
in page after p € aregulars
ag oy spot —th h
Multiface and fufn‘: of computer p: ake POKEste I
e 0 N Mk AR b S et e ¥ 10
ers of £50 of snﬂwarelpavs off, because mg;f: t{_f_'r e 1° PRINT AT 10,4
A o 1987": LOAD **"CODE
20

BOSCONIA

N
®! 55 POKE32337.0
i 40 RANDOMIZE U

INFINITE
-t LIVES, FUEL AND
.I.

SR 57090

&Eléfp;’; OR GLORY
E FUEL AND SHIELDS

10 CLEAR 25599 v

15 PRINT AT 10,4;“POKES BY CNHNPOKE
1987 OAD“"GODE 16384 :

\ 20 POKE 23739,82: POKE 23740,0

! 30 LOAD ™ »GODE 25600: LOAD ™"

CODE LEA :
OKE BY CAIRNPOKE
: 'SCREENS

32765
POKE 23356.0: REM INFINITE LIVES ! .
0:R M INFINITE FUEL 1 OAD' "GODE
{ 60 PO 0 REM INFINITE BOMBS 1: POKE a7912,201
70 RﬁNDO'Mn‘ZE Ush 32765 L 7 .2901: POKE 361 79201
W SR 13664
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MULTIFACE POKES

Marcus and Damian Conway of Bolton have been hard at work with
Romantic Robot’s little black box and come up with these . . .
Y SRS . ' - -1 |

wina Multiface ...

POKE RESULT

720° 41918,0 = time
ATV Simulator 60250,0 = time
Bizzy B52748,0 = lives
and 59644 1 turbo speed!
Dustin 823040 invincible
Freddy Hardest B3396.18863792,18 = lives
and 616064  lives
Hysterla 44588201 invincible
Renegade 41048185 = lives
Rygar 51218,0 = fime
and 81577.,0 = lives
Salamander 38902,201 invincible
Star Wars. 45268.0 invincible
Thundercats 31401.0: 314020 ® lives
Trantor 56711,0 » time
and 525290 o anergy

= denotas ‘infinite’

Yes, another new Playing Tips section with a trendy logo i born, In
Flashback you'll find fresh POKEs for old games and old POKEs
reprinted, some of them from the issues no longer availabie as back

numbers.

To start Flashback off, here's an infinite-lives POKE for Thar's
1984 Jack Ang The Beanstalk, and a POKE that stops the bandit
drawing during the quickdraw in Ultimate's two-year-old Gunfright.
They're both from Fater Alford of Coventry.

It you've discovered some POKEs for popular old games, or you
can suggest which nead POKEing, flash into Flashback!

JACK AND THE BEANSTALK

REM By

REM JACK AND T1y

2 REM BY PETER A o DEANSTALK
R
4 ;g gSEAF?Efnsg oD ‘o
e RDER1: p : I
o:' o PRINT AT 10 ;ﬂg’Em_ INK4: cLs £
RINT “STAf -
L
.:. , NG ART TAPE FROM BEGI. .':
LOAD “"copg. -
& CODE; Loap « ;
o! 80 POKESg110,, RA D" ""CODE .

NDOMIZE Usp 2771 i

REM GUNFRIGHT

PETER ALF
BORDER g. PAPER o?RD

g
-: 20 gHRFNT AT 10,10 INK4; cLg ‘e
] JNT IJS
.! NING» AT TAPE FRop BEGIN- f:
1 40 FOF' Az‘[ TO 7 i [}
S POEaniog 0 cone o i
> DOMIZE UsR 23 424 0: RAN- i

THE TIP

DARK SCEPTRE

brilliant

:lar:ﬁmmnm.ﬂarkw- e
. been completed by

LI;fbmak of-_ﬁﬂotlﬁqgham, who

1 Your mystic is by far your mast

useful character. Without him 7

r mission becomes much

arder, so I'd advise starting

again if he's killed. ]

2 Don't bother tri,"in'g to find the
Dark Sceptre till yo

of the surviving warriors on your

Side.

3 The most important people to
recruit are other ics, for the
reason.above, and enemy kings
;I. sbm:a&hésg;m the best

ghters.in the game.

4 Put all your characters apart
from the mystic on persuads,
befriend or chi missions,

5 The best way too wert people
is to get the mystic to petrify

rings these tips,
firstto finish? .... Forum, page 31 &

8 Don't warry if you lose large
you have most 9

OF THE

them, then curse them. After
this charm them and finall
E:%eaﬁe them, TtsJ1 do this it wil
nece: ©  pass the
ehammmal timas,
If you have a problem with
Umbrarg's mystic at the star,
:_at your two assassing to kil
im.
Ags soon as you get extra kings
ar mystics on your side, save
the game.

numbers of Iesser characters,
When you have the majority of
surviving warriors on your side,
save the game and try to grab
the: Dark - re. If you have
problems with enemies, reload
your position and send a mystic
1o convert themn or curse them,
When you find the Dark Sceptre
and its guardian, either use one
of the kings to kill him or
curse him with a mystic, (it ends
up at the bottom in the middie of
the map.)




KEY

—— ONE WAY
COMP'ILED B? STEFHEN AND)

CHRIS LAN(;

FAST WORKING -

AND WINNING!

Cartographers Of The Month
Stephen and Chris Lang don't
waste time when it comes to
com games~they've got
this Garfield's Big, Fat, Hairy Deal
solution and map in the same
issue as the Smash review
{page 18)! (And they'll find a few
more games to complete in the
£50 worth of software that they'll
be receiving soon.)

SOLUTION

(Don’tread thisifyou
want to do it
yourseif!)

1 Goright till Garfield falls down a
hole.

2 Walk to the far left of the chest
and kick it. Quickly pick up the
kay, bafore the rat eats it!

3 Go ta the park and drop the
key.

4 Go to the shed and pick up the
spade.

5 Go to the hardware shop and
usethe spade. Then pick up the
money.

6 Goto the Healthy Food Shop.
Drop the money and some
seeds will appear. Pick up the
seads

7 Goto the park and drop the
seeds, then pick up the key.
Afterwards, jump up at the bird.

8 When in the room where the

bird left you, go up. Then go
right to meetiﬂma

Wﬂrhl

TIPS

(Read this if you're
stuck!)

B f you're about to have a
snack attack, drop essential
items, pick up any object which
15 not needead, and EAT IT!

B If you're about to go to sleep,
either drink Jon's coffee, or
Etdnp and rest while kicking

2.

EXTRA

POINTS

(Read this if you're
GREEDY))

B Go to the chair next to the TV,
jump onte the chair and klcktc
rip it.

B Go to every room.

B Pick up every object.

B Eat most of the foad (save
some for when you get hungry),
and eat objects which aren’t
needed in the game.

B Place the tin behind thebin in
the same room.

B Take the light to the sewaers,
B Kick Odie and Nermal
whenever possible.

THRILLER
WINNER

Well, whatan impressive wayto
start off a new comp series in
Playing Tips—the mapstray has
baonswamped by 11 plans of
Incentive’s Driller, all entries for
the Christmas Special map
competition!

The winner is Victor Lush, who
sentin this map and tips—butin
the great tradition of all
competitions, Victor cannot be
with us this month. He forgot to
include his address with his
entry(or I'velostitl). Please send
in your address and phone
number, Victor, so that | can
contact you and get your prizes
1o you as soon as possible.

For some reason no-one who
entered the competition could
get to sector 18, Is it possibla?
Or has Incentive made a
programming mistake? Write
and let us kn

CRASHMarch1988 41
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Amethyst
Accessto: Lapis Lazuli, Niccolite,
Topaz, Obsidian, 51 stores

Notes: Stores S1 is shootable
from the outside. The well which
bisects this platform is also
shootable. drill point is
markad with a X. The cube switch
will allow the section in the north
wall to disappear when shot,
allowing access to Obsidian. The
teleport {to Ruby) is activated in
complex K1 — to teleport simply
run into the T.

Icgegsaz Amethyst, Beryl, K2
fo: 7 I
complex e

Notes: When entering from
Amethyst, you will come across a
laser. This cannot be destroyed
but if you shoot it it will rotate 90°,
thus r you from its ling of
fire. To enter K2 complex with the
probe, move directly ontothe slab
under the door, then turn so you
can see the two switches. Shoot
the left switch to go up. To

down shoot the right one. DONOT
FALL OFF!

Beryl
Access to: Topaz, Quartz,
Aguamarine, , K3 complex

Notes: The massive laser which
guards the K3 entrance can be
disabled by shooting the three

lines which can be seen on
the map. The teieport (to Emerald)
is activated in K1 complex.

To open up exits in the walls
leading to Basalt and Aguamarine,
enter K3 complex and shoot the
signsonthe wall. Shooting tothree
squares will open Aquamarine,
shaating to three triangles will
open Basalt; only one can be
opened at a time.

Aquamarine
Amm. Beryl, Ruby, Ketar

Notes: The Ketar reconnaissance
aircraft can be found in the han

on the right (the only accessible
ona), which is opened by shooting
the door. If you are not in the
aircraft, you must fglluw the
arrows preci when entering
Ruby or you mME to your
doom on Mitral's surface.

Ruby
Access to: Aguamarine, Opal,
Malachite, Ochre

block foating fuine mid

ing in the middlais a
laser which will fire at you if you
shoot it. To drill you must be
sxar:i:tly in 1% dle of ﬁgm
pathway. teleport
Amethyst) is activated in
K1 complex.
Malachite
Access to: Ruby, Emerald,
K4 complex
MNotes: You need the aircraft to
enter K4 through the hole at the
bottom. Shoot the eyes ofthe
Gate Guard to turn him off, but
beware —if you shoot his nosehe'll
shoot at youonce more. Hisfangs

44 CRASHMarch 1988

and all other blocks can be shot for
points.

Emerald
Access to: Malachite, Alabaster,
Lapis Lazuli, Graphite

Notes: To reveal the drilling point,
shoot the top crystal and run over
the block underneath (which will
then . The lasers on the
east and west have blind spots,
butall are indestructible. Shooting
the crystal in the middle of the
room will raise your energy and
shields five times before

ring. The teleport (to

disappea
Beryl) is activated in K1 complex.

Lapis Lazuli

Access to: Emerald,

Notes: Shooting the switch will
remaove both the obstructive
barrier and the door to Emerald.
Shoot the switch again after
passing the barrier. You can see
overthe barrier but you can't climb
over it. The pyrarnids do not
contain y: their only
functions are to add points to your
score whenyou shoot them andto
get in your way.

Niccolite

Access to: Amethyst

Notes: Running inte a mine will
terminate you. Shooting the
awitch is vital.

Quartz
Access to: Beryl
gnst:;; E&ﬁﬁ is in_desﬂmetitile:
it firing at you, you mus
shoot the cord that is suspending
it from the block above. drill
point is marked X. Shoot the
switch otuj-nthewaﬂ for access to
nd.
Opal
Access to: Diamond, Ruby
Notes: Shooting the floor in this
sector willincrease your shisidsto
maximum, When the switches in
Niccolite, Alabaster and Quartz
have been shot, the one here and
the wall will fall down, giving you
access to Diamond. What the
number signifies is unknown
(drilling coordinates?).

Alabaster

Access to: Emerald

Notes: Shoot the water five times
and it will drain away. When
entering the pit, make sure you go
down the stairs —it's too far to fall.
Shoot the switch on the wall for
access to Diamond,

Diamond
Access to: Opal
Notes: Toget rid of the building so
that you can drill, go down the
tunnel and keep shooting the
diamond. After 20 shots or s, run
into the building. It will disaﬁear.
The two crystals provide an almost
infinite supply of shields and

y which can be tapped by
running into them (not by
shooting). The two lasers can be
shot.

Obsidian

Access to: . 52 stores
Notes: The two lasers can be shot
off theirturrets, There are no other

lasers outside the stores in this
sector. Tobridge the trench, shoot
the slab which stands next toit.
The pyramids in the trench contain
bonus peints, not energy or’
shields.

There are two ways to enter 52;
aneis very nearly invisible and very
near the edge of the sector. If you
have a choice, use the hidden one
— you can shoot the extremely
powerful lager inside from the
back.

The ‘17" on the wall has no
obwvious function, except perhaps
toinformyouthat there are only 17
accessible sectors.

Basalt

Access to: Beryl, U

Notes: There is no wayof
removing the block under which
the drill point is situated. But there
is a point at which a reading of
50% can be obtained, thus
clearing the sector. Thisis marked
on the map with a dot.

Toaccess unknown com) L,
move between the two L-sl ﬂfvﬂi
walls and walk into the end of the
one on the left.

The stack of pyramids can be
shot for a points bonus.

Ochre
Access to: Ruby
Notes: The two pillars setup a
e e
iated (it has a bli ) or

ﬂdw!'l over, o
Graphite
Access to: Emerald
Motes: The switch seems to have
no function. If you land the
e s

. it will disappear.
Tg:t;c‘gnd TiVer causes your energy
to go down every move you take.

Youmust usethe path if you hope
to have any chance of drilling.
K1 complex

Access to: K2 complex

Notes: To make the teleparts
appear, make the blocks
disappear by shooting them from
right to left in order.

K2 complex
Access to: K1 complex, Topaz
Notes: Toenter K2, go behind the

computer bank opposite the
entrance. This bank also disposes
energy crystals. Keep shooting the
top of the bank till an energy
crystal permanently materialises
(it takes about four shots), Then
shoot it for energy.

K3 complex
mw:&w

Notes: Look out — scanners can
anter here. Shooting in this room
triggers the on/off signal
responsible for the door: even
shooting & blank piece of the wall
will do this.

K4 comatex
Access to: Malachite

Motes: Shoot the four lasers on the
wall, which are destructible. Then
shootthe block: itappearstohave
no effect outside the complex.

S1 = Storas »aw 4,4
Access to: Amethyst

Notes: Rich in both types of Rubi-
con crystal,

S2-stores ... 1,1
Access to: Obsidian

Notes: The laser inside is very
powerful, and though it's
destructible it can cause an awful
lotof damage. It is besttoenterby
the second hidden exit toavoid its
fire. The light fixtures can be
destroyed, but curiously will be
ralit when you re-anter the
building.

H1 - Ketar Hangar
Access to: Aguamarine

Notes: To dock with the ship, go
under it and rise. To dock with the
probe go over it and fall.

U - Unknown

Complex

Access to: Basalt

Notes: If you follow this passage
you'll find a switch which doesn't
seer to do anything,

Mitral - the moon
Access to: nowhere

Notes: You can fall here from a
number of places. Thereis no
escape—not even with the aircraft
=50 if you get into this situation
you should quit and start again.
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Today's Army depends upon a wide range
of very different people, performing highly spec-
ialised and individual tasks that add up to the
smooth running of one of the world's most modem
fighting forces.

Right now, there are vacancies in the highly
skilled field of communications and languages,
all of which offer good pay and promotion
prospects.

But remember, in the Army you're always
a soldier first and you'll be trained as such, ready
and able to do your job well under combat con-
ditions either at home or overseas if need be.

The Electronic Warfare Operator is
employed on an operational task which requires
a high degree of proficiency in a nominated
language. The work involves the transcription of
voice transmissions received through radio receivers
and associated electronic equipment. Full training
is given in both language and radio skills.

Special Telegraphists are fully trained
In the use of sophisticated equipment in the re-
e == lated fields of military communi-
#==' cations and communications security.
Skills learnt include morse code, teleprinter
touch typing and the operating of high grade
receivers and direction finding equipment. Other
careers in communications include Radio Tele-
graphist, Data Telegraphist, Radio Relay
Operator and Technicians.

Linguists (Special Intelligence) Moni-
toring, interpretation and analysis of enemy com-
munications could be vital in order to protect
British interests throughout the world. As a Linguist
you'll receive a comprehensive training in language

_dand analytical skills as well as the operation of

sophisticated equipment including automatic data
processing.

The Next Step

These are rewarding jobs, calling for a lot
of input from you in terms of time and hardwaork.

If you think you are cut out to handle
them, call in now at any Army Careers Informa-
tion Office, or cut out the coupon, You'll find us
in the phone book under Army,

Please send me more information about EW. Operators (]

Special Telegraphists [ Linguists 1 Other Vacancies [J
PLEASE TICK

To SPSO Royal Signals, Directorate of Army Recruiting,
{Dept CRICO ), Room 110BA, Empress State Building, Lillie
Road, London SWB TTR.

Name
Address

Date of Birth

THE PIIIII"ESSIIIIIAI.S

The hrmed Forces are squal agpartunsty emplsyary under she terms of th fce Relations Agi 1878
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N February 1 1988,
the sun didn't rise
ominously over
Ludlow's mist-
shrouded hills. The
wind didn't blow the dust and
tumbleweed down the deserted
streets past the saloon. And the
two hardened gunfighters didn't
face each other for the lasttime, In
fact it was a pretty normal day
here; it rained.

But there was a
CRASH Challenge about to begin.
Ben Stone, the longest-
established CRASH reviewer, was
our {almost) final hope — an
unchallenged might on the keys of
Elite's Commando (94% in
lssue 24). Yet his unquestionable
superiority had been doubted by a
readar!

'Who is this mere mortal?' the
entire dedicated CRASH
readership (hello, mum) cries. No
less than Leon Hetherington
from Selly Oak in Birmingham . . .

ROUND ONE

We all take our places to watch the
slaughter, and the Challenge

begins. The polish of both players
becomes evident as they chill their

46 CRASH March 1288

Um, Ben Stone loses Commando to a reader
but it’s not like it sounds, OK?

MIKE DUNN reports, the other reviewers
say ‘Challenge? What Challenge?’ and
pretend the defeatis nothing to do with them.

way to the end of the first lavel, all
lives intact. The CRASH team
waits tensely for Ben to make his
mova. Obviously biding his time,
Ben breaks the first area 5
seconds and 1400 points behind

at 18800. But then, horrar of
horrors, Ben's first life goes at a
mere 26800 (my high score at
Commando, but that's irrelevant);
this is all part of Ben's careful
strategy, we're assured.

Leon is definitely making a bid
for the second gate while Ben
hangs behind lasing another life.
Still, he knows what he's doing. 5
minutes, the halfway stage, is
called and it's time for a brief
review of the situation. Ben is
trailing quite seriously on levels,
being aimost an entire area
behind, but he's making a game of
it scorewise — above 80000 and
still looking good, enly 2000 points
away from Leon.

The match continues; it begins
to look as if this challenge were
well-founded as Leon hauls ahead
‘at surprising speed. There'sa
slight pause when he encounters
problems breaking the fourth area,
but then everything goes
smoothly; the 1-minute mark

iRy

x ] i gl !

zooms behind as Leon leaps out
with 175300; and thenin no time at
all the first round is over with an
impressive 209700 under Leon's
belt.

And where's Ben? Need | say
morathan 1575507 Actuallyit'sno
more than that at all,

BEN: 157550
LEON: 200700

ROUND TWO

A serious pep talk is needed,
Through the dripping sweat and
tears sees the honour of
CRASH at stake and resolves to
da better this time. The starter's
gun (stopwatch) goes off by
m*i'staka. but it's too late; they're
off.

This round looks mare
interesting from the start. Ben and
Lecn are through the first area at
the same time, and though Lean
has a lead of a few hundred it's
early days yet.

They're not halfway through the
second staﬁe when it happens:
Ben takes the lead at 27860! But
once the cheer has died down, it
becomes apparent that his first life
want at 30000 points, and that
stifles the not-too-confident
su 1
%g up just 3650 mare
points, Leontakes the front again.

The second gate stands no
chance inst the might of these
mean dudes and it collapsesina
flurry of points for Leon at 41450,
g]smthe dust settles we see that

"s in gear again, ploughing
ahead with a good 46250g.

5 minutes gone and another 5
left — Leon's still trailing with
84500, and Ben breaks the
100000 first. Things are warming
up, though, and the next 50000
points are spent in a fierce hattle
for the lead, with neither player
holding it for more than half a
minute.




|

iscalled, and Leonisinthe lead by
several thousand. Ben's computer
begins io hiss and steam under the
waterfall from his brow. It looks like
it's all over, and very soon it is. A
heartbreaking defeat sees Ben
over 200000 but 25000 behind.

BEN: 205800
LEON: 230300

It's all over and there's little time
forexcuses. Of courseit wasallto
do with the time limits, | mean if
Ben had had unlimited time, and
another cup of coffee at 1418hrs
and...and...

What's the point? Is there
anything left to life after our fourth

v
W)

The buckets we use to pour consecutive defeat? There are
Ben's sweatintobegintooverfiow | only two of our number left, and
and a cry goes up for more just looking at them (Robin and
containers. Then the final minute ym) doasn't exactly inspire hope,

does it? Still, Robin's promised to
have a go at Star Wars for
Issue 52 . . . seeyou there. Or
here.

CANDY!

We’'ll spare ourselves the embarrassment and leave out the
mitigating circumstances, the better-nexi-time promises,
the empty threats - it's just that finally Robin Candy has
agreed to join the C H Chal , and he'll play a reader
in Domark’s Star Wars (84% Overall in Issue 48).

The Challenge will take place sometime in March, so enter
soon — and please leave the Force at home.

Just fill in this form and rush it to CRASH Challenge,
CRASH, PO Box 10, Ludlow, Shropshire SY& 1DB.

J
'---..------l---.-------..---.-*-li

|

: Dear Robin Candy |
|

]
E | challenge you to play Star Wars — quite soon in a small |

: Shropshire market town probably far, far away from

B wherever | live. I've already scored .................c.c........

: So put that in your SCORES and smoke it , . .

(]

NAME iy

NADDRESS . .. . reniarnsnsins i
] 0 R R wa ]

g TELEPHONE NUMBER ..cooccvsuvnimeessemssessosssssesssesnns
AG

.. L B N BN B N R N BN B F § F | -.;':.:‘:.:‘;.;".“:.:.;.:‘:‘:.:.- LR N B

If you're selected for the Challenge we’ll pay your fare
to Ludlow and home again, keep you warm and well-
fed while you’re here, and blackmail you with all the
photos that AREN'T published
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DRAW A MONSTER
FROM YOUR
HAIRIEST
NIGHTMARES AND
WIN GAME
ARTWORK FROM

NESTI

HALF MAN, half beast, wholly horrifying — that's the Yeti, or ‘abominable
snowman’, believed to live in the Himalayan mountains north of India,
And the Yeti's also the subject of Destiny Software's first game, Yeti,
programmed by Christian Urguhart (Daley Thompson's Decathion,
Hunchback, Xecutar) and Mike Smith (who also worked on Xecutod.

Yetiis set in the high Himalayas, and you must trudge through crisp
snow, climb treacherous peaks and overcome the Dalal Lama's
henchmen to find the legendary creature of the cold.

There are surprises of a different sort in Teladon, Destiny's second
relgase, programmed by Nick Eatock (Greyfel). One load gives you two
completely different game environments: in the first you jump on your
hover-bike and speed down a hazardous valley, and the second returns
to the well-tried 3-D-lsometric setting.

And to celebrate the launch of Dastiny Software, the company is giving
away a print of the Yeli inlay artwork and a print of the Teladon infay
artwork as first prize in this comp!

Besides those twe collector's items, the winner and 25 runners-up
will each receive & Destiny sweatshirt (for these cold walks up the Tibetan
maountains) and-a Destiny mug (for that well-deserved cup of cocoa).

Just draw the hairiest, snowiest, biggest-footed Yeti you canimagine
on this pocket-sized Himalayan range, fillin the form and send it all off to
DESTINY'S BEST COMPETITION YETI, CRASH, PO Box 10,
Ludlow, Shropshire SY8 IDB 1o arrive by April 5.

The decision of CRASH's appointed judges is final in all respects -
because that's one of them pictured above.
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THE HEAT'S ON IN
SKATE CITY

THE ULTIMATE SKATE
% BOARDSIMULATION
| THE ULTIMATE MANOEUVRE!

LL5. Gold Led., Units 2/3 Holford Way, Holford Birmingham B6 TAX. Tel: 021 356 3388,

FEDAL METRR ¢
Lt
A

Wiho like their action fast and
shoutd enjoy 7207 TLAP 641
®. A fajthfyl and enjoyable conversion™
IZAP B4l
“One of USG's best conversions to date”
COMMODORE USER
“For my money this is not just as
playable as the coln-ap it fsinfact much
mare playabile” COMMODORE USER
“Fans of the arcade original and novices
alike should love this playable and
addictive game - one of the mast
nal to emerge this year” GAMES
MACHINE
U8 Gold has set 3 superb standard”
CRASH
“720) is the epitome of  classic. Its got
every element of a great game”
SINCLAIR USER
“Did we fip over it ? You bet!"SINCLAIR
USER (Nominateda Sinclair User Classic)
“Virtually flawless arcade game,
Addictive smooti and siick, easily 1.5,
Gold's finest hour, Don'tmiss this one®
SINCLAIR USER {Nominated a Sinclair
User Classic)
AMSTRAD
£9.99:, £14.994
CBM 64/128
5 £9.99:.£11.994
¥ % SPECTRUM

£8.9%:




: SAM the superclone

The Spectrum family
Sound sampling and MIDI music

Magic buttons, printers, add-on ports
Utilities: the programmer’s best friend

A mail-prder marvel: the CRASH Tech Tape
Techniﬁal:Writer
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page 58
page 52
page 62
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ALL IN THE
FAMILY

[] 2x-80
£100; 4K ROM, 1K RAM;
whole numbers only; very
limited black-and-white
graphics but basic 32 x 24
screen established. Total
sales about 50,000,

[[] MICRO-ACE (clone)
£80; 2K RAM; ZX-80 kit

1981

[] 2%-81
£70, $150; BK ROM, 1K

play. 500,000 sold in the_
first year.

1982

[] TIMEX TMS-1000
$100; licensed ZX-81 —a
hiﬁhit for Timex in the

[] 2X SPECTRUM
£125 (16K), £176 (48K);

16K ROM, 16K/48K RAM;'

colour gmph!ca and
much-ﬂﬁp:m dlsp]a:y
Spec sold; grey
keys, add-on 323‘., dead
cockroach’ bodge.

[[] 2X-81 price cut to £50

(] TMS-1000 price cutto$40

[7] 500,000 issue 2 Spec-
trums sold; blue keys,

4BKRAM ﬂn.'bﬁu.rd bodge
transistor uu!kfﬁraﬁ ovar
ULA

1983
L mnnlt ACE
spin-ofﬁ' BEROM, 3K
Forth Spe
k&yu!tape!dﬂptn?
[} 8,000,000 + Spectrum

issue 38 sold: new low-
_ zULﬁ.lﬂude:BEEP

kay‘bea.rd -a ﬂop

$150/200; 24K ROM, 16K/
‘48K RAM; paged in 8K
lumps up to 266K,
Improved BASIC, sound

and much better display,
butveryin ‘ompatible. UK
PAL TV version never
marketed,

1984

[] SPECTRUM +
£180; issue 3 circuits
(wtth minor revigions)
and extra RESET button;
new box and keys.

1985

Spectrum + price cut to
£130, 16K and rubbar-key
versions discontinued

[} SPECTRUM 128K
£180; 32K ROM and 128K
RAM, in 16K pages; RGB;
old box and chunky heat
sink: nokeywords; three-
channel sound; clumsy
screen editor; '.M]I}].:‘nqﬁa],
port; funded hy Inves-
tronica

1986

(] SPECTRUM +2
'ﬂ'.l-iﬂ ﬂiﬁ old 12&@1 anew

esign
aimn 1982, Earlier 128s
Were More cor

with existing

and softwarethanthe -+3

—they had extra features

just bolted on rather than
built

] Spectrum +3 price cut to
£199 — some stores dis-
count further to £180

1988

(] SPECTRUM +2 (revised)
B4K ROM, 128K RAM;
cutwardly as older +2s
but less compatible inside

O ‘I__E.T'B_'AH {not yet on

ble but faﬂ:er and higher
spec—eg 32/64/80-col-
umn text










GET IT ON
PAPER

Take care choosing a printer

There are two different sorts of Spectrum printer — 'dedicated’ ones
specifically for the Spectrum, such as the ZX Printer and
Alphacom 32, and standard ones, intended for any computer. The
dﬁdieatadammchﬂp.butmmwmtbofpamﬂar - !
g*nzﬁ work with 48K BASIC. They piug actly into the

| T,

both sorts nfhmﬂm--:mamndmm usunﬂyam&ftogﬂmrb

ing.
Hypunsaﬂapuﬂﬂiutsman aneuﬂer&pccmmyaumm
buy it as anadd-on. Gonaﬁorp ZX Lprint, the Multiprint
and the Disciple . Plus O

: [ re support for printers is centred on Epson
Jrinte v tad the market =8 2}
The genuine printe re made by |
b’m;ﬁmr m mct.fjr'what to
tice ‘compa 7 s upan ynu wanl: ;
m.mimwmmmwwmm whether or not &
\printer is compatible.
. Generally speaking, cheap printers are not Epson-compatible and
ones are, If in doubt, try before you Iuim.pm:ﬂﬁn:n
peap what printer is best to depends entirely on
you intend to do, mprugrmwu*mgu,udmroumy

‘do in future.
a mmdthmsmmfomuln

: 'uamMmmmw-nﬂdﬁkmsk‘ can't do that,
th ufen.bet.for ; ?ﬂﬂb :

Whatever prﬂm:r you choose, make sure it has the apptqpmate
mtam—elthereaz;! ozpmlm. dnpezzdmgun  your

are sold like Polaroid cameras — the machine is
pplies mmra or ozponﬂm
C -hand printer auﬂm 'vg

Wn gﬂ'mmahy Msmmgm:mm_ p.:imam
&bntf‘ﬂm:&abm*md_. '. /

you should
mmg;ﬁm:ad choica. Munminmcanbemti‘r










PLAY IT SOON, SAM

BAM will not be on sale for months yet; its damiopmenr-.hat about the point at wmwuum
advertising products. But Sinclair and Amstrad were never so open about the state of a machin

davelopment.
Now that the main design is completa thers ars three more hurdles to b mﬂdhe
can go into production. Firstly, MGT must convert the pmtome‘ 1

 Secondly, MGT must finda cage for the machine—either a development
ma:&awd.bafa:e the Amstrad Spectrums arrived, or & totally new (and

"||'f'1"“ ,.

0

de fn:theSpeam + or 128K, uhngevorﬂle.
ter. mwsmmaﬂ}mﬁmﬂ_._ it buying




MGT —FROM
SPECTRUM

elopments, sal'hng tbs:'
first incarnation of the

“'Alan Miles spend the 70¢ in teaching and
publishing. oined the micro industry in ‘1883,
selling thousands of computers into the Middle

) mbamaﬂezthsahm-nutm 1986 when
Sinclair Research sold out to Amstrad, giving
Amstrad rights to manufacture the Spectrum,
MGT started work on SAM very quickly, but m}y
efforts were concentrated on the
multipurpose Spectrum interface. memm[p:am.
still on sale, dmci‘uﬂssmrajfsamresﬂutun

Late. rBruce G Gordon designed the Plus D,
a £50 disk and printer interface which MGT sells
directly (it was reviewed in Jast month's CRASH).
Nawﬂ:apmﬂuﬁ‘mﬂ Plus D sales are financing the
ent of SAM ]

SPEGIFIGATIOHS

Processor: Zilog Z80B, running at 6MHz
_ (uncontended)

our
80 x EE uhametern. two colours
only
Built-in ports: RGB/SCART, composite
video, PAL










BATEL’S FATAL |




BEST—SELLING
SPECDRUM

Cheetah's SpecDrum., the m-smmnum
‘only replay samples. The SpecDrum is i

‘with & sound that would mtd:agmz:uamgia-pu;pa

‘that cost hundreds of pounds. Results can be excellent, evenif you're
not a real drummer — yet the SpecDrum costs anly £25-£30.

When Interface fanzine editor Lucian Randall played five pedplea
taps of somé SpecDrumming, none of them guessed a home
computer was involved. One person still refused to believe it when
‘he said that the racormng had been made with a Spectrum, and
nol-;z;e estimated a price under £100,

aﬂmmeoutthmughsmngmphmolud b r-' can
record drums separately, in smeh:mﬂsa tion, by tak:[nsr a
nonstandard timing pulse from the computer's cassette port. Thus
¥ou can use up'to 1 ﬂramsinstgmracardxms using a couple of
‘stereo cassette recorders! If you've got a multitracker, so much the
be

The Specdrum can store up to 16 songs in memory; each is made
upof 64 num.bered‘pattems mpeatadm any sequsnce. Patterns can
n 11 | i

Mmeapeadoftharﬁyﬂ:mmsaﬂ dmugred over a range so
‘wide that even the restriction of 32 divisions per beat becomes
unimportant,

You can enter drums one by one in real time, inserting or deleting
‘thumps with two keys, oryou can typein paﬂamsbysdmngagxid

The SpecDrum comes with ten
demonstration rhythms. It runs at 20,480 samples a s
hold sight dmm seconds 4t a time in memory, azzd' y!a
these from a wide range.

And G‘ksqtah_s machine has a J'a.rge rep

eng room for such a long sound, (Kits 8 samples cost
be N?;znﬂ ‘and £5 — Cheetah has produced Latin, Electro and Afro
Jdts

‘The prevecerded samples are recorded very cleanly, without scho;
this means you can do a lot with them, but it's impertant i maddsoma
sort of reverberation when you record them, or you may get a rather
flat sound.

Thera's'a SpecDrum sound adrmr on the CRASH Tech Tape, and
four exciting new samples. The samples were professionally
recorded in & studio by the SpecDrum’s inventor, Alan Pateman;
They load directly mto the SpecDium software — and you
can  also  convert them to  work  with  the
RAM  Music Machine by running another
utility program on the Tech Tape

CHEETAH
SOUND
SAMPLER

Gb'mﬁ,ar!lpeabmﬁme.aimpwdumaﬂfsw The -

Sempler lacks the MIDI port and sequencing facilities of thy
ic Machine, but sounds a little better. It can record at two

--Beﬂo.rasm:empreea sawnd ~ thae latter clase to CD

You get a small; microphons mahnnﬂnffaokplugthatﬂi theinput
- socket on-the Sampler. oth input level and feedbaclk ‘
justad, though the con lknabampeeyainatthamp a
Spectrum +2 if you plug the sampler straight into the back. The
output comes from a phono plug on a 2-metre enptlve lead.

The sound sampler can use the extra memory in a Spectrum 126K
to store samples, unlike the other packages, which only use 48K. It
alzo lets you write files to microdrive as well as to cassette. .'ﬂmon.[y
way to replay samples is to play the computer keybeard like a small
piano, unless you buy a £10 Sysmm 2 add-on program to convert or
create samples for the SpecD:

The software is plain but functional, ¥ou mraqwed to setup ioop
points within 2 sample, so that a section in the middle plays
repeatedly if you hold down the note key. This gets around the
problem of higher pitches playing more Guickly and m:mmg out
before you release the key.

The second half of the package iz a real-time sound-sffect
program. This lsts you add echo, reverberation, pitch shifting,
chopping or ‘bubblizing effects to whatever sound you feed in, The

sound qt:aitl!r is a bit noisy, but the effecis are fascinating topig
with

RAMPACKED
MUSIC
MACHINE

The £50 RAM Electronics Music Machine is an imprassive device,
dﬂﬂ#ﬂ'ﬂ&d by ax: Binclajr Research staff, but it's rather let down byme--

softwar,
Music Machine is a sampler, drum machine and MIDI
It oan regord and replay digital sounds at 19,444 mmplas
second, and control any MIDI mtha er. It comes with \eight
drum sﬂunds. and a small microphone so you can record

I'hraa mndud DIN sockets provide the MIDI facility. The sound
comes out of phono and stergo headphone sockets, and there's a
mini jack socket for the microphone. A sliding level knob gives you a
limited amount of control over tha sensitivity of the input.

You can play a sound in real time by pressing one of eight keys —
or you can play one sound overa range of pitches, uaing'mekeybaard
like a piano. But if you want several sounds at once you must work
in step time.

You're allowed two musical sounds at once, or three drums at
fixed pitch, but the Music Machine hardware can 't play both music
and drums at the same time, You can dirsct the music to the MIDI
port so that synth will play along with the drums, in two-part
harmony, And you can'’t control more than two notes at a time with
the MIDI port - a severe and needless software restriction,

The sampled sound quality falls dramatically if more than one
d'.mm or note is played, as — unlike the SpecDrum — the Music

chine handles muitiple sounds by playing shert bursts of each
m.ndand heping they biur together.

The Music Machine manual promises new software from RAM
itgelf, but the company has rather sbnrt—mgh:od.ty scrapped that
idea and encourag other psople to do the work instead, Jon Bates
raviewed a couple of packages in CRASH Issue 46, and of course
ZX-FX on the Tech Tape m:ﬂ work with the Mysic Machine,

There's a thriving Music Machine user group, ed on a

magazine called RAMM)!, published by Tech Tips mnmbutm-

Al Straker. HAMM! is published every two months; a year's

subscription costs £6. Tosubscribe, ertosstfarmrth-rdomﬂa write

to/ s&ahnmﬂssandﬂnﬂham‘ﬂe&d Willesden, London NW2 5EP.
.And on the CRASH Tech Tape thar nawaoftwm Im{p

for  Music Mach&:m interested g

routing to make

; ‘samples
compatible: with  the Hum Machine
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MORE TO THIS THAN MEETS THE EYE

lssue 47

Chris Gorman Irorm Scotiand KA1 PN
cama closeal o conecily guessng (e
numba of tmes tand | sppeansd on At
fminith’s firgt Forum 'paog, Healso cime un
With sonie very misvesting palindromas for
Endursnce Cames's. S oompetion.
he'll be recoiving & while host of uye-ralated
product ffrom an-eya aalch o o boits of
Biorex)

THE Sanrunners o vl SRcTTEcaive n ey
of thig Er\ﬂc-ﬂmnulergnmuamﬁne afficial Eya

boke. Thésir Ny smsn

Dynise  Grangs. . Londan Sl'gﬂiwﬂ.-
Foyemon P Broder, Sunderland BBL;
Kaith Patients, Edinburgh EH11 3DG:
Eyibe SAGS GLR. Jason Stetiart. Livorpol

el SABS s JBEN wart, L !

L4 9NS; Nail o, Yorks Y& GHN; Dmid
Lana, Mofts M BHR: Laa Ruvelay,
Coveniry V3 8HT; Andrew Hopking,
Bristol 8817 4HX.

WELL FED UP WITH PIRANHA

lssue 48

Gary Derrick, Hants PO2 0UT; David Mills,
Suffolk CHE OPD; Stephen Phythian,
Morseyside: WAID BAZ: Simen Pmry,
Gwynedd. LLEY BUW; Paul Wakeling,
Lajzeater LER ODE; Michasl Bean, Surey
KFi7T 18Y, Matthew R B Wiest
Yorkshire BOY3 3810, Miss T A Addison,
Hanis RO26 BUE; Brian Shapherd, Waorstey
M28 6TT; Haldene Butler, Northern Ireland
BTT90DH: Kevin Gfean, Kent BAZ 0PL; Alan

DASHING
THROUGH THE
SNOW

& 48

Thomson, Ayr KAT 4UB: Andraw Howard,
Heris Ch23 GLN; Edward Millar, Kent DA12
SPU Andraw Brown, Gembs PED2 88
Saynor, near Leads LE17 0AN;
Weaver, Dovon EX38 8LF; Stuart Barrett,
Cormwalt TR13 9GL; Androw Kirkaldy, East
Sussex TN2Z2 SEF; Andrew  Granth
Daven EX34 BRZ By

BUD; D Haigh, Leicaster LES T0G; Matthaw
Hogan, Kent ME13 B3Y: John Burgess,
Beds LUT 3NE; Shaun Hill, Kent ME13 TSH;
donathan Whormsiay, Devon EX31 IPZ:
Anthony Johnzon, London NW2 5TA; Bhil
March, Surey CR3I 3JD; Chelstopher
Mortimer,  Shropshi 5¥Y5 ORW. Mark
Pearce, Devon EX16 508,
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ARE YOU
ll'l A BIHD?

ASHES TO
ASHES, DUST
T0 ...
SPECCY?

France Frey's First Law Of The
Impermeability Of Matetials states
that a specially-designed dotble-
seamed dust cover willl when
placed over a Spectrurm, inhibit is
tendency loward dust equilibrium
with its envirenment. In other
words, these fobs keep your
computer clean, nght?

The CRASH Spactrum dust
covers, which are by a curious
coineitfence emblazoned with the
name CHASH, have bean made to
four dhifferant sets of
measuremants, to precisaly fit four
different Kinds of Spactrums: the
aarly rubber-keyed madsl, the
Specirim +, the Spectrum 128
and the Spectrum 4+ 2.

And seriously, now, reémember

this smallinvestment COULD save
you big repair bills . .
£3.00-£4.00

The three co Head Ow
Heels's Evil £ mmﬂssue 3‘:‘»‘),m
ARMLESS FUN i Issuo 5
!
WITH THE el ok et i

CRASH

embossed with the CRASH crest.
Ead:-bmbrhaus 12 CRASHes,

mmwnwmmmam

%mwﬂﬂmﬂm

“1987''0n the spine,
You have to ba

ﬁ:u& 20), and the CRASH surfer -

ultimate Spectrum sports
simulator, still wet from the waves

T—SHIRTS of Issue 191
FOUR ! Three of them The T-shirts are 50% cottonand  These T-shirts are
featurs OIi Frey's most famous 50% pohrastar 80 averyone's ONLY available from CRASH'
CRASH paintings in full colourand  happy, and they're all available in  and you won't find the distinctive
one T-shirt depicts a monsterfrom  two dramati ly different sizes: artwork on T-shirts anywhere else,
your worst nightmarss — King medium {Mon the form) and £5.50 eact
g;'ub Wear it if you can stand the Grugbmh extra extra large

ime.

T-SHIRTS

CAPS
- £3.95 sach

BINDERS
.. £4.50 each

SPECTRUM DUST COVERS
RIHIBEII—-E\'EI SPECTRUM

o - £3.008ach
SPECTRUM =

- £3.25 8ach

SPECTRUM 128
. E3.75 each

EFEGT“ +2
.. £4.00 each

CRASH HISTORY BINDERS
£4.50 each

PGSTMEEMBPMHG
VAT, postage and packing for crdrs whtin the

ariva sagraisly. CRASH Hinlory Bitcers Wil pet o
Toiers . saparal oy nat
lvﬂ-bln 6l Decamber but will be dispetchod as S0on 5 possibla,

CONTINENTAL EURDPE /
OVERSEAS ORDERS ONLY: | AM
ENCLOSING P&P PAYMENT
FOR ITEMS AT £2.00 EACH.
P&P TOTAL: £

ONE LITTLE
FORM GOES \
TO MARKET

Buy ANYTHING from the CRASH range
of designer doobries with this single
form! Please fill out the whole thing
using BLOCK CAPITALS and

remembering to enclose payment.

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

SIGHA;TU
F‘LEA!! G‘HAHIIE MY ﬁGGOUNT NO:

lIIIIlIfIIIIl_I[ﬁ

SEND THIS FORM TO
THE CRASH

BOX 20, LUDLOW, ¢

TOTAL PAYMENT ENCLOSED: £

- §¥Y8 1DB




BACK NUMBERS

Don’t miss out!

1884

JAPR Sinclair talks fo CRASH e Stack Light Rifie ® Run It Again: Missle Command
resulis @ the sarliest surviving back number!!

& MAY Hﬂmm-mwummm-mumm

fames & graphics  ufifities @ Living  Guide: simuiations,  atrategy,

mmgnmmmmm | jthat's snough eary hagk

ALK 1A
THE B a."fvp
==y
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| Scetlander’s novel ideas include house-building, travel-agent,

LAUNCHED recently, Scetiander
takaes the first four lefters of its
name from the Scotlish' Council
For Educational Technology,
which now produces packages for
all age groups. They came with

Subject: biology
Retail price: £10

THIS program, aimed at senior
pupits studying for biology exams
simulates the method aof studying
popuiation growth in
miCraorganisms using the
haemacytometer  cefl-counting
technigue. This method requires a
great deal of expertizse and
Scetlander claims the program
cffers thorough drounding in the
principles of tha method while
avoiding the frustrations of poor
exparimenial results.

Students should have a fair
knowledge of growth-cycle theory
before using the program. There
gre two sceénarios whare the
student has to 1take control,
Pattern (OFf Growth and Effect Of
Temperature. Temperatures,
incubation penods and dilution
factors must be set. Samples can

INTRODUCING
SCETLANDER

comprehensive documantation.

The catalogue is avallable from
SCETLANDER LTD, 74 Victoria
Crascent Road, Giasgow G12
SN,

| Age range: 16 years and over

ba taken up to nine times.

The challenge is to construct a
call-growth raph, which s
compared with the computer's
awn graph derived from the same
data. A fair amount of dacision-
making is called for, and sound
judgments -are needed to obtain
effcient cell growth.

The data collectsd during a
session can be saved, and both
graphs and data can be printed
out.

Though of rather limited appeal.
this iz a usaeful program dealing
with a compilex topic

wildlife and road-safety packages — as well as traditional subjects
like maths and biology

BASIC

MATHEMATICS

Subject: mathematics

Price: £20 (for the suite of eight programs)
Age range: 10-13 years (remedial)

Probien =
DUt of 5

Press

W Basic Mathematics: the maths is there, but the screen’s oo basic

CHFPRACE »

werT. B8
agie 78
nesr entuagh

1o continue

BASIC MATHEMATICS is & suite
of eight programs coverng a
range of mathematical concepts.
The first four programs are
reviewead this month, and the
ramaining ones will appear in the
next CRASH Course

Angle Estimation gives the pupi
practice in astimating acule.

l Subject: road safety
| Price: £10
Age range: upper
primary

SCETLANDER'S road-safety
software aims 1o give pupils
confidence in recognising many
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CYCLING

Highway Code signs. particularfy
those ralevant to cyclists. It starts
off with a quiz an road signs, and
then there are questions on hiow
the cyclist should handls
particular siuations.

When the pupil passes the
theorstical section, he can
proceed to a cycling simulation on
the screan. The cyclist has to look

behind himseif in the right places
and give signals as necessary.

Cycling can print out a
certificate if the pupil passes atthe
first or second attempt.

A practice sessior can be sal |

up, and the teacher can view the
pupils’ responses.

This attractive and useful program
jood use of colour and
graphics

obtuse and reflex angles. At the
start of the program, the teacher
can choose the number of
questions set, the type of angle
which is to be drawn on the screen,
the guadrant position of the first
arm of the angie, and the margin of
error permissible;. A particularly
useful feature of this package is
that it can prepare a diagnostic
repori for the teacher afterwards.

Digit Addition s a dnil-and-
practice program in which the
pupil has 1o add a single-digit
number to another single-digit or
two-digit number. The teacher can
determine theievei of the program,
the fayout of the problems
{horizomtal or vertical), and thare is
@ scoring svstem whers the pupi |
loses ‘lives' after too many |
INCoITect answears. |
Unfortunately, apart from this |
littie attempt has been made to |
motivate the pupil to do well. A |
livelier method of presentation,
perhaps with &8 games format,




would have made this program
mere appealing.

| Dice Multiplication is an exercise
in snakes-and-ladders format. If
the pupil gives the correct
respanse 1o the multiplication
question, he moves forward ~ if
incorrect, backwards - and the
aim is to reach the home basa.

Twao dice appear en the screen,
and the pumbers shown are to be
multiplied together.

The program is flexible: it canbe
used at varying levels of difficulty
(it goes as far as vulgar fractions
and  decimais). And  Dice
Muitiphication is quite useful for
less able pupils who need a great
deal of repetitive practice, though
it would De nice to have a two-
piayer option in the game.

Better graphics and the usa of a
range of colours would also have
made the effect more imaginative.

Fraction Identification presents
the: pupil with a series ef shaded
rectangles and asks him toidentify
he fraction which has been
shaded from a choeice of three
answers. If he wishes, the pupil
canchose to see some examples
first  before  attempiing  the

190 conitinue

questions. The correct answer is
shiown on the screen if the chiid
enters two wrong responses to a
question, but no explanation is
givern.

Once ali the guestions. have
been answered, the computer will
give details of the user's
performance and can also display
the scores fable. The teacher can't
set up the exact fractions to be
practised, but he can choosg tha
number of guestions tfrom five to
20) or wipe out the scores table,

COMMENTS

Though they're reasonably usaful
examples of dnil-and-practice
software, these programs suffer
from ‘dullness and lack of
neragination.

The only colours are blue and
white, and it seems Httle thought
has been given to making the
screen displays  attractive  and
appealing.

The subject matter could quite
gasily. have been made more
appealing to childran.

R

"
-

NUMBIE

Subject: environmental studies

Price: £17 .50

Age range: 8 years and over

THIS emvirenmental-studies
program isienvisaged &s a starting
point for a wide range of activities
on wildiife. The. abject is for the
pupiis o discovar .as- many
animals as possible (thers are 13
all told) and to take pictures of
them in their habitat —all withinthe
Prograrn.

The pupils should attempt to
use- the least. number of
exposures, and compile an
infarmation falder on the animals.

The pupil starts off with a map
on the screen, and a newspaper
which provides clues on the
haunts: of the animais. The pupil
travels round the scenery, using
north, south, east and west
commands.

When the pupil fiinds an anmimal,
the P key opens the shutter, and
the picture comes up onscraen.

As in all good computer games,

there are -obstacles — the
landscape is detted with trees,
houses; water and hills, and gates
have to be opened and closed.
And if there are crops growing In
the fields, the pupil has to walk
round the edge

Snapsiiotis an cbyious stimLlus
for work on mapping skills, and the
leacher's notes give other' good
ideas far using the program in the
classroom.

This imaginative. and anjoyable
program. can help  motivate
development of arange of skills in
tha areas of languzane,
environmental studies and maths
~ highly recommended

Subject: language/environmental studies
Price: £15
Age range: 10 years and over

IN Haliday, a simulation of a travel
agency, pupils find suitable
holidays for imaginary clients.
Thare ara thrae rasons available
in. each of five countries: France,
Spain, ltaly, Gresce and Austria.
Some resorts are  guigt and

HOUSEBUILDER

Price: £12.50
| Age range: 10-year-
olds

HOUSEBUILDER simulates the
role of a small builder in making
decisions about the choice,
pricing-and siting of houses. The
pupil has to examing the site (four
are available), choosa the types of
house to be bullt from  sight
possible designs, and decide
whather to let er sell the houses. If
ahouse is to be sold, obviously, a
price has to be fixed.

A good many factors must be
assessed in this housg-building
exercise. Early in the proceedings,
one has to decide what sort of

social mix s going to be oreated
an the new astates.

This package Is .an extremely
flexible resource for the teacher,
and integrates usefully into an area
narmally  Govered. i the upper
primary

P Housebuilder: property problems for the primary
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secluded, while other have good
shopping centres and a great deal
of nightlife. Travellers can set off
from Glasgow, Edinbiirgh,
Manchester or Luton alrporis,
though many of the seats in the
planes have already baen claimed
by other travel agencies.

Pupils can call up all the price
information, and book individuals
or parties: for half board ar full
board as reguired. Going off
season is, naturally, cheaper than
gaing at the helght of the summer,

The computer tots up the full
cost of the booking, and the
tsacher can increase the prices as
Inflation  inevitably takes iis
course.

Whan the pupil's client has
found a flight and a reson with
agoeptable prices, a booking can
be made. A Display Bockings
option allows the usar to look at all
the boekings which have been
made, and to do a search for a
particutar reservation,

The excellent teacher's notes give
saveral ideas. for using this
package in a holiday project —and
l'can voueh for its quality
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GET INTO CRIME!

in the late 1990’s the streets of New York are a junagle.

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.

L

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

Write to: —
KJC GAMES, PO BOX 11, CLEVELEYS, BLACKPOOL, LANCS FY5 2UL.




The rulebook and map provided
by the GM are quite good-and the
map is especially attractive. The
cost of the game fﬂinciudasi a
stamped envelope for retumning
arders, which is a nice touch, The
n doesn't impress me,
but it's new and | expect it 1o
rove.
plomacy in the game | am in
indicates: that players are pretty
oung. They're not the most
nterasting or i
communications | have received! |
find the combat and monster
routines quite boring and the game
content  in general has
unfartunately disappointed me.
there is a good game
hidden in there somewhere (the
idea of a destroyed world with the
add ancient arttfact lying arcund
fo use and abuse in order to
remove the other players iz alw:
an interssting idea), but it is not fo
rr::. I had :wopedd that -ccnthuadm
playing wi ive something
cod o say t Shattered
EVorM_ , but this is angu'uu'fl tl'd'pose
‘games which get so on't
rushtolook at the turnsheets when
they arrive.
| cannot get into the game, but
possibly 'pialvers or those
hobby will find

new to the more
enjay in it.

AKON1
Shattered World is basically about

moving a small number of units
argund a hexagonal map of hexes
), searchin?;or tals to retum
to. your trali (command
moduie) and fighting units and
monsters you come across, You
automatically fight all cther players
as you meet them, except those
you have declared as allies on your
order sheet.

Conflict with other players is
‘simple, on a stacking algorithm:
the more units you have on a hex,
the more power you have, and
some units being more powerful
than others. Battle reports are
fairty simple, giving the types of
units and their owner.

Fightng with monsters is

READERS’ REVIEWS

BRENDON KAVANAGH reaps the fruits of
some letter-writing with two readers’ reviews
of Shattered World. It’s got no better since
their first reviews in Issue 44 . . .

SHATTERED!

similar, but the problem here is
there's no information when the
battle is lost. For example, a battle
with a maonster which you Iugie will
appear on your printout simply as
“Your unit commanded by ..
has been destroyed by a monster’
- no Information is given as to
where on the unit's course it
happened. The GM's explanation
is that when your unit is destroyed
all communication is lost; but this
seems something of a cop-out. My
first confrontation with a monster
was in the middle of a desert and
I'm sure my unit commander
would have 'bee'nhiagbe hal see
anything coming which was large
enough to destroy him and his
radiol

Not much else happens in
Shattered World. All you can do is
move your units around and
explore, bulld new units, collect
crystals and fight with monsters
and other players. Diplomatically,
you can send a message through
game control to any player by just
sending it to a player number or
name {they're all listed at the top of
the tumsheets). This seems at
odds with reality — | would have
thought that having to know the
player's name through a game
maeting would be a far betier

systam.
I'll end with a few thoughts on
. It has basic

there isn't enough to do.
Nu'rnagfys‘!when | know there's a
tumsheet for a game dus in my
maitbag I'm dying to get home tc
open it up see how I've done,
but with Shattered World | just
wasn't that interested. In a pile of
post it would be put at the bottomn
gnm?e‘ opened after the interesting

The standard price is £1.50 per
turn — for that money | expect a far
&eﬁer game, and there are

eaper games around which give
a much better deal.

At first | thought Shaftered
World might be a good & 1o
introduce beginners to PBM, but

after three tumns | gave even that
niotion up. Shattered World just
doesn't give an idea of the
addictive quality of the hot;gy. and
. afrubably \fmt any
potential PBMers. The Shattered
World idea has ibilities but
they just haven't been developed

into a worthwhile game.
ANOM It

Setup and two turns in Shattered
World costs £5 and further turns
Ga m'slgoa 'gﬁ,usa .

mes, ox
B uthsea,

WRITE A
REVIEW

IF you'd like to review a PBM game
for CRASH, anonymously, send
your name and address on a
postcard to: Brendon

h's PBM Mailbox,
Readers' Reviews, CRASH, PO
Box 10, Ludiow,

SW.TD@B and we'll try to find &

You will not be charged to play
it but will be expected to produce
neatly-written or typed, coherent

This is what reviewing involves:

1 When you first receive the
startup package, jot down what
you think of it.

2 When start playing, make a

mtanr;;xﬂrstthg:.lgmsafma

game.

3 After five turns, send CRASH a
review about as long as those
this month, mmarise
everything you jotited down
when you started, whether or
not your thoughts turned out to
be true, and make any
comments you'd like to on the
game (diplomacy, GM quality —
anything!). And include a brief
explanation of what the game is
about.

4 on playing the game,
mng notes of your progress
and any praise or criticisms you
feel like.

5 Aftera further fiveturns write to
CRASH again, saying just what
you think of the game as it has
developed. If you wish to stop

playing you csndiasu_nuw;hb:;t
say ¥ou no longer wish to
play! gaaically. this second
review should expand on any
ideas you had inyour first review
and comment upon the game's
development.

6 Continue playing the game,
letting C know in a letter
every now and then how you are
getting on (perhaps you could
send in an update on every
tum?).

7 When the game ends for you,
send H & details report on
just how you enjoyed the game,
what you did, what it's about,
whether you would play again,
and whatever slse you feel is
relevant.

SPECIAL
STARTUP
OFFER

SOMEONE'S gota sweet toothat
Vengeance Games—and they're
offering afree startup inany of its
four gamestothe firstfive CRASH
readgm who send a packet of
mints to the company! The
startups are worth £10 and include
setup and thres turns.

World Of Vengeance is set in
Britain after a massive disaster,
where tribes of semisavages
scavenge the desolate landscape
trying to regain mml%?&?'
POWEF supremacy over r
tribes. The player leads a tribe
through the very detailed game.
Tums cost £2 each,

Where Lies The Power is
probably suited to the more
mature, creative player- you need
to be & good diplomat anda
convincing liarl The object is to
work your way up through afeudal
political system ruling a vast
empire, but you can approach the
task in man t ways: bea
peaceful talker or a powar-mad
invader, it's up to you. Turms cost
£1.75 each,

Orion's is an SF role-
playing game in which you first
design your three characters from
a menu system. There are seven
strange worlds to adventure
through, and judging by the
rulebook the game seems guite
imaginative — another one for the
thinkers. It's £2.25 par turn.

And El Presidente is a political
.game for 40 players: astrugale for
justice, truthand seif-interest ona
war-torn island. Meddlers in the
politics of your nation include the

ClAand the KGB . . . and turns
cost£1.50 each.
Vengeance Games points out

that turns in all five cost 25p extra
for Fl&yers in continental Eurcpe

for playersinthe USA and
Auatrﬁgfa. And some startups may
bedelayed till enough people have
joined,
Send your mints or inguiries to
Vengeance Games, 57
Street, Altofts, West Y

enclosing a stamped self-
addressed envelope.
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GREAT NEW AGGIE
BUYS AT GREAT NEW
AGGIE PRICES

MAIL
ORDER

AND THEH THERE’S . ..

E?E[mﬁﬁﬂ?ﬂﬁl
Elactng Droams £7

ALIENS {US
o
MWWN 4
BRAVE STARR LS Goid B5.40

Gramiin Graphics 26,
mmcna&mmwd&
DRUID N Firsbird 0640

Issies 43, 44, 45, 48, 47 and 48 of CRASH,
svailable,

Mmﬁm £7.95 cassetle, T11.95 disk
STREET MelbuumsHmf&w
SIDEWALK:

Infogrames £7
STARWAHMMUM
SUPER HANG-ON Actwision £7.99
TERRAMEX (hitcksliva £6.40
TETRIS Mimpesof £ 40 cassette, £10.40 disk
TOUR DE FORCE Gremfn 6,40

i TRANTOR - THE LAE7 STORITROOPERG0 16,40
e i Ty s T B WINTER OLYMPIAD Tymonch 16
On [0B54) 5620 10 ind oy whether tab detey XECUTORACE 50
will be longar than 28 days. YOOI BEAR Pririia 7.9
SPECIAL DISCOUNT OFFER FULL-PRICE GAMES
| 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 I've enclosed a cheque or postal order for
the correct amoeunt, made payable to NEWSFIELD LIMITED.
Prices include postage, packing and VAT in the LK. Overseas Orders:
please add £1.00 per order for Europe, and £1.50 (normal mail) or £2.50
(air mail) per order for all other countries. SUBTOTAL £
BUDGET GAMES
TITLE PRICE
PLEASE DEBIT MY VISAVACCESS ACCOUNT !‘.| |
| wish to pay by Visa/Accaess (delete as applicable) SUBTOTALE
Signature Expiry Date FREE BUDGET GAMES
Please Charge My Account No:
[[HEIIHH!II]H P&P _included
N TOTAL -
i ' - MAIL ORDER, PO BOX 20, LUDLOW, PAYMENT
i SHROPSHIRE SY8 1DB ENCLOSED £
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P This recreation of CRASH's Issus
20 cover frem Anthany Henn of
Great Burr in Birmingham makes
excellent use of colour and some
very good pixel work,

The savage bloodshot image on
the Spectrum screen recreates the
atmosphere of Oliver Frey's cover
- and, of course, the Level 9
adventure Red Moon on which that
was based. (The cover is now a
very popular T-shirt,)

This month's top prizewinner,
Anthony earns himself £40 worth
of software,

MIKE DUNN introduces your Spectrum
SCREENS - and a new prize system

o BT PARUER

B Growl! Just to prove that being criticised doesn’t break my bones, there are
a couple this month by Marx Otway of Shepperton in Middiesex.

He's the creator of many excellent screens - as well as a justified
complaint in fast menth's Forumt! (I'm sure he'll be relieved fo read of the
new On The Screen prizes.)

A black panther slinks out the darkness of your cathode-ray tube.. . .

P Another musical masterpiece for On The Screen - this picture, from M
Frangols Briard of Mumur in Belgium, is faken from the cover of the
Untouchables soundtrack album. Et c’est beaucoup joli aussi, n'est-ce pas?

forgign flavour — after the Belgian
soundirack cover comes a cat
from Scandinavial Haken Strom of
Ashammer in Sweden sent in this
monochrome Garfield . .. yet
another version of the much-
exploited mog (and something
tuzlis me there's acatty bit on page
18).

|
i B It's certainly a2 month with a
|
|

P Battle, this month's second sereen from Mark Otway, is quite different from
his other — colourful, cheerful and On The Screen!

NEW PRIZES

WE'RE changing On The Screen & bit. Because there've been so
many problems with artists not receiving the sereen dumps of their
printed work, there'll be a software prize instead. {Of course, people
whose wark was printed in previous issues will still get their framed
and mounted screen dumps from Hainbird.)

Every month, the top prizewinner (the person wha sends in the best
sereen; not necessarily the most!) gets £40 of software of his.cheice
—and everyone else who has a screen printed gets not only fame but
fortune too, with £10 worth of software. .

But just to make things confusing, all the On The Screen prizes will
be £60 worth of seftware next month — so get your SCREENS in very
fastl (In fact, all prizes offered in this issue have been increased to £50
—it's the Golden something.) :

Don't forget to Include with your tape/disk a list of software that
“you'dlike if your screen gets printed. And if you tion't want meto keep
your JVMC-ADIOFX120us chrome high-biss megatape, you must send

Another bit of cartooning fun from Héken Strom of Sweden - this time it's
Gaston. And what a jolly chap he istoo . . .

Keep your ego happy and your software coliection bulging: send
your screen dumps to MIKE DUNN, ON THE SCREEN, CRASH,
PO Box 10, Ludlow, Shropshire SY8 1DB.
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Programmer ANTHONY BAILEY finds

adventure-writing made easy in the utilities GAC

and PAW — which produce those good, cheap

home-grown games

n the Spectrum
adventure scene,
1987 was alean year
with few major
releases, Games
costing more than £3 were rare,
and even the ubiguitous budget
range was outnumbered by a
mass of mail-order home-grown
software. The commercia
releases were distinguishable
only by their packaging and
sometimes their graphics, but the
?Ila:lihf of ideas and writing to be
'ound in the best home-grown
adventures was of a very high
standard.
The reason forofthis
ponderance of good software
Ertehat adventure utilities have at
last come of age, allowing many
amateurs fo produce a
professional-looking adventure.
Of course, if you want to write
ing worth playing, you'll
still need a flair for atmospheric
prose and a good imagination!
This article compares the two
major adventure-writing utilities,
those awkward-sounding
acronyms GAC and PAW
(Incentive’s Graphic Adventure
Creatorand Gilsoft's Professional
Adventure Writer ).

ARTISTIC LICENCE

Ifyo:c'g used anrniﬂuesc:—callﬁf
‘arcade-game generators’ you
no doubt haveg:nﬁl:ed that all
they really let you de is alter
movement patterns, graphicsand
the map of a game rather than
allow you to design anything
really innovative or different. But
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there’s much more freedom in
what you can do with an
adventure creator. Though
Gilsoft's The Quill tends to
produce adventures with a rather
cloned appearance, GAC and
PAW offer the user more
opportunity to change the look
and style of the game.

Most adventures can be
divided into three main
:glgments. There is a database

ich contains such things as all
the text describing locations and
ohjects, and the messages and
vucal:miary. There’s a parser
which allﬂwsilm[ﬂlayerto pein
la.commagdi.::d endecodes the
nput. And there's an interpreter:
ﬂnl::‘istheheartof the adventure,
where the computer examines
the player’s input and works out

P Incentive used its own GACfor The
Legend of Apache Gold, released a
yearago

what messages or location
descriptions should be output.
Essentially, the inter r is the
part which handles the exchange
of information between the
player and the computer.
Whena ammer writes an
adTent:ere from sc::lich, he hasto
write the parser and inte r
in machine code, Now m'%]r‘;‘:
adventure-creator there is no
need to write any code — the
utility sul:a:lies the parser,
provides the bare bones of the
interpreter and then allows you
to describe the rest of it in terms
of English words and expressions,
For example, with PAW if you

THE PRICE OF MAGIC

want something to happen only
when the T is CArrying a
certain object you use the word
CARRIED. In Jfﬁt YOU are using
a very simple and user-friendly

rogramming language.

i ?’E:Wmd GAC all::lﬁmh rather
Egod adventure creators and

th deserved the Smashes they
received when reviewed in
CRASH {in Issues 40 and 32
respectively). And they cost the
same: £22.95 on cassette, £27.95
on microdrive (there’s now a +3
disk version of PAW as well).

But which utility is more
useful?

PAWis probably the best utility
ever for the Spectrum

rr

SLICK AND SIMILAR

The packages are similar. Their
pi:'esentalinn tries l'i:a.rd to justify
the apparently high price tag; a
single cassette wa.gllnws ina Euge
plastic case. The cassette
contains the main program and a
‘quick start’ database with some
basic vocabulary command,
along with short but impressive
demonstration games, and in
FAW 's case some alternative
character sefs.

GAC has a well-written,
informative, detailed manual; the
two PAWmanuals are excellently
written, with straightforward,
chatty prose in the introduction
and further detail and a reference
section in the technical guide. 50



the new user should have no
problem getting to grips with the
utilities straight away.

PAW allows 16K ram to
be written straight off, and from
then on it will overwrite parts of
itself which are automatically

from tape if they are
required again. This technique
allows another 11K of space tobe
used (gi\rl:?a total of 27K per
game), And if you have a 128K
Spectrum PA W takes full
advantage of the extram
and lets you write a massive 117K
adventure!

But GAC games sit complete in
memory, giving you about 23K of
free memory to write in. But
Incentive doesn’t plan to release
a 128K version of GACin the near
future,

There's a s;u::gle menu at
GAC™s front end; selecting an
option from this takes you
through a series of question-and-
answer inputs. Pressing BREAK
takes you to the main menu

again.
The PAW system of menus and
submenus will be familiar to users
of The Quill. Both systems are
mgf-friendﬁg though PAW
scores by allowing the author to
view a scrolling list of all the
entries made; GAC will only
display them individually.

ADVANCED PARSERS

Both utilities have advanced
parsers which allow sentences
with up to two mouns, a verb, an
adverb and a preposition. These
sentences can be chained with
conjunctions or punctuation to
create really complex
commands.

And both programs will
recognise IT, se GET RING AND
WEAR IT is catered for. PAW
allows you to qualify a noun with
anadjective, so the finished game
can di tiate between OPEN
RED DOOR WITH SMALL KEY

and OPEN GREEN DOOR WITH -

LARGE KEY.
GAC splits vocabulary into
three c ries: verbs, nouns

and itions. Up to
255 words :Ee :Ilnwed in each
category, and as many as you
desire can be synonyms (for
example; GET and TAKE can be
treated by the parser as the same
word).

PAW is similar, but subdivides
the vocabulary into seven
categories: verbs, nouns,
adjectives, adverbs, prepositions,
conjunctions and pronouns.
Again 255 of each type are
possible. And PAW treats the first
20 nouns in its vocabulary as
‘conversion nouns’: in ¢
words, NORTH (noun 4) is
treated as a noun in the command
LOOK NORTH, but is converted
to a verb if entered on its own.
Nouns 1-50 are not recognised

IT — 50 as long as the author

the voc ry correctly,

when the player types GET
SWORD AND ATTACK GOBLIN
WITH IT PAW will spot that IT
refers to the sword and not the
goblin,

LOCATIONS

GAC can cope with up to 9,999
lacations but PAW can only
manage 252; still, this should be
sufficient even for a 128K
creation. GAC offers 255
me for the author's use;
FAW allows these messages, too,
and also has another 255 system
messages. Sorme of these are used
the interpreter and can be
altered, but most are free for the
use of ti1e ammer.
: Int adventures o
require a lot of messages and the
\;.qr;ter of a large adventure may
well find himself pushed for
space.

Up to 255 objects can be
im| ented mg uliliti;s.
Commendably, AC am
FAWIlet you define the weightof
each object — thus a chest of
treasure can take up more space
than an apple doesin the player’s
inventory.

And to ease the creation of
automatic get/drop/wear/
remove commands, PAW asks
the ana;lsr which vocabulary ¥
noun adjective correspon
to each object, and also inquires
whether it is wearable, a

-, or both,

GRAPHICS

Your adventure can be text-only,
or use graphics; GAC has a fixed

icture size, but PAW is mare

exible and allows pictures of
any size, And in PAWY some text
can be kept onscreen while other
text scrolls beneath it. If you feel
ambitious, and you have memory
to burn, you could use pictures
created with art ufilities in PAW
by calling an outside routine with
ﬂn‘:!'I EXTERN command!

nyway, reasonably good

graphics can be simply produced
with both systems. employ
the ‘drawstring’ technique; all
illustrations are stored as a list of
the commands that were used to
creal:: them. e

The pictures are a
forrmlﬂ;:y drawing and ﬂl'lrn-g
shapes. Both packaas offer
‘elastic’ lines, and GAC goes one
better with a facility for elastic
rect and ellipses, But GAC
has only two fill patterns; PAW
offers 15 user-definable shades
and the ability to create extra
character sets, definable on the
utility’s character-generator (it's
rather cumbersome and art
utilities are easier to use).

Pictures can be called as
subroutines (which can be
scaled, in the case of PAW) so
that repetitive illustrations take

up very little of that precious
memory.

TESTING

When it comes to testing out the
adventure, both GAC and PAW
have useful aptions which allow
the user to examine the status of
the various flags and program
counters during play. This is great
for debugging.

PAW. s experienced users
to manually change the values of
these flags in the middie of a test,
GAC has 256 on/off switches and
128 variables that can hold
values ranging from 0 te 255;
PAWjust has 256 such variables.

Maturaliy, all the normal
facilities such as saving and
loading the database and
checking on the amount of
memory left, are available on
both ams. PAW also has a
su text-compressor which
replaces common combinations
of letters with single bytes in
memory and effectively gives El
40% extra lexl space — great
writing 48K games.

TABLE MANNERS

The meat of the finished
adventure is the set of tables of
instructions and commands
which deal with all the inputs and
actions of the player. GAC offers
three types of table: high-
ity, low-priority and local

mrrﬂtf-mhl‘ iority table

igh-priority table is
checked firstof all; in !a{,slhal's
where the program chec
whether the player is in darkness,
for example. Low-priority
conditions include such things as

res for GETting an object,
aﬁhﬁiﬂnﬁﬁmwﬂgmlﬂo
ific locations; OPENing a
R would be covered in the
lecal-conditions table, for
instance.

Each table consists of a

ence of lines with a format of

IF (conditions) (actions) END
50 a typical line might read:
“IF{ VERB ( 18 ) AND ( NOUN (
50 ) OR NOUN (51 ) ) ) MESS (
20) WAIT END *
which gives the conditions the
look of a simple programming
language.

It's a shame that syntax errors
within a line are not highli ;
and that only one line can
viewed at a time —once programs
ﬁcmplex this makes

g rather awkward. But
GAC is flexible in that all
numbers can be replaced with
arguments such as the contents
of a certain flag or a random
number; this allows you to
implement such things as random
messages. The CONN condition
(equivalent to MOVE in PAW ) is
especially useful.

PAW TABLES

PAW's appreach has some
differences. Two types of table
are used, response and process,
and each entry consists of a verb
and a noun {which can be set to
nuls) fol by a series of
‘condacts’ — Gilsoft's jargonfora
mixture of conditions and
actions.

In a response table, PAW looks
for amatch between the player's
input and the verb and noun and
then carries oul those entries.
Unlike GAC, PAW caters for
entries for GETting, DROPping,
WEARing and REMOVing objects
as well as for GET ALL, DROP
ALL, WEAR ALL and REMOVE
ALL.

The coendacts are rather more
varied than their CAC
counterparts, with commands
such as EXTERN (which allows
you te call BASIC and machine-
code routines from within PAW
), RESET (which helps in the
creation of multi games),
PARSE (which decodes anything
within quotes in terms of a new
command), TIMEOUT (allows
the computer to animate
graphics or move around game
characters whilst the player is
thinking), PUTIN and TAKEOUT
(for ing with puiting objects
within one another; PA
calculates the true weight of a

‘container), and a wgh%hﬁﬂs
ic

DOALL command (

the author to i!l?lamerrt his own
ALL and ALL EXCEPT
commands). Some of these
facilities can be simulated with
GAC, but PAW makes everything

ele_ﬁ:?ﬂyﬂnmle.
process lables operate in
the same way, but the verb and
noun are used simply as a label
for the author's own reference.
Process 1 is called every time a
location is described, and is the
uivalent of the GAC high-
priority table. Process 2 is called
after every input or timeout, and
this is where events beyond the
player's control take place.

The bestfacility of allis PAWs
ability to create another 253
subprocesses, which can then be
called as subroutines from
response-or process tables, Calls
m hfem%wﬂ up to ten Im.-els;“

Processes can even ¢
be recursive (call themselves).
Sensibly used, this facility
contributes to programs which
are beautifully structured and
hence easy to debug and alter.

WHICH?

GAC is an excellent utility. But if
you haven’t got yourself an
adventure creator {and ifnot why
not? — they're tremendous fun!)
the flexible and friendly PAWis
theone to go for. It's probably the
best utility ever written on a
Spectrum and it should turn the
wmﬂng world head over

5.
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THE RAVEN

Eighth Day Software, £5.50

ell-known  mail-order
software house

Eighth Day is launching
a new line in adventures this
month. But the new Detective
Tales series from the Wirral
software house is, sadly, only for
128K adventurers at the moment
= and here's why.

The first game in the series, The
Raven, features the inimitable
Sherlock Holmes — and as the
famous Victorian detective you
must solve a complicated
‘mystery.

An  invitation from that
erninenl though controversial
physician of criminally
insane, Doctor Vybes, leads the
master inw ator to a small and
remote Englis wtlagﬁa just as
darkness is about to f

There, in a quiet bookshop,

Holmes learns more of the doctor
and his work.

But soon after Holmes reaches
the doctor's home, murder is
committed. And the seeds of

B The strange ¢ase of the bad Vybes: The Raven

"uamish ?
+HE GOT AHAY:

confusion are sown as Holmes
searches for the real villain of the
piece, avoiding obvious
conclusions and attempling not
to become a corpse himself.

The Raven, written using
Gilsoft's PAW, recognises not
only the standard verb-and-noun
combinations but also adverbs
and prepositions. Words can
often be abbreviated, and the
vocabulary is fairly flexible,
supporting both SEARCH and
EXAMINE commands, Every
character remembers what you
have done — one even has a 10K
memory!

Each location is graphically
illustrated, an text
descriptions are atmospheric and
infarmative.

T}f:e Ri:leﬂnd !;s extremely

isticated and brings together
:‘ljlplhe humourous and horrible
elements of the 19th century.
Order it from Eighth Day
Software, 18 Flaxhill, Moreton,
Wirral, Merseyside [46 7UIH.

OVERALL B4 %

FOOTBALL FRENZY

Alternative Software £1.99

football management could
test the resolve and skills of
even the most hardened First
Division pro. But in Football
Frenzy you are the manager of
small Grimesditch Rangers, and

The trials and tribulations of

» Really strategy?: Foothall Frenzy

getting your club to the Cup Final
is just the beginning of an
awesome task.

It's three days before the bi
match, but to get your team a
players there have to
some very large bills. A |f
they’'re not met fairly promp!
your club could find itself
without electricity, the water
sui!:ply ?r#bimﬁﬁ‘o a lrlclléle EIE
players left without any clean kit,
anl; no club literature printed.

Foothall Frenzy has a fairl
large vocabulary, including suc
subtle commands
GESTICULATE, KISS, GRDI"E
UNDRESS and LAY instructions
holding entertainment potential
— once used, though, they lead
nowhere

Really it requires lots of sharp
thinking, and plenty of restraint
when it comes to spending the
club’s money. But after the visual
appeal has worn off, Football
Frenzy is revealed as a very

titive strategy (mot really
ture) game.

OVERALL 39%
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STIFFLIP
LOOSENED

Stiffip & Co adventurer DAVID
OWENS of Ivybridge sent in this
part solution to the lssue 44
Smash. If anyone can get past the
swamp we'd all be glad to hear!

Miss Primbotiom . . . takematch
from Stifflip. North, east, tie
thread to rope. Pull thread,
jar, pick up circular. Wesl, south,
west, wesl, wesl. Climb tree
unﬁekna!tedmpetogel anf
rope trap. Pick up hanging vine,
jump, pxiuphangm vine agam-.
Iumn climb vine.
tmatcl‘l a nrcula- . Put
nrrufar mbﬁ;lehwe. :"ul'bane in
r. Jump twice. Pick up
E‘w east, give reed to Stifflip.
Give hairclip and crystal to
Braindeath.
Viscount Stifflip . . . cut reed
and give wireless to Braindeath.
North, east, buy box. West,
south, wesl, north, wesi, down.
Blow down reed, Climb snake
Professor Braindeath : 25
open w;rele&s’, pui crystal a
hairclip in wireless, Close
wireless. North, east. Give
wireless to barman. Pick up
rubber glove and callin
West, south, west, no
down Climb snake.
Colonel Bargie . . . west, west,
pick up salt deposit. North,
down, climhb snake.
Mmr Primbatiom . .. wesl,
ve honey to moﬂl'er Take
na from monkey. North,
west, dawn. Climb snake.




S.T.I.

Bug Byte £2.99

supercomputer gone wild
Ais the starting point for

Bug Byte's two-part 5.7./..
fhe mighty machine AROC has
been attacked and damaged, and
in response sets up a series of
defence systems around itself.

Even an incompetent washing-
machine repairman ought to be
able to get through and mend the
mulilated microchips. — but an
improbability storm has left
AROC with premature senile
dementia, and getting through to
this computer's confused systems
is going to be no easy task,

The  repairman’s  mission
be%:'ns in a plane, ltems such asa
locked briefcase, a golden key,
walking stick and parachute can
all be picked up. But what should
be taken and what should be left
to ensure a safe jump?

should have read:

197,63,10,0

Once on terra firma, the
mechanic hero must wend his
way through countryside and
streets, gathering the equipment
he needs as he goes — and
avoiding menaces such  as
werewolves. The final challenge
is to actually repair AROC,

S$.T.1 is an example of how
original  presentation  can
transform an above-average
game into an excellent one. There
are loads of locations to explore,
and a wealth of humorous,
informative texi enriching them.
It's a reasonably complex game,
with plenty of objects to collect
and puzzleste solve, but basically
its in a straightforward
adventure format — though none
the worse for that,

The vocabulary is good, and
5.T.1. is very quick to respond; it
has an interesting scenario and is
britliantly  cynical. BugByte

brands this ‘such a vulgar, low-
class adventure’, but it plainly
isn't!

OVERALL B0%

GOLDEN
SHIP

¥ Between ARDC and a hard

place; 5.7/,

to wheel and steer ship east
twice to island.,

Dive overboard and swim
east. Go south. Find and
examine chest. Get axe, Hit
lock with axe. Open chest
and get lamp. Continue
south and help old man past
the quicksand. Continue to
steps and dump old man by
entering water. Go east and
climb up to castle. Lower
drawbridge by striking gong
with axe. To overcome
dragon, examine collar and
stone. Cut chain with axe.

The castle is a maze of
rooms, Find a red gem and
take it to room with iron
cage. Strike skeleton with
axe fo overcome it. The
wizard appears. Enter and

CORRECTION

In Issue 48's zip routine line 60

60 DATA 33,0,0,237,66,229,

Shields; JUNE ROWE of
Launceston; and DENNIS
FRANCOME of
Dunnington, Yorkshire,
whose solution is printed
here,

Swim north to ship and
climb aboard. Search the
ship, find and take the rope.
Go east to captain’s cabin,
getmap, read map. Upstairs

B AR D D examine cage. Get lpose bar
0 E and throw at the wizard.
Pick up all your treasures.
Take the orb, descend stairs
We were inundated with and enter the caves. You
solutions for Sinbad And have so far collected
The Golden Ship. Thanksgo  a rope, a lamp, a gem, and
to MARGO PORTELIS of orb and an axe.
Derby; MARK STEVENS of Read spell on wall (this
Stourport-On-Severn; releases the genie of the
Liverpudlian PAUL lamp). Kill the genie by
VALENTINE; JOSEPH striking the lamp with the
MCNAMARA of Cleveland;  axe. Get the key which is in
GRAHAM HAW of South the lamp. Exit caves to the

valley.

Examine snake, Examine
tongue and tie rope toit. Pull
rope and gel gem. Al
Lodestone Mountain drop
all metal objects, or the roc
will have you.

Enter cave. Continue fo
lake. Dive down and swim
east, Swim up. Find horse.
Lasso, ride and examine
horse. Take the gemn and

NUMBER

swim ashore. Find locked
door. Unlockit with the key.
Enter caves.

Find idol. Examine idol.
Examine hand. Put gems in
rings. Get gems. Gel flask.
Carry all gems in the flask if
required.

Al ravine, climb down
rope. Then climbup ropeto
beam. Go east. Go down
steps, Climb stairs after
meeling ogre. Go west onto
beam and down rope. Fast
onto ledge. Examine wall
and wipe slime, Open door.
Go east and continue to
shore and then fo lake.

Swim east fo Golden Ship.
Climb aboard, Put gems into
flask. Give flask to Djin.
When Djin enters flask, trap
him and the game is
complefed.

Stuck? Triumphant?
Send your tips and
queries on adventures
new and old to
SIGNSTUMPS, CRASH,
POBOX 10, LUDLOW,
SHROPSHIRE

5Y8 108.

The most interesting
are published but per-
sonal replies are not
possible.

This  month's
reviews  were

adventure
written by
HANDY,

DOMINIC,
GORDON HOUGHTON and
IAN PHILLIPSON
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RULES

THE STRATEGY and e genre is the m!r!r(ﬂam still offering
realistic market for the back-bedroom whir:hhm
been dominated nrﬁaasas&ndnmdmmmtllba

rawewmg another game from a very small concem. The situation comes

because the i nd rammi
m}rc b t;:;se ashr packaging & el&qﬂm I"9
self-justifying "

Yes, beaun'lul graphies are aesthetically pleasing, and in-a computer
game — whether arcade or arcade-adventure — which seeks to create its
own world, they can make an important contribution to the gameplay.

Baxing Manager, which uses nothing but sequential text messages and
BASIC animation, can be extrernely addictive.
wgomputar arcade games are like no other game ever invented. But
-strategy and wargames are directly related to games that can be played
by hand, in this fundamental way! they have to be genuinely well-
designed to be any fun at all, and physmal components do not
necessarily affect one’s enjoyment. And of course computer wargames
arendkecﬂy derivative of board wargamas
This brings up the int between the typﬁ of game
which come undarmaauapim of Frontline, because on the surface a
‘pure’ strategy and & simulation would seem to be diffarent.

I've never baanmiumarealwargamingmmsﬁybama
I can't afford to raglen:n s in-miniature metal and | certainly can't
afford the time to paint But it seems to me —from the outside — that

the recnr[stmcl[arl of a historical battle Is a genuine objective,

Board wargames shade slightly off to the less starkly realis a‘hc >ably
because they tend fo recreate scale campaigns like the entire
Second World War or the Normandy landings, and therefore haua to
have more abstract ruies.

But an abundance of rules is a characteristic of simulation games. The
more the better; as many modifiers as one can imagine, so that one ean

BOXING MANAGER

Producer: Willysoft UK, 36 Walton Avenue, Windmill
Lane, Sneinton, Nottingham NG3 285

Author: lan Williams 3
Price: £2.95 (mail order from producer]

Boxing is being knocked into straightforward management
disrepute, even in the ?::memheelasajcpatta‘naf
establishment which has otball Manager — author
tl'ﬂd:'liﬂﬂﬂlw supported it: only a Wlliams espouses-antiboxing
months ago, it was formally ed o write it after
aumedﬁwntheﬁmatablso‘rm srg McGuigan knocked
i | public school. And ess g his title at
medical experts are forever Caesar's Palace, to make the point
‘producing g:»orls which describe | that bex:ng is a barbaric *
the effects of being repeatedly hit | that ‘leaves grown men with the
on the head. vocabulary of a four-year-old’,
Though this i i5 exactly But what Williams has produced
what its name implies—a —ashe himself rusfully admits—is

82 CRASHMarch 1988

THE ROLE OF

Bu.;trkrrl;astfal game, the elements of play are more easily and more
st (=)
That's why a swmle, straightforward strategy game like this issue's

NTLINE

with Philippa Irving

describe exactly how far a treadless tank could move in heavy rain
through four feet of mud while sheoting at a foot regiment. The objective
is to pin all reality down with numbers, and it doesn’t matter at all how
many hours it takes to work out each turn so long as everything is being
done thoroughly.

The {un of such a garne can ofter lie not in winning or losing —for if one
takes the side which lost in a hopeless battle then, unless there's some
obvious alternative strategy which eluded the generals of the day, history
R o h of

At opposite extreme are games played with an ordinary pack
::ards which apitnmlé‘-ie the uh!l‘gfkﬂai: mad:urg Aﬂnaé : m noﬂ'ngg

n interasting in a pack ing cards, and thou may
bmpamdmstmnt i’ mpact of a card's design has been
dulled by long famifiarity, and it certainly makes no difference to the
&n of card: "gamea

happen to think that most card games are dull anyway, but bridge
certainly is not. is one of the most addictive known to man
— particul when it's rubber mther than duplicate bridge. His rules are
simple, and has two 'sereens’ (bidding and play), but the strategic
and social variations possible within its framework make it very difficult
to give bridge up to eat and sieep. And for another type of mind, the same
can be said about chess.
ul computer str games reproduce this combination of
, structured rules and rich strategic variation. Curiously enough,
tional games are usuaﬂly extremely boring when transiated literally
hﬂhemmputar without humaninteraction, they seem pale. What works
instead wmmmﬂa butthefram;:ml'k |iema|nstheme

Gon'lpuier wargames may have complex ulation-type rules, but

modifiers and calculations to put them inta effect are done
invisibly by the computer the emphasis has to be on a simple rule
framework. A computer wargame which allowed the player no chance of
winning at all {perhaps a successful spoof compilation could be Six

Hopeless Historical Battles?) would satisfy no-one.

afiercely addictive game which yourboxeris—and itis the statistic
entirely fails to put its moral that, ultimately, you are aiming to
across. And whatever one's view | increase. IQ goes down every time
on boxing, this is probably justas | thebaoxeris hitonthe head, though
well a which is balanced on its decrease seems arbitrary.
is rarely much fun to 'I'he player, as manager, hasa
pb&:mhg’ oo mchd‘:;alwayaln
gm‘nes type~ nates the
iﬁﬁ?ﬂgﬂﬂfﬂ%&bﬂxm& gameplay. Sevaral things cost
you can name), money: Unless you own your own
characteristics: strength, stamina, asium you have to rent one,
skill, Emga and 1Q. a trainer demands a fixed fee per
i dhtentmmhaw muqih figmégrm ifthe m]mr hash:jn
dama?a does to an opponen njured the p s expected to
hits him. Stamina shell cut for private medical

mhgam hﬂgﬂuﬁs

treatment. The only way to
increase monay is to win fights,

ﬁgﬁﬁmeramnaﬂemshml and as the boxer's image
he can keep going. A high skill is offerad mora lucrative
increases -of enghagements
your hitting h“lsappmamln e game is played in series of
the first | rounds, each starting with a menu
image s mabstraetindn‘caﬂm which gives the player the

of how well-known and respected

opportunity to sack his current




trainer and hire another one, The
trainers’ abilitiesare well-known in
advance - trainer 1 can increase
the boxer's scores by 1 point and
trainer 6 by 6 - though their feas
per fight vary alarmingly.

The player can hire and fire
trainers without compunction, for
it seems to raise no bad feeling. If
having graduated to an expensive
trainer and ihen lost a lotef meney
the player would like to return to a
cheaper one, the less able trainer
‘displays no unworthy sense of
pride and is happy to be re-
employed. The player can also buy
agymnasium as a long-term
investmant from the round-
opening menu; it's fantastically
expems ve, but it generates
income b‘y opaning ta the public,
andat Ieaslwi’th a gymrasium you
don't have to pay regular fees to
use somebody else's.

The round continues as twa
opponents are offered for the
player's boxer. They are sach
givenaname and anumber, which
seems to correspend roughly to a
rating, The player can't see an
opponent's statistics till he's
chosen him, but the boxer with the
-hmhsr rating is always more
formidable — sometimes
considerably so—than the other.
Fighting him means more prize
maney and greater prastige.

Before the fight, the trainer gets
the chancetoimprove the boxer’s
ratings. The frainer has a fixed
number of points to distribute,

‘according to his fee; the player
chooses exactly where 10 spend
these. You eanimprove any one of
the boxer’s statistics except 1Q
and Image,

Sa the points wili really start to
pile up after you've madsa alot of
money and can afford to hire a
trainer with plenty to give away.
Mow | would have thought that if
one were to train for any physical
activity the most dramatic
increase in strength, stamina and
gkill would come at the beginning:
then a plateau would be reached
and improvement would come
miore slowly (iots of role-playing
systems simulate this tapering-off
in their character advancement
schemes).

Butin Boxing Manager
whatever happens to your boxer,
unless you'go bankrupt by lesing a
large humber of successive fights,
youi're bound to end up with a
pretty good fighting force
eventualty.

The quality of opponents
increases as the game advances,
in rough parallel with the boxer's
own progress, and the length of
each fight goes from three rounds
towhat seemed tome anindefinite
number. The player is told before
the fight gets under way whether
thers is going to be any bonus
publicity: afight can be coveraed in
the local paper, broadeast on local
radio, or featurad in the national
press, and the dizzy height of
popular achievernent is to be
broadcast on national TV.

If you win after such a media
circus, your Image increase is
much higher. But if you lose, your
numiliation and Image decrease

are prufcnflon' ally greater.

The fight is drarr?atised
onsereen, whers the graphics are
= well = minimalist. Two tiny stick
insects stand on a boxing 'ring” (it
locks more like a platform),
dancing and stabbing at each

MIKE
ROLINDJ: &

other. But the blows, when they
iand, redlly are registered by the
program. Though the very brief
instructions don’t mention the
factor, it seams to me that Biows
ta specific parts of the body have
definite values.

If an injury like a broken nose
occurs during the round the ayer
is notified, but the afflicted
soldiers on, A round lasts its hme
limit, and &t its conclusion the
pla-grer is put back to the boxer's:
statistic scraen for the few
seconds atlowed for rest. During
thattime, the boxer's stamina,
drained dunng the bout, climbs
back; but it almost nsverratumsta
full capacity, instead decreasing

every time.

!m%l:d m#! one boxer is
tothe ground.
Sometimes ha manages to
clamber up beforethe countdown
from ten reaches zero, but if he

doasn’t wmryautomloaﬁygoes,.

to his opponent. The vict

boxer does a dance wmle the
program plays the sort of silly and
gratuitous tune traditionally

*¥ MIKE

STRENGTH :
STAMINA:

associated with games like these.

The fight, far from being a

e

a 11 15 great
fun to watch. Despite its pnngmwe
BASIC animation it’s involving,
and has the element of spectator
drama that can only really be
gensramd by exactly this (rars)
type of game,

You' \ﬂa already made all the
decisions — nothing you ¢an now
do will affect the outcome. You
can only watch, and qulat;y
stream encouragement at your
stick insect.

Once you've built up zgur
boxer’s reputation and
getting Into contests lasting as
long as eight rounds; the fight can
be slightly too drawn-out. But this
isnota ir criticism: the main
trouble is that it's almost
impossible to drag yourself away
from the game.

B Morals are on the menu in

Boxing Manager

s Corner

5o

a2 @
186,16

CAMEROON

Rounds
Prize

ie Dubbs

to go:

money:

If the boxer wins, he is awarded
prize money and his prestige
grows. The turn ends with a
breakdown of the past month's
accounts, and unless vou're really
unlucky it's easy to maks & steady
profit on the easiest level. If the
b:a;?: Iosash his Imagegﬂast UOI\:S
an: & Nas no prizam 0
the hale in hlaTmuu OH?H( 7
trainer's fees and other expenaa&

It's not toa difficult to see why
ﬂlemura! behind the gamehas no

mpact: the decrease of the
bmter 5 1Q is supposed 1o affect
hisdecision-making in the ring but
has no perceptible effect on the
play at all - except, | assume, that

if it reaches zero then the game is
terminated.

Scthe lQ factor meraly imposas
a "time limit' against which ta pit
oneself, increasingthe soundness
of the gama design.

fnf Manager is written in
BASIC; it's very much a home-
grown product, incrudeky-
photocopied packaging with the
minimum of documentation. But
it's & wonderfully compelling
strategy game with an addictive
pulltomakaup for the lack of
depth and complexity. There's
certainly as much to it'as to Just
Imagine and Football Ma
similargames, and at this iqurige
it's thoroughly recommended.

Presentation T4%
The game runs smoathly, and the

amateurish language and poor
packag n$ it

Graphics 60%
Muostly text, tidily prasented; the
boxing scanes are adeguate

Rules 46%
There aren't any really . . .

Playabili 90%
Don't start Boxing Manager if
you've an important appointment,

OVERALL _
Boxing Manager is anj le and
good value, thoughi it fails to make
its moral point
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DEAD again? Lost that last life on the first level? Do YOU have trouble
saving Earth from aliens? Well, don’t despair — even losers can be winners
with SCORES, because you don't have to be a high-score hero to get in

[lm:.!g;tlt helps).

SCORES is a monthly game-by-game list showing the whole r. of
scores on the very I.ATEE!’garnes Jet Set Willy record-breakers are out from
the word gol).

Each month there'll be the top score so far received for each game — the
first fisted under the game heading —and then a couple of others, so you can
measure yourself against not or%r interface-burners but ordinary mortals
too

And each month there I be five winners picked at random from all the
eniries received, regardless of whether :he;’,fc:_e printed or not.

The first entry on one of this month's forms which is drawn from the
SCORES pos 4% will win ES0 of software of the winner's choice
lincreased from £40 for the Golden Issue| plus a CRASH cap and T-shirt, and
four runne will recelve CRASH caps and T-shirts too. So don't forget

to tell us on-the form what software and T-shirt you'd like if you do win —
because every loser can win with SCORES.

ARKANOID In'lag6
Steven Thomas, Swansea 350
Cyrill Pean, Clapham 321710
Kevin Knox, Kilkenny 284520
ATHENA Ocean
Paul Calvert, Peterlee, Durham 223800
Niall Lecoustre, Preston 99820
Paul Thomas, Gwent 52031
ATV SIMULATOR Code Masters
Vincent Vity, Morecambe 12640
Miguel Nunes, Torquay 45900
David Rutherford, Redcar 24530
BATTY Elite
Simon Auger, Canvey Isiand, Essex 1654075
B Mickelthwalte, Newport 38670
William Cralgens , Middiesbrough 1000001
BUBBLE BOBBLE Firebird
Tony Marriot, Grimsby 2473390

Danlel Mattson of Bornholm in Denmark wins £40 worth of software
fincluding Bubible Bobble, Athena, 720° and Supersprint) plus, of course, a
CRASH cap and T-shirt,

Runners-up, each getting a CRASH cap and T-shirt, are J Fisher of
in r\btu?»mmre Oswald of Stamford in Lincolnshire,
Darren Horton of Brentwood in Essex (where Amstrad, the Spectrum-
manufacturer, is based) and.!ullt Bruce of Cheltenham in Gloucestershire
fsit# of the government's secrel-communications headgquarters, where
CRASH s read avidly).
Remember — any score sent in to SCORES can win you a prize.

Michael Mcmurray, Giasgow 336500
Darlo lopez, London W12 576880
COBRA Ocean
Nicholas Tellls, Harrow 125450
John N - Northumberland 251100
Michael Young. Co Dublin 119550
COMBAT SCHOOL Ocean
Martin Stonebridge, Ipswich 49870
David Wallls, Nettingham 50390
R Babb, High Wycombe 48380
ENDURO RACER Activision
Paul Morrls, Southport 117300
John Kish, Billingham 5042533

Christopher Jones, Coventry 1507125
EXOLON Hewson
Michael Turner, Stoke Gabriel, Devon 558100
Royston Reeves, Hastings 50100
Steven Dubrey, Rainhill 85750
GAUNTLET Us Goid
Miguel Nunes, Torguay 12497494
Jonathan Ridehalgh, Markfield 296300
Graham Hopkins, Bushey 112650
RENEGADE Imagine
Nicholas Tellis, Harrow 65400
Niall Lecoustre, Preston 1111187
Stephen Sistern, Peterborough ~ 199050
STAR WARS Domark
Paul Nardone, Stonehouse, Lanarkshire 562990
James Sammon, Bradford 4239810
Anthony Underwood, Norwich 1092500
THUNDERCATS Elite
Martin Stonebridge, Ipswich 359210
James Belbln, Chesham 89500
Steven Dubrey, Rainhill 201950
ZYNAPS Hewson
Justin Asher, Gedling 114375
Stephen Sistern, Peterbarough 43400

SEND ME YOUR SCORES

Send this form |or a.copy) with your scores for up to three games to ROBIN
CANDY'S SCORES, m{%m 1o, Tﬂdfaw 5ye
1DB. Only ne scores will be accepted; any imprabably huge scores
68715290 in Exolon, hal] will be immediately binned and the sender will be
forced ta listen to The Art OF Noise — a fate warse than sharing a desk with
Lioyd Mangram.

FADDRESS ... e o e e
...................................................... FOSTcanE
MY SCORES ARE:

SCORE DATE ACHIEVED

:

IF A WIN TOP PRIZE | WOULD LIKE THIS £40
WORTH OF SOFTWARE:

AND IF 1| WIN ANY PRIZE | WOULD LIKE THIS
CRASH T-SHIRT, CHOSEN FROM THOSE
ADVERTISED ON PAGES 166-167% ..o

Form from Golden Issue — £50 top prize

The decision of CRASH's appointed judges is absolutely final in all respects.
So.as for picking an argument with them —don’t getinit, youll never win it.




COMPUTER
SINCLAIR

B2k QUALITY APPROVED REPAIR CENTRE

WY DO DG B0E You

IMe fant kit D8 Tromics IvEe Wt reyboarn
for ony E31.50 mcwaing Aming VAT and

Normal recommensed rétall price
EA9.95 renlacement prinren

V| R T
| AR
S

=

“SPECTRUM +

D.LY.Upg

: E
WHILE YOU Kt for o

WAIT SERVICE
, CALL FOR APPOINTMENT

& |TEN % REPAIR S

While you walt Spectrum repairs £22.50. + Six tOp games worth E39.00 for vou to

Also spare parts over the counter enjoy and play with every Spectrum repair.
All computers fully overhauled and fully + We repair Commodore 64's, Vic 20's,
tested Defore return Spectrum+2 Commodore 16's and Plus 4's.
Eully insured for the retum journey. + The most up to date test equipment

Flxed low price of E18.95including post, developed by us to fully test and find all
packing and VAT, (Not 2 between price Fauits within your computer.

*

*

*
"

o
1\.-4.P

COMmPL

0 TIKCD

£24.95 + £1.

or can be fitted for only £31.90 + 1.75
postage & packing
LIMITED OFFER

DI

DOIDC

111

L ITCD)
I CR

DoDCC

FOrgmary SpRCTrum into Ll T o ——

Fornamieas £39,95 nouang vaT past and pacanng
11 0w WOl like Us bo-he phie it ke
vou st send ui £22.50 wnsns

& fully intlushve pnce To cover
) COATY NI TeTur
: Daitage
Gl IR "W'eca tierngmstrictions
Sl wilh eaery it

15U 7 ang 3 oy

TRt BOST 3nd patiing

O Tromet § kivy

< £7.50
INEIUGING post &
DR

rade
nly
75p+p

WOaNT DETERS SOUNG ENTOLIGN Your T 7 Mear
SCRINGR YO W naver nesrd Eatare > Then - I
wou need "MECA-SOUND Pay games ek
U R EGa SOUna
E10.95 pivs: E1.75p&p
REPLACEMENT

replacement power

SE Way
ribon cable to
extend youer pars for
YOur pefipherals

£10.95

pius E1.75pRp

af really up to £30.00 which somie of our
Competitors are quaoting). (Mall order oniy)
*

* Keyboard repairs. Spectrum rubber key
baards only £10.00.
* 3 month written guarantee on all repalrs.

Spectrum 128K-plus 2 repairs £25.00,
BEST SERVICE -~

BEST PRICES ! |

transformer£10.95
= plus£1.75 p+p

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 Inthe UK., orcallin and see us at our fully equipped 2,500 square foot workshop,
with all the latest test equipment avaliable. You are more than welcome

We will repair your computer while you wait and nelp you with any of your technical problems,
Commodore computers repaired for only £35.00. Please note 'we gove you 3 100% low fixed
price of £19.95 which includes return post and packing, VAT, not a between price like some

=

| KEYBOARD
| MEMBRANES

rz-:ec_nuecamzs-. Rapid Fire
Foystick and Ram Dual Port
Turbointertace.

Recommenden retall price 2090
special offer price £18.95
IDEmS can be purchased
separstely, Ram Deal Port Turbo
interface £12.95 - £t 75pRp

pectrum keyboard
membranes
E5.50 plus £1.7508p
Spectrum Plus spare
¥eyboard membranes
E12.90 pius E1.75 04D

other Repair Companies offer, We don t ask you to senda cheque in for the maximum amount and
shock you with repair bilis £30 upwards, Don't forget we are Amstrad aproved for quality and
speed. don trisk your compurer to any other unauthorised repair centre, We dont just repair the
fault ana send your computer back. we give your computer 3 -

OVERHAUL WITH EVERY REPAIR WE DO:-

We correct Colour, sound, Keyboard, Check the loading and saving chip, Put new feet on
the base if required, Check for Full memﬁq check all sockets including ear/mike and repiace
where needed. All for an inclusive price of £19.95 including VAT, all parts, Insurance and post
and packing. NO hidden extras whatsoever. We don't have to boast too much about our
service as we have thousands of customers from all cver the world highly delighted with our
service: A first class reputation for s|

peed and accuracy, DON't forget, we also now have 3 R,
service Branch in Manchester City Centre for while you wait service. m's PECTRUM

URGENT NOTICE non't be misied by agverts showing ‘between prices.’ A recen
complaint against 3 Manchester repair firm, Mancomp, was upheid by the Advertising
Standards Authority on two counts, "It had stated BBC repairs between £14 and £45
then charged the customer £85." Their guarantee policy was misieading as it did not

: make clear that all repairs were not covered. ,

..-l?."‘

125+ Joystiew E7.95 £1.75plp
2% 81 membranes
E5.00 plus £1.75pED

//'
) ON-OFF SWITCHES
FOR THE SPECTRUM
AND SPECTRUM +
DRDER Mo -
1067 SPECTRUM
1067A SPECTRUM+ <.

Commaodore
repiacement power
transformer £29.00

plus £175pkp

~+ 3 CASSETTE

E495 +15p+p
LOAD YOUR CASSETTE

SOFTWAREINTO YOUR | USE ANY

. +3USING THESE | JOYSTICK . Wi

YOURSPECTRUM +
SINCLAIR JOYSTICK ADAPTOR FOR
CONNECTING SPECTRUM +2 ,

New bigger cataiogue now available containing over 2 500 items including softw

£1.75 p&p | COMPUTERS TO MOST JOYSTICKS

are for all computers, joysticks,

spare parts, business software, books, plus many more.. Just send3x 18p stamps for your free copy. Over 20 pages

full of top quality products delivered to your door by return post.

POST + PACKING

140 High Street West, Clossop, Derbyshire SK13 BHJ.
Tel; 04574-66555/67761
Head Office & Access & Visa orders, queries,
Manchester 061-236 0376 while you wait repair centre only

Fw“:g 1\
A ¥

CHARGES UK ONLY

OVERSEAS

POST + PACKING
CHARGES PLEASE
WRITE FOR
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Anybody who has a computer must get their hands on the new

computer companion, over 2,500 up to dateitems from all
the leading manufacturers.

Whether you have a Spectrum, Commodore, Atari St, we can
cater for you. We have disk drives, joysticks, interfaces, I
in fact everything you could require for your computer, |
from games to business software.

No need to shop around we offer a 1st class delivery
service straight to your door on all major items.

HOW TO ORDER YOUR FREE CATALOGUE

Justsend us 3 x 18p stamps to cover the cost of p&p and
we will rush you our new edition straight off the press.
VIDEOVAULT - the market leaders in computer repairs
& software. Acompany
you can rely on.

| I
e

E E- AMS RAD ‘Il Ty rr COMMODOR
0 ERFuT :

) PLEASE RUSH ME YOUR EXCITING NEW CATALOGUE |
B AS SOON AS IT IS AVAILABLE HOT OFF THE PRESS. I
MED NI ENCLOSE 3x18p STAMPS TO COVER POSTAGE COSTS

E § MR/MRS/MISS
El ADDRESS

140 High Street West, Glossop,

[

4

|

i

i

i

[ |
Derbyshire SK13 8HJ, England i
3

#

-

Tel: 04574-66555/67761 POST CODE
Head Office & Access & Visaorders, queries, [JCUT OUT THIS COUPON AND POST IT TO: BLOCK CAPITALS PLEASE

' WE NOW HAVE FAX: (0) 4574 68946 I\I‘IDEO‘L‘HULT LTD, CATALOGUE DEPT, 140 HIGH STREET WEST,
. 7 R R 2 2 2 R B 2 0 B R B B 2 B 0 B B B |




THE HUNT FOR RED OCTOBER

Producer: Grand Slam Entertainments

Retail price: £14.95

Authors: Oxford Digital Enterprises

he ultimate submaring,
powerful = and  wvirtually
undetectable, takes the
starrmg role in The Hunt For Red
And the strategy/
stmui&tﬂcn game follows closely
the situation sst up in Tom
Clancy's best-selling novel of the
same name (published in
paperback by Fontana).

The pﬂar is a Soviet submaring
¢ = but not for long, if
his plans work out. For the
challenge in The Hunt For Red
October is to defect to the West
and deliver the nuclear-powered
craft into American hands, acting
with stealth beneath thousands of
miles of sea, without the
conscripted  crew  knowing,
against the might of the Soviet Bed

a0

¥

ln
i
t!
[

combined to search the oceans
and blockade American ports to
prevent the entry of the Red
October, and Soviet spy ‘trawlers'
monitor the world. Pressure
makes the defectors ruthless and
desperate in their quest, risking
both their vessel and lives,

The first stages of the mission
require the Red October to be
navigated carefully through a
heavily-monitored and patrolled
sea passage off lceland. Th
underwater landscape is
dangerous and complex; careful
navigation is essential, or the
vessel will be grounded or
damaged.

But while the Soviet flestisona
sub hunt, the US Navy is looking
to rendezvous with the Red

» Just when you thought it was safe to go back in the water . .

Banner Fleet.

As soon as the intentions of the
Red October's commander and
officers became known, the
captains of the Soviet Red Banner
Fleet commenced an immense
search-and-destroy mission for
their erstwhile vessel.

and air forces have

___Imark

October, take off her crew, and
scuttle a decoy submarine. The
plan is to then take the defected
sub inte an American port for
examination - all in deadly
secrecy. If the Soviet vessels are
led to fire uponthe Westem forces,
the Americans will have to
abandon their scheme and, to

K HTnm

nature.

§

Clancy’s novel is as absorbing as the game, I'm off to
the library. Tthwﬂmeoaquthdlmm

Blacting s few out f the wate
sting a out of the water. Mﬂlql‘uuﬂllmu'lmlsm.
to master, and the simpie icon system soon becomes second

One clever and effective feature is the newspaper
'mhmmmvam@hnmm
reporﬁng whether the player's

mmmamwmmmmmmm

that

mission ends in dlaam-

85%
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avoid war, join the Soviets in their
hunt.

The positions of the Fed
October and the' US and Soviet
fleats are shown on a large map of
the Atlantic Ocean. To the right of
this central display is a column of
command icons centrolling the
sonar, engineering, weapons and
periscope  systems of the
defecting submarine. And a
display panel to the Ieft
supplements these with
information on the Aed October's
speed, heading and depth, and
sonar and contour map displays.

The Red Octobers two
sensitive sonar installations listen
to the underwater world — sonar is
like radar, but uses sound waves
rather than radio waves to locate
objects. The presence of
submarings and ships, their
headings and thair identity can be
established using passive sonar,
but the intelligence may need to

be verified by visual sightings, or
by active sonar.

Active sonar gives a more
reliable reading, but can easily

ive away the position of the Red

tober,

These sonar traces can be
superimposed upon a contour
map of the ocean bed, giving a
clear picture of the safest route
around underwater hazards and
the opposition. Details about

sonar contacts and their direction,
distance away and speed are
shewn in the message window,
This information can be fed into
the weapon systems for possible
attack, or into the hydrophonics
circuits for an  accurate
assessment of the threat.

By accessing the engineering
systems, the commander can
switch between different forms of
propulsion — nuclear and diesal
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» Sonar and hydrophonics are the sub's electronic scouts

power, and caterpillar and
propeller drives. Nuclear power is
faster than diesel and less noisy,
but after ten days the defectors
have to dis e the nuclear
power plant and rely on diesel,

And whether the commander
prefers speed (propelier) or silence
[caterpillar) determines which of
the two drives he uses.

The only weapons that the Red
Octobar carries are acoustic
torpedoes. Their targets can be
selected manually or through the
sonar system; the number and
status of each of the sub’s four
torpedo tubes can be called up,
and if the commander chooses to
manually control the torpedoes he
can direct the heading and
elevation. ;

Helpful in a tight corner, the
weapons system can also release
deflecting flak to  decoy
approaching migsiles and
torpedoes.

The periscope system can only
be activated when the sub is near
the surface; the horizen can then
be checked and possible targets
visually identified. And if the Red
October must surface to carry out
repairs, which are done
automatically, the periscope can
be used to check that the surface
is clear.

The Aed Ociober's arsenal of
electronics also includes
surveillance manual antennae can
be activated, which allow the sub
to pick up electranic messages
sent between ships.

Whatever system is being used,
all commands are given using an
icon-selecting arrow. A scrolling
message window beneath the
main screen revaals tha responses
and valuable information from
various system officers.

Commands must be given
quickly, for Soviet forces are
homing in on the Red Ccfobsr and
could deal it a death blow befora it
has even begun its transatlantic
adventure. The hunt is well and
truly on.

Grand Slam Entertainments is
the new name for Argus Press
Software, which changed hands
last November,

| PAUL .
“ As a simulation buff | was
happy to try some variation

skies in a je

Presentation
Graphics

Playability
Addictive qualities
OVERALL

Producer: US Gold
Retail price: £7.99

eldra, another ruthless
megalomaniac, controls a
secret organisation that
threatens world domination and
the like. He and his evil crew must
be stopped before it is too late, as
usual,
So top agent Albatross is
assigned to penefrate the

headquarters of Geldra's gang.
But this is going to be no mere
perambulation

through  ten

y

» Ruined by a single

fault?: Aolling Thunder

the backgrounds are more
functional than decorative, simple
line drawings setin gaudy colours.

But forget the passable
graphics - Rolling Thunder is
marred by tedious gameplay. Wh
do you have to get sent right bac
to the start of a level whenever
you're killed?

The potential is there for a really
smart game; perhaps if it had been
playtested more Roiling Thunder
would have realised that potential
rather than failing this way. "
GORDON

horizontally-scrolling levels of a
secret organisation’'s HQ before
confronting the leader in a final
showdewn, oh no. Crawling from
the woodwork and dashing from
doors are hordes of Geldra's
hooded s whio, we are told,
"will shoot, punch and drop bombs
On you, inexorably draining your
energy’. (Look —they weren’t hired
ta be original, right?)

But Geldra's crewis not the only
obstacle Albatross must
overcome. Automatic lasers with
deadly fire, and a lava pool with a
vicious complement of ‘fire-men’,
await the secret . And
Albatross has just four lives to take
hirm through the network of
passageways, doorways and
balconies.

With reactions the speed of
light, Albatross can easily leap
above or duck beneath a hail of
buliets, and he carries a pistol and
a machine gun.

| cRiTICISM ’

@ " This is so frustrating! The
game structure: is appealing (if
dunoriginal) but the action is
annoying. It's not as though
Rolling Thunder is easy to begin
with — not only do you have to
watch out for the enemy getting
too close, but you've also got to
keep a leokout for bullets you can
hardly see.

Otharwise. it's fair  the
characters are reasonably well-
drawn but jerkily animated, and

@ " I'm very impressed with this —
but mast playsrs will find it vary,
very hard.

it's a simply-laid-out but
expansive (especially in the
second area) platform shoot-"em-
up. There's not much colour, but
it's well used — creating very
detailed and varied impressions.
And the sound effects break up the
monotony of running impassibie
Mission-style) and often hint at
what Geldra’s guards are going to
try next.

1 didn't get aven the slightest bit
infuriated with this enjoyable
game, despite the 'going back to
ihe start” syndrome that annoyed
other reviewers — mind you, | am
pretly good at it!
PAUL 59%

! COMMENTS '

Joysticks: Kempston, Sinclair
Graphics: jerkily-animated main
characters, simple backgrounds
Sound: a couple of interesting
tunas, with good sound effects
General rating: a sound,
traditional idea let down by

gameplay problems

Prasentation 63 %
Graphics 57%
Playability 45%
Addictive qualities  44%
OVERALL 47 %
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£9.05

Producer:
Retall pric
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A, J‘

Authors: Original version Zach
Townsend, conversion
by S Pearce and D Lyttle
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i @inam — a helihole -where
i iife can be. erased by ope
Careless move.

Into the nightmare world. of
Oliver Stone's Oscar-winning fifm
{see Film-makears' Vietnam Victory
with this review) steps a unit of
Amencan soldiers, some  afraid,
some just plain crazy, but all unpre-
pared for what they are 1o find.

In this multisection licensed ver-
sion ‘'of the film, a unit of five must
make its way through six sections
of Vietnamese landscapes, along
jungle paths, secret lunnels and
mazes, and survive skirmishes ina
bunker and a foxhale,

Each soldier camies grénades
and a pifie with limited ammunition
as he batlles his way past hidden
STHPErS, anemy. soldiers ropping
fromm trees and foot palrols. trying
o avoid concealed booby traps

that fill the firsl section of jungle
paths and the Vietnamese vitlage.

Iy this region, the unit must col-
leet a box of explosives and look
for & bridge, eventually blowing it
up. The soidiers must then make
their way to a vilage, and search
huts for a torch and map befons
enternng an undergreund tunnel
network beneath the village,

Basides.  normal | directional
movement, each soldier can leap
upward and duck down 1o avoid
enemy fire, and enter and leave vil:
lage huts-When he enters the huts,
the walls became transparent,
revealing the ohjects within.

For every enemy plugged by bul
let or busted by grenade and
object. caollected, points  are
awarded. These £an be added to
considerably by destroying the
hndge and boeby traps-and com-
pleting the section with as many
men s possible still left alive, Each
soldier can take four hits before
being listed as killed in action,

But the morale of the unit
depends upon how many men




nave bean shot and the number of
innocent Vielnamesa civilians hitin
ag, And f morale fails toe
unitis lost

By cantralling one urit member
e apgther the player can
maintan morale by avoiding the
mminen! death of & senously
wounded man in the sgquad; food
and medical supplies can be found
and picked up,and arg best given

to those most in need
When the entry into the tunnel
system beneath the village is
o, one soldier can anter. He
51 be comstantly aware of
potential enemies, who Gan sud-
denly appear Brandishing guns or
knives from the ATy water
through which he wades. When
ENEMIEs appes figr haits
and the player's contral switches

“1 thought Ocean could
never capture the feel of
the fitm — but the program-
mers have overcome the
problems admirably. It's all
too easy to regard Platoon
as a shoot-'em-up and it is
to some extent, but if you
play with that approachyou
get nowhere - especially in
the first section. ;
Every aspect is superbly
done - there’s weak stage
that lets the others down,
there are no dodgy
graphics — and even the
packaging is fantastic, Pla-
toon is one of the greatest
film tie-ins on any com-

puter. "
PAUL 92%

FILM-MAKERS’
VICTORY VIETNAM

W

VIETNAM VETERAN Dliver Stone's Oscar-
winning film Platoon, released last May,
provided four Ocean programmers. with
six months’ work. as they carefully
recreated the environment of Vietham,
war-1arn and two decades distant,

Piatoon was one of the most highly
acctaimed films of 1987 rewarded not
only by the critics — earning four Academy
Mwards (Oscars) for Best Picture, Best
Director, Best Film Editing and Best Sound
— bt-also by the American public, which
flocked 1o see hiow itdeait with a still-sen-
sitive: Subject.

Previous Vielnam films had included
Ostar-winnars The Deer Hunlterand Gom-
ing Hame, but both dealt with the war’s
gfiect an veterans rather than the war
itself —.as, indeed, had the more violent
Rambo (which also becama an Ocean

qame).

Platoan tells the slory of ‘the Nam’
fheough' the eyes of 18-year-oid raw
meruit Chis Taylor (played by Charlie
Sheen), Director/writer Stone incorpo-
rates many first-hand experiences as the
teenage soldier tells of his anguish in a
series of letters o his orandmother.

X |

# g ,'q,-"' o

As the story unfoldsit becomes evident
that. the soldiers' warst enemies are
themselves. The foot soldiers tor 'grunts’,
a5 they like to be called) are splithe
two leaders — Ine apgressive -
headed Barmes and the relaxed, and more’
likabie, Sergeant Elias. When Elias 15
abandoned to the enemy by Barngs
refationships are strained

Sa Piatoon, Tilmed in the almosphenic
jungle of the Philippings, pushes the
fighting 16 one side and explores the emo-
tigns felt by the young soidiers of the dec-
ade-tong war in which America, which
eventually withdrew its forcés in 1873,
helped defend South Vietnam:against the
Communist Vigtcong of Morth Vietnam

The #ilm's success has promipted
Ocean and RCA/Cdlumbia, producer of
the video, to join promational forces. The
viden is advertised on the game's loading
streen, and me is advertised on all
Piatoon hire videas; there's a competition
in the games packaging (with videos as
prizes): and RCA/Columbia has heiped
promoie the game through video outlets.

Platoon comp

{o his gun, which s aimed using a
cross-hawed sight.

After finishing off an enemy sel-
dier, thé American Gl can maveion
te scour the rest of the network, A
map showing his location is on the
right-hand side of the spiit serean,
and following it can lead to reems.
Each room can be searched and
any ebjects found there — such as
the box of flares and compass
necassary for the next ssction —
gxaminad,

But caution is essentjal —~ some
interastng crates conceal booby
traps;

The tunnels' exit Ipads nig 2
large burker, the next sector et the
unit's mission = the American sol-
diers are resting here for the mght
when the engmy Visteong attack,
The unit fires flares high inte the
night sky. aach burst revealing the
ansmy’'s positions,

Bt the light is only temporary
and must be used to-advantage by
quickly positioning: a rifie's oress
hairs on the semihidden enemy
and firing

When the fiare digs and dark-
nass falls again, the enemies’ pos-
ition is only revealasd by muzzie
fiash. And if mambers of the unit
squander their flares and ammuni-
tion they become sitting ducks.,

“ It's all too easy to dismiss
Platoon as an overrated
shoot-'em-up, but though
difficulties early in the
game can be very frustrat-
ing, given practice and
sharp reactions Platoon
starts to reveal its rewards.
The apening jungle stage is
littered with traps and
hazards to eliminate the
novice player, each stage
provides a different time-
consuming challenge.

The graphics are mostly
colourful and detailed, the
only fault being slightly
ierky scrolling. One of the
cleverest graphical tricksis
on the second stage, when
you've reached the village:
whenever the player enters
a hut the walls disappear to
show the contents of the

| peasant abode. It's simple
but effective. And the
graphics in the following
tunnel stage are particu-
larly impressive.

Ocean's claim that the
game, like the film, ‘fo-
cuses on the tragedy of
war' is a bit dubious - it's
primarily concerned with
success through killing.
But Platoon is net to be

missed.
ROBIN 91%

Y Piatoon is well-detailed
and highly addictive - but
be warned that it's also
extremely difficult. As you
complete each stage the
graphics get more impres-
sive and the gameplay fas-
ter; the tunnel stage is the
best, as guerillas armed
with knives and machine
guns lunge at you out of the
swamp slime. The excite-
ment improves stage by
stage and this highly col-
ourful and well-packaged
game is almost faultiess. ™
HATHAN 5%

As the naxt day risas, the five
Gis are caught In an aerial bom-
bardment of napalm fire = from
their ‘own sida, Safety must be
reached as swiftly as possible.
Wsing the previcusly recovered
compass, unit members must
avioid streams of bullets, mines
and barbed wire, and lake oul
anemy snipers, to make their way
through long tracts of junale. And
the routeto satety must be chosen
with care: take'too long, and all is
st

The Flatoon migsion’ s now
nearing its and, bid & final stage
ramains. Onetof the unit, Sergaant
Barpes, has maliciously allowed
another Sergeant to-be killed by
the enemy —and naw tries Lo efimi-
nate potential witnesses by firing
o the rest of grolp froma foxhole.

The crazed NCO is well dug in,
but the ¢thers need that foxholeif
they are o survive a rnapalm
assaull  only  mingtes away.
Machine-gun fire is ineffective
against the foxhele, 5o it must be
stormed  using grenades. Five
direct hits dispose of Barnes and
save tha platoon.

Joysticks: Cursor,
Kempston :

inapp 3
General rating
apl y ¥
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® THE FILM

i

<

T

‘A story of death and the fear of death’

A S

WRITTEN and directed by Vietnam veteran Oliver Stone, Platoon digs 4

deaply into the minds and emations of young American soldiers who

=% a collector's item: the original storybeards for the Platoon game, an

y fought against the Vietcong in the bitter, pointiess Vietnam warofthe late. &

Sixties and early Seventies;
30 man from all walks of life make up the platoon of the title. and thair
day-to-day existence and fight against the enemy are closely examined

' . throughthe eyesofanew reeruit, Chris Taylor (played by Charlie Sheen i,

Piatoon is a story of death and the fear of death, based on the

t Infantry, Billed as the most acclaimed film of 1987 and winner of four

Academy Awards, this thought-provoking movie |s now avallable as an

¥ RCA/Columbiavideo (reviewed last CRASH: certificate 1 o).

‘The aim is to survive'
IN Ocean’s licensed game of Platoon, the playeris like the hero of the
film — & new recruit, unprepared for the challenges of the Vietnam war,

You struggle to survive the hiostilities of different environments: the
jungle, a network of tunnels; a viliaga, abunker, And while battiing against
all odds you must mairtain a high level of morale, avoid enamy fire (four
hits and you're dead) and accomplish a mission — whether it bie blowing
up a bridge or clearing a safe path through enemy soldiers for your
B5Cape.

The ultimate aim of Platoon is to survive with your sanity and morale
intact,

(Turn back one page for the Smash review.)

THE COMPETITION

On offer: a collector’s item

OCEAN and CRASH have teamed up to bring you the chancs of winning

which the programmers planned the graphics and atmesphere of each
scene.
Correctly answer the quiz set cut onthis page, and send your entry (on

a postcard or the back of a sealed envelope) to PLATOON 3

COMPETITION, CRASH, PO Box 10, Ludlow, Shropshire SY8

! 1DB 10 arrive by April 5,
experiences of director Stone when he served in ‘the Nam' with the 25th

Five runners-up will esich receive a capy of Platoon the game, and a

i
)
St

further five runners-up will each win a copy of the Platoon movie ;
soundtrack album.

s T U " y e

Quiz

1 Name the famous father of Platoon star Charlie Sheen . . .

2 ...and name the Vietnam war film in which he starred with
Marlon Brando.

Inthe Vietnam war, did the Americans fight on the side of North
or South Vietnam?

In what year did the Americans pull out of Vietnam?

MName the famous Vietnamese city which was the Americans’
main evacuation site towards the end of the conflict.







Producer: Ocean
Retail price: £7.95
Author: Steve Lamb

ust Brain is a ball among

balls on the planet Orb. But

can he conquer the career
mountain and become top dog on
this planet of rotundity?

At least it's a bit easier than
locating the wvoice of centrist
liberalism. You see, Orb is a planet
of solid platforms and black grid
areas into which other Madballs
can be knocked and captured by
Dust Brain - to sit upon his
petential planet-ruling cabinet.
This hooligan pelitical team sits in
a tube beneath the main screen,

After trapping a captive from
one level, Dust Brain can begin his
search for another cabinet
member by finding an exit and
moving to the next level.

But it's ‘do as you would be
done by’ on democratic Orb, and
all the other Madballs are out to
knock their compatriot off the
platforms. And our hero can only

MADBALLS

MIKE

there's an excellent tune acco

blue bagins to hurt!
survive the fall it he has already bl o v.

captured other Madballs — each

* At first Madballs is very pleasing: mngnmp!ﬂcs
title scre

there’s plenty to do. But the monochrome isa
- and ﬂmuah Madballs is basically gnod

53

en,
bit trying ~ all

i

0;19 captured gives him an extra
life.

All the Madballs interact,
bouncing off each cther and the
scenery according to their relative
speed and strength. For instance,
the stronger a Madball, the more
difficult itis to deflect from its path.

And trampolines, springboards,
catapults, ramps, pyramids and oil
slicks all can all bring a little axtra
bounce, speed and direction inta
the Madballs® lives.

But sven globes need a gobble,
and the Madballs' different
nutritional requirements — which
range from cabbages tofish heads
and bones to Coke - can be

athered to increase their energy.
%verv Madball has its own energy
level, indicated by a revolving
striped pola.)

As Dust Brain plies his career
path through this world of lovable
bouncers —originally a TV cartoon,
then a range of toys — he can stack

B Bail's well that ends swell’

MARK

“ Like Gremlin Graphics's
Smashed Bounder, Madballs
is dﬂﬂculttocnmmtﬂrat,
especially as your_ fellow
hallamtmngtn ﬂguw
precarious
porgrgmm:mgam

yuu un the enamies a
'I'he Mmedinfg:d

mhlumwry

- appoa!ﬂ: to
& ow larger and smaller as it
nces up and down, in true

B Social democracy was never so bouncy

et

up points by squashing fried eggs
and knocking off Madballs and the
universally hated 'undistinguished
Bureaucrats'.

___/coRboN]

* Madbalis is a curious licence, an odd mixture of the Bounder
‘format and the Motos-style arcade game. It has all the ingredients

of success: an scenario, strong, individual
oharadors.nndamﬂhnt aging. But the game is nowhere
near as good as the promise.

Graphicaily it's mmn-hle the faces on the Madballs are
weil-animated and Mmdmwmamncm

appeal. The backgrounds are poor in on
m;mmm no real 3-D eﬁ‘eﬁ mom:rnllng
mwar%m?ﬁﬂh d;hn;ﬂw and let 'd'f:
g you pi a on o,
lllutbai | doesn't stop mgmnﬁnn?uﬁrm and thhiek
ls a ccuracy of movement and
Is | for.. Sowucanhmannwm{htofm
HIIH! mes trying to orient yourself, and
utﬂmmlymedba!hdnm'tualydmmaummnﬂm.:ﬂ

__|comments| _

Joysticks: Cursor, Kermpston,
Sinclair

Graphics: monochromatic
play area viewed from abave,
detailed balls

Sound: wild and wacky . . .
but not very gaud

General rating: a good
bounce 'n’ bodge game, but
rather unvaried
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Presentation
Graphics
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Producer: Mastertronic
Retail price: £1.98
Author: Stephen Parys

platform world of squares

and grids is the

environment for a roling
ball. And the ball must move and
jump from square to square,
collecting the right number of
crosses that he finds upon his
trundling travels through
Rofiaround's 20 levels.

The platforms do not consist
entirely of identical squares; some
are plain or contain collectible
crosses, others alter all squares
upon a level or just some. Clock
squares slow down spaedy aliens,
and mystery squares either hide a
packel of points or lead to death;
unmarked exit sguargs when

MIKE

“ Rollaround is quite  dull.
Admittedly, the scattered
cult following of the excellent
Bobby Bearing may enjoy this
mediocre ction. But the
graphics are small and
fac colour, and
addictivity is very Iimltat:l.E ;%

ROLLAROUND

touched reveal the paths that lead
1o other platforms.

But things are not going to be all
that easy for the ball - some
platforms are patrolled by aliens.
These entities can make life for a
travelling sphera such a misery, as
they turn otherwise solid squares
into holes or push a poor bail from
a platform. Others can leap cver

GORDON

holes ar mirror movements of our
ball, whilst bombs can direct
themselves to the squares upon
which our friendly arb sits.

A jump button allows the ball to
skip between platforms, avoliding
these annoying creatures and
collecting squares as it goes. For
every one of the squares touched,
points are awarded, but for fall

landscapes.

makes it very addictive

comeinh , too).

timing and mantal agility.

But

« Rollaround is very reminiscent of Electric Dreams'’s Spindizzy: it
has precarious 3-D landscapes and narrow tracks, items to
collect, puzzles to solve and switches to throw. But it differs
slightly in its overall design. It's more compact and not as well
presented, and it doesn't contain the vast panorama of varied

But Rollaround is very playable (dropping an alien through a
hole by throwing a switch is satisfying), and the puzzle factor
. The title screen mirrors the game's
beautiful simplicity: rolling a marble madly in search of crosses
to collect doesn’t create frantic action, but requires a good
of thought and a sense of precise timing (some mapping might

andy
The difficulty has been graded just right: the first level is
extremely easy, but later ones are more demanding of precise

The only real disappointment is the graphics: thay're a bit
hasic, and some of the aliens are very
ite these faults, if you
Madness format, Rollaround could be what you're looking fur‘i'l"'ﬁ

deal

poor.
want more of the Marble

from a platform or through a hole
means that one of bail's sight lives
is plucked away.

he number of types of square
that need to be gathered before
progress can be made to the next
fevel is shown at the top of the
screen. There is also a fime
countdown within which the level
muist be completed. When a level
has been completed, there is &
charice to use good timing to win
a bonus score or an extra life from
arandom display.

_ JcommENTS |__

Joysticks: Kempston
Graphics: isometric view of
monochrome surfaces — very
simple

Sound: simple sound effects
General rating: a poor Bobby

Bearing clone of the Marble
Madness genre
Presentation B1%
Graphics 55%
Piayability B84%
Addictive qualities  62%
OVERALL 61%

Producer: Bulldog
Retail price: £1.99
Author: Peter Gough

ewer-cleaning is not a job

for the faint-hearted. You
nevar know what you might

find down there ... well, in fact
you do find rather a lot and that's
the preblem. LINDA is an android

| who can help you: LINDA has more

SCUMBALL

kiling power than Domestos,
bleach and all other cleaning fluids
put together.

She is a fearless companion but
a bit of a brainless mechanism,
and she needs to have her circuitry
guided through the sewer network
where she takes out dangerous
‘germs’.

Eight grenades lie in the depths
of this place, waiting for her cold
metallic touch. When one of these
explosive devices is collected,
LINDA must takeit to the lair of the
green glime. And when she's got
all eight, she can destroy the slime
meonster that lives there.

But LINDA is sure to mest a
motley crew of aliens on her

“ This is an excellent little a e adventure. It has a neat
‘scenari ,mmuﬂmmw.w_w;m nted:
gwmmmm excellent! It's very much in
e Starquake mould, with a small main character atfected by
jravity exploring a large, flick-screen slien landscape: so
apping is very muchinorder.
e animation on the sprites is fabulous, and the backdrops
gone .amn&ss‘m. Er et o
The ility is good and fast, too — and it's very easy to

perambulation the
_sewers. These can range from
‘purple pythons to crabs and

insects, Fach brief encounter with

through

B Neither a burrower nor 3 LINDA be: Scumball

FE ]

E-081

an alien leaves LINDA a little
drained, and if her power level
dropsto zerothat's the end of her.

Presentation
Graphics
Playability
Addictive gualities
OVERALL

CRASHMarch 1988 85




MICROBALL

Producer: Alternative Software

Retail price: £1.99
Author: Steve Evans

he pinball table awaits your
pleasure . . .
A ball is fired on to a

sloping table, and once on the
table can't fall off — there's a
surrounding retaining wall. But the
ball can run through a gap at the
lower end of the table, and the
challenge in Microball - as in real-
life pinball — is to use a pair of
flipper-like bats to deflect the ball
when it runs toward that gap. (if it
does, it's lost and the next of five
balls appears.)

Bounced back up the table by a
flipper, the ball rebounds araund a
network of circular bumpers-and
other targets, collecting points.
Hitting targets in particular
combinations earns bonus points,
and other targets activate a score-
multiplier ~ it doesn't just add
points but can deuble or even
quintuple your score.

An extra ball is awarded after
250000, 480000 and 720000
points.

g CRITICISM '

@ " As pinball games go, thisisn't
rmuch fun. For a start, it's far too
easy (hardly like real pinball!), and
doesn’'t get any harder. Different
table layouts, or even a single
layout more complex and exciting
than this, would have helped.
And though the pinball moves
reasonably well, it scmetimes gets

stuck in places where it shouldn't
{the end of ihe flipper, for
example).

The graphics are bright and
cheery, but the black background
and the sound add nothing.
Migraball is quite playable (for a
little while) and it does have some
addictive qualities simply because
it is pinball. But | wouldn't

recommend it. "'
GORDOM 9%
® “Microball is another

uninteresting pinball game. You

remember the type: two flippers
at the bottom of the screen, a
few boring obstacles and a
filashing display that doesn't
seem to do anything. The final
burst of excitement comes
when you get three friends
round and have a game all
together! Microball is reasonable
as pinball games go, but they
don’t go very far - stick with the
real thing. "'
MIGK

P Bugged: Microball

3B%

® | wouldn't mind a decent
pinball game, something with
features and graphics 1988-style,
but this weak game has missed its
time. Some of the bugs are
appatling: the ball regularly gets
stuck on the very end of the flipper
(that screwup which would take
considerable skill on a real table),
and twice in haif an hour of play:
the ball got stuck in the border of
the ‘table’, necessitating
reloading. Microball is simpie and
simply unatiractive, ™
MIKE 4%

Z COMMENTS '

Joysticks: none

Graphics: simple, not unlike the
real thing

Sound: simple, not unlike the real
thing

Options: one to four players, if
they can't be bothered to find the
real thing

Generalrating: little content, little
interest (not unlike the real thing -
Man Ed)

 Prasentation 509
S,
Playabilif : ]
Addiotive qualities  36%
OVERALL 41%




PIGGY

Producer: Bug Byte
Retail price: £2.99
Author: Peter Watson

Remember being & baby —
those days when thumb-
sucking and potty training
filled your time and a tin of
steamed leek, apricot and radish
purée baby food was a
gastrenomic delight?

If you do you'll remember the
nursary rhyme about the three little
pigs who kept on having their
houses  blown down by
Canig fupus, a walf in  Latin
clothing. And you'll be thrilled to
know that the eldest of those poor
lithe porkers. is still  having
problems.

He still wants to construct his
own little two up/two down with
roses round the front door. There
are enough building materials and
tools to gladden the heart of any
navvy scattered around the
piggy’s world of mazes.

And, justto prove that he's really
looking hard for all those building
materials, when Piggy leaves the

exit ‘of one maze he can find
hirmself transported to locations as
surprising as a space port and the
moon. (Look — as has been
explained elsewhera in this issue,
we don’t write these games, OK?)
It wouldn't be so bad - for our
four-trottered friend, that is — if all
the piggy had te do were pick up
those bare necessities, But every
maze is populated by wildlife that
can turn him imto streaky rashers —
ghosts, bees, cat's heads, stoop-
backed harridans and of course
Mr Wolf himself. it's enough to
make even the hardiest piglet run
‘wee, wee, wee' all the way
home . . . if he had a home.

! CRITICISM '

@® ' Ha, ha, hal Bug Byte was
around at the very beginning of
Spectrum time, and this looks tike
an unreleased 1983 game. There
is a grand total of ONE joystick
option, set keys, a strong
contender for worst tune of the
season, and graphics which are

P This little Piggy shouldn't have gone to market

bettered by most On The Screen
demos. Piggy is prnt:abl}r. along
with Top Ten Hits's Gnd lron, the
worst game I've played. "
MIKE 0%

@ “ This takes me back to the
days of simple titles, attempts at
loading screens, cute
uncomplicated plots, And if it
comes from those days, it
should have stayed there: all the
sprites are the same size, even
the eponymous Piggy and the
borders, and the tune is
miserable. There's absolutely
no point buying stuff like this
when much better games are
available at the same price. "

NEGK 9%

® " I'm appalled that a company
such as Bug Byle, old and
respacted, would releass such
trash. As in most thoughtlessly-
programmed gamas, the coflision-

detection is VERY dodgy (it's

character collision; in fact). And it

Seems na time has been spent on

programming  graphics, sound

and playability — so ceriainly no

]{;:ne sQauFd be spent playing with
em. "

PAUL 06%

f COMMENTS '

Joysticks: Kempston

Graphics: very simple UDGs with
plentiful but ugly colour

Sound: simpler than the graphics
General rating: Piggy is terrible —
and Bug Byte must know that

Presentation 18%
Graphics 08%
Playability 08%
Addictive qualities 10%
OVERALL 7%

free—y

Commodore Screens

©

ARCADESMASH

CHAMPIONSHIP SPRINT
Licenced from Atari Games
your driving skills are put to the ultimate
test. Ramps to jump, random obstacles
to avoid,~ driving blind through oil
streaked underpasses!! There's no limit
to excitement — because you can make
up the circuits!!!

N

ATARI

GAMES soFT

Championship Sprint TM
TM & € 1986 Atari Games Corpnrnliun. All n'gh?s reserved.

E:—; =z

ELECTRIC DREAMS
WA ROE

Electric Dreams Softwaore. Authorised User.
Mail Order: Activision (UK) Ltd

Units 3 & 4 Lloyds Close

Finedon Road Industrial Estate

Northompton NNS 45R

Tel: 0933 76768

Commaodore 64/128 Cassette (£9.99)
and Disk (£14.99) ZX Spectrum 48k/128k/+
{E£9.99) Amstrad CPC Cassette (£9.99)

ond Disk {£14.99)







Producer: Entertainment
.. uUsA
Retail price: £1.99

t's 1999. You'releadingamean

squad of three dudes trained to

perfection as kitling machines,
members of the police SWAT
{Special Weapons And Tactics)
divigion, Thie mission this timeis to
rout out a nest of terrorists in a
district of Los Angeles andrelease
their hostages.

This should have been an
operation as sharp as a Bic
disposable razor — well, probably
a little sharper than that, But to
complicate matters, a few civilians
remain in an evacuated area and
neither they nor the hostages must
be harmed by you and your men.

Your squad is on foot patrolling
through the vertically scrolling
streats of LA, You control the
leader of your team, who is at the
front of the patrol. When the
terrorists home in on him, lobbing
grenades, he must move fast—and
risk the hidden snipers.

If the leader falls in action, his
place is immediately taken by
another squad member; when he
in turn needs a body bag, the final

Hiear
G MTHE UFCYIAVE

P Los Angeles Sprites Wander Around Tediously

mian is on his own.

Each member of the team is
equipped with a gun, but only the
leader’s can be controlled. He can
fire in the direction that he moves,
and diagonally — always taking
care not to hit innocent civilians,
which knocks the points off him.

Reach the junction whers the
terrorist leader hangs out, and
you'll find those hostages. Now
things can really get tough.

Z CRITICISM '

@ “ My, Los Angeles SWAT, what
slow graphics you've got! My,
Los Angeles SWAT, what limited
sound you've got! My, Los
Angeles SWAT, what ludicrous
colours you use! My, Los Angeles
SWAT, what awkward controls

you've got! :

‘All the better for selling me
off cheaply with,” *
BYM 36%

@ “ The graphics and colour in
Los Angeles SWAT are awful —
curious checkerboard blocks are
meant to represent buildings,
indistinct 2-0 line drawings pass
for upturned cars, poorly-
animated characters litter the
gaudy background. If the action
was more exciting this might be
forgivable (as might the colour
ciash), but the controls are
awkward, the gamepiay is
repetitive and even the sound is a

letdawr. "'
NICK 22%

! COMMENTS '

Joysticks: Cursor, Kempston,
Sinclair

Graphics: poorty-defined charac-
ters, bad use of colour

Sound: very basic

General rating: a poor vertically-
scrolling shoot-"em-up

Presentation 30%
Graphics 21%
Playability 31%
Addictive qualities 21%
OVERALL 26%

MERLIN

Producer: Firebird
Retail price: £1.99
Author: Mike Westlake

erlin the magician has
been absent-minded -
and he's ended up

searching the dank passageways
of King Arthur's Camelot castle for

his lost magical powers!

To reactivate his stock of skills
that would leave Paul Daniels
floundering, Merlin must coliect
the magic stars that lie in

P Five foot two, sprite of blue . . . has anybody seen his spelis?

"
N
R R
Mg
G ooa01006 | $

Camelot's  horizontally-scrolling
passages and rooms.

He can collect them merely by
walking into them, but the
positions of some are sure to test
his agiii'% spead and ingenuity.

And Cameiot is an ancient,
strange and mysterious place.
Bats, small ghosts and bewitched
sweeping brooms occupy dark
reoms, just waiting for Merdin to
walkin ...

Merlin's remaining life force is
grimly displayed by an emerging
gravestone atthe bottomn left ofthe
screan, and he's got just ten lives
to recover those lost powers — If
he's ever to say another
abracadabra again.

@ “ The eponymous Merlin is
just too big! He just towers over
everything else, and you get the
feeling the sprite may fall over
any second. And the screens are
very cluttered, with small
monsters and objects all over
the place. ..

The collecting idea is old hat
and boring, the title tune is very
basic, but at least Merlin is nicely
colourful = if you like stray blobs
of colour chucked all over the
screen. "

NICK 5%

@ " Meriin isn’f very original, a
kind of laffer-day Jet Set Willy
without much of the fun. The

g&mep!ay itself is quite addictive,
though I'm sure some of the rooms
are Iimpossible to complete, it's
very fast-moving and requires a lot
of precise joystick work — perhaps
too much —but you're given plerty
of lives ta play with, and real
ress can be made.

ut don't be fooled by the
screenshots on the inlay: the
graphics are big, bold and
cofourful, with varled and
inferesting backdrops, but when
the sprites start to move it's a
different story. Giitches in the
aimation and a kind of
‘fransparency’ affiict them — and
because of this it's ludicrously
easy to hide from ghosts. "

o though there are lots. of
locations to expiors, the simple
idea doesnt hold long-term
rewards — and the minimal

instructions don't helfp mueh. "'
53%

Joysticks: Kempston, Sinclair
Graphics: large, colourful, but
very stow and flickery

Sound: irritating

General rating: a simple collect-
ing game with too many graphical
problems te be really playable

Presentation
Graphics
Playability
Addictive qualities
OVERALL

40%
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Producer: M.A.D. X
Retail price: £2.99
Authors: Binary Design

t is the year 2079, and the
decaying, poliuted earth values
maore than ever its precious few
acres of unspoiled nature. As a
warden, you are responsible for
maintaining the health of one such

area.

At first all you had to do was
some tidying up and the herding of
animals, but now things have
changed. A distant star has
become a supernova, and
Wavaren, creatures that inhabited
one of its encircling planets, have
found a new home — in your
reserve, So your job description
has been rewritten to include their
destruction.

The reserve consists of forest,
ocean islands and rocky desert;
these thrée regions are further
divided by force fields into ten
areas, with aura  energy
maintaining their original condition
in each. But the presence of
Wavaren reduces this energy, and
if it it ever reaches zero level the
area dies. And if three of a region’s

?mas are wasted this way, you've
ost.

The Wavaren fiy around in an
aerial comucopia of jellyfish, fairy
cakes, molecules and rotund craft,
showing off and manceuvrin
around your small fighter as it
skims above the horizontally-
serolling landscape.

Your fighter is equipped with
forward-firing lasers — it may take
a few blasts before some robot
craft succumb — and several blitz
bombs that annihilate all the
Wavaren onscreen.

When someg Wavaren vehicles
are destroyed, a series of icons
temporarily appears and other
sections can be reached, your life
substance  increased, extra
bombs acquired or your fighter's
power improved.,

They never

told you

environmentalism would be like
this when you joined the Green
Party . ..

“ Theugh graphically quite
ood with neat backgrounds,
gnergy Warrior has little content.

B Wavering Wavaren warfarin' - but wait till you see the B-side!

Horizontally-scrofling  shoot-'em-
ups are all very well, but unigss
there's some remarkable feature
they can be quite dull and

'u‘n‘,ué& lyab-fe. i .

® “ Energy Warrior is a pretty
ordinary horizontally-scrolling
shoot-"em-up, quite playabie
but offering nothing original.
There are plenty of landscapes
but they're all slightly too easy
to complete: it's just a matter of
finding a safe place and learnin
the attack formations, whic
soon becomes tedious.
Graphically it's reasonable,
with smooth but slow scrolling
and fairly well-drawn and
detailed sprites (they're a bit
bland, though). The
backgrounds are colourful and
varied, though slightly garish,
and each level has its own
character and atmosphere.

Molecule Man, the B-side
game, is much better, "
GORDON 50%

COMMENTS

Joysticks: Kempston, Sinclair
Graphies: slow scrolling, good
varied backgrounds

Sound: pip pip!

Options: 'free’ B-side maze
gama, Molecule Man (B5% Overall
in Issue 30)

Genaeral rating: far too easy, but
maybe worth getting for the 'free’
game!

Presentation
| Graphics

| Playability
| Addictive qualities
| OVERALL

BMX KIDZ

Producer: Firebird
Retail price: £1.99
Authors: Zeit Corporation

Il that practising on your

BMX weould make even the
ardest bottom  saddle-
sore—but it's worth itif it helps you

| ROGER |

Fvemnlln‘lofgames

(particularly budget gms
using the theme BMX
btlms. but BMX Kidz is
enjoyable to playl It
lmorpotatas many smart
touches such as riding

and whenever you qwrn
rampyowrﬁder]ust

all the other “'“h!"'“"“”-

i tune. '
L's one of the best budget
icycie motocross games on
the market. " £ R
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beat the BMX Kidz.

Six tracks await your wheels,
Each has a series of undulations
and leaps for you to negotiate and
a clutch of fellow EgM)(ers to
compéete against.

Riding your bike brings on quite
a sweat, and every pedal rev uses
up more of your energy. Thoss
falling reserves need to be
promptly replenished with some
hefty swigs of Coke. Cans of this
brown, fizzy beverage stand on the
track and these are collected by
riding into them.

But energy Isn't all that you have
to worry about, for though your
wheels are sturdy, they can't stand
too much punishment. Crash
down hard on them after a high
leap, and the spokes break very
easily. Replacement wheels, like
the 'cans, can be gathered at
various points along the way. The
number of spokes that your bike
has available are shown at the top
left of the screen.

And there's ahways that ticking
clock, counting away those
precious seconds that remain to
complete the course. If the first
frack seems hard, it's an easy ride
compared with what comes after.
Each extra foray en the BMX
course becomes much harder,
and your Tellow competitors have
become much better, jostling you

for the Coke cans and spokes
which they can all too easily

[BYM |

* The small play area cramps
the game and the graphics.
Had more room been
allocated to the game and
less to the scores and energy
meter it be easier to
enjoy BMX Kidz. Despite this
the game is still great to play.
are responsive and

the cute graphics are fun to
watch. Desperation is the
aln part of u:rl gakr;a You
on no-one drinking your
Coke ([spot the product
placement Im} So wh’en yt%ur
energy brings you close to a
halt and all the other riders
drink I'Oakatl'losih.laﬂnn

gets dire.
7%

deprive you of. To add further to
your difficulties, you need to
complete a sufficient number of
‘tricks’ such as wheelies and other
stunts to qualify for the next round.
However  spend too long
performing and all the Coke and
wheels are taken by the others.

COMMENTS |

Joysticks: none

Graphics: confusing and

inaceurate

Sound: nona

General rating: 2 poor but

ﬁ”lggame imitation of
tertronic’s Kikstart Il

Presentation
Graphics
Playability

Addictive qualities
OVERALL




KIKSTART II

Producer: Mastertronic
Retail price: £1.99
Author: Paul Murray

-biking is & sport for those
with nerves of stesl, terrific
bike control, and the

strength to survive being thrown
off their machine countless times.

/| NICK |

“ Once you've mastered the
controls and adjusted your
eyes to the colour Kikstart |l
is guite playable. But the
course designer is extremely
hard to control, and it's
irritating when you can't turn
it off and go back to the
game, though some good
designs can be created.

The presentation of
Kikstartll is good, with an
excellent title screen, and
you soon get used to the
slow scrolling. Yetwith much
more exciting racers like
ATV Simuiator on the market
thi= can only be a second

choice. "
62%

In Kikstart I, the sequel to

Kikstart, two nders compete on a
harizantally-split
crassing an identical course of
awesame obstacles ranging from
simple, rough terrain and steep
ramps to rows of pounding pistons
and incinerating plumes of flame,
Springboards can send a biker
high into the air, gates and brick
walls reguire steady riding, mud
patches that can bog down the
best.

screen. each

S0 each rider must control his

bike with skill, accelarating and
braking, doing wheelies and
jumping high when required. Only
experience can teach you which

a?:?& 81 : 36
| TIHE 48:24

98:62 6438
TIME 46.:68

MIKE

“ Kikstart Il is everything
Caode Masters's ATV
Simulator should have been.
The lack of sound is
annaoying (the
Commodore 64 version has
an excellent tune) but the
rest of the game holds up
superbly. It's playable and
addictive, with good and
surprisingly smooth
graphics and little colour
clash,

92%

riding technigle is required when.

At every riding session five
courses from a possible 24 can be
chosen -or randomly selected; a
targettime is givenfor each course

together with a total for alf five.

o matter how many times the

48: 24 0100 BO:
TOTAL

TIME 337:

46:62 DD 00 BD: 00
TOTAL TIME 2B92:52

riders take a tumble, they always
remount - no lives are lost. But
valuable time speeds on at twice
the normal rate.

Using the course designer you
can redefine keys, construct a new
course or modify an old one, and
set up obstaclas 1o provide the
miost
challenges. The new or modified
course replaces one of the original
rides.

__[comments|__

Joysticks: Cursor, Kempstan,
Sinclair

Graphics: unbsarably slow
scrolling of a detailed but
colouriass background
Sound: silent 48K version,
simple 128K tune

Options: definable keys;
course designer

General r;
course designer gives this
simple game long-lasting

appeal, andonly Mike's Smash
rating caused this high Overall
parcentage

testing of dirt-bike

ng: only the

Presentation
Graphics

Playability
Addictive qualities
OVERALL

JET BIKE SIMULATOR

Producer: Code Masters
Plus

Retail price; £4.99

Authors: The Oliver Twins

kis and BMX bikes are
things of the past for Code
Masters — now the kings of
low-rent simulations are zooming
into a new label on jet bikes,
parsonal skimmers of the future.
The rider stands on a jet bike's
back as'it slips across the ‘water's
surface. And Jet Bike Simulator
offers 24 courses, with settings
that range from lakes and coasts
1o dockiands. In each the jet bike
must be steered around numbered
floating buoys, taking them in
seguence, to complete a fap.
There's a strict time limit, so
luckity control of the jet bike is

simpie. But forward thinking is
required for successful steering:
the jet bike can, under thrust,

o

overshoot a corner and head in an
entirely inappropriate direction.
aren't

The courses

always

L 4

simple, and a skilled jet biker can
navigate around bridges, leap over
aquajumps  and
clogging banks of weed.

After the compiletion of a course,
a performance table gives the lap
times of the player(s) and the
computer-controlled

racers, the best recorded _Iap
times, and scoras and tfime
bonuses.

avoid great

drone

smothered with presentation,
butthe basic gameistoomuch
Frix Simulater.
Presentation 80%
Graphics 67 %
Playabifity T2%
Addictive qualities 78%
OVERALL ) 75%

CRASHMarch 1988 101



arity of Spectrum gam
iatget the votes, net the.
egk or month,
Isupto youte et us know what you
chlive onthe results pages to make:

H. we understand:
veting forms
and send that to

clion of registering yaur vote, thera's always

wchmonth wedraw 15 winners fror
} H INE, five for the

oice; not ours)and a l




W
T

jotline Top 2o___"

1{>] MATCHDAY Tl




VIDEOFACE digitiser takes pictures from
B L i avideo camera or recorder and turns them
into standard hi- res Spectrum screens.

:....I--—.*'{‘} '-’l o 1- A
THE MULTIFACE 12

MOLTIPRINT. =

AT LAST: THE MOST VERSATILE AND YET —
EASIES'I' TO USE SPECTRUM PHINTER INTERFACE

r -

mmlﬂmrﬂ EVERY SPECTHUM uwmsn a5
s SHOULD HAVE ONE b

= .
wiltilure: 4 & 128 %g

Having saved a game, you can continue it or re-save later as you progress. Programs will re-Joad even
without HULT!FACE amed and run w.ﬁﬂf you sﬂopped and SAVEE.

HUL”FﬂCF can alo save SCR.EENS mip' and C‘OPI’ SCREENS topa-mm's

Ii‘hzsa.bwkaULTJ‘ TO\'J.I'.KIT muﬁm:qumllﬂs&r!&rﬂ}mﬁiypmgram} esmua!ﬁorhkaf . g*

multlmﬂ* mf* multua"‘




SPECTRUM+3 - THE BEST ADD~
FOR mULTIFACE 3

n the beginning there was the

Spectrum. Lots of people bought

one. Lots of ether people wrote
games for the Spectrum, and lots of
people bought those as well.

But there was a snag - everything
used cassette tapes, which were
fine for Depeche Mode bt not for so
hot for computer software. Slow,
wnreliable and frustrating were
some of the kinder terms used for
the medium.

Mow there's the 128K + 3, a games
machine that has all its software on
tape and built in disc drive . .
Guess what Romantic Robot has
produced?

Multiface 3, that's what, Plug it
inte your 128K+ 3, and load a game
from tape. Press the red button and
you can pert it on te disc at any
stage, yours to load in a trice at a
whim's notice. Multiface works by
waiting for the program to load and
run. Then it takes a copy, and as the
program running at the time, it
will run when the copy is loaded
back later.

The tape to disc function of the
Multitace 3 would be enough o
recommend it to anyone. But there's
more. When the red button is
pressed, a whole range of functions
appears. You can look through the
128K+ 3's memory, altering it at
will. High scores have never been sa
eagy to obtain. Memary can be
displayed as hexadecimal, decimal
or text. All of the 128K + 3's 128K of
Ram can be fiddled with, not just
the 48K's worth that Basic has
access to.

You can also print out areas of
memory and screens in a variety of
different forms. The Multiface 3 can
do the same types of graphics
dumps as its brother Multiprint,
straight text, Spectrum-styie Copy

d a couple of shaded .

0 SLTEe

| enclose a chaque;’F'O for .

or debit my Y

BOEAL 1 o€ BOBD

dumps. i can’t do maore
128K+ 3 Basic does, but it does it in
the middle of programs.

The main purpgse of the
Multiface is to get things en te disc.
As well as the simple Save and Load,
it's got a few other tricks up its
interface. You can, for example, use
the disc from 48K mode. Lots of
people get excited by this.

Other things that the Multitace
can do is allow you to erase a file to
maka reom an a disc, in case you
need to save something in mid-game
and can't get to Basic to do the
deed. You can't Format a disc from
the Muitiface, alas.

Multitace also compresses stuff
automatically, and doesn’t Save
emply areas of memory. These two
features mean that you can get (for
example) more than three games on
the 170-odd K aliowed you per dise
side. But you can turn those
features off, if need be.

Everything is accessed by the
traditional one- or two-line menu and
single keypresses. Multiface 3 is
very careful about invalid inputs,
and didn't crash or otherwise
misbehave at all. And I did try to
confuse it.

More than that, what can | say? |
enjoy a good rant, most reviewers
do, but the Multiface 3 seems set on
continuing the Romantic Robot
tradition of doing the job reliably. |
can't even complain a little.

Any T128K-+3 owner will find it a
wonderful device, indispensible
even — I'm not giving mine back
without a fight. | expect to see the
wsual extra programs appear for the
best in due coursa [Genie et al),

whereupon not owning a Multiface 3
will brand one a complete losa:
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MULTIFACE ONE
GEMIE ONE
MULTIFACE THREE
MULTIPRINT £ 29050
LIFEGUARD £ 6950
SPECTRUM+3 DiScs £ 2750
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MULTIFACE 128
GENIE 128
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Quality Approved Computer Service c-nlu
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Spectrum Power Units | t‘l!.lll
4116 Memories, 50p
4164 Memories. . £1.10
Please add £1 p.&p.
Upgrade your Spectmm toa Spectrum + £29.95 + £1.80pap.
For help or advice give us a rmwozuz; 665313,
e & School Enquires Welcomed
Q.ES., Unlt l, :ll Lagland 8, Poole, Dorset BH15 1GG.




ROMANTICALLY
YOURS

WITH |
BIIATT € B3I TF

VALENTINE'S DAY, The Year Of The Robot and our Tech Niche
Supplement — well, we couldn't resist it, we just had to have a
Romantic Robot competition!

For years Romantic Robiot has been at the forafront of hardware-
development on the Spectrum. In fact, the Robot team has produced so
many useful add-ons we couldn't decide what to give away in this '
competition. ;

But one thing we could be sure about: everybody could use a
Videcface Digitiser for capturing those magical moments of TV on your |
Spectrum screen. This complex gadget will (combined with a video
recorder or video camera) provide hours of fun for anyone with the
slightest artistic bent - you can capture a picture from real life, play with
itas a Spectrum graphic, and send the altered image into On The Screen!

The Videoface Digitiser is also very useful for creating those realistic
backgrounds in games — many large software houses usa it

So one little black box will be on its way to the winner of this word-
square competition.

CHOICE OF PRIZES!

Five second-prizewinners will get their choice of prizes: either one of
Romantic Robot's famous Multiface series, or a Multiprint printer
interface. (For words on those, see the Plug-in Potential section in this
manth's Tech Niche Supplement — just a few pages on.}

And a further 30 runners-up can choose one of the following software
prizes: Wriggler (an lssue 15 CRASH Smash maze game); Music
Typewriter (a clever littls utility for composing music); Lifeguard (2 handy
infinite-lives-finder for hacking addicts); and Genie (a disassembiler).

{Please note that Lifeguard and Genie will only work with a
Multiface Oné or Multiface 128 - they're no use without the hardware!)

THE TEST OF LOVE

You don't have to be a technical genius to win these fantastic prizes. In
the wordsguare are hidden ten hardware-related words — running
backwards, forwards, up, down and even diagonally. Just find tham all,
put aline through each, and complete the tie-breaker in no more than ten
\'m!_'gzhy coming up with the miost cleverly amusing sentence you can
dev

|
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000

Fill in the form below - ticking one box in each of the two prize sections
—andsend off your entries to ROMANTICALLY MINE COMP, CRASH,
PO Box 10, Ludiow, Shropshire 5¥Y8 1DB.

Entrias must reach us by April5, and the decision of CRASH's
appointed judges is final (rule-breakers will be digitised and have their
pixels pulled out one at a time).

T




. pics’ busis) mnd st provide oo with
company wiho will match & compatines
enlithd i o mu-:llln sefvica, in

SIDCUP (& Mail Order) 01-309 1111

sy ) 'nzeyﬂaan‘, Sideioy, Ky AT T
Lipn House (Ts fipor), 227 Tottenham Court Ad, Londan, W1F O

L 01-629 1 3914

Sellridges {1st fioor), Oxtord Sirsel, London, "_ S e

L 2 8 _ & 3 ¢} N B N N R R B _§ B N § N N ™
To: Silica Shop Ltd, Dept CRASHUZ881-4 The Mews, Hatheriey Road, Sidcup, Kent, DA14 4DX

g PLEASE SEND ME

. Mr/Mrs/Ms: Initials:

Do already compuler
||J.°:mm¢u:"y:u oWy ..

=

FREE LITERATURE ON THE ATARI ST §

[
B
i
4
¥



i

f o
|

I
L
J
I




T

TAKING THE MOUSE

Gremiin Graphics's cartoon tie-in
Mickey Mouse will surely be one
of the most popular cartoon
Mooy is staging in D
ickey is staving in Disney

Castle where four wicked witches
Hawve, under the influsnce of the
Ogre King, stolen poor Merlin's
magic wand. Using the wand the
witches have cast a spell over the
whole land and put & ne
under the power of the Ogre King.

And, adding insult to injury, the
witches have n the wand in
four. 1 Mickey can put it together
again, after searching for the
pleces in four monstrous towers
-guarded by ogres and wﬁr
witches, the spell will be lifted.

But if you think Gremlin's
Mickey Mouse sounds macho,

P From the Exolon author: Hewson's Cybernold - meFighﬁﬂH

story for US Gold, seliing over
250,000 copies across all
computer formats, Follawing
closely in Its tiretracks is Road
Brasters, an Out Run for
aggressive drivers.
to shaoting 'emup.. . .

Martech has the long-lasting
Commodore 64 hit Crazy Comets
coming for the Spectrum.
Tremendously addictive simplicity
isits st h. :

From Palace Software and the
authiors of Barbarian comes

1 i described as a

‘multiplane screlling-landscape
fast-and-furious shoot-"em-up'.
t's written by Steve Brown
(Cavldrom, Cauldron Il and
Barbarfan), and Richard Joseph
{Barbarian) helps out with the
sound. As an insectoid warrior you
‘must patrol the perimeter of a

colony against the deadly

HERY HOOE
OiES

crrrereTen

walt till you see Hewsen's

L Prog
Raffasle Cecteo (whose hits
include Eﬁfo& an};ﬂ Equfnaic}iélt's
very much in the Zynaps style —
blast the backsides off all and
sundry.{all and sundry bein
pirates} and increase your fire
power.

DRIVING AND
SHOOTING

Despite middling reviews Out Hun
hag proven atremendoussuccess

Arachnoids, by the way.

ateve Brown is now turning his
attention to ian - maore
vialence, no doubt.

Palace Is alsolaunching abrand
spanking new label next month —

stlaw. Its first release, Trolf is
deseribed as 'pure arcade
mayhem’ —and looks like it could
be precisely that, programmed by
Spectrum vetarans Denton
Designs (Double Take, Frankia
Goes To Hollywood, Gift From The
Gods). Battling against a horde of
goblins vou must escape from the
netherworld of Narg, using vour

| - o i, -

P 'Pure arcade mayhem': Outlaw's Trolf

1 own stupply of escape holesto find

the elusive exit.

GRAFTGOLD/FIRE-
BIRD FIRST

Steve Turner (Pyracutse, The
Seidabb Trilogy, Quazatron), now
-a member of the Graftgold
programiming team, releases his
first game under tha new
Telecomscft/Graftgold deal next
month.

On the Firebird iabel, it's the
Toliow-up to Hewson's immensely
popular Quazairon (94% in
Issue 29).  Magnetron brings
KPL -2 back for another platform

Then thers's the coin-op
CONVersion e Dragon
an Amarican-foathall game
endorsed by Denver Broncos
quarterback Jofin Elway,
unimaginatively titled Quarterback
~both should be out in eafly
sumimer (ifwe get one),
Recentiy-launched ny
Software is covering lots of
different genres with its next few
ralagses. In Seven Minutes To
Midnight you must defuse a
terronst bomb in the.centre of
Moscow. Diamonds, witha
strong stralegic slemant, sats you
the task of building a spaceship.
And for the adventurous there's

{ﬁgg Eﬁvgggg;gﬂed by St Brides:

angd

» Of course Ikaribout you still

adventure on the space station
Quarteck. By dismantling the
anemy KPL-2 can boost his
energy and fire power and
sventually locate and shut down
the main reactors of this metallic

£ ERIY
CECPORERERELEDLR

b= Atlast: Eiite's ffari Warriors

£}

L
CRERERONEDERERE

I's mad, it's bad, and it's very
late! Elite’s lkari Warriors will
finally reachthe Spectrum in the
naxt few waeks. Orie or two
plaﬁrs trek through the jungle,
swimming agtoss swamps and

2 LH
ERTREREVENEDENE

monstrasity.

Tig-ins are coming from all
directions at Melbourne House -
though you'll have to wail a few
months for them. First out should
be Droids, allcence of the popular
children’s TV show based en the
adventures of Star Wars veterans
R2-D2 and C3-PO.

blasting everything that moves,
which obviously dossn't include
Elite's programmars.

Lastly, there's the Tollow-up to
Incentive's Smashed Driller— The
Dark Side, also using the
innovative 3-D Iandst:‘aJ;a—
maﬁm technigue Freespape.

 N@WS 5000 . . .

CRASH March 1988 111



DOMINIC HANDY on video
RATPACKER Rob Lowe | Keatonand Sissy staras
isbackonourscreensthis | three wild'n'wacky Southern
month in Dance | sisterswho get backtogether fora
{Sony, 15) Lowe plays a erazy, but fateful, reunion;
retarded young The big teen flick for the
Southerner who meets a lady tﬁmng of March is The Secret
played by newcomer Winona My Success (CIC Video, FG).
Ryder. The emotions unfoldasthe | Heart:throb Michaei) Fox stars

two build a relationship against the
wishes of her parents. Square
Dance is a complete change for
Lowe, and he performs admirably.

The fourth in the
series, subtitled The For
Peace (Warmner, PG} is now out and
the superhero/reporteris after the
unsuspecting eriminals again. Still
carrying out good deeds, red-pants
Reeve huris all the remaining
nuclear missiles into the sun —a
good idea, you may think, but no.
With all this energy Supe's old rival
Lex Luthor creates Nuclear Man, 2
man who can melt iron and drill
through buildings.

Has Superman met his match
{again)? Will anyone notice that
Metropolis is really Miltan Keynes?
isn't Margot Kidder a bit old for all
this now? Who cares?

We've had Gremiins, Crittersand
Ghoulies — and now we have
Munchies (MGM/UA, PG). And the
terrorising little blighters are in
your local hire shop now.

Kelly McGillis, last seen fiying
high in Top Gun, is still up in the
clouds in Made ln Heaven (Guild
Home Video, PG}, starring with
Timothy Hutton in a story of love
that has no barriers.

Jeff Goldblum stars in David
Cronenberg's The Fly (CB5/Fox,
18). The ads say 'Be afraid, be very
afraid’— | saw it at the cinema and
was absolutely scared out of my
seat! If you miss this yau'll be
missing one of the greatest ever
remakes (Kurt Neumann's version
came out in 1958}, Chris Walas
(House I) and Stephen Dubius won
Oscars for the terrifying makeup.

In Crimes Of The Heart (CBS/
Fox, 15) Jessica Lange, Diane
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alengside Helen Siater in this very
enjoyable romp about corporate
life. Fox plays Brantley Foster, a
small and insignificant member of
a multinational comprany.

By reading the office memos
and phoning a few people, using
various fake identities, Brantley
sets himself up with his own office,
complete with nameplate . .. but
his jobisas amail boy! And keeping
his job goingis only one of Foster's
problems as he starts receiving
advances from a junior executive
{Slater) and his uncle's wife,

It you're heavily inte deep.
dramas, look no further than
'night Mother(CIC Video). It's the
story of a young woman who is so
set on ending her life that she
prepares well in advance — but her
mother finds out and tries to
dissiade her.

It turns out that the young
woman, played by the highly-
regarded Spacek, suffers
from epilepsy and has a failed
marriage and adelinguent san, Life
has been cruel to her so she might
as weil finish it as soan as
possible ..

Anne Bancroft plays the
suffering mother, who also comes
{o believe that Jessie might just as

well be dead, But she's got the guts:

1o live or die — which will she
choose?

Ex-bratpacker Emilio Estevez,
currently being seenan the cinema
screens with Richard Dreyfuss in
Stakeout, wrote and directed

{Warner). He also stars,
alongside Demi Moaore, In this
poorly-written Sonnie And Clyde
partners-in-crime clonie. It's only
for real fans of the attractive

couple (who nearly got married, till
Bruce Willis jumped in and popped
the question to Demi).

You may have seen cult
comediarn Pee Wee Herman
(Paul Ruebens inreal life) making a
few TV appearances in the UK last
year — but apart from that he's
teen unknown this side of the
Atlantic. Now this stick-like
character who revels in acting like
a helium-breathing hyperactive 5-
year-old is'in a film of his own.

Aptly named Pee Wee's Big

Adventure (Warner, U) it's.a very
childish excuse to string togethera
few good gags and make afeature-
length movie out of therm. Not
surprisingly, it fails dismally, and
the soundirack (by Danny Effiman)
(s the only saving grace.

On an even lighter note, CICs
March 18 release gets my award
for Title Of The Month - Amazon
Women On The Moon' Of course
it's a parody of those {inffamously
tacky SF flicks of the Fifties. And it
has a'star-studded credit list; Joe
Dante (Gremilins, Innerspace) and
John Landis (Trading Flaces, The
Blues Brothers) are directing, and
the stars include suchfavourites as
Carrie Fisher (Star Wars),
Rosanna Arquette (Desperately
Seeking Susan, After Hours), Steve
Forrest (Spies [ ike Us), Michelle

énf dlyhawke and The
Witches Of Eastwick) and Sybil
Danning (Dinen)!

‘Several superbly-written short
stories are cleverly, and
successfully, joined together to
make Amazon Women On The
Maon{shades of the Leather
Goddesses Of Phiobos game?) ore
of the most interesting releases of
the manth. %

The Big Easy [RCA/Columbia,
15) stars Dennis Quaid
(Innerspace) and Elien Barkin.
When tough cop McSwain ({Quaid)
is framed for accepting protection
maney the Assistant District
Attorney (Barkin) tries to get him
cleared. Quaid and Barkin make a
perfect awkward scréen couple —
they both love the other but don't
want the other to find aut!

Then comes La Bamba (RCA/
Columbia, 15}, the story of rock
star Richie Valens, who was
tragically killed in the same plane

B Any evening you like: The
Living Daylights comes seon

crash that took the lives of Buddy
Holly and Big Bogper, Newcomer
Lou Diamond plays the
young Mexican fruit-picker with
dreams of becoming a rock singer
and mightmares of an airplane
crash —and both come true,

The main drawing point of the
film'is, undoubtedly, the
soundtrack: the titie song and
alburm went to Number One in the
UK charts last autumn.

Alan Parker s latast, lngnl
Heart (Guild Home Video, 18);
arrives in iate March starring
Robert De Niro (The Godfather,
The Deer Hunter, The
Untouchables, everything else) and
the bestubbled Mickey Rourke
(932 Weers). Desperate private
investigator Harry Angel (Rourke)
will doanything for a quick buck, so
whenthe mysteriotis L ouis Cyphre
&De Nire) offers him a contract for

125 a day he can hardly refuse,
Afterall, he's only got to find a big-
band singer — no prablem.

But the problems start when
Angel unravels Johnny Favorite's:
sordid past. Harry wants out, but
Cyphre just raises the payments.

The Da (Warner,
PG) is the latest James Bond film
and one of the best. Timathy
Dalton takes the rale of the suave
secret agent for the first time, and
Maryam d'Abo temps Is the latest
Bond Girl. And the new-laok Bond
movie — set in a recagnisably
maodern world, not the vague Cold
War Fifties/Sixties of the earller
films — even has a young new
actress playing the secretary
Moneypenny.

But the boffin Q is still there,
2iving new meaning to the term
‘ghietto blaster'. And you still get
the same ofd action-packed
suspense-filled couple of hours,

Much further into the future,
there's Jaws The Revenge (CIC
Video). The story line lacks a
certain bite ~ a3 do all the sequels
to the terrifying first Jaws film —and
the rather fin fish tale simply
doesn't wash, it's just kept above
water {sorry) by performances
from Michael Caine, Lorraine
Gray and Mario Van Peebles.

e



VOTE FOR
i THECHARTS
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HOW TOVOTE FOR YOUR FAVOURITE GAMES: give each
of your top five games for the HOTLINE, ADVENTURE
and STRATEGY charts a mark out of ten — the better the
game, the higher the mark.

ADVENTURE CHART

MARK OUT OF TEN

e

T-shirt size
This is the £40 of software I'd like if I win first prize, but | know some
games are unavailable and CRASH can't promise anything ...

1 Send this voting form to: CRASH ADVENTURE CHART,
! PO Box 10, Ludlow, Shropshire SY8 1DB

HOTLINE CHART
TITLE - MARK OUT OF TEN

| Ever thought of writing for
BICRASH?

If you haven’t, don't bother reading on. Working on CRASH involves
| much more than playing games, and we're looking for someone
| committed to writing to become a Staff Writer here.
| 3 The job consists largely of writing eritical comments on games, and
will also include writing some intros {the long, descriptive parts of each
review) and features. Some general office administration is involved, as
~ | is occasional travel within England.

I The position is full-time and based in Ludlow; it will carry a small
| salary at first and a decent professional salary when you're a decent
| professional.

i 3 The successful applicant, committed to learning the skills of
publishing, will be a games-player who offers English as good as histher
high'scores and can work as hard at proofreading as at BMX racing. An
& | interestin adventures would be uséful, but CRASH staff have to work
* | on all sections of the magazine.

3 Tobe considered you MUST be available by the end of March, and
" | be aver 16 — we have to obey the emplovment laws like anyone else.
| Ideaily you'll have passed your 18th birthday too.

& Some experience in publishing (working seriously on a fanzine or
| aschool magazine, for instance) would be helpful but it's certainly not

BT T o B e

PONEONN. - o

T-shirt size
This is the £40 of software |'d like if | win first prize, but | know some
games are unavailable and CRASH can’t promise anything

Send this voting form to: CRASH HOTLINE CHART, PO
Box 10, Ludiow, Shropshire SY8 1DB

A

el B R R R Y R R R P PR PR RS

| essential. We really want to hear about your age, qualifications, ST : hTEGY CHAI
| interests, previous employment and school werk-experience courses, TITLE MARK OUT OF TEN

| Tell us what newspapers and magazines you read regularly,; too.

g And we'd like the names and addresses of two referees (not
.| relatives or family friends - perhaps a teacher and someone you've
worked for in a summer job?).

There’s more. To prove your writing ability, send us an intro and a
|| criticism of a recent game, covering the points that CRASH usually

does, Try to stick to straightforward, clear writing - bright, quick jacks
of many trades, rather than literary pundits, are what we need.

And as your final test we'd like you to tell us the namie of the current
MP for Chipping Bamet and hisher party, a telephone number of
| Foregate Street railway station in Worcester, and the population of
Marseilles, France (note your source).

Send your application as soon as possible to: The Editor, CRASH,
|| PO Box 10, Ludlow, Shropshire 5Y8 1DB. Please don't telephone. All
| applications will be acknowledged on receipt and some candidates will
|| be contacted later for expenses-paid interviews.

Postcode: .............

T-shirt size
This is the £40 of software I'd like If | win first prize, but | know somse
games are unavailable and CRASH can’t promise anything .........

R

Send this voting form to; CRASH STRATEGY CHART,
PO Box 10, Ludiow, Shropshire SY8 1DB
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DIGITAL INTEGRATION'S ATF, reviewed on page 17, is mugh
more than a shoot-'em-up. The fantastic flying game requires
quick thinking as well as a trusty trigger finger. And to get through
this CRASH/Digital Integration competition you'll need mueh
more than luck.

Five top winners will sach receive a personal stereo and a
copy of ATF, five second-prizewinners will each receive a
limited-edition ATF sweatshirt and a copy of the garne and
20 runners-up will each receive a. %B

Just answer these six mulnpi&-cham
Integration’s history, products and progress )
issue of GRASH will find them na problem!) There's n
cut out this page — just write the guestion numbamandana\wr
letters on a postcard or the back of a sealed amﬁam. and don't
forget your name and address tog,

— 80 get flying!

wheels of public transport?
a) Bus Stop!

b) Hire Car

c) Taxi!
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Entries should be dispatch fighter plane
possible to DIGITAL lﬁ'l’ﬁ %ll %, IASH, PO
Box 10, Ludlow, Shropshire 8Y8 1DB to arrive by April 5.
The decision of CRASH'S appointed 1udgssi‘a finalina respecis

1 Which Digital Integration game puts you behind the |

2 How much Spectrum version of Digital
lr;tgojgratmn s qufm F’ilbt cost when it was first released?
aj £1.95
b)£7.95-

c) £8.99

3 ghat a'gcolade did CRASH give Digital Integration’s Night
unne
a) Game Of The Manth
b} A CRASH Smash —
c) A CRASH Classic

4 Who programmed Bigllal Wnn'n'fomahawk"
a) D K Marshall:
b) R J Swift
c)J M Saville

Peallly 2.

5 ':'\'ehich Digital mn game did Nick Phipps help
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What if you could buy all these hit games in a special pack for the price of one..
Wouldn't that be fantastic?

And what if there was an extra FREE game included —say the best selling
martial-arts simulation “Yie Ar Kung Fu". Wouldn't that be sensational?

It’s called...

- And of course it’s courtesy of You

Sy 9, 5 j-- e can buy
woDoRe | " iton

@0@5 S | Declg?er 1st

. Ocean House 6 Central Street-Manchester - M2 5NS-Te1ehone-. 061-832 66




G 1087 Wisitda il Warsber, Ine. Al Fighta reserrel. LASDER TAG '™
e Lrmbumyachn i Wordds of Wandar, B, Fromust, €4 084

w:dttnthe

Bﬂ'lill wllm competition and sport

have replaced blood thirsty lust for
vialence and confrontation.

CBM 64/128 - £9.99 Cassetie; £11,99 Disk
AMETRAD - £9.99 Cassetle, £14.959 Disk
SPECTRUM £8.99

5 from Amstrad versian,

When Mew Texas screamed for
an ammy of men, Earth sentone
man — he was enough — he was
BraveStamr™

CBM 64/128 - £9.99 Cassetle, £11,59 Disk
AMSTRAD — £9.99 Casselte, £14.99 Disk
SPECTRUM £8.99

WEES SEW TERAS SCEEAMED: FEIR AN ARMY OF WX
EATTILSERTEINE AN - HE W45 ENOULE - HEWAS

EXCTTEMIENT FROM EEYENG TOMORRAL.

Trantor™ was called from out of

the ranks of the warrior forces, as
leader of a band of cutlaw
mercenaries, whose mission is to
smash the growing power of

Mew World NEBULITHONE.

CHM 64128 - £5.89 Cassette, £11.99 Disk

AMSTRAD - £0.99 Casselte, £14.99 Disk
PECTRUM £8.99, SPECTRUM +3 £12.99 Disk

- Inavast, expanding universe
the nhiﬂenge is survival.
Battle against the tyrannical
yzon, who aims to exterminate
: and its people.
CBM ~£9.99 Casselte, £11.99 Disk
AMSTRAD — £9.99 Cassette, £14,99 Disk
SPECTRUM £858
DI UEIVERSE THE CHALLENGE
-]

-fr'n_rmnur
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Screen shots from CBM 84/128 version.
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