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They packed the streets, they
waited in anticipation for It was
coming soon. They didn't know
when It was coming or what It
would be like - only that It would
arrive . .. Some camped in the
fields other just lay in the road,
they weren't going to miss It - |
no way! Some knew all about It |
though. They knew nearly all
about It. When It was coming,
how much It would be - they
even knew that It wouldn't come
out of the drains, as first
expected. They knew the next |
CRASH would be on sale |
April 28,"
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Last issue | exclusively revealed the
stunning truth behind CRASH
aditorials; they're written at the last
minute and flow from desperation. Waell,
This is ne exception: it's written in my
final minutes at CRASH, which makes
thelast days of the Roman Empire seem
like aMicrofair and'm sure everyone's
desperate to see me fiow away,

There's no room to wax nostalgic —
and Philippa irving would scratchit with
her cambal boots anyway. But (in the
tedious tradition of Oscar-winners) il
just thank a few peaple. Well, half the
population of Ludiow: all the unsung
heroes and heroines of CRASH. (When
did you last hear a hero sung? And have
you noticed how evenvone always
thanks the unsung heroes and
hercines, to the point where they must
feal ike Okighomal?). Markie, Wayne,
Roger. O, David, Tortoise Shell Press,
averyone in photography and film
planning and printing and accounts and
advertising, Fran and Glenys whi type
letters. Karl who takes them to the Post
Office - tha magagzine would never ba
produced without their work and
Patence, vet thay miss out on the
boldface bylines.

'mofitojoin theunsung heroes—it's
coming on already, | have this
overwheiming imprassion of being a
South Pacific dector and slave over a
hotmake-up screen at Computer News
magarne.

50, 'l taka & last look at little Ludiow,
its thousand minarets glimmering in the
wikght . . . give my regards to Braad
Street .. and hand overto ...

Ch, that'll be me; Steve Jarratt's the
name. Some of you may recognise me
from ZZAP! where | have been working
formerly as a reviewer, and latterly as
assistant editor to my very good frisnd
Julian Rignall, for thie fast 13 months.
Justin case you're the slightest bit
imerested, | corme from Tividake in the
Black Country (Wast of Birmingham),
have a degree in Chemistry (a fat ot of
good that did me!) and ['m 22 (0K, so |
Fad: ['m 25}

My interosts lie heavily in sclence
fiction, films, computer games
(surprise, surprise) techno stuffl and
music (favourites: Rush, Peter Gabrisl,
Genesis, UK - even though | can't gef
hold of the albums!).

We also have two other new names
appearing this issue, the first of whom
15 23 year-old Katharina Hamza. Kati is
of Austrian/Egyptian descent (| kid you
not)-and eriginally hails from Vienna.
Complete with Em%Ii_sh degree and a
wide knowledge of computer gamas,
Kath will be acting as reviewer and
adding adash of intellectual glamour to
this drab old office.

The second new reviewer takes the

el ol

lumbering form of Mark Caswell, from
Aberystwyth. Mark is & keen computer
gamer and has a wide range of
enperience across 8- and 16-bit games;
I'm sure you'll find his Gpinions most
elpful, Mark is 23, big and not of
Austrian/Egyptian descent.

| know you will all be pleased to hear
that CRASH is ance again the magest-
selling ‘'computer magazine in Britain,
just pipping C&VE ta this coveted title,
Qur eirculation is currantly hovering
betow the 91,000 figure, which goes to
show that the Spectrum marketl is
certainly NOT in a decline. Good naws
indeed!

Maore good news is to be had for all
those of you who spend hours and
hours sweating over computer and
arcade games o gel that legendary
highscore. Newsfield, in conjunction
with US Gold, the National Association
of Boys Cubs and Montbuild, have
instigated the first Mational Gomputer
Games  Championships. Interested?
For the lowdown on the highscoras,
stroll on over (o pagea92:

"Till next manth.
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107 Demon's Revenge Firebird
5 Teeonch

CRASH April 1988 7




THREE DISKS

THE BUDGET labe| Alternative is
making several of their games available
on disk. Each will have three popular
tities and retail at £6.99. The first,
Sportacufaris released on 23 February
and features Saccer Boss, Olympic
Spectacular ard Indear Soccer.

CDS Software have re-
programmed the successtul Colossus
4 Chess and Brian Clough's Football
Fortunes [42% lssue 38) specifically for
the + 3, They are priced at £14.99 and
£12.99 respectively.

EASTER COMPILATIONS

OCEAN is releasing a compilation
game pack in time for the Easter
holiday. We are the Champions,
available from 17 March, comes in a
twin cassette gift box for £3.95. ;he
games included will be System 3's
1K+ [91% issue 49), Activision's
Rampage [69% lssue 49), Imagine's
Renegade (49% |ssue 44), Palace
Software's Barbarian (85% fssue 41)

and Electric Dreams’ Supersprint

[58% Issue 46},

Databyte s latesirelease is The Spy
Trilogy - & compilation of Spy vs Spy
{33% Issue 19), The [sfand Caper (53%
Issue 41} and Arctic Antics which has
never been released on the Spectrum
before, The trilogy is produced under
licence from re Inc,
USAand will retail at £9.95 on cassette
and £14.95 on disk.

DESTINY OF THE YETI

DESTINY SOFTWARE are running a
competition in connection with their
firstrelease Yeti{61%, page 17), andthe
winner could receive up to £30,000.

In the wake of a recent Russian
expedition which came within 30 yards
of the legendary creature, Chris
Bonington ks arganising a search which
is prabably the most comprehensive
yet. The bookmakers William Hill are
giving odds of 150-1 against

Destiny have laid on a bet of £200. If
the expedition is successful, the
winnings are to be use as first prize in
their competition.

To be considered far this mammoth
reward, entrants should send a
postcard with a description {50 words
maximum) of what they think the Yeti
will ook like, to Destiny Software,
Lamerton House, 23 High Street,
Ealing, London W5 50F,

discovering the fabled beast and

THE GREAT EVENING

STAR RACE

IN CONJUNCTION with Railway
Wovrld Magazine and The Great Central
Railway, Hewson are launching a
competition centred on the steam
simulation Evening Star (53% CRASH
Issue 45), By racing the clock, keeping
alogof the full record run attempt from
Bath to Bournemouth and taking a
photograph of the screen on
completion, you could become one of
the finalists to compete in the Grand

Play-Off at Loughborough Great Central
Railway on 25 June 1988.

Prizes inciude dinner for two on the
Charnwood Forester evening wine and
dine train and passes to the Great
Central Enthusiasts Day in July.

Entries should be sent to lan Allen
Limited, Coombelands House,
Weybridge, KT15 1HYby 30 April 1988
(first post).

CRASH READERS’
AWARDS 1987

JERSEY, March 12, the Hotel de
France, site of the Newsfisld organised
Computer Arena B8 — a software
industry conference, the first af its kind
ever to be held in Britain - was also the
moment when the CRASH and ZZAP!
Readers’ Awards were presented.

mmmmmmummmmm

Details of the awards can be seen on

page 57, but here are a few pictures

from the presentation. The awards

were handed over by Newsfield's

FFu!anagjng Director, art supremo Oliver
rey.

fransfer most ‘jerky’

+3 MASTER DISCS

007 TRANS-MASTER. Transfers majority of games/programs, Can even

types, Can also transfer the older games such as
SCAABBLE and full 48k games onto Disc. Can transfer;

TAPE-TO-DISC. Can even transfer games such as Enduro-Racer.
DISC-T0-DISE. Useful for making ‘safety’ Back-Up Discs.
DMSC-TO-TAPE. As above, but Saves onto a tape.

007 TRANS—MASTER..... £10.95 on your Disc.

m DOCTOR. Use to PROTECT/UNPROTECT, ERASE/UNERASE or fist in Hex,
Decimal ar reveal TRUE Basic. Includes DISC HEADER READER.

007 DISC-DOCTOR.... £6.95 on YoUR Disc.

MENU-MASTER. Insert your Discs and press a key and Full CAT held in a
record (Upto 2300 Hamn:is} Can SEARCH & find any INSTANTLY.

007 MENU-MASTER.... £5.95 on YOUR Disc.
i forward a [sc. +E&Huupﬁyi}m
w:umm.. +£1, Elsewhere +£
{Dept CB) mmmmmummm
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Cybernoid - The Fighting
Machine - will excite your senses
more than any other game. It's
action-packed excitement right
from the start. Incrédible music,
stunning graphics, sprites,
crashing explosions and bomb
blasts that are out of this world.
Hold on to your seat, keep your
finger on the trigger - this is
another major hit from Raffaele
Cecco who gave you Exolon.
Stay with the hit games from
Hewson!
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STAR PAWS

Producer: Software Projects

Retail price: £2.99

Authors: Software Creations

he Tasty Space Griffin has

been acclaimed as a

galactic delicacy for many
years. After being hunted to the
edge of extinction, it has
subsequently become very rare,
and thus very valuable — to the
point of forming a highly prized unit
of intergalactic currency.

Now, on a distant planet, a band
of unscrupulous crooks are
breeding the Griffins in an attempt
to fiood the market, destabilise the
rmonetary system of the whole
universe and allow them to seize
power in the ensuing chaos.

No problem: send for Captain
MNeil Armstrong. He'll soen sort
them out, Well, he would have
done, but for an error in the astro
telex. Instead of sending for the
clean-cut hero, the garbled
message asked for the Inspector
Clouseau of the Starflest
Taskiorce — the bungling Rover
Pawstrong.

Transported to the crooks'

hideout, Pawstrong has to kill or
capture all the Griffins there to

:
g1.008
i

Griffins. | must admit that
relatives of that other

bird, the

Road Runner, and like the

i

n
)
2,

il

complete his task. To aid him, a
Starfieet ship occasionally drops
supplies, consisting of explosives,
transporters, rockets, and missile
launchers, all of which help him to
apprehend the runaway birds. A
bonus slide puzzle s also
available, completion of which is
rewarded by extra points,

Energy is one of Hover's biggest
problems, represented by the
lightly roasted Tasty Space Griffin
in the bottom left-hand comer of
the display. As Rover's lifeforce

B Watch the birdie

ebbs away, bits of flesh disappear
toleave the bony carcass beneath
Failure to find food to quieten his
rumbling tum results in a pile of
bones, and one very dead Rover.
Once he has either captured or
zapped a Griffin, a  Starflest
scoutship lands and takes it off of
his paws. This leaves Rover free to
chase the remaining elusive fowl
across the planet, and also under
it, by using the mining tunnels
entered by leaping down. the
nearast shaft. A map and mining
lamp can be collected to help him
tomake light of the situation.
Such is the task that Captain
Hover Pawstrong finds himself
lumbered with. Let's hope he
doesn’t make too much of a meal

ofit. ..

~ TELEPORYER !
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W are all well drawn

|

.99 is one of the most
Bt los barosk s Sroud

Presentation
Graphics
Playability
Addictive gqualities
OVERALL




BLACK LAMP

Producer: Firebird
Retail price: £7.95

Authors: designed by Graham Everett and Steve Cain,
programmed by Software Creations

ack the jester's lot is not a
happy one, he observes as

he trudges out on

impossible mission to find nine
enchanted famps. The problem is

he's in love.

Well, it's not actually being in
love that's the problem, it'sthat his
loved one is the king's daughter,
Princess Grizelda. And the kingis
more than slightly peeved at
Jack's interest in his daughter;
after all, who wants someone who
wears silly hats and hits everyone
with a pig’s bladder for a son-in-

faw?

So King Maxim has decided to
get rid of Jack by sending him on
a crusade to retrieve these nine
lamps, including the revered Black
Lamp of Allegoria. Once safely
housed in the castle treasury, the
lamps were stolen, and ever since
the Kingdom of Allegoria has bean
plaguad by strange and unearthly

— TN

creatures,

Jack sets out after consulting
an his friend Pratweezle the sorcerer,
who endows him with two magical
powers: recuperation (allowing
him to cheat death a few times),
and energy bolts which Jack can
fire from his belt buckle.

And the buckle-dusters come in
handy on Jack's travels as he
encounters witches, crows,
goblins, werewolves and — the
archnasties of them all — dragons.
Energy lost in being beaten up can
be replenished with food and
drink, and other collectible objects
include shields and weapons.

Once each lantern is found, it
must be taken to a chest (there are
20, allaround the land of Allegoria).
Each chest has nine
compartments, each one a
different colour. Jack has to place
each coloured lantern into its
carrect compartment — and defeat

again.

{th not very origin
magnificent mansions.
Lamp is mildly effective. "

“ Black Lamp Is most unplayable. Jolly Jack takes ages to
respond to frantic movements of the joystick or keyboard, which
is In'll.lrlltlng in such a fast action game. And because of poor
game design most of your precious time is spent retracing the
}estar‘afuutstapa back past the same old enemies over and over

But the simple game would be very addictive if it weren’t for
that. And the graphics are competently animated and well-drawn

ing from simply-drawn houses to
spite the slow-moving sprite, Black

P 'Zapping wicked wll‘ches and mlhng wurswnlvas with one hand, grabbing
the odd chicken leg with the other .

P Great pig's bladder, shame about the playability: Biack Lamp

a fierce dragon to get at the

aponymous black lanterm.

Once the lanterns have been
returned to their rightful places,
peace and tranguillity will return to

___[marx]

“ At first glance Black Lamp
looks interesting. The high-
score-table picture is
impressive — especially the
two flickering lamps flanking
tha day’s high scores — and
the graphics are OK, with a
porky little sprite wobbfling
around nicely-drawn
backgrounds.

His movements are very
sluggish, though, and after a
few games Black Lamp
becomes boring. There's too
much wandering around fo
find the acticn, and when you
do it's usually just shooting
creatures. Black Lamp is a
barely average collect-"em-
up - it looks bright, but the
Ianlt.am of interest soon goes
ml LU

Allegoria. And, as in all good
stories, Jack will get to marry the

beautiful princess.

—_ [xanml

* Jester Jack is an atlmctlva
little fellow, jiggi wﬁi
the ouunwslde his plg's
bladder,
monochrome magic
kingdom is well-drawn, with
enough detail to get you
interested and plenty of
scope for exploration.
Zapping wicked witches
and wal werewolves with
one hand while grabbing the
odd chicken leg to fill your
ever-rumbliing belly is quite
fun in its way, and Black Lamp
is very playable at first - but
there’s no challenge to keep
you going back for more.
er cute the jolly
jester and however
attractive the felling of
grumpy goblins, the
gsumplay just isn't difficult
enough. Even the dragon

which jealously guards the
black lamp on each level
doesn’t offer much
oppaosition; it takes only a
few shots to make the
dastardly demon disappear
in a disappointing flash, "

Joysticks: Cursor, Kempston,
Sinclair

Graphics: slow animation
against a wide range of
detailed backgrounds

Sound: su 128K title tune
General rating: Black Lamp
looks great, but there's not

__|comments | __

much game to play
Presentation 75%
ics 66%
Playability 48%
Addictive qualities  54%
OVERALL B7%
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Producer. Hewson
Retail price: £7.99 cassette,
£14.99 disk
Authors; Raffaele Cecco and
Nick Jones




vil pirates have ransacked

the Federation's  storage

depots, stealing ualuablc-:
minerals, jewels ammunition, and
the latest in battle waaponny. The
player takes the parl of the brave
Cybernaid, picked to retrieve the
valuable cargo and destroy 'the
pirate hoard.

Apart from human acdversaries,
the Cybernoid also has to battie
his way through the planatary
defenge systam that the dastardly

pirates have activated in order to
stop the hapless hero from com-
plating his mission, Add to that the
firrie Himit imposed on feturning all
the carge for each level, and if can
beseen why onlythe brave—orthe
fovihardy = volupteer for these
feisks

Tha Cybernoid isp't  entirsly
defenceless, though: apart from
the standard 'lasers, his arsenal
also consists of bombs, mines,
shislds {used to. provide limited
imvincibility), bouncing bombs,

and heat-saeking missiles. Need-
less to =a,r that stocks of these
items are imited, although coflec-
tion of ﬂ'IE.‘ yelluw canisters occa-
sionally dropped by pirate ships
increases the currently selacted
weanens stock by one.

Other items that may be col-
lected include the Federation’s
stolen booty, objecis that altar the
appearance of the player's craft
and extra external weaponry that
can be used on the more difficult
SCIEBMNS.

As the ODybempid travels

through the pirates’ flick-screan
territory, he is hampered by thelr
aclivated defence systems. Thess
fake the shape of gun emplace-

rments, missile launchers and s
on-iricky ta pass, but easily elim
nated with the extra weapons,
Once a level has been cleared
and: the cargo collected, the
Cybarnoid then heads for the fevel
depot, where  'he is informed
whether or not e has ool d
enouan Cargo 1o warrant b
given a bonus. If not, one C‘-J,hm_
ips lost, andthe player is
Transp:.-n‘ed to the next level

olsaisnaworhnpmvad Raf-
fasie Cecco's best game to

date - if only it were bigger!
Presentation
Graphics







Spectrum 48k Version Arcade Version

YA
13889

Shackled is available for:
Amstrad CPC-Atari ST
CBM 64/128-
Spectrum 48K/128K+2-
Spectrum+3-MSX







YETI

Producer: Destiny
Retail price; £8.95

Authors: Christian Urquhart and Mike Smith

he Abominable Snowman,
mysterious  subject  of
Tibetan legend and myth,
has been granted the ultimate
accolade of a computer game of
his own. In this case there is no
speculation as to whether the
notorious Yeti exists or not; he
ramps across the title screen to
assure the player of his existence.
The abject of this game is to catch
hirn.
The Yeti is extremely shy, and

uncharted territory to find the
beast. Baginning in the midst of
hostile oriental caverns the search
moves on to counter the perils of
the snowy landscape. Buddhas,
invincible mini-monks; rivers offire
and mystical flying monsters
impede your progress: contact
with any of these means instant
death.

To counter these dangers, the
player is armed with the famous
Lee Enfield rifie and a limited

the largest part of the guest
involves travelling through

____[wiek |

supply  of

grenades; extra
ammunition and shields are also

/ kAT |

“ ¥eti is just an Exolon rip offi What Christian Urquhart has done
Is to copy the idea and layout of Hewson's fantastic game
completely. The only real differences are the jerky animation and
pathetic sound. The graphics look great but they move around
the screen so poorly that they soon become annoying. Colour is
used well on the fire and some of the nasties, but other objects
in the game are all the same colour and become baring after a
while. The way the score and amount of ammunition is displayed
on sereen s also terrible: if you want to quickly check on how
many bullets you've got left it's impossible to work out which
figure refers to what! if you've already bought Exolon then you've
done the right thing because although they look alike, Excion is
‘ten times better,

IMARK|

* Imust admit that the idea of a Yeti huntin a game isaul'l& novel
—well | for one haven't heard of it before, Chasing the Yeti across
the frozen wastes of Tibet is fun, especially as the route is filled
with many dangers. These include large spikes, gun turrets and
a muititude of aliens that whizz around the screen causing a
great nuisance. Graphically the game is good, with some nicely
drawn and animated obstacles - especially the large Buddha
statues that spit lightning bolts at you. My only gripe is that the
game is hard to play, and many of my early attempts hardly took
me further than the first couple of screens; | feel that this may put
some people off very quickly. Okay, the game isn't anything
special — basically a shoot and collect 'em up - but it is fun to
play. "

B For sale: one ski-bike, going to the highest buddah

=

" Yeti is very reminiscent of Exclon, even down to the effect of
some of the explosions. What saves this clone from obscurity is
the unusual scenario, cleverly portrayed in some very colourful
graphics. The pagodas and pillars of the Tibetan environment
are atmospheric, and a lot of the game’s appeal stems from the
elusive figure of the shambling Yeti, rewarding you with the odd
fleeting glimpse before he mysteriously disappears. The
gameplay is more difficuit than is really necessary atfirst: nasties
come thick and fast and don’t ease up when you reach the edge
of the screen. If a fireball appears at this point you have no
chance of avoiding it; traversing from one screen to another
becomes as much a matter of luck as skill. Collision detection is
tight, and often clearly ducking a fireball iz not enough to save
your life (annoying when you only have three). These elements
reduce Yeti's initial playability but with such high quality graphics
and some compelling gameplay a little persistence should goa

— TN

| Jri

long way. "’
scattered around the:
environmeant. Howeaver, the
important  problem  in the

punishing Himalayan climate is
keeping the hunter's body
temperature up. Earthenware pots
full of valuable nourishment have
been left around the area to help.
As progress Is made further into
the depths of each of the four
levels, the option of a snow mobile

becomes available, Miss the
entrance to its garage, though,
and the journey is continued on
foot.

The end of each level brings the
hunter to camp, where he can
replenish ammunition and
grenade supplies and grab the
chance to restore his body heat
before recommencing the search,
Reaching the fourth level sees the
Yeti come within the player's
grasp. Catch him and the journey
i complete. Fail and the
Abominable Snowman will remain
amystery . ..

COMMENTS | _

Joysticks: Kempston, Sinclair
Graphics: the snowy
background is a great effect,
adding atmosphere and
realism to the game

Sound: pathetically feeble
General rating: Destiny have
played very safe with their first
game — nothing new, but

nothing too bad sither
Presentation 57%
Graphics B6%
Playability 61%
Addictive qualities 56%
OVERALL 61%
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Producer; GO!

ozon, the tyrannical
megalomaniac, e
threatening to exterminate

the Earth. Immediate retaliatory
action is necessary and 8o
Lisutenant Henry and Sergeant
Sanders are assigned to the
mission. Their aim: to infiltrate
Bozon's underground empire,

locate the enemy's ultimate
weapon and destroy it.
Converted from the arcade

game, Side Arms allows one or
two players to participate in
combat across a wvariety of
haorizontally scrolling
monochrome backgrounds.

Immediately the enemy
unleashes its defence: all available
manpower is  alerted and
combatants appear in a vanety of
forms to do battle.

As the intrepid astronauts
advance, they have the chance to
improve their cache of weapons.
When destrayed, some enemies
leave collectable bonus pods.
Basic pods increase fire power
and improve armour but each also
contains a series of additional

SIDE ARMS

Retail price: £8.99 cassette, £12.99 disk
Authors: From a Capcom arcade machine

battle: improvements, A specific
number of shols transforms the
pod into ancther weapon; one
shot fer increased speed, four for
a mega bazooka launcher, and =0
on. The weapons in a player's
arsenal can then be selected
individually from the keyboard.

Play is divided into a series of
stages. At the end of each, enemy
fire culminates in a laser-beiching
monstar, who must be defeated to
allow entry 1o the
undarground level.

The game comes complete with
its own soundtrack intended,
presumably, to inspire you as you
approach Bozon's ultimate
weapon, the Mobile Armour
Sentipet.

® " Another shoot ‘em up
conversion fails to hit the mark.
Strip away all the hype (this is
definitely not'a 'classic shoot 'em
up’, take away the gimmicky

next

soundtrack, and you're left with a
rather average game. The action,
far from being as breathtaking as
the promotion claims, is slow.
Even with maximum speed
bonuses the astronauts don't
seem to get very far and spend a
lot of time tfravelling through empty
screens. Scrolling is uneven and

collision detection annoyingly
inaccurate. The graphics are no
mere  outstanding than the

gameplay. The atmosphere they
create can  be quite eere
aspecially against the black
backgreund but this element isn't
really exploited to its full potential.
Side Arms. 80t a complete
disaster — after a few tums it even
becomes addictive, but at the
inflated price it's probably best to

iveita miss, "

T

@ "' On first investigation, Side
Arms seems just like just

> Side Arms, top head,
bottom legs . . .

another ordinary shoot 'em up
game with appalling colour. On
second investigation it's still
just an ordinary shoot 'em up!
The graphics are confusing, the
colour is monochromatic and
the sound is terrible. Some of
the aliens are so small that you
hardly notice them creeping up
on you and others are just so big
that you hardly stand a chance.
The sloppy presentation makes
the game look unappealing and
addictiveness is almaost nil.
There are some places in the
game that are guite pleasing to
play = but not many. This game
lets down GO!'s usually high
standard. "

HICK

® ' I'm afraid to say that.| wasn't
very fond of this game. Side Arms

Retail price: £9.99

he hunter and the hunted

represent opposite sides of

the same coin; Blood Valley
gives the player the chance to
savour the experience of both.

The Hunt is an annual contest
which takes place in the Valley of
Gad. The hunter is the tyrannous
reptilian Archveult; his guarry is an
unarmed slave released into the
valley for the hunting pleasure of
the malevolent ruler and his
henchman.

The roles of hunter and hunted
are designad for two players
although there is a salo option. The
player acting asthe slave has three
different  characlers to choose
frem. Thief, Barbarian and Priest
are each given several objectives
to complete prior to their escape.
This involves destroying several of
Archveult’s primary allies and, in
the case of the thief, stealing
several specifiied objects.

Before the hunt itselfl begins, a
map is displayed and Archveult
stations his henchmen in positions
that correspond strategically with
his guarry’s guest.

The movements of Archveult
and his quarry against the various
landscapes of the Valley of Gad
are shown simultanecusly on a
split screen display. Unfriendly
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Producer: Gremlin Graphics

valley  inhabitants, robbers,
vampires, trolls and demons must
be defeated by hand to hand
combat. Food, gold and other
collectable bonus objetts boost
stamina rating and increase
bargaining power. When invoked,
an options screen allows each
character to use different potions
and items.

Ordinarily Archveult pursuesthe
quarry in his own persen, but when
the slave approaches any of his
allies, Archveult takes contral and
fights on their behalf,

Aseroll to the right of the screen
displays the stamina leve! of both
characters, distance travelled and
amount of gold coflected. The
Hunt lasts five days and a clock
displays the countdown,

f CRITICISM '

® ' Blood Valley is intended to
combine fantasy adventure with
elements of role play and strategy.
Unfortunately, once you've waded
through all the explanations,
you're confronted by nothing more
than a sub-standard arcade

DAY ©
O01: 08

P Run for your life - now you're the hunted

adventure. Gremlin have tried to
include so many elements that
only the most basic ores — of
kiling and collecting objects —
stand out. The objects, once you
have them, seem to bring little
benefit other than the dubious cne
of a prolonged life. The graphics
are remarkable only for their
inconsistancy: objects  and
enemies appear and disappear at
random. The scrolling, combined
with a strange flick-screen
procedure, is uneven and the
weird, ghostly music can do
nething to resurrect the spirit of
ﬂ?ﬁbarran and bitty game. "

@ " After sitting through almost
half an hour of loading you
eventually find that the game
wasn't worth the effort! The idea
of slaying everything in sight is
fun for a while and extra things
like bribing trolls add a little
spice, but the lack of a tense
atmosphere and real variety
soon kills any compulsion to
continue,. There's the choice of
playing three different
characters but if you load in one
and don't like it you have to
reload the entire game. If you
want a good two player game
m look elsewhere. "




is prefty bland visually, with some
large, but rather unimpressive
monochromatic sprites  battling
aCross 4 very similar
meongchromatic backdrop.
Contral of the main character is
frustrating, as he often takes a
fraction of a second too long ta
redact to a situation, which is more
aften than not fatal. Another thing
that-annoyed me greatly was the
way that the aliens occasionally
Kiled my  man  without even
touching him. Al of these factors
added to my initial feelings about
the gama, and in the end | was left
with & vague, ‘why bother?" sort of
feeling. ™

MARK

Joysticks: Cursor, Kempsion,
Sinclair

Graphics: bland and
monochromatic

Sound: terribly grinding and
repetitive

General rating: a very poor and
disappointing arcade licence

Presentation
Graphics
Playability
Addictive qualities
OVERALL

8" The packaging of Blood Valley
18 quite good, with a bed sheet-
sized instruction leaflet that clearl v
sets out the aims of the game, but
on the graphics and gameplay
side - forget it. Visually the garme
is totally dire, with crudaly drawn
and badly animated stick men
hobbling  around a vile
background. Gamepiay is not
much better, becoming repetitive
and uitimately dull. | became
otally bored of the whole
caboodie after only a few
altempts. Admittadly there is a
game: of sorts lurking around in
there, but Gremiin will have to get
4 bigger shovel to try and dig it

!‘. COMMENTS '

Joysticks: Cursor, Kempston,
Sinclair

Graphics: little characters with
poor scrolling

Sound: hardiy anything at all
Options: One or two playersanda
choice of three characters to play
General rating; one of vary few
sub-standard releasas from
Gremlin Graphics, at a vary high
price

Presentation 55%
Graphics 45%
Playability 43%
Addictive qualities  35%
OVERALL 41%

Producer: Destiny
Retail price: £8.95
Authors: Nick Eatock

nce again the Universe ig

under threat: the evil ruler

Teladan is plotting
destruction from his hideout deep
in the labyrinthine structures of the
moon which bears his name, The
player's task, armed only with a
hoverbike and a laser gun, is to
navigate the complex tunnels and
mazes, locate the self-destruct
butten and intiate Teladon's
demise.

The moon is surrounded by a
series  of concentric mazes
connected by rocky tunnels,
Avgiding the edges of a steep-
sided 3-D crevasse the player
searches for an exit into the
complex below. Enemy vessels
attack and occasionally create
laser beam fences which must be
destroyed; a moveable target
aliows direction of the hoverbike's
laserfire.

Collisicn with any obstacle at
dverage speeds means instant
death, but travelling at very slow
speeds causes the bike to bounce
rather than explode. Excessivaly
slow progress is detrimental to the
player's oxygen fevel, though, as
signalled by a decreasing meter.

e AR T
® Journey to the centre of the earth

different areas of play, it doesn't
offer much variety. Hurtling down
the tunnels requires so much care
that the race soon tums into.a
ramble; attempts to inject some
speed into the procedure are
swiftly halted. The maze sequence
lacks compulsion since you have
very little power to combat alien
fire and there’s little to collect.

Zapping enemies gives minor

] :

B Two different game environments

guards (who simply potter up to
you on their little scooters and
blast you to bits). Teladon is a
merely average game, and
although not disastrous, | leave
you with the time-honoured
piece of advice: ‘try before you
bu"- "

MARK 1

® “in triing to combine two
memory-exhaustive game types,
Teladon’s programmers have had
to compromise. The blend is a
repetitive and uitimately tedious
maongrel of a game. Not only is

Teladon bering, both parts are
very

fough to play. The

Once located, a hole in the
round allows access to a maze of
-0  passages inhabited by

hostiles which are best avoided.

The task is aided by collectable
icons which represent extra lives,
laser supplies, oxygen bubbles or
keys for use in the tunnel below.
the player nears Teladon
itself the surrounding tunnels and
mazes become shorter. Havin
reached the centre, the saif-
destruct is activated and the
Universe liberated from doom.

Z CRITICISM '

® Teladen involves an
interesting combination of
elements. However, for a game
which boasts two completely

satisfaction since they have the
annoying power of regenerating
whenaver you return to a location.
Gameplay is initially quite difficult
and, uniess you persevere, you
definitely won't get hooked. 20
levels in the same monotonous
mould are unlikely to lead to major
addiction, "'

KATI

@ " After playing and greatly
enjoying Yeti, | held high hopes
for Teladon. But alas, it was not
to be. What | did find was a
graphically average, coilect 'n’
blast maze game with one or
two interesting ideas. Although
tun at first, | soon tired of first
zooming along a canyon at full
pelt on a jet bike, and then
descending to the subterranean
mazes to battle it out with the

perspective scrolling in the tunnel
section is too jerky and the iasar
sight too siow to permit accurate
blasting of hostiles. The game also
comes to an abrupt end if you
don't decelerate in time to shoot &
force field, because the piayer is
reincarnated on the same spot on
which he expired, and is forced to
sit repeatedly through the static
effect until all lives are gone. The
maze section is made extremely
aifficult by the laser-toting aliens,
and luck is at a higher premium
than skill. The finai nail in the coffin
i8 the lack of variation in both
sections, even the pratty graphics
can't save Teladon fom
mediocrity and | advise against
buyving it.

PAUL

i COMMENTS '

Joysticks: Cursor, Kempston,
Sinclair

Graphics: lacking in variation and
colour

Sound: a poor repstition of
uninspiring sound effects
General rating: 4 mediocre game
whose potential has not been fully
realised

Presentation &7 %
Graphics B5%
Playability 46%
Addictive qualities 45%
OVERALL 49%
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RASTAN

Producer: Imagine

oin-op hero Rastan, king of
Maranna, is the only man
tough enough to liberate
his kingdorn from the-evil influence
of the wizard Karg. In an attempt
to gain control of the barbarian
race the nefarious necromancer
has released a host of beasts and

— Ixam [

Retail price: £7.95 cassette, £14.95 disk
Authors: lcon Design from a Taito coin-op

The wizard has anlisted a gristy
crowd of allies, ranging from
docile looking lions to ghoulishiy
aggressive demons. Their
instinets are to attack on sight, and
the more humanoid beings have
seemingly unlimited shot power.

Rastan can find and collect a

dragon-siayer, ba

splurges of red, tumn
sty orealiadhe
Ll
game which : '
obviout

“ Hacking and he through helifire demons, Rastan the
n warrior supreme, slashes his way
through some surprisingly subfle designer graphics. Pastel
shades and different gradations of ub.rs:a,kpiama'd by sudden
aranna into a
animated and all the different
actions are clearly defined. A
_concentrates on
susly limited in terms of depth but the swinging ropes and
the bonus collection system ensure ample variety. Difficulty is
Mw&ﬂheﬁmthudamhmapraMMrm}amewm
gota

and hostile world.

killing marauding fiends is

P Rastar: climbing the rope to success

NICK |

| Rastan is-another coin-op that doesn't seem to have the same

addictiveness on the m than it does. on the original
machine. The graphics are detailed enough and look good on the
screen, but the unrealistic way Rastan moves around the world
of Maranna and the lack of colour is very offputting. There's a
feeble tune at the beginning and weak spot effects throughout
the game. Rastan contains some of the best enemy sprites I've
seen for ages, but although they look really vicious, when you run
inte them you just go straight through as if nothing had
happened! In some places you could mistake it for alarge version
of one of Software Projects’ classic Jet Set Willy games because
there are swinging ropes that are almost impossible to hold on
to. Another drawback is the terrible multiload that destroys any
excitement that the game may have had. Rastan is
disappointing. "'

you just far enough to keep you hooked. Asm'raqh‘_en
the chance to start again where the last game ended there’s no
laborious repetition of lavels you already know off by heart.
Rastan is slick and compelling - anyone remotely interested in

number of helpful items including
more powerful weapons, bonus

alltolose. "

the barbarian cause and those new to the sport have nothing at

shields, mantles . and also
medicines which reduce

demons upon the land.

Protected only by leather and
bearing his trusty sword, Rastan
hacks his way across a
horizontally scrolling landscape of
underground passages, grim
citadels = and roc%:y cliffs.
Unexplored parts of this hostile
terrain are connected by flights of
steep steps and ropes swinging
perilousiy over lakes of fire.
Remote areas boast deadly
streams and lava flows; contact
with either of these results in
instant death.

I mank |

“ I'mall for hack 'n’ slay type games, and Rastan is just the ticket.
Graphically good, a macho Conan style main character cleaves
his way across a variety of solid, smooth scrolling backdrops.
Adversaries are also well animated, and include skeletons, lions,
bats, and snakes - all as mean as hell and sager to contribute to
the barbarian's demise. One small thing that did annoy me was
the intrusive and time-consuming multifoad, In the end | found
this most tiresome, but it fortunately didn’t spoil my enjoyment
of the game. Rastan is a great game for all you closet mad axe-
wielders out there. "

P A continuing saga ...

l\-['-[]- i L
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vulnerability. Some enemies camy
jewellery which bear a variety of
mysterious powers, and more
devious cpponents attempt to fool
the warrior king by carrying poison
in the form of a magic potion.

Each level hides a particularly
powerful adversary which must be
defeated before passing on to the
next. A beating heart and attached
energy gauge record health status
and should all of Rastan's five
incarnations be lost, the player is
given the option of starting again
onthe last level visited. This option
is offered three times after which
Rastan's quest is started again
from the beginning. :

The barbarian king's mission
reaches its climax in a final
confrontation with Karg himself.
The wizard takes on the most
powerful form he knows: the bady
of a soul-sucking dragon. Only the
mast legendary of heroes has the
power to pierce his hide.

__|commenTs | __

Joysticks: Cursor, Kempston,
Sinclair

Graphics: superb use of
BRIGHTs with detailed
drawings of all the large
characters

Sound: feeble title tune with
bash and erunch effects
General rating: a playable
arcade tie-in, although lacking
in variation and content — the
multi-load is also annoying

Presentation 80%
Graphics 85%
Playability 83%
Addictive qualities 78%
OVERALL 86%
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Producer: Firebird
Retail price: £1.99
Author: Peter Cooke

he objective of Zolyx is to fill

in an empty screen b

enclosing  areas  witl
straight  lines, which then
automatically fill with colour, Lines
are drawn by a cursor which is
directed around the screen, and
constantly moving balls are
avoided since contact with the
cursor, or any part of an
incomplete line. signals the loss of
a life.

Continuous line length is limitad
by a glowing ball which chases the
cursor after a set time. Again, a life
is lost should the ball and cursor
touch.

At least 75% of the araa mustbe
filled in within the time limit to allow
progress to the next level. For
every percentage above 75 bonus
points are awarded, Each level
successfully completed sees an
exlra ball is added to the screen.

THING!

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

he planet of the Dingalingers
15 under threat of nuclear

war. The Ball,
representative of the Astral
Harmony Council, and his

intergalactic postperson courier,
Thing, have been sent fo liaise with
the Dingalinger Overlord,

On arrival, the Overlord refuses
tomeet with the Ball until the Thing
has completed ten tasks.

! CRITICISM '

@' When Zolyx was first released
on the Commodore it was met by
almost universal acciaim.
Surprisingly, this conversion is an
unmitigated disaster, No
satisfaction is to be gained from
transforming the screem; the
blocks have different textures, are
divided by thick black lines and
combing ta  form an  ugly
patchwork of motley patterns and
hues. The killer ball, introduced
specifically for the Spectrum,
makes long sweeping strokes
across the screen impossible, and
effectively cripples play. Definitely
not recommended,

KATI

® "This game is just so
unattractive and unaddictive
that is isn't even worth £1.991
The graphics... well, are a
couple of blobs and dots worth
mentioning? Colour is restricted
to just one per screen,
occasionally being garish and
limited to unsati dot
shading. The idea is too simple;
attempting to fill in 75% of a
screen with shading isn't my
idea of fun. Perhaps if there
were a few more enemies it

Equipped with nothing but a
telephone book, and
accompanied only by his aily the
Ball, the Thing is lat locse aver the
planets’ 26 levels, all of which are
interconnected by a network of
teleport booths.

A series of floating capsules
contain objects which the Thing
must collect and use in the correct
combinations. The Dingalingers
try to obstruct his wark, but the
Ball is equipped with a phased-
plasma servacannon which has
the power to stun.

If all the puzzies are solved in
five days, the Overlord dispeals his
mood and rewards the Ball with an
audience. Should Friday pass with
the tasks still incomplete, Thing,
Ball, Dingalingers and all, are
doomed,

e B

P Half way through the week and still things to do

—_IpauL |

 Although arcade adventures are common on the Spectrum,
presentation and humorous graphics help it stand
is moderately slow, sometimes

Ley

B A major disappoi

— i —

ntment on the Spectrum

el 02

Lives |
060%

might have perked up a bit, but
otherwise it just looks like a
failed first attempt at
p'rglgramming onaZxsil "

® " Zolyx is very similar to an Atari
game | owned about five years ago
called Qix. The idea is simple
enough, so what do Firebird think
they are doing? They have taken a
simple.. but pleasantiy frustratin
game idea, and turned it into this
{otally unplayabie pile of you know
what. Graphically Zolyx is totally
dire, although gameplay — if
possible — is even worse. Firebird
have messed the game up
somemm‘% rotten, Whatever you
do, DONT buy this.

| COMMENTS '

Joysticks: Cursor, Kempston,
Sinclair

Graphics: serve their purpose
Sound: simpler than simple
Options: definable keys
General rating: Zolyx started off
asasimple and effective game on
the Commodore 64, the
programmer has tried ta make it
what it isn't — complex

Presentation
Graphics
Playability

Addictive qualities
OVERALL

Thing!'s
out from the crowd. G
with periods during

forwards. The shaoting

g

-lived games! The strong

]

Thing!. ™

action is also a nuisance, in that Thing
frequently runs into the hostile Dingalingers, resulting in some

enough to keep me ng, though, and if puzzles are your
.lmmﬁﬂmm:em

is nothing to do but plod

sing element was
of coins for

— [marx |

haracters

[ rd. These puzzies are quite
ﬁiesa:ha,mdw?l’ﬁ:“ take

* Thing! is quite nice, graphically, with a couple of rather cute-
aoking c ﬂg:l-:gﬂnguﬂme" f '
attemp'l_in?_hto complete the tasks set by the Dingalinger
Overio

treacherous Dingalingers, and

simple, but are challenging all
several games to solve. Once

the cartoon style graphics
create an e of

(it's easy to work out what to
dowith an American Express

compieted however | feel the game will lose its appeal, but until
then, just keep going! *

|KATI | | COMMENTS |
“ The ridiculous storyline of Joysticks: Cursor, Kempston,
Thing! warns you not to take Sinclair
this game too seriously, and Graphics: the cartoon

characters are extremely
attractive and cute
Sound: jolly title tune with spot
effects

General rating: avery
playable and comical budget
game

card, but what do you do with
a dms reviewer

to which your sense
of humour is prepared to
sink. £1.89 doesn’t seem
such a bad deal to me. "

Presentation
Graphics
Playability

Addictive qualities
OVERALL
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Producer; Firebird
Retail price: £7.95
Author: Steve Turner

LP-2 is the little droid who
mada his first appearance
in the citadel of Quazatror

MAGNETRON

(lssue 28, 04%). His motorised
skilis are now in demand again:
this time demon droids are in orbit
above the planet Quartech which
is being threatened by the eight

5
@

g
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armed satellites under
control.

KLP-2 is immediately beamed
aboard the first satellite, where his

task is  to negetiate the

multicoloured 3-D landscape of

P 'Disappointing Quazatron follow-up’
thelr

ramps and walkways which
comprise gach station, locate its
four reactors and deactivate them.
The stability of a reactor is entiraly
dependent on the combined
charge of its positive fuel rods and

Producer: US Gold

gin ig not a happy man.

Seven of his best friends

have been captured, and
are being held in a maximum
security prison. His mission: to
rescue and lead them back to
safety.

The game beging with the
armour-clad Kein standing on the
first level of the prison. As he
travels through the maze of
cofmidors he comes across barred
prison doors, opened simply by
blasting them. Behind these are
gither one of his friends, a guard,
or more often than not an empty

SHACKLED

Retail price: £8.99 cassette, £12.99 disk
Authors: Choice from a Data East coin-op

ceil.

On discovering one of his
friends, Kein takes charge of the
weapon they are carrying. These
include grenades, shuriken stars,
disks, shock waves, boomerangs,
cushion balls, and fire balls. Each
character holds a different
weapon, and once gained are
displayed as icons which can be
scrofled through and used as
desired.

Sword, axe, and spear-wielding
guards make their presence feit,
and Kein loses energy points
whenever they attack him. us

Lelofolofo fo Lo lo]
LiE ;. Q000

than one or two

e oy asapiana S0 oocs W

good game could h




1

its negative inhibitors. By
swapping fuel rods KLP-2 can
manipulate the charges
sufficiently to cause the reactors
to shut down or overioad.

The droid inhabitants of the
stations are completely
unsympathetic to his mission and
although KLP-2 doesn't have
enough firapower to counter them
directly, he can 'grapple’ with
other droids in an attempt to take
control of their attributes. Three
differant sets of icons are aligned
on a grid within a given time limit.
A successful grapple discards the
old shell, which then acts as a

back-up life.
Once all four reactors are
deactivated, the station shuts

down allowing KLP-2 1o beam
boldly on to the next.

_ [commENnTS |__

Joysticks: Curgtyr, Kempston,
Sinclair

Graphics: an improvement on
Quazatron — more colour
combinad with intricately’
detailed objects

Sound:; only a few
unimprassive spot effects
General rating: playable, but
‘cerainly not as good as
Quazatron

Prasentation
Graphics
Playability
Addictive qualities
OVERALL

LS

items are avallable throughout the
dungeons including ceins to boost
Kein's energy level, keys to open
doors, rings that increase shot
speed, necklaces which speed up
the player's movements, and

en-screen. Also to be found are
treasure chests, barrels, lamps,
and crowns, which bestow a hefiy
points bonus,

Once all of the cells have been
searched on a level, Kein must
collect the correct key, and lead
his freed companions to the exit.
The next level is then entered and
Kein continues his quest unti
gither his energy runs out, or he
has liberated all of  his
companions,

Joysticks: Cursor, Kempstan,
grincl_alr 5 ke
aphics: miniscule

characters on a piain and

imple background
Eomﬂ: very few atmospheric
spot eflects ;
Options: one or two players
General rating: a convincing
arcade licence, but lacking

diamonds that kill all adversaries. |

_[commenTs [__

ariginality and content

Presentation
Graphics

Playability
Addictive qualities

OVERALL

Retail price: £9.95
Author: Ron Ashley

ach parson’s subconscious
stores primaeval memories
which seep into our dreams,
Frightmare dares the player to
step into this psychic abyss and
surrender to fears inthe landscape
of their darkest imaginings.
Tha nightmare takes place over
a period of eight and a half hours
In the supernatural environment of
four dream zones, ftravelling
through a surreal world of ruined,
crumbling statues, networks of
skeleton trees and rooms of

T
.J! ERid
P Frightmare: look before you leap

blood-red skulls. In true dream
fashion, the ability to jump is
weirdly enhanced - death by
falling is.a strange impossibility.

e | NICK .I'

Producer: Cascade Games

FRIGHTMARE

This dreamscape is haunted by
the victims of five ancestral tales
and legends. Contact with any one
af them means the loss of one of
the dreamer’s five lives. Ranging
from zombies to  scarlet
disembodied hands, these can be
countered by a series of
collectable weapons. Holy Water
kills all monsters  instantly;
revaolvers (for which you also need
to collect bullets), crucifixes and
random potions have a more
selective: effect. Other icons

increase your ability to jump,
reprasent extra lives and allow you
to warp fo different rooms.

As the inner self is penetrated,
the dream state,

recorded in

letters at the top of the screen,
alters accordingly. Beginning with
a 'bad dream’ the siate siowly
advances 1o finally become a

KATI

“ Like a recurring dream, the
promaotion of Frightmare has
been haunting the
magazines with monotonous
reqgularity for months.
Unfortunately, the
realisation is never as good
as the dream. Nevertheless,
Frightmare is entertaining
enough. The macabre
graphics create a fittingly
ghoulish atmosphere and
even the control method -
somewhere betwaen
jumping and floating - is
expressive of the surreal
ambience. The real
nightmare, however, is the
price. As a platform arcade
adventure it's hardly a

ioneering breed.

nremarkable spot effects,
messy collision detection
and slightly clumsy controls
mean that it doesn't even
rank as one of the best of its
type. Frightmare can get ve
addictive, but £9.95 is a hig
price to pay for some fairly
standard fare. "

B Thank goodness my worst

about

screen with the word ‘F

mare’ scrawie
you are looking for a ghosty game then this isn’t the one for you.

The now aging Ghosts 'n' Goblins is far ahead of this, "

“ | didn't know that my darkest dreams were full of badly drawn
characters, colour clash and irritating gameplay, but that's what
the Fri%htmare adverts say, so it must be truel The best thing

rightmare is the inlay, full of ghostly descriptions of the
inhabitants of the frightmare itself. The game itself is the pits. The
animated ghosties flicker all the time and none of them look
remotely scary. Many of the screens are similar and range from
bare to bland. The bastr?rm)hics in the game are on the title

g

across the top. If

_/mMARK]

nightmares aren't half as
creepy as the guys in this
game! Graphically,
Frightmare is pretty good. Of
particular note is the loading
screen re, based on the
cassette inlay. The in-game
graphics are also quite good,
with some rather nasty
looking adversaries to be
either killed or avoided.
Although the game is initially
playable, with a very athletic
hero bouncing around the
screen, | soon discovered
that it was little more than a'
run around collecting
enough objects to continue
through to the next, even
more bizarre part of the
nightmare’ type of game.
Although quite chilling at
first, sadly | found that
tedium soon sets in. "

s

RERRRAES

heddidapabpaRpEtds

‘nefarious frightmare'. After thatall
you have to do is wake up.

Each new room visited moves
the clock on by six minutes; at8.12
am the frightmare is over and the
harrowed dreamer awakes.

__|comments | _

Joysticks: Sinclair

Graphics: badly drawn and
crudely animated

Sound: poor spot effects
General rating: of strange
curiosity value for those with

Spare ten pounds

Presentation 73%
Graphics A7 %
Playability 57%
Addictive gualities 57%
OVERALL 87%
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IMAGINATION.

It's 700 in the evening. You've just finished
another meal. You should do your homewaork but

something is calling you from the garage. Some-
thing that would terrify the neighbours. Something
agile, fast and deadly. Pegasus-the Patrol Hydro-
foil Missilecraft. The temptation is just too much.

i RIHING

i 2. | I
Wb " L2 1L 1
RSEL FPRCSS ANV KENY 10 CONTIROE

the-authentic handling of NATO ally
hydrofoils: US, [talian and Israel
fomm water cooled nas

Harpean and Gabriel missiles,

KHUES: g Tk 128

5 {8 SEARCH DR TERRORISTS
T PRESS AV KEY 10 CONVIRIE

8 real life missions and
ON-SCreen maps.

Eleclronic Arls software iS5 svallable on @ wide range of home computers: meluding
Commodote C64, Commotose Amiga, Aan ST, 1BM, Spectrum and Amstrad

Electronic Arls. 11-43 Stalion Rd. Langley. Slough. Berkshire. SL3 BYN England.



WATCH THE SKIES!

 GLEEBEE. \IHMI LY TAKES FLIGHT

W turns. A:wﬂmofﬂ]herpium!c
-outfly and oufmanceuver “orénﬂiﬁu
with.

_ Allinthree dimensions. Because in
Gaaﬂaeﬁwkelly you race not just next
1o or around the competifion, but over
‘and underthemas well,

‘With 16 greot race courses, meh with
vivid fast srolling mpfmw zsa
lavefsufdi‘ﬁf“euﬁx
ends. Plus authentic sights, mundwnad
music thot recall the doys when speed
kings were the heroes of the s&m

GeeBee Air Rally. Strap yourself
in, grab your joystick and open!ha
" throttle. You're in for a whale of a ride.
Created by Steve Cartwright, Gene.

Smith Mﬁa Nowak and Russell Lieblich,

[T

L TR I EL

ST

Amiga {£19.79), Commodore 44/128 Disk
[E 14,"?'9], X Spectrum 48K/ 128K/ +

{E7 99) and Amstrad CPC Cossette
(£9.99) and Disk (£14.99), Commodore
84/128 Cassette [£9.99] coming soon
Mail Order: Activision (UK) Lid, Units 3 &
4, Lloyds Close, Finedon Road Industrial
Estate, Northampton NNS 4FR. Tel: 0933

TM & 10 1987 Activision Inc. All rights
reserved. Amiga screens shown. Screens
may vary depending on computer system,




rrinq se all of
df month's letters; quite honestly, if we could that trick
ﬂ%mmﬂdbalhemhostmamﬂmwpﬁn . As it is,
Ci H ny publication is a8 collection of individuals

working hard

the people all of the time is the main theme of

to get most of it right most of the time -and even

succeeding now and again! However, for letter of the month, and
that ali-important £30 worth of softwars, | have chosen a writer who
has noticed, as many others have, that the seductiveness of the

16-bit may only be skin deep . . .

LIFE, THE UNIVERSE AND

16-BITS

Dear Lloyd

Well, the fiftieth edition of CRASH
has been and gone, and |

it was abouttimel putpentopa
and whinged abaut the state
CRASH, thesoftware industry, life,

alc.

The former to begin with, | must
admit, despite being an avid
CRASH fan for many years, that
gnca the- sonerl;&ergblggﬂ price rise,

e magazine has
thinner. Gone are the Hg?1%1
1413 @ issties which
f for an hour. But, as
myEnghsh teacher reminds me,

is more impoltant than

g:: , and CRASH still beats

a-acics off its rivals, particularly
since Sinclair Usar has invented
the unbefievably chiidish
Kamikaze Bear. Btill, each to their
own, and it Smla!ru.smwhwpsl}
Ia‘nnka a market exists for
Spectrum ownars whose idea of
intellectual reading is *The Sun’,
then no doubt their new style will
‘do well. Enough of the 'Well done
CRASH, can | ve my £300f
software now please' — and onto
more wnde-mnglng matters.

Upgrades. Let'sbe honest here,
who:amang my fellow Spectrum
owners, hasn't once looked at an

Atari ST/Amiga screen shot and
said ‘Damn g attribute
problems!’ or something similar
and perhaps alittie more colourful.
lam Mt:ky{?]anmghtohavaaw-
bit owning friend who takes great
pride in g me the latest

software {'| rjcan 1 believe US Gold
did such a good: 1Db on the
Spectrum ver sian v or0r So'the
‘Spectrum vers Sta-rg.‘rdar
wasn'tthis fast men?'}and rnﬂk:ng
sride remarks at the Spectrum's
expense. Of course, now many
Spectrum owners are seliing up
and saving for the latestin gaming
technelogy. But having sesn all
these games on the 16-bit
machinas, every single onaseems
to lack that extra level of addiction
that the Spactrum versions had.
My friend plays each naw game far
aweek, andthen it collects dustin
his digk box, white | play

such as Match Day Ji for months
andstill come back tothema
hence and play them again (tor
example | have just dug up Minder
by DK'Tronics and begun playing

that again}. Andthat‘s&ﬂarpaymg
a fraction of the price for new
software. Such sentimentality,
huwaﬁrngf:'gnnnt hait the fiood of
users
mgmm by supmnparb raphics and
attractive sound {er should it be
the ather way round? Never
mind . . . ). | would still advise
anyme thmkmg of making the
'ghlanl leap to keep their Speccy:
ey won't get muchforit after all,
and at least it means you'll still be
able to play Match Day I if Ocean
don't do a 16-bit conversion,
Parﬂycn_thesubi&ct_af_theﬂtari
ST, I'saa that Silica Shop are still
advertising it at the ‘new" price of
£208. The ‘same advert has
besnwith ussince pre-1987 PCW
Show —hardly very new. Still, time
—asone great time 1 travelier once
said —is relative, and | suppose
Silica thaught that it is still new
compared with the Acropolis or

nge,

Talking of adva'tlsing immicks
and blurb brings me nicely on to
the subject of slogans {that
sentence courtesy of the 'BBC
Book Of Contrived Links Vol IV'). It
appears to me that most of the
major software houses now have
new slaga_na&gt all began n'ﬁ‘ny
years W coimpanias nKkag

aa&{'ﬁoﬂ wa'rg not') corming
Upwithan oily lineto complement
an even sillier iogo, Well it seems .
that slogans are now ‘in'. Imagine
have always been “The name of
the game', but since when have
Firebird been 'ALegandm Games
Saftware’ (to beread ina daap
macha voice). Gremlin are ' Worlds
apart from other software’ and
Goll take the award for the corniest
in the shape of ‘Tomormow's
software today’. (A milion gpeccy
ownersnow murmur, "Wellifthat's
tomorrow’s software then | hope
tomorrow never comas).

| couldn't sign off after this
mature rambie around the
Computer World without
mentioning THE GAMES
MACHINE. In my opinion it's very
‘goad, with in-depth reviews and
o Lo L
anno %or sthere mnc

GFT.P.,SH Iﬂ‘umue;t buught_CHASH
| wart to see different pictures of
different parts of the game — not

the same ones | saw in CRASH.
Muff said?

All good things, as they say,
must come to an end. Although
that excludes my wafflings | think
it's about time | came to the point
of thig'letter. Unfortunaiely there
isn't one so I'll stop now. if its not
too late a well deserved Happ {I
New Year can go to the CRAS
team, who — despite odd
exceptions—allkeep themagtoa
very ru_?h standard. Vorsp mr;?
Durch echmkastheysay the
best car CDI‘F‘HTmrSI. S .

Nigel Paimer, Norwich

During 'my occasional forays into
THE GAMES MACHINE office, |
get to see and play more 16-bit
games than you can shakeas&df
at. And to a large exient |
with your views: the majorily o
releases thus far are veq'preﬂy to
look &, and  posibvely
terpsichorean to fisten ta — but
they piay likke a brick. Thera are the
odd' one or twe at which this
eriticism cannot be levelled, but if
you rate playability higher than the
msrm‘y agsthetic, then the
Spectrum  still has
p!en to offer in the games
depan‘rnanr
As regards upgrading toa 16-bit
rnaching, i g that the
Armiga costs £ L the ST is due
for & £100 price increasa- and the
software currently hovers around
the £20 mark), seling your
Spectrum and software colléction
would -appear to be a false

CHASH a bit thinner? Well, yes
andno ‘s that for an equivocal
answer’). rStur meﬂma; : j-'cwr.u'eIr
up against unarguable financia
facts, and the men with the books
at our Gravel Hill office say that
Gon fo iwo W
CRASH is not quite as praﬁta&gig
as it was — probably because
thare's mare colour in it now.
Some fssues are thicker than
others - it depends a bit on the

time of year, and after Christmas
gach year there liave been thinner
issues. Prior to Christimas there
were several fatter CRASHes foo
YO KrTow,

LM

PLAYIT
AGAIN, LOKI?

Dear Lioyd
In the dim, dark past before |
started reading CRASH, | read
Sinclair User for many months. In
their June 1986 issue therewas an
gmcla about a new i
uperspectrum, the ZX Spectrum
Loki. This machine was to be
similar in specification to the
Amigabutata fraction ofthe cost.
In the Auglist 1986 of CRASH you
denied that such a machine
‘Existed, but after rea the
articls in Issue 50 about MGT's
superclione I'm not so sure,

The specification of the Lok
said that the microprocessor
wauld run twice as fast as the
current Spectrum’s CPU and that
it would have many connectians
such as MIDI IN and OUT, buiit-in
joystick ports, RGEB monitors,
video composite monitors plus
VHF TV sockets. In addition, the
Loki would boast a significant
improvement in graphics display
{256 pixels perline and 64
colours). if you then check these
features against the SAM
spaclﬂcation you fing that all
these features are available on
SAM. Infact, SAM would advance
on the Loki's graphic handling'by
allowing 512 pixels across the
screen, and the normal 192 linesif
re uired. It was meritioned that

the Loki a light pen came as
standard, and of colrse SAM has
thlsfamhty =0 it seems to ma that
MGT have taken their ideas from
thi fabled Loki machine.

As arubber-keyed Spectrum
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JOMPUTER REPAIRS

Fixed Low Prices!
Inclusive of parts, labour and VAT

1 week turnround
% SPECIAL oms *

mrmm £14 inc, + Fres Game
5P £16 inc. RAD

+= £18inc. + Free Game | C64P.S.
+3 E24ine. | CB

Piease encloss payment with ifam - smmltymm
Please enclose advert witlt (epair

W.T.S. ELECTRONICS cm)

5-0 Partiand “,'I-M“li‘ﬂ! Tel: D562 458375, Telox: 265671




ADVENTURE
DEFICIT

‘Dear Lloye

Ahlanu | agree with you that
aar's letter t::;ﬁﬁldid

appwmwméa! yan strict

that sevaral of hi

mmﬂ Ihawudscldadnotto
renew! bscription as |, like Mr
has been

use CRASH of
:{ay%ﬂmhmy or indirect bribe-
-rakm {inithe form of
advertisernent contracts), but | do
| lz;:rpﬁﬂﬂse atrongly with Mr
s paints on adventure

lmmmmuragamafm like

nmvmhers wan me the

Brewster's wwsewaanuths
S

new ohes is obvious. The first

_m?faraneatsh;ls&asﬂv'mmm

oy
i inp fa::] iity,

ddictiv m' &ra_nuawc’au.m
"w“ﬂ”‘ﬂﬂﬁh%!%n?n

; would not‘havagun

:aﬁwnhillfarsamefﬁma fam

Hamnf?:a alﬁwng;éa.-

Issu8 49 had eight ratings in all
The next di

ifference, a serious:

one, mthelankofdetaﬂhthe

b

Gmraviaw -3

only gave ave
imprassion of
three-

general
ﬁrsipaﬂuf&
. More detail
samss—

ww@%mnanmew GO
Ta ﬂUNT‘Oote},, seimmummnf

naracters interact
%E@L ﬁET KNIFE mgaHUN

VERM mmn&on
the 128K version, and so on..

Arother serious difference was
nat in the reviews but in the
smuammm section—1 was

We require:

RARELTD

Church Street
Twycross
Warwickshire
CV93P]

'DESIGNS ON THE FUTURE

COMPUTER GAMES GRAPHIC DESIGNERS
VIDEO GAMES SOFTWARE PROGRAMMERS
A MUSICIAN PROGRAMMER

Needed to join our expanding design team to produce
top quality home-computer and arcade systems soft-

ware for overseas markets.

Please apply in writing to:

Manor Farmhouse

1 WOHLBG‘HAMPFOHS- ACOMPLETE WORLD CUP SIMULATION - Salect Friendlies - Squad

“biehalf of this unfortunate being,

and assured us it would not
happenagain. ltdidn't ... . untilhe
Ris sad that whoever was
mmgﬂg?hwmsd‘?dmtmamﬂ ceash dout
how the printing of such an bother rounding them
obscenething can aompietalyruin suehammllnmhbarmdsim!(‘.
the enjoyment of & be
pre peoplefrom ng'g..ma assume that Issus 50, by the way,
Greot mponance maio. | 1akoracognse e
eat imponancea in J
solutions in guestion, but the Ib&e!aredftsdgl
yrmer stillapplies. tis nota policy, and for this reason | am not
mplematterto ‘justnotreadit’— g any attack on you
the temptation is too great for mu‘ with this letter,
‘many adventurers (myseif not o \youare, |'mafraid, guiity
included, ds | da not have any of | of faulty y) or

the games in question, but | know | (more probable) logic in your

howpneplafsal}m later curse: replay to Mr Hoar's letter. Derek
Wﬁﬁ WWS. %wﬂgsmmmmm
Lead us. o tamaﬂ arcade games ol
Argther point s 'nmssarlly_ tha:theﬂ:m&H
i of | EIGNPGBT reviewers an
knnw this isa weak joke, but* mmtowmmmﬂom
that why more money ismlngto “adventure games (although it
tipsters and map-makersas Wmmmg&mﬁ
prizes?’) — the adveniure. r - i W
eqmvaieni ‘of the FORUM just
wari:‘lt , Which is why I'm unclaﬁr {Byﬂ'iéwa!.i‘ﬂ‘m
wﬁtm ‘o the FORUM and not reviewers are such keen
_Mmmydoyaulmmm
.Alao ‘the policyis matm-prma ':thﬂ ‘state that 'an

gamasam mmmpaﬂam

( FOOTBALL B CRICKET

Sporis Simulations from E & J Sofiware (Estanlished 3 Years)
SKILL ... .. TAGCTICS . .. . . DECISIONS STRATEGY
4 CLASBIC Siralagy Games packed with GENLINE & REALISTIC Fealures

PREMIER N - CAN YOUHANDLE ALL OF THES ? - Play ad teams Haome & Away - Unigue &
Comprehénsiva Transfer Marke! Faaturas - Full Team & Subslduie Salecion - In-Match Sub-

Full Sguad listngs af ALL 1sams showing delails o} ALL Plagersin the L Ba%e Financial
Probiems - 7 Sxifl Levels - Managers Salary - Continuing Seasons - Oies w0 Manage Other
Clubs - Ful League Table - Atendances - Season Ticket bales - Sackmgs « Save Gams - Team
Siyles - Bank Loans - Mateh Feceipls and 50 MUCH MORE 1

EURGPEANN - THE MOST COMPLETE EUROPEAN SIMLILATION YOU CANBUY |- Home
& Away Legs - Full Penalty: Shoot-Out (with SL!DDEN DEATH) - 2 IN-MATCH Substitutes
Allpwed - Away Goals Count Double {if DRAWN 1 - Fuil Team & Substitute Selection - Extra Tima

7 Shill Lewels - Disciplnary Table < Save Game - -TEXT MATCH SIMULATION incluging: Match
Tl'r'er Namead & RemrueJC‘nal Seorars, Comers; Frea Kicks, Gog! Times, Disatiowsa Goals,
bﬁndlridm Injury Time, Fenaliies. Bookings - Enter your pwn PREMIER 1| Winning Team and

af 25 Players - Quatifpng Round - 2 In-Maltch Subsitutes - Disciphinary Table - Select Tour
Dpuo-‘arus Save Game - Charge Player & Team Names - Quarier Final Group - Player gain
xﬂnsncc 25 COmpatian progresses - 7 Skill Levals - Exira Time - Penalty Shoot-Oul - TEXT
TCH SIMULATION incluging: Booki ngs Goal Times, Mamed & Recorded Goal Scorers.
Injury Time, Comers, Free Kicks, Match Clock, Panalties - and MUCH MUCH MORE |
CRICKET MASTER- A SUPERB SIMULATIONOF ONE DAY CRICKET - Capluresthe DRAMA
and ATMOSPHERE of the One Day Game - Weather, Witket & Outhield Conditions - Batting &
Bowiing Tactics - Team Selechon - Fast, Spin & Medium Pace Bowlers - 4 Types of Balsmen
- Selec Figld Layout - 3 Skill Levals - Wides - Bygs - No Ball - Bun Ouis - Misfield - Diopped
Galghes - Scareboard - Bating & Bowling Analysis - Run Fale - Run ‘almfle COpin - 3 Game
Spesds - STAR FEATURE; Compiete Match Overyiew showing Ball by Ball Acssn & Commen:
tary and MANY MORE FEATURES, Price includes & FFlEqE pad-of CRICKET MASTER

Scorgsheels
Software Spectram Commodore Armstrad
ayailabity Any 48 /126 64/ 128 CPC

Taps Dise +3 Tape 514" Dizc Tape 3" Disc
PREMIER I £6.95 EX0:05 £7.895 Ei0a45 a0 E11.55
EMHRCFPEAN 11 E6.85 Ei09 785 £1045 g T |
WORLD CHAMPIONE £6.95 £10.85 £7a5 Eias £7.95 £11.85
CRICKET MASTER E7.85 £91,95 i fia £8.95 £12.65

GREAT VALUE buy any 2 Games and daduct £2.00 from jotal
SUPERB VALUE buy any 3 Games and deduct £3.00 fro'm iofal
FANTASTIC VALUE buy any 4 Games and decduct £5.00 from
olal

All Gamas avaiiabie by MAIL ORDER for IMME DA TE daspatch
by 151 Class Post, Prces include P & P (acd £1.00 outsde LK)
and full instructions,

PLEASE STATE MACHINE AND SPECIFY TAPE or DISG

slitutions - Named & Recorded Goal Scorers - Match Injunies - Team Mosaie - Transher EPmardSL

Qerrd 1o; E & J SOFTWARE, Room 3, 37 Wesimoor Fload, ENFIELD, Middlesex, EN3 ?LE)

B T




ot
S | e
‘and to be a touch cynical about it,

anyone | post at the risk of the sender.
| Among the o reviewers
at Newsfield, are several wh

2l e e
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getting big and the software world became an
industry, the most famous, most praised and
most successful software house was

Ultimate Play The Game - but the programming
stars of Atic Atac and Knight Lore were secretive

and gave no interviews.

In 1986 Ultimate began to fade, and by 1987
it had virtually disappeared.

But under a different name Ultimate was
working on a new project — and could soen be
back at the front of the next revolution.

A few months ago, former CRASH Editor
ROGER KEAN was asked by Ultimate to hear the
inside story on its history and future . . .

LTIMATE PLAY THE
GAME became a
hausehold name insoftware
households just weeks after
Jetpac and Pssst were
released in - 1983, getting  the
company’s Spectrum career aﬂ to'a
scorchlngs‘caﬂ The paﬂiagmg boastaf
‘arcade quality graphics’ was more
justified than for any other game of the
time, and the gameplay and sheer fun
to hea‘r;d from Ullimate’s first re‘reg;;z;
was astonishi Wers
into-only 16K ?mmm &

“ Basically we're all arcade
players and we’re all arcade

addicts ”

Two maore 16K releases followed —
Covkie and Tranz-Am — and when
CRASH was launched in 1984 we were

treated to the: even more. complex 48K
gzrnes tman and Atic’ Alac.

tween 1‘9'83 and 1986 Uimate had
-2n unbroken chafn of 14 Spectrum hit

games; most were reviewed in CRASH,
and their Overall ratings averaged at
93%, making Uitimate the magazine's
rq;nlstrlughh'ﬂralsed software house of
al time
Ultimate's quirks as well as its games
made it legendary: for instance;
Ultimate Play The Game was actually

the trading name of Ashby Computers.

And Graphics :AGG} wnmmtaﬂs&d i
and Sabre

Atic Atac’s Key DT ACG

Wulf's: Amulet O ACG.

ft all made for good storles, 50
computer journalists clamoured over
the phone and even hammered at the
front door for that al-important

exclusive interview, But ‘the harder

gveryone tried, the more adamant

THE BEST
OF BRITISH

Ultimate became about its press.
silence — and indeed very Iittle was
known about the software house, which
never even 'showed ifs ‘wares at
exhibitions affer ane early experiment,

The nearest anyane got ta a foot in
thie door was when CRASH found some
favour with Ultimate's nearly-invisible
owners. They ran several competitions
Bhg even pmrn;seé -an interview — but
always: only gfter the next game was
l::ornplefgd and that tormorrow never
came.

FAMILY BUSINESS
Based in the Leicestershire town of

Ashby-ge-la-Zouch, Uttimate was whilly
awned by one family: two brothers,

Chris and Tim Stamper, and Tim's wife
“Garal. With one-or two other
‘suftware

pragrammers - of

en s as!hey prefer tostylethem

— the Stampers were Ultimate.
The two brathers had started as
:lesmners of real-life arcade-machine

il %ams ~ bt they made o

ting mileage out of this coinop
background, exotic enough in thesa
Ea;dy ]ea'rlzgay& {and stilt ram
ritain), pr o in -de-
fa:Zouch and puﬁucei?mas i
Amd it was as though the games
resliy did speak for themselves:
miagically, Uitimate avoided the

‘eriticisms usually attracted by

organisations in'the
prﬂf&ssmnaﬂy friendly. en[er{ainmem
trade;

Each Ultimate release was eagerly

-awaited, and whenever a game was -

delayed magazines were flooded with
camplaints, as thoughthe editors could
do something about i, And when.

rumours circulated, originating froman

alltoc-unusual (and all-too-sparse)

press release, that Kaight Lore was to
feature an entirely new thrae-
dimerisienal cancept with supert

animation called Filmation, anxicus

readers ran riot with their letters.
CRASHApril 1988 35
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REVOLUTION AND DEFEAT

Kright Lore was revolutionary, It
brought about a new genre, the forced:
perspettive (arisometric) 3-0 arcade
adventure; one CRASH reader has
claimed it became the second-mast-
clored piece of software after the word
processor WordStar.

But by the end of 1985 it seemed
Ultimate’s magic might be waning,
though veritable hero-worshipkept the
company's profite high till well into
1986, Something had gone: the flair
seemed missing, we wondered if the
onginality had ossified, letfers kept
sadly referring to the ‘once-great
software house'. [nevitably, whan
somenne has been on top so long
detractors start sowing seeds of gloom,
and a5 Ultimate shid CRASH readers’
ietters were harping on the simitarity of
50 many later Ultimate games,

Looking back, though, it seems
incredible that Ultimate kept its
supreme position for se long, always
producing aniginal games that went
straight o the-top of the sales charts,
Despite its fail from fame, # remained a
major label, and after 8 rumour that
Ocean had bought the company it was
announced that i fact US Gold had
won out and taken over Ultimate.

The terms of the sale were obscure:
the Stampers retained a majonty
shareholding, and Litimate games
continued to appear, thoughtoless and
less acclawm, But 2 clue, shrouded in
the mists of corporate obscurantism,
lay before all: the small, typically
mysterious; 'concept and coding’
eredit far some of the later Ultimate
games — Rare Ltd,

RARE

The Ultimate saftware label has been
largely dormant simece mid-1987, and
though the Stampers still have an
interest in it, 2 years ago they formeda
new company, Rare Lid, and moved
from Ashby-de-la-Zouch to the nearby
vitlage of Twycross. It's there that the
Stampers are working on a new
generation of games, and it was there
that they gave CRASH thi Ultimate
story.

Twiycross is a tiny Midlands village
perched an the borders of
Leicestershire and Warwickshire,
known anly for its zoo. Sitting on the
western edge of the village is a very
large 18th-century mansion, part of
Marior Farm,

Thisis the home of Rare, protected
by rambling outbulidings, bams and a
crawd of noisy cockerels and chickens.
It's an elegant though rather
difzpidated building, gradually baing
repaired by the Stampers, and its calm,
very country-English exterior bellesthe
pawer of the technoiogy within,

The ins:de is half-finished, but in the
boardroom a row of clocks on the wall
shows the times in Japan and America
-~ glipart of Rare's international market,

And what illuminates Rara's
operation is the Stampers' intimate
working knowiedge of their hardware,
Very little equipment in the mansion is
as it came from thie manufacturer; even
the motest Amstrad PCs have been
given vitamins. That's the style of the
two former coin-op designers, of
course, and i was their technical
Knowizdze of the Spectrum as much as
thelr imagination that kept Ultirmate
playing the game so long,

WHY ULTIMATE FADED

Istarted with the most cbvious burning
question: why did Ultimate disappear
about 1 years ago? Perched on the
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edge of a massive desk, 32-year-old
Tim Stamper, who acts as the
company’s business spokesman,
thought for 2 moment and then
corrected me slightly.

‘I think for us, &5 the main
development tean, possibly 2 years
agn was the time. it wasn't really
conducive to company expansion to
carry an producing on the Spectrum —
unless we went along the budget
route ...’

That's what pecple said at the time;
that Ultimate had gone as far as it could
withithe Spectrum. But what about the

1987 games like Bubblerand Cyberun?
Tim'insisted that was the post-Stamper
Ulhimate's work:

"They ware not really our
involdement, We said, 'Ultimate, if
you're developing on Spectaum, carry
on doing that’ - we're till the majornity
sharenolders in Ultimate, so we still
take anactive interestinthe company,'

Chris — at 29 the younger, quieter
brother, who cancentrates on coding —
broke in: 'What was the last one we
developed a3 a team? It was Gonfright,
I'think. Everyone was copying our
Hnight Lore concept, 5o we thought
we'd do one.as well! Get a littte bit of
the action!'

But even before Guniright Ultimate
had come in for magazine criticism —~
Sabre Wulfis acopy of Atic Alac, Alien 8
is & copy of Knight Lore, and 50 on.

‘It was funny to read the reviews,’
recalled Chris. 'A lot of the earlier
reviews were actually incorrect. If
never really affects you. You know
whether the product's gond or bad

"I think the only criticism we would
be aware of was the sales, and the sales
wers very good.”

Tim observed: "CRASH always gave
us Tair reviews, but with some of the
othermagazines, if we didn't advertise,
the product got a bad review —and |
was actually told by & few of the Gther
companies that they thought the
preblent existed as well — and ['m sure
it's still there now.

‘So we steered clear of speaking to
anyone, and if they liked the product
great, and if they didn't | wasn't
botherad, because if the sales were
there people were buying it,”

FANS
Most software houses get as much

criticism fram latter-writing players as
they dofrom reviews. But Chris said ‘we

More cloned than Word Star, Knight
Lore set a new standard

had hardly any letters written to
Ultirmate which actualy complained.
We had tremendous fan mail, though,
50t 60 letters a day, and had to have
sameone fully employed just to deal
with it."

Talk of fan mail prompted Tim to
make a point: 'l think we had an
opportunity to capitalise on the sort of
fan club Ultirate created. So many
people wanted more information on
U'.‘Iti{nate, and sweatshirts and capsand
that:

‘We could have expanded, likesome
companies did, with a large fan club and
piveaways and posters to buy, and we
could have said I you like Littinate, buy
the gameas, buy sweatshirts’, but infact
we gave them all away.

I anyonie asked us for 8 sweatshirt
oF a-cap we said ‘Well, you can have
It or posters’. We were just
interested in'seeing the sofiware out
there and getting fair reviews.

Chris and Tim Stamper, the mystery
men behind Uitimate's success

QUALITY CONTROL

Today's software houses, anxious to
keep buyers happy with bugless garmes;
regard playtesting as essential But
despite Ultimate's string of hits, the
Stampers never emiployved hordes of
yaung playtesters as the old Imagine
used to.

'We rely on friends and friends of the
farmily, said Chris, "usually people a ot
younger than ourselves, to play the
game, We like to see their reaction to
the game from frash. It's very easy for
us 1o see what the problems are when
they start to play the geme. Basically
we're ail arcade players arid we're all
arcade addiets,”

Ma game'is perfect, and with
hifidsight the Stampers can often see
something they should have done
better.

'But when we've finished a game, all
we can see is all the hard work that
went into it. [t takes a long time before
you can look at it with a different aye;
youalways rememberall the problems
and all the cancepts that were thrown
aut, all the stages of development.

It's gasier 1o look at a product you
haven't worked on, because vou can
fook at it with an open mind, It's-so
difficult for us to criticise or comment
On Our own games.'

MYSTERY

Armystery none Uitimate garme always
annoyed even the label's staunchest

Pentagram - with everyone else
copying their style, the Stampers
didn’t see why they shouldn't




fans —so | demanded the definitive
company answer, ‘Was there ever a
trater in Lunar Jetman® | asked.

After a cautions silence, Tim replied:
"Well, | never got far enough! lonce saw
a pheture in'a magazine with a traifer.’

Yes, | tojd him, that wasin CRASH. A
reader sent it in, but obviously it was a
hisan = or was it? | added that the
graphics looked very authentic. Tim
merely laughed.

‘| wish they had contacted us!’

And so the mivstery persists. But
mistery was Ultimate's fifth name. Was
ita consclous palicy to be mystenous?
Was it seen as good PR?

‘Mo it wasn't," sad Tim, ‘ihat’s the
way it furned out, we were so busy
producing a few products & year and
making sure they were nght. | think
while we were full-time Ultimate, we
anly had two Christmas marnings off,
and that's how hard it was.

‘Weworked seven days a week, Bam
till Tor 2 inthe miorning. | don't feel it's
any good having engineers who only
workd to 5 because you get a 8-to-5
game, you rieed real input.

‘And the daya product was released
the phone would just be red hot with ail
the distributors ringing. It was really
bad. .. 'His valce trailed off,

‘| prefer it here without those sorts
of pressures,” Chris added, 'It's just a
development place, the atmosphere
for development we have in this plece
isexcellent. It'sa nice rural setting with
chickens all over, it's a farmhouse and
we want to keep it that way becausesit
gives you something to refresh
yaurseif,

‘It's good for developrrent, rather
than being stuck in the middie of some
suburd or city centre.’

Still, the: &-acre Manor Farm lsn't
really a warking farm, explained Tim,
Therears a couple of horses here and
all we have to do is chuck them out'in
the field in the moming and bring them
in again in the evening.’ Sa thera's no
gatting mucky for Rare's 13 full-time
staft - they can concentrate en
designing games.

HARDWARE HARDSHIPS

Everyone at Rare contributes to game
tancepts, 'We have so many ideas filed
that game ideas are just nevera
problem;’ explained Chils. ‘It takes's
manths to develop a good game and by
that time you've probabily ad three or
four other ideas.”

“We scribble them down and file
therm away, Tim went an, ‘and then
when we're ready o start a new team
off, we just go through the files and
decide which one to produce, which is
bestfor thetime of year and the current
trends.

Continuin
tication of Knight Lore

“But obviously a |ot of the Fardware
can't handle it! 'One for the future! we
say: ['msure everyone's got game ideas
that could be produced on a Cray
supercomputer, but it's getting themon
a home machine ...

It must have seemed astep down for
Tim and Chris Stamper, used to
designing coin-op games-and licensing
them to America and Japan, to give up
all that dedicated hardware and
memory and work with the 16K

Spectrum?

‘ ‘ When the Spectrum came out
we thought ‘what a piece of .

garbage!’

. But there's

something about it, to have
lasted this long is amazing. ”

Sabreman's adventures, Underwuride was eclipsed by the sophis-

‘The arcades armed us really well for
the UK rarket,' said Tim, "and wherithe
Spectrum came out we had a look atit
and thought, ‘What a piece of garbage!’,
Compared to arcade hardware it was,
but it was 50 cheap. And Sinclair was
sucha clever guy tobe able to produce
that machine thatloaded a cassetie at
that time — he was onto a winner.

‘| think it was easy for other Japanese
and Englishicompanies tocopy, but for
the home computer and the UK he
really did it first, and it was just a

Almost all of Rare’s staff posed outside Manor Farmhouse: Left to right: Carole Stamper {cu;pa
Stamper (graphics director), Chris Stamper (software director), Rachel (secretary), David (sou opt),Mark{mfmaro
head}, Paul {softwars), Steve [graphics), Kevin (graphics).

colossal Idga.

‘A good design stands the test of time.
It's just a pity they didn't upgrade it at
the right moment. Possibly Sinclair was
too nvelved with it and the good sales
was hé was getling — because there
wash't-anything eise cheap as that, or
withthe software range — just kept him
on the same track.

‘Still, it's an incredible- machine and
it made the British market, without
doubt: | think it's viery simifar {0/ the
Nintendain Japan, Nintendo must have
Been developing machings at exactly
the same time as Sinclair.’

Added Chris; "The UK really does lack
agood games maching - maybe one of
the T6-bit machines will fill that gap. But
there’s something aboul the Spectrum,
to have lasted this long s just amazing,’

16-BIT DOUBTS

The Spectrum’s extremely limited
sound could have posed a problem for
Ultimate's programmers — one
comman criticism m the okd days was
that Ultimate games needed better
music and sound effects,

‘Well, yes," admitted Chris, ‘bt |
think you had to decide whether you
wanted to spendthe processing power
on the game or onthe audio - you
couldn’t have it both ways.'

Today a Spectrum-owner will be
stunned by the quality of rich sound on
his first confrontation with & 16-bit
machine —an Amiga, say. Butneither of
the Stamper brothers is particularly
impressed by the much-hailed 16-bit
reviglution,

Tim Stamper: ‘| havent seen

37

CRASH April 1988




CRASH
REVIEWS

The Ultimate label

BUEN B ..o remrirsiseritirne 3% I55000 15
Atic Alae ... 92% lssues One & Two
Bubbler  TE% lssued]
Cyberun ..... .-90% lssue 28

Gunfright ... . 92% Issue 25
Knight Lore - 94% Issue 12
Lupar Jetmar 95% lssue One
Martianoids . . 8 lssie 40
Nightshade .. - 91% Issue 21
Pentagram - 93% lasue 29
Sabre Wit ... Smash ssue &

Underwuride ... .. 92% Issue 12

anythingon a 16-bit machine which was
stunning. There are seme good ideas,
and sometimes the really good ideas
are wastad because of the potential
they have, because once they're out
there and people have seenthem, they
say '| don't want to see this aga in’.'

And the Stampers are sceplical
about the size of the 16-bit market,
Their philosophy 1s to be original and
creative within a large market; in
Ultimate’s hevday, a game fike Sabre
WutFwould seil mare than 350,000
Spectrum copies (far more than
Achivision's 1985 Ghostbusters, widely
accepted as the all-time best seller at
over 250,000 copies on all formats
together).

B Tim said: ‘Whenwe find a machine
that sells extremely well to warrant us
producing on it then we'll produce for
it. If & 16-bit machine s going ta sell
about three or four million, you can be
surewe'll be-out thete with produet for
it But ifit sells 250,000 - | don't think
any 16-bit owner is going te buy two
coples of ghe praduct; so the mazimum
you can sell is 250,000,

GAMBLING

The Stampers have always been
attunad to commercial reaiity, and
admired as Ultimate's games were, it
was a shock when their price suddaniy
went up in mid-1984 with Sabre Wulf
Like most Spectrum praduct, Ultimate
games had cost under £6, but without
warning Sabre Wulf was priced at

£ 95 Wasn't Ultimate taking a gamble
with its popularity?, | asked, It was Tim
whoranswered. ..

an original Nintendo game
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“We were having a severe problem
with the number of {illegal) copies. And
{think going from £5.50t0 £9.95 wasa
bold step we toak. The price was was
graduallycreeping up, and 1 thought we
rmight go the whole way and put the
product out at a price which was
realistic for the time involved in
creating it.

‘We were trying to create an
iricantive for the person who paid £2.95
to say ‘Hey, you're not copying my
game!", | mean, alright, they may have
traded it for x pumber of pounds, but
they said, ' you want it, you buy it

‘Brid that was successful because we
still kept the Number One position for
quite & while. It didn't make any
difference to sates. Theywere stillgood
products for the time, | think possibly
Knight L or= was ahead of its time, and
inlocking back atthe market now, there
doesn't seerm to have been any vast
improvement in the 2 years ince we
{eft it | don't know whether we cauld
have made any more of an
improvement.’

AMEAD OF THEIR TIME

' Knfght L orewas finished before Sabre
Wailf” Tim suddenly said; " But we
decided the market wasn't ready for it
Because if we released Knight Lore and
Alien 8- which was alraady half-
finishied — we wouldn't have sold Sabre

Welf,

'S0 wesold Sabre Wulf which wasa
colossal success, and thenreleased the
other two. There was a fittle bit of
careful planning in there, But theycould
have had Knight Lore possibly the year
eariier—we just hadtosit onitbecause
everyone gise was so far behind.'

Careful planning i the halimark of
the Stampers. They recognised long
before anyane else that they had done
everything they could with Spectrum
games, and thus phased Ultimate out,
Hut that was only one reason for the
Stampers’ mave: and having dropped
the Knight Lore bombshell, Tim
drapped another.

When Ultimate bowed out, most
people in Britain had heard only the
faintest mumblings about the
Mintendo. But Chris and Tim had
discoverad the dedicated consale
through their contacts in the Japanese

At times strongly reminiscent of Underwurids, this is Wizards And Warriors,

Sabrewulf, written after Knight Lore!!

coin-op industry, and started planning
Nintendo gares about the time they
were coding Lunar Jetman - 1983!

“Wamanaged to get just about all the
software available for the Nintenda
then, " sald Tim. ‘For the price it was
avaitable for in' Japan then, it had
colossal potential - we looked at this
and we looked at the Spectrum — and
then the Spectrum was hof stuff, but
this was incredible: So we spent 8
months finding everything cut about
this system, and then started to write
on the maching.’

‘It was 2 sort of introduction
process,’ Chiis said, "We had to show
Nintendo that we had the capabiiity
hefore they could give us the rights to
go-ahead and produce for their
system.”

And as a result of their foresight
Rare is already competing with the big
names-in Japan; Kanami, Nintendo,
Sega and Taito, The Ultimate people
could do for the Nintende now what
they did for the Spectrum 4 years ago.

BOOMING MARKET

‘We knew-a market was goingto boom
in'Japan and America, said Tim, ‘and
we set Hare up to handle that.
Obwviousty we didn't want to give too
misch:-away because we needed time
to develop our associations before
everyone really became aware of it

‘Alatof UK companies are beginning
to loak overseas, Chris added, ‘and to
laak at machines which are nat
avaliable inthe UK We didthat 2 years
ago, And | think it puts us ina very
unusual situation.

"We now have four freelance teams,
and they are really trying o take
advantage of the situations we
developed. There is not anothar
campany in the UK that has the
apportunities that we do at this stage,
basically because it all takes time, and
we're 2 years ahead.’

Tim: “We:actually act, | suppase, as
Nintendo’s development team. If they
feel they are lacking a preduct on a
machine, theytell us, wa develapit, and
so we ara sure of licensing product to
them. The majority of companies, like
Konami and Talto, construct a deal with
Nintendo to produce a product for
Mintends to market.

‘But they are limited to however
many titles they canproduce a year. We
license product to Nintendo, and we
are not limited to a number of fities. In
fact we've licensed more product this
year than any othef company.’

POTENTIAL

Rare has seven Nintendo products
either finished (one was done 2 years

agn) or nearly completed, and another
sight in development, They've all had
to be designed with the tastes.of the
lapanese market firmly in mind.

“There is & difference in style and
there |s a difference in what makes a
good game for the US and Japan,’
mused Tim. ‘| think we understand now
whatthat differenceis. And our SUCCESS
rate proves that,

‘Japanese games sell very well in
Rmerica and American games sell well
in Japan=and in England— but English
games don't do well in Americarand
they don't do well in Japan,’

Rare hopes to be able to help
programmers understand the essential
differences. In fact, ane reason for
giving this Interview was to appeal for
freelance programmers and
development teams to contact Rare ~
the Stampers’ team needs backup in
producing both Nintende games and
original coin-ops. On the cein-op front.
Rare has developed an extremely fast
and powerful 64-colour arcade board.
Called the Razz Board, it's based anthe
280 processor with a lat of hardware
assist, and 14amoice Yamaha synth
chipsfor the sound,

Another Rare idea is growing in the
farge, airy barm just outside the
miansion, where Timhopes to construct
shurdio lighting and turn his graphics into
animated movies for viewing on
computers. The price of memory is
dropping, so that future could come
5000,

But ‘very few people know we're
here “said Tim, ‘very few people Know
what we're doing. And ['d just like to
miake people aware of the fact of the
very large market out there and that
ihely can take advantage of it through
s

And Chris finds it surprising that so
few:British programmers and software
houses haveseen the huge potential of
the Japanese market

“With all the talent in the LK and with
all those thousands of people writing
games, | feel it should be UK comparies
producing the Number Dng arcade
games and then everyone n the world
following that = because Britain's got
the best talent, without a doubt.

‘| think this country' s very conducive
to'that —it's cold, it's damp and
averyone's sitting indoors
programming. Britain should be
producingthe Number One games, and
it's not happening. | feel that as a
company we-are the only ones
beginning to get'somewhere towards
that.’

There's more an Uittimate ard Rare in
{ssuie Four of CRASH's multiformat
sister THE GAMES MACHINE
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GET INTO CRIME!

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

You are the ice cool leader of a gang of drug crazed

terrorists. Your main goal is to become the richest,
toughest and most notorious gang in the city.




What a sellout! Held at the
Porchester Hall, Lenden, on the
20th February, an estimated 1200
PBMers visited the third British
PBM convention — it was busy to
say the least! Many companies
frad stands, and there was plenty
ondispiay.

RAIDERS!

A newgg’rnlfany on the'scene was
‘MJR GAMES (4 Higher Lidden
Road, Panzance TR1B 4NZ), who
were displaying their new game
RAIDERS OF GWARAS. This'is a
Fantasy RPG set upon the world
of Gwaras, which is divided into
fiteen  completely  ditferent
countries —oneof which you come
ffom. Therg are 37 types of race
{thirty of which are humanoid), and
you' must alse decide your
character's occupatian. Character
progression, s achieved = by
daveloping a variety of attributes —
it you characler does so-and-so,
atfribute 'x’ increases as a result
of experience. All said and done,
this. FRPG of hand moderated
charagter developrment seems to
be a guality offering, and at £1 per
turn you certainiy can't grumble,
Start up costs £3 from the MJR
‘addresa {this includes a free tum)!

AN AUSSIE
OFFERING

SPELLBINDER GAMES are now
oid hands at the PEM hobby (36
Buller Road, Barking, Essex IGT1
gAY and as such have
suceessiull nn’:&aﬁated with the
AUST \N WIZARD cnmpanx'
ta run their game WORLDS |

CONFLIET in the UK. The game is
very. similar in style 1o the TV epic
{sic) ‘V'. with alien invaders and
freedom fighting humans (the
player can be either). y
: lrfgl-that,thissunas up WORLDS
IN CONFLICT very well indead. It
locks like a good game (But a

OH! WHAT A LOVELY
CONVENTION

BRENDON KAVANAGH reports on the pomp
and razzamatazz of the third British PBM
convention, and reviews some exciting new

PBMgames...

complex one; Spellbinder dont
recommand it for beginners) and
is plaved on'a convinging map of
the world as we know 1. Thegame
has the wusual features of
attributes, technology levels etc
and the combat and economics
ook fun. Send an SSAE to
Spelibinder for further details.

OTHER NEWS

HISTORICAL ENGINEERING are
launching a new game from The
Stable, ~The Temple, Great
Wilbraham CB1 5JF on May 151, A
game is entitied WORLD WAR I
where the player takes the role of
a powerful wartime parsonality. It
certainly sounds fascinating.

WAVENEY GAMES (28 Diprose
Boad, Corfe Mullen, Wimborne,
Dorset BH21 3QY) have launched
a simple simulation of the Stock
Market entitled SPECLILATE!
which should appeal te the
economically mingad.

MITRE AMES (Unit 8, 9
Brighton Terrace, London SW9
apJ) report that they've bought
rightsio TRIBES OF CRANE, while
DIGGER GAMES have just
released the impressive
STRAEETWISE — {'ll let you know
more when|can find theiraddress!

LABORATORY have
introduced MABELORDS OF
DORM  (for info write' 1o The
Laboratory, 18 Ridge Nether
Moor, Lider, Swindon, Wilts 8NN3
ENEB which is a developmant from
their previous: gama FURTHER
INTO FANTASY, Start upis £2 and
turns cost £1.50 thereatter, Warth

trying.

P&OJEGT BASILISK (PO Box
24, Sheermess, Isle Of Sheppay,
Kent) has launched a new game
entitied the  wery simple
CREEPHOUSE, and costs £4.50
tor five turms,

Possibly the most interesting

new

VORCON GAMES' (59 Juniper,
Birch Hill, Bracknell, Barks RG12
4ZG) THE TIME SENTINEL. It
costs €5 to start (including a few
free turns) followed by a charge of
8450 per tum. | can
wholgheartedly recommend you
to spend &n SSAE for an
information sheet f you're

ame af the convention was:

interested.

HARROW POSTAL GAMES
{161 Butier Road, Harow,
Middiesex HA1 4DX) used the
convention to promote their
excellent licensed gama, THE
WEAPON, their quiet but
interesting game OMEGA VICTOR
and to launch their new game
entitled ALBION, a computer
moderated fantasy game which
uses human  moderation  for
special actiens. From reading the
rulebock it seems that the players
of each race must work as a team
{0 suceeed, and thus it s{airly safe
to assume that diplomacy is an
impertant part of the game. This
game wauld suitthe strategistwho
enjoys convincing people to play
his way. It costs £5 16 start up. and
turns: cost ©2 sach thereafter,
Meanwhile: HPG have two.more

ames under development: VALE-
MPERATCOA — about  Getman
barbarians struggling against Non
Player Character (NPC) Romans,
and MOVING FINGER, a timewarp
game due for launch later this vear.
'wait in anficipation . ... :

We've all heard weird and
wondarful games before. but
how does REVENGE OF THE
MANY-LEGGED  MAN-EATING
MUTANT TIGER HOUNDS FRON
OUTER SPACE seund? it's from
ALCHEMISTS GUILD (PO Box
114, Kidlington, Oxford CX5 1D38)
and Is basically a single character
RPG set i a somewhat bemusing
future society. The start up pack
includes (among other things) a
rulebook (brief but te the paint)and
a background book {some may
like it, some may not). The game
farmat isn’t exactly original but the
implementation cartainly is. The
degigners have created a very
amusing society to roleplay In. It's
the brainchild of two young ladies:
Amanda Kerr and Newsfield's very
own' Philippa Irving. Turns cost
gither £1.75 {standard turn) or
£2.50 {as before but with a bit more
detail) so this fortnightly deadline
game may be out of reach for
some-of you, but those interested
should: certainly try to find out

more.

The ALCHEMIST'S GUILD alse
has MACEDON, & twelve-player
wargame. Send an SSAE fo the
Alchemist’s Guild for more info.

A pleasant surprise for me was
to bump intg Jon Wooedall and
Andrew  Dodd of ODDE
FELLOWS & CO (designers and
moderators  of MEGALOMAMA
and DRDER OF CHAQS). Andrew
Diodd was proud to inform me that
he finally had understandabie info.
sheets for these two games — write
te 'Stoneleigh’, Holly Lane. Upper
Eliwond, Glos GL18 TLZ.

By the way, did you know that
the ‘winner of the the dedicated
CAVE game of IT'S A CRIMEhwas
Paul Sculpher, who's ‘also a
CRASH reader! Heh Hehl

FANZINES

KIRKWOOD is a fanzine currently
being prepared for launch from
‘Legend Housa', 40 Green Ridgﬁ's.
Headington, Oxford OX3 SPL.
Produced on an Apple Macintosh
SE finked to a laser printer, the
editor of Kirkwood hopesto usea
combination of guality writing and
high reselution computer graphic
illustrations 'to create a  high
standard publication. One of the
aims of KIRKWOOD s tointroduce
HAPG players to the world of PEM,
although the content will by ne
means be limited to topics
encouraging this. The first issug
will cost €1 and includes: PBM
based articles. All the same, thisis
a fanzing worth watching,

DARK BLADES

As far as the companies present
werg concerned, the most
aesthetically pleasing game. on
display had to be DARK BLADE
by STANDARD 'GAMES &
PUBLICATIONS  [Arlon  House,
Station Road, Kings Langley,
Herts WD4 BLF). What a gem -
Standard Games have mapaged
to produce a boxed set starter
pack (full colour of course) for a
mere £5, A fiver for this sorn of
presentation, plus a full colour A2
map,arulebook and two free turns
ign't bad at all. Turns are only
£1.25 each with no hidden extras
~ this ane is going to be a winner.
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IADVENTURE |

In the wake of Derek Brewster's more down to
Earth reviewing methods, CRASH has been fortu-
nate enough to engage the talents of one Samara, a
shapely belngof charm, witand intellect who, from
now on, will be guiding youon your travels through
the twilight world of the imagination. Take itaway
Sam ...

o p
GUILD OF
THIEVES
Rainbird/Magnetic Scrolls,
£15.95 disk only
hen The Guild of
Thieves was voted
Game of the Year,
Spectrum owners went guietly
green with envy. Now at last the
game has been released for the
+3 and all over the country
adventurers are opening their
shiny blue boxes with bated
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breath,

Inside is a game more than
likely 1o live up to everyone’s
expectations. .As a burglar,

complete with stripy sweat shirt

and swag bag, you have applied
for membership of the Kerovnian
Guild of Thieves, To prove your
criminal eligibility to join, the
Master Thief has devised a test:
explore an jstand and thoroughly
sack it of all available treasure
betfore returning.

The adventure begins in the
Master Thief’s boat. You jump
confidently to the jetty and begin
asurvey of the expansive
countryside. The numerous
locations range from castle to
cave and from serub to snow-
capped peak. The descriptions,

‘even witheut the graphics much-
praised on other formats, are
exiremely atmespheric;eventhe

most commonplace objects have
their own characteristics.
Exploration has some very
realistic qualities; as you wander
through the castle {ou canTun
your fingers casually along the
piano keys or try your skill at
petting the billiard balls,

The treasures are often quite

easy to locate but difficult to
collect. A jewel hanging from the
ceiling of a cave is about to drop
inte a bubbling pool of
guicksand; a silver chalice is
inconveniently placed in the cage
of a savage bear, Reckless
burglars quickly come to grief!

The puzzles are often tough
but at least have the virtue of
being logical. The adventure is
eertainly more accessible than
The Pawnwhich was oceasionally

en to charges of excessive
obscurity, In The Guild it's
sometimes the very obviousness
of the solution which makes a
problem difficult.

The parser is up to Magnetic
Scrolls’ usually high standards; as
well as complex sentences it
dccepts FIND and SEARCH
FOR commands Lo locate objects
you may have forgotien or
misplaced. The GO TO
command lets you move from
one location to another without
typing in all the directions in
between, In practice this can be

uite dangerous as you can't s;ccr
the command once entered a




the program marches you
straight into whatever obstacles
(for example a closed
drawbridge ) there may be in the
way.

;\. small quibbie is the absence
of a RAMSAVE command,
Congtantly saving to disc gets a
little tedious, ¢specially in an
adventure in which sudden death
in the most innocent of locations
is & constant possibility.

The Rambird packaging
comes with, among other
goodies, a Contract of Service
with the Guild of Thieves and a
playing guide cleverly disguised
as “What Burglar’ magazine.

This last item also acts as
combined hint sheet and
program protection: several
problems are listed and a series
of codes printed underneath.
Enter these codes and a cryptic
hint {(but net one that gives the
whole game away) is be
displayed.

¢ Guild of Thieves easily
lives up to its reputation: a well-
crafted scenario, immediatel
aceessible puzzies, and a flexible
parser make this a must for the
compulsive adventurer. Even at
the comparatively high price, it's

a steal.
OVERALL 0%

JINXTER
Rainbird/Magnetic Scrolls,
£15.95 disk only

rom Kerovnia and Fhe
FGm'!'d of Thieves to
Aguitania and the magician
of Turani —Magnetic Scrolls’
latest adventure deals with aland
inwhich luck istunningoeut | . .
The good fortune of Aquitania
depends on the safekeeping of
the bracelet created by its wise
magician. The bracelet and its
five lucky charms have become,
separated through the
machinations of the netorious
Green Witches in a bid for
control of the kingdom,
Meanwhile, in houscholds
everywhere, the odds are stacked
in favour of misfortune: the land
is jinxed,
inding the right bus home
seemsan unusualstroke of luck—
-until you get run over
disembarking. You recover your
senses and realise that only a
suardian angel could have
revented you from dying,
Seconds later the Guardian
eertainly not an angel by the
looks of his sleazy herringbone
overcoat) appears before you. In
between bites of a cheese
sandwich he hands you a memeo
-and tells you that you have been
chosen to recover the charmsand
use the bracelet to defeat the
witches. Misgion accomplished,
hegrsrnptiy disappears.
Although you begin on home
ground outside your own front
gate, a little exploration soon
takes you to more exotic’
locations. Snorkelhing,
mousecatching, negotiating
artificial waterfalls and
underground passages are skills
which must be acquired in the
conrse of the adventure. The
descriptions are well crafted and
dbsorbing to read. A great deal
of work hasdgone into including
even more details than in
previous Magnetic Serolls
adventures; the EXAMINE
command almost always yields

an atmospheric and humourous
reply.

Aquitania’s characters are
depicted realistically. Burly
bagers and prim postmistresses
are oblivious to the seriousness of
your guest — they're far too busy
with their own lives: To get them
to break off and pay attention it
is neeessary to project your
imagination towards their needs
rather than your own.
Interaction 18.0ften a matter of
tactful co-operation.

Object orientated puzzles are
of more than average difficulty
but none of them are insolubly
obscure, There are often several
ways of completing a puzzie and
all of them are logical, though
some may reguire activation of
more than the average number of
brain cells. What seems obvious
at first often turnsout to be ared
herring; the game hasa nasty
sense of humour . . .

Death is an impossibility (an
innovative featurein an
adventure game) as the Guardian
always appears in time to save
you. This makes the game
accessible to beginners as well as
seasoned adventurers and does
nothing to reduce the element of
risk: false moves early on can still
cripple progress later in the

ame. Fortunately there is a
AVE (though no RAMSAVE)
option.

Magnetic Scrolls’ parsing.
improves with every game, and
Jinxter accepts most complex
sentences and synonyms.

Surprisingly, the GO TO
command introduced in The
Guild of Thieves 15 absent,
possibly because the complexity
of the landscape would have
made it too difficult 1o
implement.
¢ small drawback,

noticeable because it's

ractically the onl{y one, is the
ongwindedness of some
necessary game procedures. You
may be standing by a deor with
the relevant key in vour hand yet
vou still bave to type in several
commands if you want te g
through it (UNLOCK DOOR
WITH RUSTY KEY, OPEN
DOOR, ENTER). The process

striking a match, are coneerned,
Nospeeral skill is required to
work out how 1o open a box of
matches and take out a match, so
why the need for a series of
pedantic commands? A feature
which allows the program to
erform the action for you would
1ave been a welcome addition to
an otherwise excellent game.
The Pawn was opento charges
of obscunity; The Guild of
Thieves improved on that and
Jinxter shows even further
improvements: Hs guality is
apparent from packaging to plot
and can only leave you
wondering what weird and
wonder[u%develupmcnls the

is even more laborious where future holds.

complex actions, for example OVERALL 929,
%)

I“O AD& OF irreverently  recreated. The

MIDNIGHT with their bleak

CRL, £9.95

eyond the lands of
B Midnight, the age of

technology has caught up
with the world of role playing and
adventure. The magical crown of
the old king Ludwig has become
a much-coveted objeet in the
battles for sales and software
success, AL present Ludo, owner

Laudn’s tovenrshouse

Bin i the cent
Fonest
€ hres
Led evenywhene

nontheoast

Ut

e OF
npamned , af ten
Dinm Fonest . Swrall Footpaths
sSGve
and ronthwest.

graphics, ;
outlines of peaks and hills agamsi
even bleaker skylines, are almost
indistinguishable  from  the
oniginals. On-screen  messages
appear to inform you of the
passage: of time, and wolves,
more indifferent than hostile,
eccasionally appear 1o stare
piercingly into your eyes.

As a spoof it's very slick, but
this shickness ultimately lets the
game  down. The scene’ is

stood bef one
the danlk
ado’s oncle,

Fon

P Imitation is the sincerest form of Rattery . . .

of a small company and Ludwig’s
$0n, 15 in possession of the crown,

He must prevent it from falling
into the hands of the wicked
Gloompork  at all  costs.
Unscrupulous ~ and roud,

Gloompork 18 driven by an
overwhelming desire to use the
crown’s power fo become the
ultimate software giant. Ludo
and any followers he can recruit
must ‘gain the cooperation of
other mhabitants of the land,
before finally taking the crown
northto the 'gawcrn Boom, and
destroying it.

The world through which you
pass bears all the characteristics
of the parodied Bevond game,

carefully set'at the expense of the
[])_uzzh;ﬁ. and ameplay,
ravelling throug the
recngnisa%le landscape is fun at
first but interest soon wanes as il
becomies clear there's little else
todo. The parser is quite flexible
and the phrase, “Tell me about
your problems' occasionally
gleans interesting replies but
could have ‘been developed
further. There 15 a2 RAMSAVE
option and praphics can be
switched off for extra speed.

All the clements of a
competent  game are  there;
unfortunately they don’t gquite
gel into a good one,

55%

OVERALL
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FEDERATION

CRL, £9.95

s a good job you Have a
Istmng sense of responsibility

because once agamn the fate
of the Universe: hes in your
hands. As' a member of the
Federation's secret service you
have been assigned to the case of
Erra Quann, the alien Scientist
who hijacked the Flagship Quann
Tulla in order 1o sell the secrets
of its engine plans 1o the evil
Empire. Should he reach his
destination. the Federation will
be powerless (o combatl the
forces of the Empire who can
then step in to dominate the
known Universe:

The adventure begins in a
leaking air bubble on board your
ship. Sparks are flying frem the
instruments and black smoke
obscurés evérvthing. You can't
breathe, so your first objective is
te find air. Once this initial
urgenl task 15 completed you
must find your way through the
shattered hull of the flagship and
survive long enough o continue
the investigation on a distant

o Pt L

» prabot E'Ji-[u'lunie--_-, an
ks .

rubbing

“That's ous
scirubbing) !

it shouts, a#s =B
bristies engulfF

lgat?

Mmass v
L . v e

bt

ENnOrmaugs

Stand by For a

metal

B Federation positively bristles with excitement

alien planet: The ‘adventure
winds through a series of cargo

bays, control domes and
futuristic corridors, and . the
suitably atmospheric

descriptions are complemented
by a small selection of graphics
and a visible sci-fi score display.

At first, apart from a few surly
droids (which: must be treated

tactfully) you are alone. Objects
are scattered around to help vou
and range in complexity from &
neen weapon to a humble be of
glue. The puzzles, mostly
invelving the use of these objects,
arg  challenging  but  not
infuriatingly difficult. Sudden
death is an ever-present danger
but special commands include a

-_— —L,
[ L 5 O e W g i e e e 2 2

RAMSAVE option

The game has quite a large
vocabulary and although it won't
accept complex commands it
does have one labour-siving
feature {interestingly, one that 1s
missing from the two  highly
sophisticated Magnetic  Serolls
adventures  reviewed this
maonth). [f, for example, you
have the key to 2 box there's no
need 1o pgo through all the
rigmarole of saying UNLOCK
BOX WITH RED KEY. you
simply type UNLOCK BOX and
the computer knows which key
ta use, Thisis particularly useful
when you have to perform more
involved ‘actions  with other
objects (play the game to see
which: ones). In effect it
compensates for the parser’s lack
of complexity dand eradicates the
infuriating problem of knowing
what to do with an object but not
knowing how to say so.

CRL's version of the sti-fi
adventure doesn't break any
especially original ground but
within the limits it sets itself it is
a compelling and highly polished

game,
OVERALL 78%

KENTILLA

B MONKMAN from Hornsea
asks:

I *Inpant three how do 1 frighten
away the robbers?”

2 "How do I make a German
uniform in part four.’
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I Bang shells.
2 Ger kit, polish and biankets.

EUREKA

TONY GRIST wants 1o know
where to find the oars,

In the same place as the boat.
Search the vegetaiion iwice:

THE BIG
SLEAZE

PAOGLO SILVA from Portugal
wants to know how to get the
aeraplane in Central Manhattan,
what to ask the ibrarian and how
to get through Central Park.

Buytheaeraplane with the wad of
German naies. Whisper ! Maliese
Bullfineli ' 1o the fibrarian.
Negotiate Central Park between 6
ant and 6 prL

LORD OF THE
RINGS

IAN FLYNN can't getinto Bree
or cross the bridpe-at the end of
art ene, How'is it done?
fell. ..,

Knock on the hateh, give your
nanie and wait, To crass the
bridge after vou have killed the
riders, hecome Frado.

CUSTERD’S
QUEST

‘How do you kill the
Necromancer without lam firing
histerminal lenslok at vou?” asks
a'U2 fan from Harpenden {who
also happens 1o be this month's
Rigel's Revenge Superhero),

Throw the axe immediarely after
vou have thrown the bomb.

SUPERHEROES

just completed Ri

plear?’ Harper gan

MATT LUCAS

CHRIS BOND i5 stuck with the
porcupines on the island - he
can’'t get pastthem or the swamp.

Distractthe porewpines by
shouting. On the island climb tree
and heed the warning net 1o go
further south,

na claims an unnamed
from Harpenden, the R
R Superhero. F
else is stuck on thi
any hints would be appreciated.

Stumped? Vietorious? Send
your tips and queries on
adventures old and new to
SIGNSTUMPS, CRASH,
PO BOX 10, LUDLOW,
SHROPSHIRE SY8 1DB,
The most interesting are
published but personal
replies are not possible,




HOW QUICK CAN YOU GET
AT YOUR SAVINGS WITH A
BARCLAYPLUS CARD?
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CLANDESTINE
COMMUNICATIONS

Plied by free drink, PAUL EVANS gets
sociable on Micronet’s new exclusive
chatline

HI THERE! I'm back onling with a new modem for my &
YTX h e dgain from the dead, So it's back to norn
promised Shadas article

Just as | was getting ready o writé it up, ot goas
Rosenbaurm fram Micronet begg
again in favour of Micr

d | think the
anid tha lang

1 the phone: it's Da
||||“1I1|J|||J\- k the Shace: alure
ld. Before | snow it 've ge
aperating manual, aoo nid a bottte of wine! Why wine?
Well, it's common practice lo have a press brieling over these mattars,
PO |||-_r with I- 5 of food and booze, Howea Mhcronet decided 1o do
nitly
g1 add-on 1o tha M
£ anging aroun -'I |.
gty lls i |.1J-'.Jc|[|flnl\.'\-'|'l el AFENCING
y aort of up-market varsion of the chatling staad ¢
‘netters are-used to, you have a co it
s aple 1o chat away withoul I:-.-Ir'-fl ed to by unwan :
hie chats are confined te the group 5 only Yo allow ¢
people to chat but throw others out, and ‘Irl i are many channesls
byt L rr]I,.\'f'1‘|l|rr .1||-u[|||' Ik a GE Hut without the int i
SA5, b meetings can camry on p
ine HSCLS Lintil now, the
I-r‘lr |IsF"'| man, but by the 1rr||

et database? It's the launch
» sormetime now but not
lelaconferancing

of an

Mn.ltme i '.rlrr SON 15 r:.|II|,|j J". .|,‘F.r|'}i and runs on a -<-r||j Iu d PDP11
e via a gateway on Micronet i 298011, T
written by Neal N I, the programme

5 e acrofling software
ted by Dave for the
e through the post
| wondered i Micro

s ;|'|.I.L' 'n- the reg
| legged an o Micronet as
on-line ]

I'\ rlr';1
As |
1 hack got thear wirs

wades! However, |

hence
1 the galew:
nGe the Opening
Iy [I thie commands given, create
wad in the reception araa. 11 turns out t
19 ook in the
raply: 'You are now. standing in the
TeleTalk receplion area and i
spvarcnmant, W 5 the recep
ceboard Te
doorwa
all this detail,
reading Tradear |
wit Tale Talk is notan Lire r: the slyle is such
the whole idea more : : njoyabile, and allow interaction
with othar usars, There is a large |I~.'I of commands avaiiable to he Hp youl
151y discovared taking the salf-helg A0S avalla
hake kaboodle is set ina confarence centre (called | 2
.|I|r-':n|r|..r for some and yau can hold privaté discussions n any
ana of the 30 reoms m.nlul;lt-. It wou wan! a general chatl with
then just go 1o Trader Vic's bar which is just a general ehatline: 1
ally=aware parson. You talk by using the commands SAY (message)
a ganaral mas 110 averyanein the same 1 yoru, or TELL
S OIMEO e that no-one else can lis
are for more private chals: you can hol
gions on cerdain lopics. One definite
would be mi -Un!g of Starnet or PBM 'alliances’ to plan thair naxt n
withait the apposition finding out!
To use a room for, say, a conversation with a group of Spectrum
sta planning to des some Commaodore owners on Shades,
the first thing to do would be arrange a mi 1. This can be done in a
few different ways: you can leave @ message on each user's maitbox
aging the time to meet, i s impossible 1o drrange the room number
i hooking service is yel available. The leader then arrives five miny
Iy and claims an empty room by going te the r plion desk and
1ing the key to'an empty rodm (in true adventura style). On the other
side of the room B a noticeboard on which people can write messagas
The leadar announcas on this which room the meeting is being h
When the others arrive they can read the board and type the smpla
command GOTO (room number) whereupon thay are sported
outside t epuired ropm. The leader is already w: ||f||||_; s0 they can
and start the mesting. Er "ﬂ'l H to stop the anemy
getting in? Ev siart The door a : 1 iyes, |
know it sounds crazy): it has a lock and a bh r-rI on the wulri’:"' If anyone
is 10 ba aliowed in, you just leave the door epen; if youwant to kn
an leave the blind open and tock the ¢ The p
e can knock and lgok through the blind i«
The leader can hear them and let them in if 80 de
o), then the o sation will nat h-- imerrupted i
can’t be heard by the people inskde ar
wiha 15 i
If the laader does not like what someone I8 saying, he can
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1 the whola thing n
il box | agot the following

rpetad, fine rated

B IS, Ap
pEinting 5

o maka
¥

anter

i the
TyWWELy KOgKS
riyone outside is unable fo see

encethem

by typing MUTE (name). This person’s commants will now be unheard

by anyone in the room untl be leaves, | neone starts causng frouble

the leader can throw them out of the reom with no resistance, the
has complete contral ovar the convarsation and room, ¢ Fae
1 lormulate a plan, go oo Bhades, and kil every Commia in

available
ch other by 'i",n'll]l“\_]

L".fl'..;l | have just outhned is just some of the many Go inids
1o the Tele ]"n’h user, You ¢ ,-.r: fEave messag
MEMO)'s. These gre storad in you "Mamobiox can only be acoes
an the TeleTak compuder. If you need someane Who you BEnow 15 o
Tele al the same fime, then you can use the PAGE command
Everyone an TaleTalk carres a radiopager an which people can call you
it needed

Mary MM re available, suchas INVENTORY
and REA 18] (2] h | type KISS (name) with succe |

{ s undocumentact and are left up

whare archives are kept (7)
ampunt of gossip and : 2ing happ
the atmoesphers, We will have 10 wail and
the theary, what aboul in practice? My firsl expenence of
{ the aloramentioned press on-ling briefing, Initi
and confusing”: tha nopmal serolling seryce now
vel been implemaent on TeleTalk,
g0 wou b lo make do with Viewdate
ood pece of software, it's still a bit
Sometir it V1 give you ck ee whal's going on
nd In rewriting the area of the scr Wou wera trying Lo
after aboul fve minutes you gel L i o1 and i1 saon
no problem. The same applies to the speead: | said it was
bt whan yol mal chatlin
aven Turbo:
1 thinks it's playu
stant, When th IIr.r| yatem gats
| Mher ally gets
'In timeout fe: 3 Wi use the

TeieTalk in

reaciions

read, How

DEcom

¥ A joy 1o

& about it and that is

Syslem for more than ona
(ol 10 type anything, Not

ippans when youre jus t tinis

Alar a few .Itfl'llllﬂ'- -1! |'|-'

a grown man cry! Besides the

ious typing of SAY TELL helore each :

fur 1o use an -Il'..|I|.| more varsatile than ather

15a0e .||l|1 VETY GO iruitely wirth the

long &
santer

i subscnp
for Talkabout
et's product
.’“-_[. Hhil Wanat here
it Cine
mnitored 5o room is open ft 3 2] arfy slice

sarvice will come into force. Fir

Tele Talk (@la Shadas) but it willanly be a lew pence per minute
1 for this. months, See you next time for e lang

chals
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..NOT BAD, EH?

OK, 50 maybe wiing @ cash dispenser maching lakes

marginally linger than tuming the page. But nat mach,

You can apply for @ BardayPlus card the movent
you apen 6 BardayPlus account.

And you can use your cash card in over 3,000 cash
dispensers all over the country.

So you can get at your savings any time of day,
seven daw a week,

OFf cours, you also get a healthy rate of interest on
JOHT SAVIRES.

Not to mention a free regular magazine and a free
acoounl Opening pack.
+++ vyouRE I You canvpen a BavdlayPlus accomnt
if you're between 14 and I8 yean old.
BETTER OFF Just pop into any branch of Bardiays

TALKING TO with your savings.

Well give you the full details and
| BARCLAXS have you sorted out in @ flash.

I8 VORRE DNIER SEXTEESN, YO0 LL MERD VOLE BARENTS W GUARDIAN Y SHaAATURETO GELAN A L ARD




S OF FORTUNE

f N
MARE HOW FOR YDUDR HOBESMICRO

RS eAbEds spae DTALI IEEG A
g g T S Sl A S S g o SR
Bt ]
i

1+ 4P 3 DOSER0 v PASED

DAaBoDd




LaLAClA0
et

o

—-‘,
et

TG
Ly

=z

e

e p—

i e 654
= e Queen’s Furesg
g e Gfrmoure

F i

et

Gt

REVIEWSin FRONTLINE are printed for two purposes: one, so that you
the reader can enjoy a fairly full description of games that you have no
intentior of buying, Two, so that, having enjoyed the description, you
might decide that you do want to buy the game after all. The primary
funiction of a review magazine like C is unc edly to enable you
to make sense of all the brightly coloured little boxes on the dealer’s
shelf, and to choose which ones you actually want to part with mongy
for. | lso think that it helps to circulate ideas and a general awareness of
the computer gaming scene to add to your enjoyment of the hobby; |
aiways prefer reading bad reviews, but utilitarian purposes — that is,
deciding what | want to buy - l admit that the gaod ones are more useful.
And it has occasionally been the case that I've bought a game or the

of a review to be disappointed in it; it heips to know the-

reyig%t:r's methods and criteria. And 5o, for your own information, | shall
describe mine.

Games are sent to me through the CRASH offices In Ludiow to my
home in Oxford, sometimes weeks before | Have to write the review, and
sometimes days, No matter when they arrive, | always try to have at least
two sessions on-a game. Often, If | like it, and | have a lot of spare time, |
play it much more extensively for the shear enjoyment of it. It a game has
extremely complex rules and lots of reading material with it [ try not to be
irritated by the exira time that entails, and remember what a delight it
would be if I'd actually paid for the game. Software which armives with
instructions covering the back of an infay has my sneaking sympathy,
although | try to suppress it.

However, | dowant to be forced to waste my time with a game, even
if | don't enjoy having te plough through lots of salutory background
material, A game which forces me to play for ten hours when | really only
have two to spare has certainly got something going for it. Some games
ara impossible to play for more than an Hour, either because | finish them
on my first attempt [that always has me pulling out the plug) or because
they're desperately boring. | usually go back to the desperately boring

ames a day later, to see if they improve upon acquaintance (several

ave, quite significantly); some just get played for another hour,

[t's much easier to write areview of a game I've played extensively and
enjoyed. The most difficult reviews to write are thoss of ?amas which |
can see are good but which | don't like or enjoy myself. | don’t entirely
subscribe to the view that reviews are necessarily 4 reviewsr's personal
opinian. | hope | can see that soma games which do not appeal to me at
all, and which | would never voluntarily play, have lots of strong and
interesting gualities which readers whio like that sort of thing will enjoy.

That's why my reviewsara ifiantly descriptive. | give my opinio
very much 'for what it’s worth', and try on the whole to let you the reader
understand what sort of a game is on offer. But that dossn't mean that |
don't occasionally enjoy doing a really bad review of a game that | can't
stand ... and | hope you enjoy reading them.

THE MORAL DILEMMA

Lastyear the question wasralsed in FRONTLINE FORUM about whether
it's morally justifiable to base games on war. The correspondence raised
strong feelings on both sides. It's anissue which probably has to be faced
by any thoughtful wargamer, and is worth further discussion,

However, thisisn't the place fo debate the absolute moral issue of
whether war is ever justifiable. The universal moral standard, that is
always met - though never fully obeyed — in every society, condemns
murder. But it also commends bravery, when it takes of

the form
defanding one'simmediate circle from danger;and it has to be tnue that

ME, MYSELF, |

-altered;and most wargames

thiis overnides the killing of another person, and doesnot categorise it as
the murder which the same code forbids. Whaether individuals choose to
rise above this distinction and categorise all killing as murder doesn’t

alterthe factthatthe ' loophole’ inhuman canscience isthere, andthat’s
why many sincerely good people have felt comfortable with the concapt
(and indeed the experience) of gnm%stc war.

_ 8o much for the irresolvable; the issue we're interested in is: whether
buying and playing wargames implies moral agresment with war in
general is intrinsically wrong, or has nothing to do with the matter. Can
you be an ardent pacifist and yet enjoy a game which simulates closely
a historical battie? Or does such a game inevitably imply some sort of
acguiesence in the fact of the battle? Should the iarge-scale slaughter of
tnausgnds of men (to put it emotively) be used as the background for a
game

The attitude of mind implied in the last question {one that's quite often
raised, iallyin cannection with games based on recent conflicts fike
Falidands '82) is thatagameis of necessity a trivial thing, because games
are played for pleasure. Most mental activities voluntarily undertaken are
undertaken in the expactation of pleasure. If you raad about the battie of
Waterloo under duress, itis because you are doing itaspart of aschool
exam, If you read about it for any other reason, it is because you are
interested; youmean—ifyou're honest - that thinking about it and finding
out about it is enjoyable to you. If you decide to take history as your
subjectat univarsit 'qraolla‘ge. you doso—at lsast at first—because you
think you're going to-enjoy history. Two years later, as you plough
throughthe bankmab‘.@l{gﬁ loc athalf past three inthe mermning, you may
not ses it like that, but basically your _R:ws'uﬂ of knowledge about
Waterloa is for your own enjoyment. The research histarians who wrote
the book presumably gained pieasure from it, too, but nobody wauld
reasol suggest that because people enjoy leaming about, thinking
‘about and even imagining the battie of Waterioo — a mater concerning
the deaths of many men — that books about it are wrong. Logically this
means that every unpleasant thing that has ever happened ought to be
hushed up.

The fact that wie have a e hased on the battle is merely an
extension of the principle. Those who play miniature w mas often
have a genuine and elaborate historical interest in the !;URE?EC“- and so -
sometimes —do those who play computer wargames., Butit would surely
be wrong to think that a serious, grown-up ‘historical interest’ would
sanction something intrinsically wrong, if it were intrinsically wrong.

This holds true so long as the battie or war is a fact, which cannot be
based on past wars are extremely deadpan,
dry and factual. They reducedthe experience to numbers, to a greater or
Iesserextent. Ifaparticular game does not have a two-player optionitis
more often because of memory restrictions than any bias to one side,
Eventhe potentially unsetﬂigg alkiands ‘82 was an unemotional and dull
& game as could be imagined.

seems fo methat wargames start to wander into dangerous territory

when they approach the ideclogical: when they assume-an inclination
towards one side: Fantasy games iritate mein this respect, aithough of
course they bear no relation to the real world; it is always the straight-
limbed, clean-living humans from the south battling against the black and
twisted evil ghouls from the north. On the other hand, people have as
much right to write a game abouta political opirion ﬂ-ummay haveasto
writeabook oran article about it. it doesn't foliow that the act of playing
the game will m?ary acquiescence with the view, any more than reading
the book orarticle does.

|ccmetothaunpxdﬁngmmﬂslmmt%ayingw'argamas has nothin
to-tdo with agreeing with or disagreeing with war. That remains as
a separate issue from wargames as it dees from books deseribing wars.
It is merely a different way of exploring the same material.
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JUTLAND

Author: W G Munro

The company which produces this
game, Specsim, describes itself
as 'an extremely small operation’
with one previous game — Carriers
at Midway - to its credit. | haven't
seenthis butaithoughit only
soldtoa customers, their
enthusiasm spurred on the author
to attempt a more ambitious pro-
|ect; Preadnoughts at Jutland is
the result,

Al the material that
ikl R A g

L=

basic fashion, itis ermuraggsg
see that for once an amateur con-
cem has taken the trouble to pro-
vide the text, if not the frilis, of full
documentation.

Dreadnoughts at
AR
phetocop -page manu
The mechanics of the game and
technical details about the ships
are well described, but there is ne
summary of the battle itseff.
Aithough one can glean a fair
amount of information about it
from the rest of the material in the
nook, this is a serious omission.
The author is clearly knowledge-
able on the subject; he ou Qo
have indulged his knowi
mm:last La#::l’n": Jgr 1mem of

nora s like
‘gAsfarapsly:&ngather the battie
of Jutland took place on May 31st
‘and Juna 1st, 1916, The First
World War has never been any-

bscausa li atill aldstuin the
min: smmoﬂpmﬂleamn unjus=

tifiable hologaust which not
tobere-enactedasa .How-
‘ever, sea-battlesare different from
the mud and squalor of the

trenches, and it was in the First
World War that machinefirstreally
met maching in combat. No
machinas were more Qiamo s
than the new 'superships’. The
first ‘Dreads t’ was launched
in 19086, the |rl=ventmaf Admiral
Fisher. By the tima it went into
actual combat it had been mod-
ified into the battlecruiser—a
design which relied on heavy guns
-andspeed rather thanarmour, the
ﬂmcryhemgthetasmpwh{mwaa
fast enough to get out of trouble’
‘quickly was ata greater advi nzgge
than one which was simply thi
skinned. The Germans also buiit
battlecruisers, but they had fewer
unsand ware better protected. In
atthe, proved to be the more
succassiul design.

Dreadnoughts at. Jl.{tfand
recraatas what the designer
describes as this ‘exhaustively
analysed’ battle. A prelimi
lnok at the rulebook is enou
makeit claarthattrnslaagmwl
of grim technical detall, aiming at
accuracy rathier than play_rabi
Games about naval battles seem
o me to be either fatuous and
shallow, or overly technical and
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DREADNOUGHTS AT

Producer; ggcécslm, 59 Chestnut Road, London SE27

Price: £14.95 (mail order from producer)

machine simulation orientated; the
un! amathatlcanmnkmwmch

a balance between the
extrernﬂs is Silent Service. Dread-
nought atJutfandis notamaechine
simulation - there ara no bul'lons
to press, and no control over com-
bat ~ but it certainly relies on fac-
tual accuracy, and focuses atten-
tion on the ships rather than the
bal

ttle.

The player is glven a cholce
between mn’lrw ng either the
British or Garman forces, orhof a
iwo-

under the q@mﬂ'\srhd of Mm’mi
Jallicos and Vice-Admiral Beatty,
and subdivided into squadrons —
ﬂmbasic units of play. Thernare
squadronsun the British
up of battlecruisers, wh;ch

deaﬁ with Jndmdualﬂr and do
mmi of the fighting, light cruisers,
which have no o'lfensive capacity
and are used mainly for reconnais-
sance, and destroyers, can
only fire torpedoes. Squadrnns
contain only one class ef ship, for
the sake of simplicity. The light
cruisers and destroyers are
anonymous, butthe battie cruisers
have names and sets of statistics.
Each squadron is under the com-
mand of a flagship.

The turn sequence starts with
movement orders, given to each
squadran rather than to each ship:
The squadron can be orderad to
change d:radl?n b‘gdmwsdﬂsf‘;
eumpass bearing and spee -

The maximum speed of sach
uhplmha uadron can be disco-
vered from the information screen
man:an be called up at any time,

and although a squadron cannot
be ordared to trave| faster than its

m speed, the
speed can be
capabilities of certain ships in the
convay. Maximum speed is one of
the things that ships iose rapidly
when they are damaged, and so it
Is easy for ships to lose sight of
their flagship and fall behind.
Keeping a squadron together, par-
ticularly inlow visibility conditions,
is one of the most important tasks
inthe game. {

The main scraen isa stylised
view from the bridge of the lagship
of the squadron currantly un
consideration. Various pieces of
information are displayed ina
basic fashion below the plc!orlal
viewscreen: the time of day, the
direction of the view, the current
visibility, plus the course, speed
and position of the ship. The
screen shows a visual reprasent-
ation of whatcan be seen from the
bridga, with reference, largely, to
other ships. The player can choose

‘tolook with thenaked eye, orgoio

two further degrees of magnifica-

Hion representing binoculars and

telescopes. Ships seen ahead are.
identified by name, if visibility is
reckoned to be good enough.
Whertitis not, itis up to the player

todecide whetherthe ship in view
is friend or foe. arenovisual
cluesgiveninthe rulebook, sothis
judgement has o be based on
EXPETENcS.
The position of all the ships on
the map-—orthose, atleast, whose
position is known —is plotted on a
graph, and areading of thisplot is
available only at 15 minute inter-
vals. While | accept that the plot
took time 1o prepare, and that it is
reasonable to expect to have an
updateon mfract|]uantly itis frus-
notio be able torefer to the
1351 while waiting for the new
one. | alse found it difficult to make
sanse of the infarmation illus-
trated: it is-not at all clear what
represents what on the on-screen
diagram.

e are five scenarios to
choose from, even though the bat-
tle lasted for no more than a day.
Three recreate particular incidents
in that period, one allows you to
play through sorething that might
have happened, and one, natur-
ally, allows you to atternpt the
entire confrontation. Selemn
realism reaches its height in the

scanario ‘Night Action’, which
sounds almost unbearably excit-
ing; 'because of the very poor vis-
ibility it is quite likely that thers will
be little or no contact or action dur-
ing this scenario . . .

Combat takes place automati-
cally when enemy ships are within
ranga of each other, and it is dis-
played visually after the playerhas
entered movement orders, The
chances of hitting the enemy are
influenced by vanous factors,
including the visibility (which can
be affected by the ship having to
fire into the setting or rising sun)
and the gunning ability of the par-
ticular ship. Confusingly, hits on
the player's ships are shown from
the enemy’'s bridge. If visibility is
poor and the ship cannot identifya
target, the player is given the
chance to stop the attack.

Lesser ships - the light crulsers
and destroyers —are aither sunk or
afioat. The battlecruizers, on the
otherhand, gothrough acomplex
damage sequence befare finally
sinking. Their gun turrets can be
knocked out, reducing their effi-
cigncy in combat, their maximum

Alarger selection of letters than usual this month, thanks to the extra
space available in this FRONTLINE Special. Sometimes, due to the
usually ungenerous page allowance accorded to FRONTLINE, the
FORUM gets squeezed out altogeﬂ\ar Just because, one month,

youdon't see any letters appe
want any! All your letters are re;::?and filed, and you

e thatl don’t
might be sur-

prised to see that something you sent months ago tmexpectedly

turns up in print.

| welcome letters on all strategically-related topics. In fact, | wel-

come letters on any subject even
nto FRO!

‘pulting out, such support is badly needed!

Nﬂiﬂﬂ
malnmy

. anything’
m, and, with

ly related to computers or
INE supports strategy gam-
companies like the old

THREE POINTS

Dear Philippa

| have followed FRONTLINE for
twa yearsnow, and | have decided
that itis timeto write to you. Basic-
ally | want to cover three peints:
DIFFICULTY: All games are
difﬁcuit‘ahenﬁmnlayad lautnncre
cracked, thaze ecome easy. |
believethal thethingthatmakesa
game worth its money is the span

oftime betwsen the day you buyit
and the day you crack it. Some
times 'cracking’ day can be soon
(Tobruk — four daysior it can be
menths (Hebalstar, Level 8 — four
months). What | would like to see
in future games are difficulty
levels, or agenerally harder game,
After all, wargames have bean
going around for three ta four




—

speed can beredluced, increasing
their chance of accidently break-
ing: amyé;mm the squadron, and
general damage progresses

ﬂwaughﬁwstage&from nitte very
heavy, When a ship is damaged,
the player is given the option of
detaching it from the squadron. A
daim Ehlpamwsmesquadmn
‘down, but getting rid of it when its
?.m mrra'ts arg large reduces the

The range of reality factors
'rulepinned’ is very great, and |
know that many people get satis-
faction out of that for its awn sake.
While | lilke to sae complexity in a
gﬂma of this nature, itis not

to make it enjoyableto

Ia'y found itvery drm:.ult o get
m-y satisfaction out of playing:
Dreadnioughts at Jutland, as a
simulation it lacks atmaosphere
and excitament, and as a game it
is not interesting.

On the ether hand, | realise that
some people will enjoy the histori-
cal gccuracy more than | am able
to, and there has certainly been a
Iot of thought, research and
kniowledge putinto a game which,

ars,and us players mustbe get-
Ea bB‘Etertc— some degres
BIGGER: With the advent of the
128's, with the exclusion of the
+3, doyou think game areas could
bat:ﬁg’sr include speech, better
artificial intelligence and
me enhancing functions?
o, do you believe the 48K still
hasaroletoplay in Spectrum war-

Bamm? :
IY: We've had GAC, PAWandthe
3-D Games Maker, do you think
wa'll saeawargamasut:ltty? | per-
sonally don't see why not, and I'm
sureyouandagreat nu mbarafmy
fellow wargamers would agree this
would certainly help boost the
admittedly low volume of Spec-
frum refeases. The only danger is
that the market could be flooded
with bad games, but I'm sure.ong
iortwo might be geod, and as | see
it that's all we'd need. Also, it
‘would help the players make their
OWn es; o rmmament eIr
own ideas, or design a
whera anuh‘mr gama shc:t
. nowthat's off my chest
l!:ﬂnwf N\Em luck in the
FRONTLI nd hope you win all
the coming campaigns.
riggs, DN3§
5BT

The difficulty of & wargame is

Dear Philippa

[found your summing-up of
Pegasus Bridge very informative
andentertaining and | will be look-
ing out for it in tha shops (h

fully). If not, 1 will have tofall back
on Aggie (not literaily). I'll check
out your rating then!

This wargame particularly
interests me as | would imagine
there are not many of your readers
whotook part in this operation and
it is & very vivid memaory to me.

You mention that the program
has some ground troops reset in
position. limagine these consisted

of an assault force of six glider-

fior an amateur production, is well
prasented. Youwill, | hope, be able
to tell from my description whether
this is your sort of game.

Presentation 78%
Al parts of the program run
smoothly, and the documentation
is unusually good for an amatewr
game

Graphics

The views from the bridge are
reasonable, it functionally dull. The
plots are difficult to decipher

Rules 87%
Detailed, clear and ampis,
aithough there's a lack of broad
background

Authenticity

Cenvincing

OVERALL 69%
Awor maodel of Jutiand, which
some players will find intrinsically
more interesting than athers

88%

considerations

‘repeat playa-
bility" of arcade is limited
B et e

T, warga‘mm g -
entures, tend to lose theircharm
once they've been solved. War-
gamas aren't quite as rigidly
‘finishable’ as adveniures -
most give the chance to bet-
ter your

tory — but it's a great
tment to achieve a
'substantial Allied victory’ four
hours after you loaded the game
for the first time. That's one
reason why variable difficulty
levels are to be commended,
especially if the way that victory
ﬁ:mado more difficult Is imagi-
native,

one of the
in its worth,

lmuldhkammbiggarwar-

Spectrum,
g:aauumamfmeon!ywaymat
strategy games ¢an be

improved is outwards. Sadly,
though, | don’t think it will hap-
pan: it's a 2 ﬂ?:ns’gwa I've
BVEn seena op agame
sent for review, which - when
you consider that only 128 Spec-
trums are on sale now - is a very
discouraging sign.

Now two letiers on the subject
of my largely favourable
Pegasus Bridge review . . . "

A BRIDGE TOO FAR

Ioads of 2nd Oxf & Bucks who
nrash {anded their gliders around
?\t asus bridge at the dead of

and captured the bridae

aha,ad of themain body of6th Ajr-
borne Paras who were torainforce
this small group. There was a
caurﬁer-aﬂackbyﬂsnwl oup of
the enemy who came up the river
Oma by boat before the paras
arrived but this was beaten off by
Anti-tapk weapons.

| hope | haven't bored you with
this but from aceount,
Pagasus does sound
intaresting and authentic.

I'am more into adventures than

OVERLORD

Producer: CCS
Author: Ken Wright
Price: £9.95

This is the second game that 've
reviewed in FROMTLINE which
deais with the famous Normandy
landings, and last year | daa]twlth
a Commodore game in ZZAP on
exactly the same subject. It seems
thatthe Overlord campaign, when
the Aliied forces swept across the
north coast of France in a well
planned but not often well coordi-
nated effort to liberate Europe,
captures the Imagmatmn of war-
game designers. twasthe largest
amphibious assault in history, it
was the turning-point of the war
that means most to us today, and
the dramatic nature of events
make it a perfect template for any
WaErgamae,

Thecampaign had been in plan-
ning for overa year, and was
launched with five amphibious

wargames, but this is one | must
try. Sincerely hoping | am not your
oldest reader,
Mr D Drummond, Clacton-On-
Sea, Essex CO167DG

Dea:;’Pmlsppa et

Irgad your review o Pegasus
Bridge in the Xmas copy of
CRASH magazine. This game
seemed the best of the bunch of
Spectrum wargames that have
been released racently, but aftar
quiteextensive playing | find that
your review is uninformed and you
probably didn't even play the
garne right through

At the end of the game a
scoreboard flashes on screen and
E'rvssalistingc! bridges captured/

eld/destro and a final points
total for each army. All this is on
screen for about FIVE SECONDS!
and then the screen goes blank. It
is impossible to read so your
efforts have been futile, because
‘gt the end of the day you don't
know if you have won or lost! This
is probably the games biggest
fault but you failed to mention it.

Armoured and artillery units are
impregnable. Even though their
units are:small, any amount of fire
power, air strikes or naval bom-
bardment can be unieashed en
them and it still fails to even
scrateh their paintwork.

The third major fault is the non-
appearance of certain airborne
units, Sometimes they come into
play but on cther games {playing
‘the German side againat the com-
‘puter) they don't.

Perhaps in future you could
playtest the games a little longer
as there is not a plethora of war-
games released each month, and
put less emphasis on packagkng,
historical accuraey and rulebooks.
T‘I‘Nat game itselfl is what is impor-
tan

David Eltringham, Cleveland
TS185PJ

For my normal methods of
reviewing see the article else-
where in this issue, but | must
admit m nce of sorts over
Pegasus e. The copy

forces — assigned to their own
landing beaches — backed up by
three airborne divisions. Itwastwo
members of that airborne division
whofirst touched ocoupied soil, at
sixtean minutes past midnight on
Bth June 1244, Their plane landed
50 abrup;{;‘ that they were both
cataputted forward out of the
cockpit, This first contact was
rapidly followed by waves of
traops flooding onto the-beaches.
The American divisions found
themselves scattered and uncoor-
dinated; unable to concentrate
their attack force at any one point,
they ended up fighting
haphazardly wherever they met
resistance, Ironically this disor-
ganisation probably contributed to
the success of the asssult. The
eNemy was un and con-
fused, and was unable to discern
any pattern in thie landings simply’
because there wasn't angl

By contrast, the landing of the

gen the Crne and Dives rivers.

carrectly - | tried to attack with
more than one unit at a time. |
puzzied over this for some time,
and | knew that my copy of the

a review on what | hadmn of
the game. As this didn't include
completing it (the bug always
stopped me), | couldn't mention
- as | undoubtedly would have ~
the clumsy ending. Itis genarally
my rule to play any game to the
bitter end at least once.

British Bth Airborne Division betw- -

T




came off perdectly. and they
achieved their preplanned objec-
tives within mindtes. This, of
course, was the scenario concern-
trated upon in Pegasus Bridge.
More ambitiously, Ovarlord
attempts 1o reci‘aa:te the entire
sweep of the campalgn. |

Gveﬂordmmss from Ken
Wright, who now has Waterioo,
Yankeeand Biitz ta his credit.
Whereas the first of these two

mes are battle simutations, both

itzkrieg and Ovariord take a
Iong-range overview of a whole
campaign, mmpiﬁ'mnting gach
other thematically. Biitzkreg was
based on the ﬁrsi sweep of the
Axisarmies into Europe, and Over-
ford takes up the counter-attack,

The most fundamental question
about Overlord is whether the
scale chosen is correct for this
kind of campaign. The Normandy
landings wers tightly-packed,
individualistic events, and recreat-
Ing them really requires attention
to detailand adegree of precision.
In Overlord, we have divisions
represented by the usual square
counters bearing slightly dubious
symbols to identify them. In the
context of these battles, they
seem large and clumsy and are, by
design, aimast impossible to man-
ipulate.

The on-screen appearance of
the game is identical to that of
Biitzkrieg and indeed the author's
earlier games. A clear, though
rather sparse map fills the screen
withaut extraneous clutter, and all
communication takes place in the
smallme tges‘tnpaum bottarm.
One innovation is the reinforce-
ment box: a panel which floats in
the English Channeland allows the
player access to the units of each
ofthe seven armies which have niot
yet entered the game. The area
reprasented is the northern coast
of Frange, not unnaturally, but the
map goes southwards far quite a
bit thanlimagine itis gener-
ally possibie to move your units.
The whole map is seven times
larger than the screen (according
to the rulebook} and scrolls
smaoothly by means of the cursor

s

i A

player has command of
seven armies: five:American
corps, plus British and Canadian
forces. The division types are
divided into infantry, mechanised
and armoured units, and each
corps has seven units. There are
dlso airbome d‘[\itEiOﬁS. which arg
few in number and function as nor-
mial infantry when they've made
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their landing.

Thase units are defined only by
a'morale rating and a percentage
strength. They do not even have
individual designations, though
which tends to make them seem
biand and somewhat anenymaous,
The way that the movement sys-
tem works makes it impossibla to
place them precisely, however, so
acertaininterchangeability is use-
ful.

After selecting a difficulty level
from one to three (the morale of
your units is affected by the
choice) the.game begins without
further preamble. Due to memory
restrictions, and the large amount
of the program dedicated to driv-
ing the enemy's artificial intelli-
gence routine, there is ne choice
of sides or option for a two-player

game,

The tum structure, asin
Blitzkrieg is divided into-a single
arders p and a sit-back-and-
watch execution phase. At the
start of thia game, howeaver, afl the
player's units are floating in some
nebulous region to theriorth of the
map. The continent is occupied
only by enemy units which,
althoughthay disappearinto afog
of limited imelligence after the first
turn, are clustered in full and
fnghtamngiy profific view. The
invasion must in initiated on the
first turn, and to this end the first
thing the player does is to “acti-
vate' five beaches 1o fand on from
& choice of twelve, The beaches
areeffectively pointson the nerth-
ern coastling where units can be
brought onto the map, and arelat-
tered Ato L, Further beaches can
beactivated by moving units close

1o them;

On the first turn only infantry
units can be:mobilised, and anly
one can land on each beach. This
means that the sirategic decisions
possible on the first turn are limited
tothecholeeof landing areas - not
unimportant = and of the corps to
beusedinthefirst assault. Cnthe
action phase of the first turn, the
chosen units are moved onto the
beaches. The thing to doin the
nextturn isto getthemoffthem as

‘soon as possible, so that others

can be moved in. On the first turn
there is aiso an airborne units
option, if a corps with such units
has been chosen for the initial
assault. The airborne unit can form
aspearhead by landinguptathree
sguares away from one of the
active beaches.

The movement orders are
eptered in much the same way as
in Biitzkriag: the general ling of
advance of thie corpsis set by a
central, right and left flank posi-
tion; it is not possible to give
orders to individual units. Combat
orders are imited to a choice of
three approaches: whether to
attack any enemy unit that they
might encounter, not to engage in
combat atall, or teattack when the
general thinks there is a good
chance of success. Once these
orders are entéred for sach army,
the execution phase moves the
units in some approximation to
your intentions and then resolves
combat in aleisurely and intelligi-
ble way,

In combat, mechanised and

armoured units have the advan-

tage, and units with a’low morale
are sericusly at a disadvantage
Terrain has its effectico, thoughit
isnoi possibie to use terrain to the
same advantage as one gould in
the author's smalier-scale gamas.
In fact, the impossibility of posi-
hanmg units precisaly makes it
difficult to'care much about this
aspect. The results of combat,
instantaneeusly displayed, are
somewhat monotenous: sirength,
or effectiveness, is chipped off
units in 5% blocks. | have naver
seen damage greater than 20% in
one combat reund, although in a
iﬁel? combat phase a unit rmight

considerable damage from
repeated attack by enemy units
surrounding it.

The author lays great emphasis
on the artificial intelligence driving
the enemy, but the first thing this
routing is-called upon to simulate
is confusion as the enemy dots

about helplessly inresponsstothe
unexpected invasion, But they
soon rally and come streaming up
to the beaches in alarmingly large
and solid numbers. The first stage
ofthe game isvery much about the
problem of getting sufficient num-
bers of units onto the map befare
the enemy closes in and makes it
difficult to move units off the
beaches. Quick inland movement
is-essential, but going too far is
dangerous bacause the units get
trapped amengst the encroaching
Germans, The idealistobuildupa
solid defensive wall along the
eoast, with more than the initialfive
beaches activated and all units in
play. Thenthe player can meet the
German army on equal terms,
wear it down, and start to advance,

The difficulty is that the move-
ment systemn makes it hard to
manipulate the units into-doing
anything sensible. Thelack of con-
trol over movement—unigue inthe
Spectrum wargaming world to
Ken Wright's games - is interest-
ing and unusualin its proper appli-
cation, but frustrating in this
scenario. itis true that most of the
divisions fanded in disorder, but
the simuiation —if it is supposed to
be a simulation of that aspect -
has very littie reality.

There are no specific victory
conditions ta strive for: playis
stopped if either-army falis before
40% effectiveness, if Allied units
reach the right hand edge of the
map, or if all become deactivated.
Victory for either side is decided
purely ontherespective strengths
of each army at the time of play
ceasing , which s infuriatingly
artificial. It is much more satisfac-
tory 1o have structured goalsinthis
type of gamie, especially when it
aims, asthis ane does, for sophis-
tication.

Despite these negative aspects,
the potential for varied develop-
ment of strategy is very great and
this is certainly an extremely well
designed and well presentéd war-
game. | would have no hesitation
in recommending its a purchase
and!'mi Ioukln%furwardtciha next

offering from the same keyboard.
Presentation 90%
Urimpeachable

Graphics T1%

Clear enough, but rather unin-
spired

Rules 85%
The histerical material in the
rulebook is excellent and thorough
but the instructions on gameplay
are badly structured and slightly
canfusing

Authenticity 81%
Some of the historical atmosphere
isdestroyedand abstracted by the
clumsiness of the units, but
desapite that the generai excite-
ment is maintainad

Playability 79%
Thesmoothness of the crders sys-
temn makes it easy to play, but the
frustrating movemant impedes
playability to'an extent

OVERALL 84%
An excellent game with infuriating

aspects — worth buying




MATTHEW STIBBE outlines a few simple

guidelines to the design of a wargame from
initial scenario through to the ﬂnished article

THE ADVENT of computers has meant fhat wargame mwba #
enjoyed without recourse to rule books or dice; s like O Rats
and Annals of Rome have sold as well as arcade gamas, amal

interest In wargames. The spirit of the dedicated wargamer s

inside those games, however: as easy as they are to piay, mm?m"

inside the computer there are as many sets of rules:
game. As a result, designing a computer war
sh'a.lghﬂ{:mﬂrﬁasﬁaeems but with an eye for accurac

what makes a game entertaining, slmost anyone
strateg gamglnhs-mmrm‘gmamm howasi BIMErges
froma gasu: idea, to beemnaﬂfu&-ﬂa@gadmmm game.

The first stage is to decide which historical period is 16 be ¢ ed.
This does not mean that wargames must be set thmlbook

past, though; they can just as easily be set in some future, Such

as the games that simulate a hypothetical war ‘in Europe; although a

wargame is _sting the player against a simulated real ife situation, that
doesn’t neces mean it must have a definite anchor point in reaid;
Hom.:m'%mmld-h'amhm ed i d England
m-a-'gmd starting L “What if 0 tanks? s not,
because t ame would be alance Mybmuaa it
not be a good test of the plawr”aj' bilities, it has departed | |
b'om an accepted raamwewei r f =
)
E;I From the Bestzaling aulhor al ARNHENM, R T. Smith
[
gl DESERT RATS
=4
pr i
B
41
e

1 mmm I-Eiﬁh
i ﬂdﬂn

I piogram Dnﬂ‘ﬂmmnd wi

2 wargames are Eastem Frontand Desert Rats, and
e quite m.ms?belhpmndeachmtampmy
h%slowwnhthaﬂlwﬂfhm'nm\d Perhaps the acid test of a war
unfolds exactly fike the real historical situation/if the
pl thmqusmmmmmm
ere are several ways of implementing a wargame, and the next task
lstndaggewmsuamwmmw gaglgmhaaadc&wumm-
war smallest units %Wm Flm & battalions.
M%wmmﬂmmw 2 the best romise between
realit m ‘computer power,
human : ! remember where

piayatanyonetlmmmm-mt-"

hurr::;\1tr Wﬂll ﬂwyaan begiven wver#mmmm mmma

mﬁpl?edm ymﬂ m‘f:aﬂgnnmﬁmnaﬂ m&mhmw tlwm:aﬂast'

al - units 'm‘ﬂﬂ or. as

unit to m‘;::hmamarcmhsgwsn Eamnﬁmr atad‘nrlwnal

tevel, and Desart Aats ata more delailed brigadelevel.
A wargame is usually displayed on a serelling map, which shows

terrain over which a battle is being fought. Rainbird's innovative

{Universal  Simulator) uses & perspeact

terrain, This is excellent for small batties, but

%#"Immwsthemyﬂg
H M a & simulator in
ill get a general's eye view, instead of, or as well as a map

always begin with a proposal, which is usually only a few sides. This
has two pl rpnm firstly it heips me to think throbgh what | weuld like to.
do with . and secondly it helps me sall the game bggﬁmgemer
‘people an gfwhatﬂwamamabm I then expand an
I have covered in the proposal in my design, mchacmwsayﬂmmw
things that | cutlined in the. proposal work,
Along the way some - change,

instance, mymﬁlmmmwommwmmm

meuseaf%aﬂcm;a:rpamr Itwas only when | had worked out th
shiould last only 15 minutesand thi @, 8 whole game no

nl hb;.wa{lngmﬁm@,ﬁmtlfeaﬂae&mhwommm. ngth

airpower evom 1o the st

alsa uaevful rsading, 1or instarice Jam'ﬁ- mm Weekly. in addition,
playing board and computer wargames gives a good idea of what can
be;dﬂﬂe and what can be improved upon.
Dmelhadamdeacfhnwmymmam should work, | my
remui: hI:Dpe; I hadnctlhr:‘-g Psiton&e of the Vietnam mmd fm;n which |
derived the strategie and political slements of the game, and & book
called The Vietnam Order of Battle which cost a small fortune but which

DREADNOUGHTS at | JUTLAND

(HMS Lion as she appears in the game)

A SUPERB SIMULATION of the WW1 naval clash
“ all 84 capital ships individually detailed
* 2-player and solo (British or German) play options with 5
scenarios and 5 difficulty levels
£14.95 incl P&P from: SPECSIM
59 Chestnut Road
for the 48k Spectrum London SE27 9EZ

waﬁdﬂorqmpped For
suggested |

T e




lists all the. units that were present in the Vietnam war. Although this
information is available in other sources it was invaluable to have all the
information collated in one book. It is this sort of detailed information that

ig necessary when putting together a game.
Turning the avaifablep rmation into a werking e raquires the
use of rules. Thase tell the computer what should en in certain

circumstances. For instance in my game, when the US raises its
commitment to the war, the government's popularity falls. The difficult
thing is to work out by how much. | found that the best way of doing this.
is to make a mini simulation. In the case of the political elemants of
Vietnam | used a spreadsheet, with columns for each year of the war, and
rows for gach of the variables. Whan | hiad entered the figures, | could
lest out various strategles and see if they were realistic. From this testing
| medified the rules until | felt that | had a realistic working model. 3
._For the resolution of combat | wrote a simple ‘C' program 1o test the
effect of various units' strengths in Gombat against each other

way is to make an actual board game ot of the ruies, and use it to

] est the game. This sort of experimentation is very important in
m»a a good game; it is guite easy to do in BASIC, and ‘even with only
a few variables and formulae, quite complicated modsls can be
developed, sither for political simulation er for resofving combat.
Maovement can be implemented in several ways, either using
Wui mbmmb:hﬁ{e-amunﬁ moves smoothly and wnt:;gﬂmgg
reughout the tum, or by using discrete steps, which correspon
squares on amap. The latter is closer to board wargames, and isin my
ways easiertol nt, becalise it is easier to calculate how fast a unit
should move in terms of squares than in pixels. The former looks better,
and is more realistic, but is harder to pi h - 7
In many games it is not how thie unit moves but when. For instance, in
atactical wargame a unit might not receive its orders for several minutes,
and with a scale of 15 minutes to a turn, this 85 30me machanism
for delaying the unit from carrying out its orders until it has ‘recelved’

them.
The most difficult area is that of artificial intelligence: it is very difficuft
to persuade a computer to think in terms of flanking and encirclement.

Instead you need to give the computer a set of rules for moving that
produce the same net effoct. There are usually two leveis in a computer's
play, the first being strategic; the second tactical. Crudely speaking, in
the strategic phasé the computer decides which units are going whers,
and in the tactical, how they are going to get there. This is done looking
several turns in advance. With many units in play it is hard to consider
each possible move in the light of possible countermoves, as is donewith
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chess. so a mechanism neads to be built in to consider when to advance
and when to cut losses by withdrawing. These decisions also affect the
decisions the computer makes at a lower level: for instance, when on the
2ssault a computer might attack snemy units, and move d toward
them. But when on the defensive, units will move away fram and around
enemy units wherever possible. -

Another possibility is to pick a scenario where the player will always
behave in certain ways and so preprogram a number of counfer
strategies into the computer. In Desert Rais the compiiter always plays
very defensively with each unit moving in support of itartmbm.‘rhis
WIE represents the British manoeuvres, but under computar
control the Germans lack the vigour that ‘won them the Desert War.
Yet another way is to respond to the player's moves as they are made

during a movement phase. This is a form of cheating, and allows the
mmpl.rb,a-,taraspuncl_ _mmramwmmmaﬂ.lna
way, a hurmnan player-is capped because the computer can always
nmtﬂnathaexac:stateofmsnrmrmeé;butmaphy«cwmm

examine the computer's.
Gheethaﬁmiswﬂﬁan.i!m still nead some finé tuning. This is
ually done by modifying the variablesin a game, so that specific factors

us
are altered in a realistic or sensible manner during play. Other areas
are the tables that work out who wins a battle,

which may need char 5
g ;the speeds at whi erant types of unit move over different types
@rrain,
Often the problem with wargarmes is deciding what to leave

out. As an example, when Chris Crawford produced a version of Eastemn
Front for a larger Atari, he included a number of new options which he

m; unabie to- Igto Etfhamjl&" o X
\simulation s, of necessity, a scale Wi version of reality. A
simutation deals with gen not specific events; in my angam

th trends,
game | have inc d a variable called ‘outr " to simulate all the
different u:::gs Mnﬁpﬂw the world: strategic bombing, defoliation,
atrocities and the mining of Haiphong harbour. | would have liked to
mu& a model oi--?:tumvm'l?amasa diplomag ?_trflg a model of the

erican econormy ‘game, as these wou e made it more
realistic. Inthe end, however, | left them out, because | did not think that
they. mn'yd ‘add anything to the gameplay while simply increasing its
complexity.

If you think of a wargame as a game of rules like Manopoly, then all
thatg ecessary is to make those rules as realistic as playability and the
constraints of your hardware will allow,

= =




GREAT NEW AGGIE
BUYS AT GREAT NEW
AGGIE PRICES

up to 20% off FULL-PRICE games
Iincluding p&p!

L R R et R R R e B e e e e e e e e el Bl B el L F . g

MAIL
ORDER

AND THEN THERE’S . ..

ACE 2Coscade Games £7 20 (455, 17 55 (128K]
ANDY CAPPMimoesof £7,85

ARKANGID - REVENGE OF DOM \magna D5 40 casseris, £11 95 tisk
A Mﬂegrwr?g
£6.40

mmm ET.20
BLACK LAMP Firspird £5.40
BLOOD VALLEY Gremin Graphics 27 59
CHAMPIONSHIP SPRINT Elactric Dregms {7 59
WGWMN 40
DAN DARE II'Vrgn Games £6.40
RE-II'MMGL YCRL E7.20
DEFLEKTOR Gremiin Graphics £6.40
DRILLER incentwve £11:95 cassotme; T14.40 disy
DRLED I Freterd 05 40
EYEPriem £7.95
mwcn\ bel: -
FIREFLY Dcean'Spacal FIESJﬂcaas.e‘Ie £1195 dek

FLYING SHARN Firstird £F,
FRIGHTMARE Cascade mtn’ 85
GARFIELD Tha Edge £720
GRYZOR Oz £5.40
GUNSHP MicroPrase 17 98 cassetie, L1040 dsk
THE HUNT FOR RED QCTOBER Grant Stam £11.95
HYSTEREA Software Projects BG40
Wmsfr.m

WARRIQRS Ee £7.20 cassette, £10,40 disk

w,ﬂ.ﬁ&mnﬂrmhcs £6 40 eassatte, £10,40 disk
OUT AUNUS Goid £6.40
PHANTOM CLUB Grean 15,40

PHM PEGASIS Electronic Ans £7.00 cassente, £11.95 dak
PLATOCN Ocoan ©7 83
PREDATOA Activision 17599

PSYCHO SOLINER Ocean .40

mﬂf.ﬁmwﬂi‘ )
RASTAN magne £5.40 cassetie, £11 95 ek
ROADWARS Meibausme Housa £7 .20
Mmﬁ‘%ﬂdﬂﬁﬁ 40
mm‘.

EwnusE 95 caswtn £11.05 disk
MLED Gl €7 20 cassetie, E10L40) oisk
SIDE ARME G0 £7 2] cagsetta, £10.40 disk
STREET HASSLE Msiboums Houss £6.40
STAR WARS Domark £7.95

]
TETRIS Hirrcesh £5. A0} cassetts, £10.40 disk
TRANTOR = THE LAST STORMTROOPER 01 06 40
WINTER OL YMPIAD Tynazatt 18 40
Orean 0840

WIZBALL i
YETI Desting £7.20

SPECIAL DISCOUNT OFFER FULL-PRICE GAMES ’
| would like to order the following game(s) as they're at such fab and 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 amount, made payable to NEWSFIELD LIMITED.
Prices include postage; packing and VAT inthe UK. Overseas Orders:
please add £1.00 per order for Europe, and £1.50 (normal mail) or £2.50
air mail) order for all othe tries.
{Nr ail) per r coun ] SUBTOTAL £ I
ame c“' GET
[ S U e R e L T aup oo
----------------------------------------------------------------------------------------------------------------- FHIGE
2 R e e R
PLEASE DEBIT MY VISA/ACCESS Accoumtl l
| wish 1o pay by Visa/Access (delste as applicabls) SUBTOTAL £
Sk Expiry Date FREE BUDGET GAMES
Plaase Charge My Account No:
SRR ERENEREEE P&P_included
TOTAL -
— rv==r MAIL ORDER, PO BOX 20, LUDLOW, PAYMENT
F'\ . 5 SHROPSHIRE SY8 1DB ENCLOSED £




HOW CAN SO MUCH FUN
BE CONTAINED IN ONE BOX?

A colossal
compilation of original
gameplays and unique

challenges brought togetherin
one classic collection of action

and entertainment.

More fun...more excitement
than even the most dedicated
gameplayer can handle at
any one time,

illi‘muﬁllll‘l‘l |
intrigue, humnu:: w“'w o W%
FOR ONLY £9. 99 (£14.99 pIsK) YOU CAN FIND odaT

| cemovizs

THE DUCT

Zoom your way through a
network of tunnels in your
buggy avoiding the myriad of
hitrards thal race 16 meel youl,
beware the Aliens and barriers
that move around the
circumizrence of the DUCT,

THE FINAL MATRIX

Brave Nimrod, sent on a
dangerous and apparently
endiess mission to rmscue
other Bioptons imprisoned on
the sinister Malrix prison
network.

AUF WIEDERSEHEN MONTY
Lying low in Gibraltar, poor
persecuted Monty Mole's
whertabouls have been

leaked Lo 'Intermole’
in hat pursuit.

, whe are

THING BOUNCES BACK
A-quick hand and dogged
delermination are needed if
you're to get anywhere with
Thing, as Gremlin's springiest
star bounces back in a pew
adventure.

MASK

Jomwith Uhe forces of MASK,
skilfully commanded by Matt
Trakker and combat ihe
villainous VENOM in their
quesl for domination of the

BASIL THE GREAT MOUSE
DETECTIVE

Will your powers. of dedustion
be enough to enable Basil to
rescoe Dr Dawsoen from the
villainous clulches of
Professor Ratigan?

DEATH WISH 3

Madern day vigilante Pal
Kersey wireaks his own form ol
revendge on the scumand fith
that terrorise the streets of
Mew Yark,

CONVOY RAIDER

The free world i in peril, the
future of the country lies in
your hands, frighteningly
powerful weapons are al your
disposal and impurdan
decivions must be made.

JACK THE NIPPER IN
COCONUT CAPERS
Bankdhed 1o Australia, our
favourite [ttle horror jumps
plane to land in deepest,
darkest junglelond, What
haved he goes on Lo creale s
limited only by your
imagimaljon,

SAMURAI TRILOGY

I an age inwhich honour was
revered, a class of wardors set
themselves apart (o dedicate
thedr Hves to a perfection in
combal and discipline of mind
that became a religion,

BULLROG

Blan yeiar wiry through knfinite
levels ol high speed space
actlon, penetrating your
enemles outer defence system
Lo reach and deatroy the
POLOMN mothership.

RE-BOUMDER

Armed to the feeth, challenge
the might of the meddling
overlard, toretsm fo s happy
go-bucky life as o

B..B.. Bounder.

Gremilin Graphics Software Ltd.,

Alpha House, 10 Carver Street, Sheffield 51 4FS;

P -._\U

TRTEIN

LAY W
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Screen shots from various formats.




THE 1987 CRASH

READERS’ AWARDS

After spending many an hour sorting and compiling an absolute mountain of voting
forms, CRASH proudly presents the definitive Spectrum software awards for

BEST GAME
DRILLER
Incentive

HEAD OVER HEELS
Ocea

n
EXOLON
Hewson

With one in five of you vating for Incentive's
innovative eye opener, Criller swept the board
—but not wi%o’m challengs, The Jon Ritman/
Bernie Drummand game, Head Over Heels,
came a very close and respectable second
with 16%, of the vote. Raffasle Cecoo's first
Hewsonmasierpiecs, thetremendous, attrac-
tive and playable T brought up the rear
with a credible 8%.

BEST PLATFORM GAME

AUF WIEDERSEHEN
MONTY
Gremilin Graphics

BUBBLE BOBBLE
Firebird

EXOLON

Hewson

The platform game seems to bea dying breed
in 1&& but thatisn tiosay we didn'tget some
grest ones during 1987, With a tremendous
19%'%“12;%" i | lly zﬁgghmw jusrf
came top. Following only 2¢ ind was the
very colourtul BuBble Babble and agan com-
ingthird, was Exalon. The same 8%, nodoubt,

BEST SHOOT 'EM UP
ZYNAPS
Hewson

EXOLON
Hewson
WIZBALL ,
Ocean

With acombined vote of 57 %, Hewson games
dominated the shoot 'em up award. it
came down to pure mindless violence Zynaps
|ust had to come tap, with 34%. Exolon—
always the bridesmaid never the bride —came
anotable second with 23%, while Ocean's
Wizball raceived 6% and third place.

BEST ARCADE

ADVENTURE
HEAD OVER HEELS
Ocean

STORMBRINGER

1987. ..

M.A.D.
GAUNTLET
US Gold

Mo surprises herel Not anly is it a favourite in

‘the CRASH offices, but Head Over Heels also

gained a 26% winning vote in this category,
proving its popularity througheut the land. No-
one else came even close: second place
Stormbringer had 7% and the arcade licence,
Gauntlet, came third.

BEST SIMULATION
GUNSHIP
Microprose

COMBAT SCHOOL
Ocean

TOP GUN
Ocean

You all had your minds made up on what was
going to win the Best Simulation award when
you filled in the forms way back in the Christ-
maslssue. Even though they've only produced
two products on ﬂ'leugpac:trum the American
giants, Microprose, needed enly Gunship to
?el almost half of the readership (43%) voting
or them. Trailing way behind, but still interest-
ing 1o note, came Combat School (6%) and
Top Gury {5%), both from Ocean.

BEST SPORTS GAME
MATCH DAY I
Ocean

WORLD CLASS LEADERBOARD
US Gold
gOBSILElﬂH

igital Integration
Mateh Day Il gained an amazing 62%. of the
vote in this fittle contest — thus giving no-one
eise a hope of winning. However, the golfing
classic, World Class Leaderboard, must have
appeaied to all you Arnold Palmers out there,
gaining 15%. -Galgafg;ﬁ&_.ﬂ:&bsiefghwas
obviously intheminds ofthe 5% that voted for

the Digital Integration simulation,

BEST ADVENTURE
THE PAWN
Rainbird

SHADOWS OF MORDOR
Melbourne House
KILLED UNTIL DEAD
US Gold

The adventure market was very guiet in 1987
but Rainbird still had lots to shout about when
they released the highly complex and intelli-
entgame The Pawn—and sodid 15% of you
ﬁdon"t think they were ALL Rainbird employ-
ees). Melbourne House's Shadows OfMardar

cameavery close second with 14% of the vote
—sadly Melbourne House seemto haveforgot-
ten about adventure games now. US Gold
pt)'_,ptege_d its head in with the detective/mystery
Killed Urntil Daad in third place (7%).

BEST STRATEGY GAME
e

TAI-PAN
Ocean

THE SENTINEL
Firebird Gold

Ican'tsay that thiswas much of a surprise, Vul-
can has been at Number One in the Strategy
Chart aimosi since it was firststarted. And with
PS5 now pulling out of the market (see
Frontling) CCS seems to have it sewr: up, Vul-
can got 34% of you voting for it. Interestingly,
Tai-Pan and The Sentinel/ came second and
third, with 5% and 4% respectively — even
though they weren't teviewed in Frontline.

MOST IMAGINATIVE

GAME
DRILLER
Incentive

THE SENTINEL
Firebird Gold

HEAD OVER HEELS
Ocean

Driller certainly seems to have caught the
imagination of the CRASH readership, Inavery
wide-spread category the Incentive game ?ot
18%, forits amazing Freescapetechnique, fol
lowed closely by Firebird's The Sentins/(15%),
dnother game with impressive graphics, and
Head Over Haels (12%,).

BEST GRAPHICS
DRILLER
Incentive

HEAD OVER HEELS

an
EXOLON
Hewson
Gaining more than twice the number of votes
as Head Over Heels that unforgettable game,
Driller (30%) again zoomed to the top. But as
far as REAL artists go (Freescape is a graphics
generation program) Bernie Drummond, who
drew all the cute characters in Ocean's extra-
vaganza, must still be regarded as the Number
One Spectrum artist. Exclon— The Runner-Up

of 1987 —gained a respectable 12% in third
place.
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BEST MUSIC
TRANTOR — THE LAST
gz?nmrnoopen

LIGHTFORCE
FTL

AGENT X I
Mastertronic

The synthesised four-channel sounds of GO!'s
Trantor appealed to 16% of you. The ageing
Lightforce and Agent X /i gained 5% and 4%.

BEST SOFTWARE

HOUSE
OCEAN

HEWSON
Us GOLD

i ever there was a twohorse race then this was
it. Ocean and Hewson were streets ahead in
1987, with CRASH readers giving them 39%
and 32% respectively. Ocean can be remem-
bered for suchhits.as Top Gun, H&’bﬁﬁ Match
Day Il, Combat School and Renegade. From
Hewsaonwe haﬂ&m‘pn Zynaps, Nebuius and
Ranarama.. pmduwrsni many a licensed
game, US Getdgmnedﬁ% in third place.

BEST UTILITY
THE PROFESSIONAL
ADVENTURE WRITER
Gilsoft

THE ﬁm n
ﬂmfmm ART STUDIO
Fhinﬁlm

pﬁh{&dﬂaﬂtﬂr&cmﬂt@rgﬁ 21 % of
it. Twe art rams, The Artist

mmmsmmacmﬂ%and
1%? bmmrthawhner (Work that eut if you
Wi

BEST PERIPHERAL
MULTIFACE
Romantic Robot

| roblem were solved
with the Multiface 3. 26% voted for the series
of 3products. The. W:me&‘?ﬁ
of you interested with-a' musically-
of you voting for RAM's Misic M

BEST PBM GAME
IT'S A CRIME
KJC Games

SHATTERED WORLD
Jade Games
MEGALOMANIA
Phoenix Games

Much has been said about the moral aspects
of KJC's It's A Crime but it certainly created
much interestamongst the PBM fraternity with
27% of thevote. The immensely popular Shat-
tered World was just squeezed into second
place with 19% and Brendon’s favourite,
Megalomania from Phoenix Games, in third
place with 10%.
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'thevote Lightforce ﬂgﬂﬂ bwpm‘?' ped its

MOST EFFECTIVE
GAME

ADVERTISEMENT
GAME OVER
imagine

BARBARIAN
Palace
LIGHTFORCE
FTL

S0 the scantily clad young lady fram Imagine
and Maria Whittaker got you runmng tothe

with 7%in third,

BEST GAME

PACKAGING
DRILLER
Incentive

GUNSHIP
Microprose
STARGLIDER Rainbird

Big boxes were certainly the order of the day
for 1987, Driller, which got 21% of the vote,
carne complete with a novella and map model.
Gunship {13%), in true American style, came
with a great bigmissionmanual and keyboard
overlay. And 10% of you didn't mind lashing
out 15 pounds for the lavishly packaged
Starglider from Rainbird.

BEST GAME INLAY
GAME OVER
Imagine

LIGHTFORCE
FTL

RENEGADE
Imagine

My goodness that Imagine girl doesn’ thalfF

around a bit. As well as gaining an award

affecting most of you with an advert Game

Cver also had the Best Game inlay. Tﬁa now

e e &
ured highly wit as

Imagine's — both with 6% apiece.

WORST GAME

EASTENDERS

Tynesoft
MASTERS OF THE UNIVERSE

ﬂll?:ﬂ SOCCER
Ocean

. Itseems ﬂ-onu:: that one of the few ms,?ramssthat

the CRASH team could not get

paims o shauld come topin thnsmtedaatﬁg
ory — sorry we couldn’t warn you. There wers
many bad games about, though — Eastenders
only aot 8%, US Gold's Masters Of The:Lini-
viarse gained, or rather attracted, 6%, The
hardly SUpBrSGCCBF got a meagre 2%.

MOST OVERHYPED
GAME

THE LIVING DAYLIGHTS
Domark

GAME OVER

Imagine

DRILLER
Incentive

Obwvicusly, Garne Overwas an amazing disap-
pointment to y=iall=but Imagine did a great
et in promoting it. As did Domark with The Liv-
ing Daylights — they both gained 10% of the
vote. Was Drillernot the amazing ‘new dimen-
sion’itwas cracked upto be? it seems not. 9%
of you feft that you can go so far with promoting
anew idea.

EASIEST GAME
FEUD
Bulldog

Ocean
CHROMNOS Mastertronic

1said 15% of the readership. Perhaps
yau'd all been using Nick Roberts's Playing
Tipson Feud! Rer L with 13%, followed
closely and leading Ghmnas with 8%, (I hope
you didn't use the mega Iaser} and Barbarian
(also with B%).

MOST CHALLENGING

GAME
HEAD OVER HEELS
Ocean

THE SENTINEL
Firebird Gold
RENEGADE

LIGRI?IITFOHGI

HEZBAI.-I.
Ocean

This is the pmgrammem fa\rtmrﬂe ‘calegafy,
far it is only now rhau}‘ﬁs): krmwfer sure
whather they got a game's playability /|

right', Head Ovear Heals 5‘5 a smund awam
with 182, The Sentinefio lawsmnﬁsheﬁswwh
17%, -and then all with 8% come Renegade
Lightforce and Wizball.

MOST ACCURATE
CRASH REVIEW
DRILLER

Incantwe

HEAD OVER HSELS
COMBAT SCHOOL

Ocean

Yes, we thought 5o too!

LEAST ACCURATE

CRASH REVIEW
ARKANOID
Imagine

ACADEMY
CRL
RENEGADE
Imagine

Umm . . . sorry about that.




MAY THE FORCE GO
WITH YOU!

You'll need it!! The reflexes and powers of a mere mortal will not be enough if
you accept the challenge of these four chart topping arcade conversions, together for the first time in one package.

GAUNTLET &1y DEEPERDUNGEONS MAPS
Enter a world of monsters and mazes,
iollow the paths of mystery and
combat, searching for food to
increase your health. Monsters and

ATARI

@

ROAD RUNNER™
Cartoon’s most elusive
character has finally been
trapped in this comic all-
action extravaganza that
recreates those nailbiting
chases and the fast moving
excitement. Overcome all
the dirty tricks Wile E Coyote
can throw at you with ease,
agility and grace and a
haughty ‘Beep Beep’,
otherwise it's sorry,
goodnight and
‘Burp Burp'!

legions of enemies will bar your way,
However, they're not your only
opponents in this quest for food,
treasure and magic potions - the
other players are also on the trail of
the same good bounty.

CADE CONVERSIONS

METROCROSS™

Are you the onein a million who can
think in microseconds not minutes?
3 If so Metrocross is for you. A
chequered floor riddled with

INDIANA JONES &
THE TEMPLE OF DOOM"™
Pick up your trilby and trusty
bullwhip and don the mantle
of the legendary Indiana |
lones! Prepare yourself for
your most dangerous
adventure yet. You will call
on all your reserves of
courage, strength and skill
to storm the evil Temple of
Doom and rescue the
imprisoned children
and the magical
stones of Sankara.

namco

potholes, a barrage of obstacles that
hinder your progress and no go areas
that bring you to a standstill make
this race against time increasingly
impossible.

CBM 64/128 Cassette £9.99 Disk £14.99 Amstrad Cassette £9.99 Disk £19.99
Spectrum 48/128K Cassette £9.99 Atari ST Disk £24.99

U.S5. Gold Lid., Units 23 Holiord Way, Holford, Birmingham B 7AX. Tel: 021 356 3388.
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SPECTRUM 128
CASS £7.95 DISK 495

IBMAMSTRAD 1
+ COMPATIBLES
£19.95




We can't have American words
inthis column! But it's toc late to
change the name of
infogrames’s excellently-drawn
Sidewalk now, bacause

Stephan Pettitt of Maidstone has
already sent these tips.

1 Find the hipple, ask whereto
get tickets

2 Go to the record shap (with
two arches) and ask for three
tickets

3 Find Whacka, ask about the
fiver

4 FindSnake, say ‘The man with

| the flail sent me

5 Go to the record shop, say
“You really haven't any more
tickets?"

6 Find the hippie, say ‘What do

PAVEMENT ?

you know about a stolen bike?'
7 Goto Germaine's house, ask
the same question
8 Gotothedead-end strest, get
the engine
9 Beat up all the gang members
to collect pleces of the bike
10 Find the punk girl and ask
‘What do you have for sale?’
11 Asyou walk past the alleys,
collect more pieces
12 Whenyou'vebeatenupagang
member, always go to the bar
and have a drink
13 Once you have every piece of
the bike and two Band Aid
tickets, go o the phone box
and tell your girffriend that you
will be with her as soon as
possible

ATF
TACTICS

Digital Integration’s ATF,
reviewed lastissue, was liked all
round even though it missed
getting a Smash. And now you
can fly further with your
Advanced Tactical ;Ightar,
using these tips from

Luther Arkwright of North Kelsey.

The map will always show all
friendly and enemy forces, even
though only one or two units are

be attacked. Only sea forces of
either side are at sea, so a cluster
of enemy ships can be easily
distinguished.

Since any enemy unit within
80km ofthe ATF will be spotted, a
tight cluster of enemy units is a
good target.

Weaponry: 5 units of gun
ammunition is enough for almost

an extra Maverick instead, but it
isn’t worth the points lost for killing
interceptors. The ASRAAM is of
little use, and steering it also turns
the ATF.

It's usually better to carry a full
fuelicad thanto carry afull load of
Maverick missiles. If a couple of
enemy bases are near your
starting point, the trade-off is
worth it. Usually range is an
advantage.

full speed to hit the ground in
Terrain Following mode. And at

from the front. It's worth slowing
down for the actual attack on the

spotted by intelligence so they can

any mission. 1t is possible to carry

Speed: It's very rare for an ATF at

that speed most interceptions are

target — it takes a lot of hits to
destroy some targets, such as
bases.

TIM Mavoﬂclaoh:s arange of .
slightly over 100km. The target has
to'%e in front of the ATF, and the
closer the target bearing is to the
ATF's heading the better.

Land and sea farces are usually
destroyed by one good shot; butit
usually iakes two or three hits to
destroy factories and
communication bases. Bases are

ve%y tough targets.

uming back to continue an
attack is a slow job, 50 it's worth
takingasiow toallow as
many shots as possible.

Interceptors are a nuisance. If the
terrain grid is switched off ahead-
on attack is a little easier to spot,
but abrief burst of cannon fire and
a slight turn to the left or right will
usually deal with the interceptor
and avoid any shots it's fired.

There are two ways of surviving
an attack from the rear, The
simplest ig to turm away from the
interceptor. Ifit on the left
turn to the right. The pattern of
shots will then just keep missing.

Thereis adistinctive pattern just
before the interceptor breaks off,
and as you turn back toward your
original course you should get a
good shot at it.

Amore difficulttacticis to break
across the interceptor's line of fire
and then keep turning leftandright
till it breaks off, giving you a very
closashot. This method keeps you
closer to your original course but
can get you shot down,

The automatic landing system
has arange of about 70km. If you
are not actually being attacked by
interceptors or SAMs you canstop
worrying about fiying.

There is one hazard: badly-
damaged aircraft cannot maintain

height and speed when the
| iageisiowered, sodon't
do it till the last moment,

The end: ATFends when cneside
oranotherruns out of land and sea
farces, or when you've lost three
ATFs.

Two easy mistakes to make are
not lowering the undercarriage on
landing, and not noticing that there
is a SAM warning.

For maximum |l:ncints. save the
last military unit till you've hit

everything else, though be careful
not to lose all your own units.
Enemy interceptors do not
to need a base to fly from,
but there will not be many flying.
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KeY: STARTING PoiNTS JUNCTIONS THE ENEMY

T-THANE H=HERALD | 1-Winsans Fork [TT— TYRIAN'S THANE
A- ASSASSING S5-SAVAGE | 2—Funsans Fork [TM— TYRIANS MYSTIC
F~ FooLs M-MysTiC | 3 FouesFork [UR- UMBRARGS REAPER

33~ SiLver. SWOrD|SiC- Siwver Cop
&Cr - SHINING CRYSTALIGA — GOLDEN AMULET
5B~ SHINING BOOK [GB - GOLDEN Boov.
5C—SHINING CuP [SA ~ SHINING AMULET
5iB- SILVER Book

It's nice to see cartographers taking notice of the art department’s
pleas - all the maps this issue were sent in drawn in black and white,
just right. This one, for Firebird’s Dark Sceptre, comes from S Wallis
u;Abemtwym (Mark Caswell’s homa town) and wins him £30 worth 3
of software.
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Following on from Issue 49's
tips for son's Nebulus, here
are levels 3 to 5 from
Steven and Gregory Brock of
Mitcham in Surrey.

Mext month: levels 6to 8.

LEVEL 3
THE TRAP OF
TRICKS

Walk left around the tower and
shoot the bouncing ball. Go in the
door and get onto the lift. Go up
and walk right. Wait for the
spinningnasty and letitknock you
onto the level below. Shoot the
bouncing ball and keep walking
right till the end platform
disappears. Go on the lift and go

up.

pWa%k left and wait at the door.
When the spinning nasty comes
near you, go through the door; you
should fall down on the other side.
Go up on the liff, then wal left
under the aliens and go up on the
lift, if nothing is coming. Fall left
andwait for the alien to move right
and pass above you. Now wal
left.

Shoot the blocks, then walk left
and fall down onto the lift. Go up
and through the tunnel, then
immediately walk left and go
through the door. Walk left and get
on the lift. Go up and go through
the door to finish the lavel.

LEVEL 4
THE SLIPPERY
SLIDE

Walk right, up the steps, andjump
the aliens when they are down. Go
ontheliftand wait for the spinning
alientoappear. When ha does, go
up and shoot the block on the
right. Walk left and shoot one of
the blocks; then allow yourself to
be pushed back by the slippery

atform and shoot the other

lock. {Don't press FIRE while
you're walking — it makes you
umpl

Waik left and quickly climbonto
the lift. Go up and enter the tunnel
when the spinning alien gets close.
Walk left, and jump the middle
platform or it will di ar. Walk
left and go up on the lift. Walk
under the aliens on the other side
and shoot the block.

Now go through the tunnel. Turn
right and shoot the block. Go
through the tunnel on the left and
shoot the bouncing ball. Go left
and shoot the other block. Go
bankthrough the tunneland goup
the steps. Fall onto the lift and go
up. Shoot the bouncing ball to the
right and walk onto the lift.

When the alien goes to the left of
the platform above, go up on the
lift, Wait till the alien goes left
again, then fall down onto the
platiorm below and jump the gap

ONE NEBUL AND
YOU’RE NOBBLED!

to the right. (This might be a bit
hard!)

Go through the tunnel and climb
the steps on the left. Wait for the
left-hand alien o start moving up
just after the nearest alien moves
up, and then climb the steps till you
get to a flat bit where you have to
jump the middle platform because
It disappears.

Climb the step and shoot the
bouncing ball. Walk onto the lift
and go up. Walkright and fall down
when the bubbles aren’t near you..
Shoot the two beuncing balls and
wallcright, When you see six
platforms piled up, jump them and
walk right till you come to the end
of the platform.

Wait till the spinning alien comes
and let him knock you off onto the
platiorm below. Walk right off the
platform and go up on the lift. Walk
left and into the tunnel to complete
level 4.

LEVEL 5
THE BROKEN PATH

Go onto the lift to the right and go
up. Walk right and stop just before
the alien. When it goes up you
must run underneath it and jump
over the next platform, because it
disappears. Shoot the flashing
block on the right and fall down
ontothelift. Goup, go up the steps
and go into the tunnel. Wait till the
eye is above you, then climb the
steps and Fctjo up on the fift.

Jump left and wait forthe eye to
go over your head. Jump again
and fall down the next gap; the
platform should disappear. Shoot
the flashing blocks on your leftand
go up on the lift. You should get
knocked down by a platform.

Try getting back to the point
where you shaot the block. This
time you have fo fall onto the left-
hand platform, and it should
disappear. Go up on the [ift. Walk
left and jump the gaps. Jump the
first eye as it moves down, then
shoot the left. Jump right, back
over the aye, then fall nght, anto
the lift. Go up, jump left when the
lift stops and walk under the eye.
Fall ento the lift and go up.

Walk left and wait for the
spinning alien to knock you onto
the platform below. Climb the
steps when the eye goes away,
then fall left. Walk under the two
eyes and walk onto the lift. Go up
and, if you've timed it right, a
spinning alien will arrive. Go in
when it comes close.

Climb the steps to the right,
dodging the eye, and go through
the tunnel. Climb right and watch
out for theeye. Wait for the aliento
go left and follow it, then go up on
thelift. Walk left and shoot the two
bouncing balis beifore walking
under both aliens. Carry on
walking left, go up on the lift, and
go through the tunnel on the left,
You've now completed level 5.
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Last month there was a level 1 map for Ocean's Plaioon, and now | levels 2 and3. Well done, Stav, these are just what the art
WMMHthmmmm department wants maps to look like!




U.C.M. HERE
FIRST!

To go along with Dave's tips thare
know where it came from, but I'm

sy Haok -1 don't
will know.

ON THE
THUNDERCATS

CRASH April 1988
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SPALE ...
TIME...

Lost and forgotten. A civilization
beyond our understanding and
machines beyond belief.

Ring Worlds — their purpose was
simple. To locate uninhabited worlds and
bleed them dry. But then something
went wrong. A programming fault?
Passible . . . but irrelevant because
hundreds of Ring Worlds are converg-

i N our Solar system devauring
erything in their path.

&%  With an entire solar-system to
't?gqjiora RING WARS features superb
3D aetion depicted in the most detailed
vectors you've seen.

Your squadron is scrambled and
yvou call up NavCom to plot your attack.
Your systern planet chart is directed to
your main display while the outside view

is windowed simultaneously on-screen.

Multiple targets demand cool calculation
as you decide which presents the
greatest threat.

Armed with an array of
sophisticated intelligence gathering
devices you can probe your enemy and
engage. Your ultimate aim — to
penetrate the RING WORLD diving
deeparai}d deeper into its heart to
deliﬁi‘a’;‘.jﬁh&;‘hilﬁﬂg blow. Can you escape
before i%"lrs,i:il\s you.

SAND YOU'VE

",

. GOT TO
FIGHT THEM

cheque/postal o
f YOUL Y 3

[y=He cent, Harrogate, N. Yorks.
Tel: 0423 525325 Fax: 0423 530054

s S e o Y difony |

Cascade Games
Harrogate HELHE
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COMPETITION

cads ¢
trip of fabul

g action across
e 1, py of the arcade o
irty FLInE ] receive a copy of the
xcial T-shirt

tic creatione
n landsc

o tackle the wide scope

: ar; Thare'sonly

time

CUSTOM ROVER COMPETITION,
CRASH TOWERS, PO BOX 10,
LUDLOW, SHROPSHIRE, SY8 1DB,

3 later than May 9th, 1988.
ry BUrExp lof judge

n rather t




E AGE.....
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VO(;! %M%TEOR]G MAD HOUSE! IT’S SPAC

N -

CBM 647128
£8.99 Cassette
£11.99 bisk
SPECTRUM 128

£8.99 Not 48K
Compalible

AMSTRAD

5 Wil you endure the X12 ter Simulator and
an lce cool space fighter at the pinnacle of his powers or
like many more will you be reduced to a nervous, gibbering
wreck At for no more than Intergalactic tinpot trading ships.
Only the premier cadets of the Steliar iImperium’s pilot
will ever find oul and lis upto o merciless Instructors
to ensure that only the elite survive,
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“es TUb will back up most of yous TAPE based saltware, Including most of the rcent
jerky loaress and those programs with a counter — converts for reliable Ioading, Can
measure spead of Taster lha ‘managas 100% accuralely many biocks over 51k,
atc, ele, Unrivalied, On tape at E7.50.

SPECTRUM TAPE TO DRIVE — TPS

A complele spftware package (inciudes TUb) 1o tran hundrads of programs to
oUr drive — manages soma that hardware devices can not reach! Jerky and counter

aders mananed sasily, bul program not for the novice. Only £12 (+21 on m/driva
carll. INFORMATION BOOK covéring aver 400 transfers; including reany 1op 20 hits
£2.50 extra with TPS.

M/DRIVE OWHNERS — MICROMATE
The-only complete package for m/drive owniers, and it pays for ftsalf! These are ust
some of its featuras: Format (up to apprax. 104k}, Clone, seator aditor reconditions
cartridges, repalrs and gives condition of files, "boot" program, multipls ERASE,
raname, trug GAT. Coples taps to drive (unsecurad), drive to drive, drive to 1ape. Ithas
50 many features and (s Urigue, YOU MUST HAVE THIS PROGRAM |F YOU HAVE

A M ! £13.99 on midrive cartridge.

Code compressar — compresses machine code — marny uses, but ideal with hardwara
davices that don't compress code, Only £4.50, 280 it = An suparh assermbler
flull scresn editor), fast disassembler, single step to sed How m/c works, loader,
hex'dsc tn&qu. twigral = ideal for ALL particudarly heginners — only £7.99. State
TYEE of SPECTRUM + driva system when orderng. €. PLUS 3 or 128k with Opus,
dise drive. Midrive cartridges £1.75 each (min -I?. - -

_ALL PROGRAMS CARRY DUR MONEY BACK GUARANTEE (not updatas - phone
far prices of thesal. Ajéfri-:as inciusve Bxcept add £1 Europe, £2 ofkers, SAE forfull

cletaits LERM DEPT CR, 11 CLOSE, WHITLEY BAY, NE2S 3UW. (Tel. D91-2533625)




SIXWORD up

% 'Fp? e m "”ﬁ' «  "ROR

N ENENERN EN O E “-‘m e,
e+ ‘EE? At véﬁ#v winge £ ?H‘“
PLOT REM RAND .1g TLIFMN lr INPUT POKE PRUNT
. Y D‘ N :. Y T %g‘. T:"" MD? ﬁ PR .‘| 4 0’ &
e Bt AT s f% il W oM AW
QIR n1g. sy o _Fan gota.  oOsuB.  LOAD. ust_ LET_
‘ A e B B *Eg" r? G WY W W«

si';'- e Vol Al ol SR wiee

% {'OW Chﬁk; CONT CLE/ B':.I'-'.DE*H MEXT PAUSE
Cz® ¥ ¥ WP w? w! w’

--i?!',”' ‘\:‘% k‘::}f | ‘ Eﬂﬁﬁ







NORTH STAR™

Alone it stands, majestic and
proud,.. the final hope to Earth's
savagery and overpopulation...
Morth Star, a glorious space station
orbiting serene tranquility, too much
tranquility... 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... a unique l¢ing on a mission to
rescue a unigque project.

Spectrum 48K £7.99 cassette
Amstrad £9.99 casserte £14.99 pisk
Atari 5T £19.99 pisk

CBM 64/128

£9.99 Cassette £14.99 bisk

“FROM QUT 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 dilema.
To agree to VENOM 's.demands
would give them total control 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 cassene

CBM 64/128

£9.99 Casserte £14.99 Disk

Amstrad £9.99 Cassette £14.99 Disk
MSX £7.99 cassene

MASE™ AND THE ASSOCIATED TRADE MBRK
ARE THE PROPERTY OF KENNER PARKER TOYS,
INC, (KPT) 1587

WORLDS APART FROM QTHER SOFTWARE!

Gremlin Graphics Software Limited, Alpha House, 10 Carver Street, Sheffield S| 4FS. Telephone (0742) 753423
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AVAILABLE FROM YOUR FAVOURITE COMPUTER GAMES STOCKIST ‘OR SEND
CHEQUE/ POSTAL ORDER FOR £9.99 (casserte) £12.99 (pisk) prus 80p p&p.
ACCESS AND BARCLAYCARD HOUDERS TELEPHONE 01-278 0751

Ouriaw PropucTtions, Tue O1p Forcr, 7 Cateponian Roabp, LONDON
N1 9DX




MORE ACTION AND EXCITEMENT
THAN HUMANLY POSSIBLE!




MIKE DUNN has decided to hang up his beret
and brush for a mortar board and calculator,
and is busy studying to be a nuclear brain
geologist or something. From now on, MARK
CASWELL will be introducing your Spectrum
SCREENS, and so, without further ado . . .

Q\x;k' B

87

8 STOP statement, 36G:1

E:*.L‘ﬁ;‘r- 'l,‘r ﬁ

A As this is the Chinese year of the Dragon, | thought it would be nice o add
this colourful screen picey, courtesy of Jason Scott from Lancaster,

Bridee of Spies Ot D

A A musical interlude now from the maestro of the computer screen, Matthew
Amoid from Newport Pagnell in Bucks. After impressing everyone with his
excellent Communards picture a couple of issues back, he doth return with
another album cover picey, this time from Bridge of Spies by T'pau.
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BN THE SMITHS

< MeatisMurdersays Gary Lovitt from
Waithamstow in London, echaing
the thoughts of Morrisseéy and the
gang.

Here's one dude | wouldn't like to
meet on a dark night: Night Walf,
by Simon George of Oxford.

B Kevin Willcocks, from my old stamping ground of Sunbiury on Thames, freely
admits that his picture entilled Freddy, was msp;red by the Freddy's Revenge
picture in issue 49, By the way, the short passage in the top right corner nt
the sereen is shown at the beginning of the film, so there.

SLEEP.

THOSE LITTLE SLICES
OF DEATH,

HOW! X LPATHE THEML

Well, that just about wraps it up for
this month Don’t forget to include
with your tape/disk a list of software
that you’d like if your screen gets
printed. Remember the new
software prize? It’s £40 worth of
software for the best entry, and £10
worth for everyone else featured.
And if you don’t want me to keep your
entries, you must send an SAE!

Keep your ego happy and your
software collection bulging: send
your screen dumps to MARK
CASWELL, ON THE SCREEN,
CRASH, PO Box 10, Ludiow,
Shmpsmrs SY8 1DB.




RUN IT
AGAIN!

From Ultimate’s classics to the cute and
quirky Head Over Heels, we’ve had our arcade
adventures in the strange 3-D of isometric
perspective.

But, says WILL BROOKER, some of those
first tentative steps in the new dimension
work better than today’s glossy games.

AY, way back when Hungry Horace was still a national
hero, 30 Ant Attack snmd out under the Quicksilva
label. lis Softsolid graphics of the walled desert ci
Antea:chern wermlarif a8 astoundir-’qgh@tggo Ant Art_f

wedged itself ly into Spectrum his as the first
game with truly three-dimensional views,

The next isometric blockbuster was Vortex's Android 2, released in the
spring of';sfs:tﬁén gamepla it;s. ugt Fii a‘éﬁvamign df}lﬁb? old ?ﬁrcmde.game_
Berserx, e graphics (which C| ?avegs% eughtit up'to this

azine's Game Of The Month standard. =
rammer Costa Panayi followed this up with the imprassivie TLL -
a fighter-plane simulation with a carefully worked-out dynamic playing
area. There's not a lot of game behind it, but the fiyi is enough.

The Softsolid technigue was soon followad by the st 3-0 ‘adventure:
movie' — Hewsan Consultants' The Legend Avalon, Its adventure
;I_ema% iﬁma bit du%:ous a:;d the tgrmmt;arcade adventure’ would ba

ute years after its release, & game was a great success
wﬁﬁpﬂs colourful, pseudoisometric graphics.

In 1885 the spate of high-quai‘r_tg isometric' games continued:
Uttimata's classic Knight Lore was followed by another Vortex game,

way Encounter, and the next techrical advance was Filmation 2. An
Ultimata invention, this allows graphics of Knight Lore's g te be
scrolled smoothly over a large playing area. Filmation 2 was used for
Uitimate's Nightshade, but was soon knocked into a cocked hat by
Th vﬁg& Fa

[ yle Games, Ocean's surprise hit
A ‘s Quazatron, A Spectrum version of the
Commodare 64 hit Paradroid, Quazatron amazed averyone by being
superiorto the inal.

Not so original but also well-implemented was Ocean’s Batman, and
Quicksilva's Glider Riderdeserves a mention along with Design Design's
Rogue Trooper for taking a gambie and nearly succeeding.

Last year Ocean had a megahit with Head Over Heels, M.A.D. had a
budget Smash with Amaurote, and Gargoyle brought out the first (and
w:lbablg last) H)édmma tion game, Hydrofool— the sequel to Sweevo's

‘orld. CRL's 3D Gamemaker utility now enables everyene 1o rewrite
Knight Lors, and last November saw the first real isometric adventure,

Incentive's Kg:hysa-a.
Of course, er isometric perspactive presents a ‘true’ 3-D view ia

eth
.arguabile - the t:Ezrlarin these games is ‘positioned’ sormewhere up in the

air, outside the playing area, so any using the te: ue looks
fofm. likea ical drawing, Though its representation of

ject and

30 Ant Attack
Batman

Head Over Heels
Highway Encounter
Knight Lore

Nightshade
Quazatron
Rogue Trooper

TLL
— o

roams may be highly effective, if we're going 1o nit-pick we can't say
isometric perspective gives a reafistic viaw, .
But the technique has proved perfecti

games, and It’s pointless to damn t

~ Moare significantly, it will beinteresting to see if the market for lsometric
graphics ever dries up, and if the public will one day reject the genre as
it ence refused fo accept any more

outdated and overused, just as
Pacman clones.

satisfactory for countless
am all for lack of redlism.

Quicksilva

87 % Issue One

ne day, one year, one
hour, says the
- introduction, He and

She arrived in the walled city of
Antescher, 'the signature of along
dead race; the city lost from the
world of men for days without
number’,

But the Ants of Antescher now
have your partner (either He or She
- unfortunately, this admirably
nma:amm feature is' un«damﬁ*?ed
by t ram’s always calling
you a ‘Igam'). and your job is to
rescus him or her with thi help of

3D ANT ATTACK

some heavy-duty grenades..

Complete one level and the
1oalish girl (or boy) goes and gets
hersalf {or himself) captured again,
but this time further away from the
Is?l;ﬂing position. Well, that's
e ..

Back In late 1983 when nobody
worried  about giaﬂn%G white
backgrounds, UDG-sized
g'aphlns and poer sound, 30 Amt

ftack was a wonder to behold.
But even if you overlook these
faults the fact remains that thera
isn't much gameplay, and what
there is soon grows repetitive,
Next to modern software, 30 Ant
Attack looks rather dismal,

MR




RUNIT
AGAIN!

TLL

Vortex

81% Issue 7

L involves navigating a
landscape sprinkled with
houses, pylons, cliffs and

bridges in ocrder to efiminate
‘spemy dots’. This top-priority
procedure (you don't know how
dangerous enemy dots can be if
you fet them get out of hand) ia
carried out by swooping low over
the ground fhence the title —
Tomado Low Level).

You always run the risk of
crumping your fighter against an
obstacle. and once five of the
dastardly dots have besn wiped
out a new missjon begins - it's on
the'same landscape, but this time
those devils are hiding below
bridges and in the water and all
sorts of underhand places.

B Paying off old dots: despite an unfikely dot-destroying scenario, 711 flew well

along the border of arcade and si

TLL was seen as a masterplece
when it first appeared, and fts
appeal has hardly diminished
since. The landscape |s described
in effective, clean washes of
colour -and the fighter is well-
drawn, rotating smoothly. The
wheie thing handles really well and

though destroying evil dots is a bit
ef an arificial exercise the
dynamics of the game come
together perfactly.

'erhaps more a simulation than
an arcade game, TLL would, I'm
sure, still do'well atab“dwp“?&

BATMAN

Ocean

83% Issue 28

RASH's Overall comment
described this as 'a neatly
finished game which does
Batman proud’, But Ocean took all
the Batman mythos and promptly
Torgot about it-in an (admittedly
commercially successful) attempt
to cash in on Allen 8 etc — this
me has nothing to do with
atman,

Even the main character graphic
shows ‘a sguat littie figure who
looks more like & Smurf than the
Caped Crusadar, And the Batcave
has become some sort of
architectural menstrosity
furnished with conveyor belts and
spiked floors and populated by
creatures ranging from puppy
dogs 1o lion-headed mutants.

Ocean

97% Issue 39

‘ he  best  Ritman/
Drummond game yet -
it's even betler than

Batman!' said CRASH. We read

on: ‘cuddly’, ‘cute’.

| mgrée; and  that's probably
what puts me off Head Over Heels.

HEAD OVER HEELS

spies from the plaret Freedom are
out to destroy the Evil Empire), and
the graphics look like something
you see on early-leatime
children’'s [TV (not that | watch k),
Yes, they're detalled and well-
animated: yes, they're cute if you
like that sort of thing; but there's
nothing to link them all together.
As isemetric arcade adventures

| can do without poisonous
Marmite  jars, stuffed rabbits,
reincamation fish and doughnuts,
especially when their purpose in
the game bears no relation to their
appearance {why should stuffed
rabbits give you exira abilities?).
The scenario is unoriginal (two
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> Reviewers loved the cuddly sprites and pointless guirks - but has
Head Over Hgeis got its feet on the gameplay ground?

go this is probably the best of ita
kind — there are lots of featuros,
and the graphics are technically
the best yet — but no way is it 'the
ultimate game’. | like mine a little
less silly and with a lot more logic:
behind them:.

B5%:

Ultimate

84% Issue 12

‘ heer perfection,’
enthused the
ANENYMous CRASH

reviewers of way back at the sight
of  KnightLore's Filmatton
graphics.

The Filmation technigue allows:
your sprite to physically interact
with onscreen objects in- almost
arly way, and with Knight Lore, the
tenuously-related  sequel to
Underwurlde and Sabre  Wulf,

Ultimate's prograrmmers
surpassed themseives,
In “this thrilling instalment

Sabreman (the player) must brave
the castlie of the wizard Melkhior
tofind the ingredients of the potion
that . will ‘cure his sudden
Iycanthropy (Ultimate's

instructions take the form of an
epic poem, but manage fo say
nearly the same thing). Fail, and
you must remain the werewolf

» Filmation fame: Wiimate's Knight Lore was Tollowed by a deluge of isometric
res

arcade adventu

KNIGHT LORE

forever - but so what? He's adam
sight cuter than Sabreman,

Melkhior's castie is divided into
rooms full of traps, structures and
useful objects, all of which can be
manoeuvred using Filmation.
The avalanche of isometric games
in this style has lessened the
impact of Kmight Lora's graphics.
Today they seem rather plain and
simple, though the old Ultimate
touches still stand out {the sprite
looking warily ever his shoulder,
for example).

The game itself is a litlle
unsaphisticated for our times, too:
gssentially it's just a set of Manic
Miner-type problems of timing,

lumping and avoiding, and
Filmation only comas in useful for
making hi leaps

Still, Knight Lore deserves some
recognition for having started off
the  isometric-arcade-adventure
genre proper — it's just a pity the
subsequent deluge was so he:m




Maybe he's had it redone, but it
never looked that way in the
comies, the TV sergs, the films
and the graphic novels . . ,

All that aside, Batman is quite a
good game. The graphics and
animaticn are superior to
Ultirnate’s, and the Bat Devices
and Batpills which give Eatman
extra abilities add interest to the
g lay. In fact, leave out the

oBatman scenario and title
and I'm quite content with this.

NIGHTSHADE

Ultimate

91% Issue 21

fﬂht&h&d&iust scrapedinta:
the Smash bracket, andthe
autumn 1985 release s
now generally considered to have
marked the beginning of the end
for the former masters of
Spectrum software at Uitimate.
The gameplay I3 similar o
Allc Afac's: wandering around the
playing area (in ‘this case a
medieval  town)  destroying
materiafising nastias and
‘collecting ‘superantibodies' takill
off the four major villains. But the
real star of Nightshade is the
Filmation2 technique, which
scrofls  the  highly-detailed
bulldings about and lets you
effectively see through the wallmn
a cut-away view whanever you

pass behind them. i
It's become a cliché that ‘the
trouble with Ultimate's games is
that they have great graphics but
no game bolted on', but in this

case it's undeniably true. Though
the pseudomedieval atmasphere
-

is- strong and the characters are

well-animated, Nightshade s
extremely boring. Tt eventually
bails down to:searching in vain for
the ‘major villaing, just for the
dubious thrill of getting killed by

instead . of by lesser
monsters for a change.

B Successful fusion; there are
strategy and arcade elements
to grapple with in
Quaza

Vortex
95% Issue 20

ou're a lone Vorton droid,

pushing a highly brainfrying

explosive device to the far
end of an alien highway te biow up
an enemy base.

Theroad is populated by various
aliens resembiing anglepoise
lamps and other dangerous
household items (| gave them all
names once but that was ages
4goj, and floating mines waave
across the tarmac in dances of
death,

Your only sfrategy is te block up
or kill off the nasties on your first
run, and then go back to get your
slave droids and the bomb.

Highway Encouriter's graphics
are still impressive today; as in
TLL, the combination of flat

HIGHWAY ENCOUNTER

P Beautifully difficult: Highway Encounter

background colour and detailed
monochrome overlays works very
effectively. Al the roadside
scenary is beautifully drawn, from
the crops inthe fislds to the golden
sands of the beach. The only
trouble with the game is s
difficulty.

| still wonder at CRASH's
comment of the time ‘it will be easy
to complete and | will probably get
bored withit' — after 214 years | still
can't clear the 30 zones and get
the bomb to its destination within
the tirme limit,

{Prih]-.-_ﬂ'

TImE

But Highway Encounter looks
great (better, in fact, than its
sequel — Vortex's Alien Highway,
88%/1ssue 29) and would
probably still 'sell as a budget

game
66%

QUAZATRON

Hewson

94% Issue 29

2 Klapto, a psychofic young
Adr@id with & penchamt for

taking things apart, you
have been volunteared to get the
mutant droids out of Quazatron, a
multilevelled underground citadet
of rampa and lifis.

Kiepto starts: with a measly
pulse iaser but can colfeet extra
weaponry by ramming other
droids and entering a grapple
sequence - really a subgama.

A test of strategy and raflexes
decides who wins the grappling
dust. If you successfully grapple

another droid you can take any
available weapons; if you loze, the
gonsequences arg usually fatal. As
¥ou Upgrade your weapons you
can take on ever mare powerful
opponents, till youbecome the top
dog—and then it's time to move on
to the next citadel.

‘Quazatron s & ftrue
masterpiece,’ said CRASH at the
time, and the comment is still valid.
Apart from. the rather jerky
scrofling everything is faultless:
the graphics, the rmusic, the FX
and the gameplay. Ouazatroris a

successiul fusion of strategy and
arcade  and desarves the
recognition it's had. S

Piranha

79% Issue 36

his r;:cgnce-isrbased on the
early Rogue Trooper stories

from the comic 2000AD,
Rogue s, &8 usual, trudging
around Nu Earth, this time looking
for the eight vid-tapes which show
how ‘the Trailor organised the
destruction of the rest of the Gls
you. have to know the strip to
foliow the scenario, really).

Nu Earth, which seams to have
shrunk a little in conversion from
comic to computer, Is patrolled by
Norts. and littered with, ammp,
med-packs — and, of course, tha
tapes. And Rogue's biochipped
buddies Gunnar, Heim and
Bagman qive onscreen advice
which isn't always particularly
useful  (Gunnar rarely says
anything more inspiring than 'Let's

ROGUE TROOPER

grease some more Nort scum’).
When all the evidence has been

collected can returrt to'the
shuttle and wait for Cam Kennedy
o draw him same more identical
-a_.-t‘?tgbes (ocps! that just slipped
out).

Despite the extremely tacky
presantation, this is an enjoyabla
game. it's not hard to win, which
may put sorme off, but it provides
relaxing therapy when vou need
your confidence boosted a little.
The graphics are detailed, varied
and recognisabie, and though the
colour washes are used simply
the ﬁgid Irﬁtmgé@ 7 i

erhaps g rooper's
strongest point is the atmosphere
generated by the graphics and the

comments; i is; surprisingly, the
mast faithfut 2000#3 conversion
69%

yet,
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" To celebrate the 51st edition of Britain's biggest-selling
Spectrum magazine, we've arganised an astoundingly
easy-peasy competition with rewards beyond the wildest
dreams of even the wildest dreamers. CRASH s generous
streak means that we're throwing away 1001 weird, won-
derful and whacky freebies to all you lucky readers. The
first 1001 names to be drawn from a bulging sack with the
correctanswer to the unbelievably simple question below
will receive any one of a magnificent multiload of pristine
prizes.

Scintillating isn't the word for this breathtakingly unique
selection of spoils: most people will receive a software gift,
but there are also many surprises awaiting future reci-
pients . ..

Anyway — on with the task. Question: This is CRASH
Issue 51. What number will appear on the cover ofthe Jan-
uary issue, 20017

Got it? Put your answer on the back of a post card or
sealed envelope, send it to the following address, and you
could be the fortuitous winner of, well . | . something!

As if youdidn't know by now, ouraddress is: CRUMBLY
CRASH COMPETITION, CRASH TOWERS, POBOX 10,
LUDLOW, SHROPSHIRE, SY8 1DB.

Entries to arrive no later than May 8th or you won't get
anything,




FRIGHTMARE is available now from el good softwere retailers and by rmeail
oeder. Indicate the items you require, complete the coupon and send it to:
Dept FMARE, Cascade Games Ltd., 1-3 Haywra Crescent,
Harrogate HGI 5BG, England.

or a8l our 24hr Orderline on 0423 BO4E63
All orices inoluds PER

s S S e A TS 05

ADDRESS

ATt
R b TR )

| enclose cheque'postal orderfor £ mada payabie to Cascads Games Lid,
Altarnatively, you may pay by Access; Visa, Amarican Express o Diners Club.

EARD 1 i l EXPIRES ]
L —
Pleasa allow 28 days fur defivery.
Gascade Games L, 13 Heywra Grescant _
Hanrogate HGT 5BG, England.




“Now I [ay me down to sleep, 1 pray the Lord my Soul to keep.
If I should die before I wake, I pray the Lord my Soul to take ..”




MERNIL. . AT THE

THANES TV THE BAME, Youd GL0%, NOW
SHIPS COVRILS .

1 YO DONT-MIND STEFFING OFF MY ShiP
ME AN MY WINVIMES L BE o

OUR HERD SETS COURSE FOR FLANET
ARG TO HELS ALASH GEEDGN FND
IS TREASURE, LITTEE KAOHVAIR
THAT THE FASULONT EYE OF OXTHP
(AT AN SEE ATD THE. AurTie) WS NOW
CHAKBED FANES, R THAT THE
MESASSIN TLAT THE BUARFS WERE

GROWING 5 STEL ALIVE WITE A o Kiow T GOTTA
MEAACHE GR THAT THE FIRATES i s CORCENTRATE TO

AFE. (BT 00 THE Hufll Pravinta
CARDS: WITH SOME - CFHER, ALIEN

GV AND ME JusT LT THE
SHIETH THEM oF THAT Hig
BREATH SMELLS.....

GET THIS G TS
L Mol i
- "‘w-:-__.

AN T IURE WASNIT
GO T LFSET iV BY
WINNIAGE AT CAARIEHY

WHAT GIVES, CAPNZT  HOW COME Wy LET TMaT
ALIEN STEAVGER "W AT CARDS .. How SOME
LE DIEVT UE AN ROB THAT ALIEA STRANGER
LIKE G000 PIRATES ®  HOW,. . e647 Ho BovE ...
e MER, . EHL HOW P

il

ANp INSIOE THE SHe
oue Heros oavineg i
BETS SOME STICK, ..

ISy (0@

CIRE THAT VUT A At
STRANGEE .., THAT HES 7HE

: LONE JAMURAI ALIEN AND THEY
DOALT COME AN STRANGERN MM HE GOT
MARTIAL ARTT CONING DUT GF A5 ERRS. . AND
THE [MEANEST TEMPER THIS SIDE OF WHOTST*

o - 5

ITis genegaiy

WNTIL HE TARES | MFW.;L; THAT AT A

" STING OF ALIEN
FOOT 0/F THE G A

= COMMANICATIONS

WOULD COMMERCE

WATH DELIBERATE A0
CAREFULLY THOUENT
QUT Siahs BASED

| OV SIKAE  MATHT
AP LIAVERSALLY
ENOwiU SYmBoLs,
JEACH AS A CEVTRAL
LN I CRET
PAETS, . THAT
EACH ALIEN MlEnT
PRI TE TIELE AP
UTTER (T AsdME
AND ACTER Fon i
AT THE CTHER, UAT
FER T T AL
I DU AT L
THES BEUEEALLY
WAORKS VERY WLt

WALESS ONE GF EM

& A D BUT THE EYE OF OKTUP, SCUTED

N THE FRACAS.. STARTS 70 GLow! )i

WO O HERD L B M WROER Lone T
UIHAT THE. EFE JEES FOR M8 FHITHRE .. BOGGEL CMT Al
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It’s here-The return of Elvin Atombender!
b 1] NY| i&] D
D&’ :[L V) I@ﬂ

NES ﬂ?‘a YA A

\
After two year's wait at fast it's amived—the sequel to beat all sequels! Impossible
Mission Il retains all the fun and strategy of the orlginal as once again you embark
on the challenge to find a safe route to Elvin and the final showdown where he will
meet his end! Search each room, find code numbers, abjects and keys to help you
with your mission. You must avoid or destroy the guards ol
andmhmsﬂmmg;tmlmeﬁmwﬁwsurﬂskbﬂng

destroved you seif. .

Successfully dispose of Elvin and your quest

is half over! Now your Mission becomes

truly Impossible s you strive to escape \

the towers, avoiding guards, robots,
mings, trap doors and elevators | !

| without detection! [T

.

-:-i-.r-. .

,;..-'.
..\Who or what s lurking bﬁ*ﬂnﬂﬂmem?.. =
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COMPUTER @

Organised by Newsfield Publications Limited on behaif of US Gold, thNa
BIGPRIZESAND THE CHANCETO COMPETE IN THE FINALS ATTHE PEROD

NEWSEIELD PUBLICATIONS is proud to announce
the first ever British National Computer Games
Championships open to all-comers. Six regional
heats with contestants competing intwo categories
- Spectrum and Commodore 64/128 - will be
foliowed by two semi-finals with the qualifying
contestants going forward to compete agairisteach
other on a stand built specially for the finals at the
new PERSONAL COMPUTER SHOW {formerly The
Personal Computer World Show) at London's Earls
Court. By filling out the entry form on these pages
you could be among the 324 first-round contestants
selected to play arcade games provided by
competition sponsors US GOLD and put yourselfon
the road to fame and a big prize worth £1,000.

From May 14, a custom-designed travelling roadshow will take
banks of Spectrum and Commodore computers to selected
boys' elubs in six locations around Great Britain for the regional
heats. The qualifying competitors will aim to raise the highest
scores playing games specially selected from among the latest
US Gold releases.

The event — the first of its kind — is being organised by
Newsfleld's magazines CRASH, ZZAP! 64 and THE GAMES
MACHINE, US Gold, market leaders in computer software, are
sponsoring the whole competition and providing all the prizes,
The National Asscciation of Boys' Clubs, with over 2,000
affiliated clubs 200,000 members throughout the UK, is helping
to promote this exciting championship as weill ‘as providing
venues for the regional heats and the semi-finals,

So what do you need to do to get yourself selected for the
competition that could prove you to be Britain's best arcade
game high-scorer? For a start off you don't have to be a Spectrum
or Commodare owner, but to have a chance of qualifying you will
nead to be ablé to achieve the best possible scores on the listed
games in the coupon —and remember, if you do qualify, not only
you will be playing in public but also in front of the British press,
so cheating now on the entry form will not stand you in good
stead later!

HOW THE CHAMPIONSHIP WILL RUN

Six towns throughout the UK have been chosen for the regional
heats, so there should be a venue not too far from you (see the
separate list). The National Association of Boys' Clubs is already
running a qualifying competition among its own membership,
and they will be supplying three Spectrum and three Commodore
entrants to each of the regional heats. We will be selecting a

further 27 Spectrum and 27 Commodore entrants, from the
forms you send in, to attend each of the regional heats. This
means that in the first round a total of 360 contestants will fight
to go through to the semi-finals. The five best high scorers in
each format per regional heat will qualify for the semi-finals,
making a total of 60 contestants. And from there, the three top
scorars in each format will go through to the prestigious finals to
be held at the Earls Court Personal Computer Show.

THE PRIZES

Apart from the thrill of displaying your joystick prowess to the
world at large, there are sorne exciting prizes and mementoes to
be won. Every qualified entrant will receive a specially designed
certificate scroll to prove that they are at least considered amang
the 360 best arcade games players in the country. Special
medals have been struck bearing the National Computer Games
Championship logo on one side and the Boys' Club logo and
year on the reverse; the 60 semi-finalists will each receive a
bronze version of the medallion, while those who qualify for the
finals will receive a siiver medal, For the two cutright winners, cne
on the Spectrum and one on the Commaodore, there will be gold
medals mounted in wooden display plagues.

US Gold are wmldmg a mixture of hardware and software
prizes for both winners to the value of £1,000, with valuable
runner-up prizes for other finalists. On top of that, there will be
free software and other gifts for finalists and semi-finalists and
the chance to meet several famous personalities who will be
attending the events. But perhaps the most thrilling aspect will
be the chance to prove yourself the very best British computer
games player in front of the vast audience attending the Personal
Computer Show. And of course you will be featured in
Newsfield's magazines as such.

COMPETITION RULES, ENTRY
DETAILS AND VENUE DATES

The six regional heats, each comprising 30 Spectrum and 30
Commodore contestants drawn from the National Association of
Boys' Clubs (three per machine) and from Newsfield magazines’
entry forms will take place in the following towns:

May 14 -Birmingham
May21 - Gloucester
May 28 - Belfast

June 4 - Edinburgh
June 11 - Leeds
June 18 - London

All days are Saturdays. Heats will be heid in the momings. The

towns listed are correct at time of going to press, but the

organisers reserve the right to make last-minute alterations.
Qualifying entrants will be informed of necessary attendance
details in good time.

R Y T



'.Illuhto name forward as a competitor, If
'_ ﬂﬂ%llﬂmh e by the championship

| Please tick the appropriate box:
1 | wish to compete on the Spectrum: [
_Imtacmmnmﬂwcammadua |
1 am aged 18 or over: [l

‘under 18: if are under 18, your |
ag_peimw hargw%m

In order to help us determine whether

-mmmmmmmm

u should qualify to enter,
the following




ASHES TO
ASHES, DUST
TQ ...
SPECCY?

Franc y's First Law OF The
impermeabilily Of Materials states
that a speciaily-designed double-
seamed dust. cover will
placed aver a Spectrum, |
tendency towsard dust equilibri
witit its  environment. n other
wards, jotrs kuep your
c'or“purrs-: Ik ngh;

ASH Spectrum  dust

h are by a curious

coincidence emblazonad with the
name CRASH., have been made to
four diffaramt sets of
measurements, to precisely it four
drﬂr-'renr kinds of Spectrims: the
early rubber-keyed model, (he
Sper:rrumv the. Spectrum 128
and the Specirum + 2.

And senously, now, remember
this small investmeant COULD save
you big repair bills .

£3.00-£4.0Q

---,—_n---—----;l-_----ﬂ-----n—n——-l—---_-qﬂ--—.—-------u

HYPERMARKET

CRASH HISTORY BINDERS

”md Mangram’s

mas Sy

ARMLESS FUN
WITH THE
CRASH
T—SHIRTS

FOUR styles! Three of them

feature Ol Frey's most famous

CRASH paintings in full colour and

one T-shirt depicts a monster from

Yyour worst nightmares — King

gmb, Wear it if you can stand the
imea

ITEM

QUANTITY

PRICE

T-SHIRTS
....................... £5.50 each

CAPS
........................ £3.95 each

BINDERS
........................ £4.50 each

SPECTRUM DUST COVERS

RUBBER-KEYED SPECTRUM

SPECTRUM 128
--- E3.75 wach

SPECTRUIM +2
.- £4,00 each

CRASH HISTORY BINDERS
........................ £4.50 each

POSTAGE AND PACKING
. Fox
add £2.00 per
Homs- may arive senarataly.

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

mohude VAT, posta urnpamcululwurum ithin tha,

tem
Maﬂnﬂ?ﬂuﬁiwuﬂm and ramamier thal differsnd

ONE LITTLE
FORM GOES
TO MARKET

Buy ANYTHING from the CRASHrange |

of designer doobries with this single |
form! Please fill out the whole thing
using BLOCK CAPITALS and
remembering to enclose payment.

The three covers are: Head Over
Heels's Evil Emperor (lssue 39), a
monster from Of's int ation
ofthe Level 9 adventure Red Moon
{Issue 20), and the CRASH surfer -
the ultimate um  sports
simulator, still wet from the waves
of Issue 19!

50%1& ;—;ﬁiﬂsm&ﬂ% cotton and

yester, so e s
happy. and the: B{maﬂam;n
two dramatically different sizes:
medium (M on the form) and
Gmbb!sh. ie extra exira large
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nmr. DEBIT My VISA/ACCESS ACCOUNT £ '
mwmwmm o

SIGNATURE

EXPIRY DATE .
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SEND THIS FORM TO
THE CRASH

TOTAL PAYMENT ENCLOSED: £

HYPERMARKET, PO "
SHROPSHIRE |

BOX za, l.um.om
' 8§Y8 1DB
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ARE YOU
IN A BIND?

If not, you could be ~ just wait tif
not, yo e just

on and .
Imf'mrheapﬂm
w? You have to be

mmawmsmmmts
which will make this a collactor’s.
mwnbmm'ﬁﬂbsﬂbbmme

These T-shirts are
ONLY available from CRASH'

and you won't find the distinctive
artwork on T-shirts anywhere else.

£5.50 each
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Weil surprise, surprise! Yet again The Static (sorry) Strate
Chartholds no shocks. The top four stay where they are with the
rest of the chart only moving one position. What more can you
say? The CRASH Readers’ Best Strategy Game of 1987, Vulcan,
still holds the Number One spot for the umteenth month.

Vulean lover, Andrew Franks of Snaith Nr Goole in Humberside,
scoops up the £50 worth of software available to the winners this
month - listing Desert Rats, Armhermn and Battle Of Britainamongst
his requested games, He also gets a T-shirt along with the
following four runners-up. Maicolm Young from the seaside
resort of Seaford in East Sussex; Llifon Edwards of Liangefni
(easier to write than pronounce) in Gwynedd; Mark Thompson

from Southport and Alan Diss who lives in Rubery, Birmingham,

wi ®

of software will be disps:
7 of the Hotline Char

VULCAN

1(1)
2 (2) LORDS OF MIDNIGHT BEYOND
3 (3] ARNHEM CGS
4 (4) DOOMDARK’S REVENGE BEYOND
65
5

S (6) REBELSTAR RAIDERS FIREBIRD
6 (5] DESERT RATS Ces

7 (8) TOBRUK PSS
8 (7) THEATRE EUROPE PSS
9 (10) BATTLE OF BRITAIN PSS

10 {(9) THEIR FINEST HOUR CENTURY HUTCHINSON

I I N W R N S e |
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Hotline Top 20
3] EXOLON HEWSON
RENEGADE
MATCH DAY il
HEAD OVER HEELS OCEAN
5) GAUNTLET US GOLD
) ELITE FIREBIRD
ACTIVISION
OCEAN
10 (8) COMMANDO ELITE
11 (15) BUBBLE BOBBLE FIREBIRD
" 12 (18) DRILLER INCENTIVE
. 13 (10) OUT RUN US GOLD
14 (>) FLYING SHARK FIREBIRD
kfs (12) STARGLIDER RAINBIRD
16 (16) MERCENARY NOVAGEN
17 (11) COBRA _____ OCEAN
18 (>] SUPER HANG-ON ELECTRIC DREAMS
19 (19) BARBARIAN PALACE
120 (13) PAPERBOY ELITE

6
T(11
_8(4) ENDURO RACER
i 9 MATCH DAY
0

Let's hope that this month's Adventure Smashes, Jinxter and
Guild Of Thieves - both from Rainbird - have a devastating effect
on the Adventure Top 20, as not much has happened in the last
few months. Their CRASH Smash, Knight Orc, enters the chart
tor the first time at Number 15, with The Pawn at Number 11.

The winner of fifty golden pounds worth of seftware this month
comes from Bracknell in Berkshire (as they say on the Premium
Bonds). Lucky old Graham Codd will be receiving a small CRASH
T-shirt and games such as Match Day Il and Combat Schoo! for his
128K Spectrum. The fortunate four who'll each be getting a T-
shirt this month are Anthony Goddard fiving in Oxford; Paul Gifford
of Brinkley in Suffolk; an XXL Sophie Sharp of Preston and Oliver
Bayliss (he of the flamingo postcard fame) in Leatherhead.

l 708 R

Adventure Top 20

1 (1) THE HOBBIT MELBOURNE HOUSE &

2 SPELLBOUND M.A.D,
3

1
4

(3) STORMBRINGER M.A.D.
7

4 (7) THE BOGGIT CRL

5 (2] LORDS OF MIDNIGHT - BEYOND

6 (9) KNIGHT TYME MAD.
7 (11) LORD OF THE RINGS  MELBOURNE HOUSE

8 (10) HEAVY ON THE MAGICK GARGOYLE GAMES
9 (5) DOOMDARK’S REVENGE BEYOND

OON LEVEL 9
i1 (6) THE PAWN RAINBIRD
12 (15) GREMLINS ADVENTURE INTERNATIONAL
13 (16) DUN DARACH GARGOYLE GAMES
14 (12) THE BIG SLEAZE PIRANHA
15 (») KNIGHT ORC RAINBIRD
16 {17) DRACULA

17 (20) BORED OF THE RINGS
18 (14) KILLED UNTIL DEAD
19 (13) FAIRLIGHT 2

20 (-} SHADOWFIRE

THE EDGE
BEYOND




ROBIN CANDY'S

SCORES

DEAD again? Lost that last life on the first level? Do YOU have trouble

sa\ringgarm 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 getin
it helps).

RES is a monthly game-by-game list shawing the whole range of

scores on the very LATEST games {Jet Set Willy record-breakers are out from

the word gol],

Each month there'll be the top scare s far received for each game — the
first listed under the game heading — and ther a couple of others, so you can
measure. yourself against not only interface-burmers but ordinary. mortals
oo,

And each month there’ll be five winners picked at random from &l the

entries recelved, regardiess of whether they re printed or not.
The firstentry form drawn fram the SCORES postbag each month will win
£40 of software of the winner’s choice plus a CRASH cap and T-shirt, and
four runners-up will receive CRASH caps and T-shirts too, So dan't forget
to-tefl Us on the form what software and T-shirt you'd like If you're a icky
one - because every loser can win with SCORES.

[thiou
5

BUBELE BOBBLE Firebird
Sutinder Benipal, London N21 4207960
Nichoias Tellls, Harrow 2610000
Mark Thempson, Sristol 320000
COBRA Ocean
B Williams, Liandudno 150060
Mark Cox, Darlington 105000
Fred Wiills, Fort \William

95300

COMBAT SCHOOL Ocean
Kristian Gibson, Derty 164540
Lee Thomas, Burntwood, Staffordshire 162490
Tom Barnes, Bognor Regis 51056
DRILLER Incentive
Mark Thompson, Southport 1632490
Sean Roberts, Bloxwich 1238000
Matthew Payne, Churchdown 3759890
ENDURO RACER Activision
lain James Wiseman, Wooton Waren, \West Midlands 3443561
Steven Hulse, Crewe 2368190
Nathan Furst, Tamworih | B52006

Mark Chappell of Northope in Lincalnshire wins £50 worth of software
{he sent his scores in an the special Golden Issue form} including Firefly,
Flatoan, Scumball and Northstar—and, of course, a CRASH cap and T-shirt.

Runners-up, each getting a CRASH cap and T-shirt, are Simon Brown
of breezy Southsea in Hampshire, Matthew Wri of Witham in Essex,
Stefan Ratcliffe of Battersea (where even the dogs read CRASH), also in
Essex, and Brendan Fanning of Oldham in Lancashire.

Remember — ariy score sent in to SCORES can win yau 2 prize.

EXOLON Hewson
Ben Powell, Kettering 1544400
Robert Green, Hurstpierpoint, West Sussex 983400
Andrew Green, \Walsall 8400
FLYING SHARK Firebird
Simon Brown, Portsmouth 408240
lan Laws, Nonwich 315100
Graham Foss, Kirkcudbrightshire, Scottand 123710
GAUNTLET US Gold
Paul Ratcliffe, Barmsley 16911194
Andrew Quick, Talbot 12978252
Clive Murray, Eastbourne 3386534
IK+ System 3
John Hicks, Warrington 164500
James Sammon, Bradford 52200
Wayne Rogers, Southampton 50683
OuUT RUN US Gold
Steven Hulse, Crewe 34755590
Richard Booth, Mirfield, West Yorkshire 32963690
Michael White, Salisbury 1273620
RENEGADE Imagine
Val Cookson, Preston 1114950
Louls Wilcox, Wocburn, Buckinghamshire 1004350
Paul Knott, Harborough 172750
STAR WARS Domark
Paul Hadfleld, Boiton 100570050
Simon Lennox, Castiedowsan, Co Londonderry 1577132
Mark Lawton, Stoke-on-Trent 1328249
SUPER HANG-ON Electric Dreams
Robin Cavill, Dewsbury 12001760
Danlel Goulden, Reading 516000
Nick Drewett, Bushey 341008
THUNDERCATS Elite
Simon Ashe, Andover 192000
Andrew Waring, Chester 72505
Jonathan Roy, Glasgow 24700
ZYNAPS Hewson
Andy Lowe, Stoke-on-Trent 185100
James Watson, Dover 140500
Imran Rasul. Hemel Hempstead 40100

SEND ME YOUR SCORES

Send this form (or a copy) with your scores for up ta three games to ROBIN
CANDY'S SCORES, CRASH, PO Box 10, Ludiow,

SY8 1DB. Only genuine scores will be accepted; any improbably huge
scores will be immediately binned and the sender will be forced to listen to
Lioyd Mangram — a fate worse thar sharing a desk with The Art OF Moise.

R AR R O S N S R G N B NN O O B B S R U RN BN R o B N GD D D N G B BN N B D NN ORI B .

o R R B S e e S e
PDIDIIERS ..ottt s e e s
POSTCODE ...
MY SCORES ARE:
GAME SCORE

IF A WIN TOP PRIZE | WOULD LIKE THIS £40
WORTH OF SOFTWARE:

AND IF | WIN ANY PRIZE | WOULD LIKE THIS
CRASH T-SHIRT, CHOSEN FROM THOSE

ADVERTISED IN THE CRASH HYPERMARKET:

The decision of CRASH's appointed judges is absolutely final
in all respects — however high your Jet Set Willy score
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COIN-OP
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: — &~, The latest hit coin-op'fromiFaito.
% Lands produce men of legend, dragon slayers, lie in his shadow
\ ,.guapdl, 98T evil fear his fipespewing sword, the axe he weilds as swifl as #
dightning#State obthe art programming makes a true simulation of the
Arcade foryolur home micro, enjoy superb graphics and realistic action as e b
RASTAN tslmz.on aworld of dangers — magical wizards, fire breathing lions, bats, R ]

spakes, ske and linally the living dead,
L Is it more than you can handle?

TO5Cass.  SPECTREUM + 3 DISK 1495
B.95 Cass.  12.95 Disk
8.95 Cass.  14.95 Disk




CHAMPIONSHIP

SPRINT

Producer: Electric Dreams
Retail price: £9.99
Authors: Catalyst Coders

ver fancied roaring around

a racetrack at high speed?

Standing on the winner's
podium with a bottle of
champagne in one hand, and a
blgnde in the other? Well in this
game, the player at least gets to
try the racing bit. Converted from
the  Atari coin-op  game,
Championship Sprint gives one or
two people the chance to test their
driving skills on a Grand Prix
racetrack.

Initially, participants are given
the choice of either racing on a
standard track or on one of their
own design, created using the
track editor which is included on
the flip side of the tape. The
program then prompts for the
number of players and their
chosen control method (joystick or
keys), Once this is set, the course
itself may be selected from one of
eight tracks,

The game starts with four cars
sitting abreast of the starting grid.
The flag drops; and they're off!
Human drivers compete against

computer controlled oppenents
and atternpt to finish first over
each three-lap’ race. Mot only
having to contend with their digital
adversaries, there are also
hazards on the track: ocil, water,
gravel, and a baby whirlwind do
their best to send the player
spinning off the road. However,
help is at hand in the shape of gold
spanners: collecting four of these
endows the player's car with
useful bonus extras for the next
race, such as turbo boost and
higher top speed. At the end of the
current race the cars are showr in
the pits, along with their placings,
scores, and best lap times.

Ifin'a particularly creative mood,
the player can wuse the
construction set to design devious
tracks to delight or annoy friends.
Selections are made by clicking
the cursor on a series of icons
placed along the right-hand side
of the screen. These aliow the.user
to view the segments of track that
are used to create the course,
salect obstacles to place in the
drivers’ way and check a finished
track for faults. Once completed,
tracks can be saved to tape for
posterity.

PREDATOR

Producer: Activision
Retail price: £9.99

Authors: designed by System 3, programmed by

Source

i's a ical Arnold

Schwarz ger role, familiar

from Conan Barbarian, The
Terminator and Commando:
and it's the same all-action Amia
who stars in 20th Century Fox's
recent mowvie Predafor, closely
followed by System3 for this
licence.

The game starts as Major Alan
Schaefer (Schwarzenegger in the
film) and his small force of
mercenaries rope-slide from a
hovering helicopter and begin their
hunt tor missing VIPs in a dark,

uncharted jungle.

Schaefer is the last to make it
into the undergrowth. He finds the
VIPs' crashed chopper with no
survivors — yet no bodies either,

Then he realises his team has
vanished - but as he moves further
into the jungle's depths, he
discovers his fellow mercenaries

ong by one, mutilated and very
dead.

Armed with grenades and a
powerful machine gun, Schaefer
runs through the horizontally-
scrolling jungle setting, using all

® " And they said Super Sprint
was bad! Additions there may be,
but improvements they aren’t. My
main gripe with both the Sprint
games is the appalling coilision
datection. The track may be drawn
to look smooth and circular, but if
you aetually examing the limits by
banging info the sides of the track
you'll find it blocky— in other words
somebody couldn't be bothered to
use pixel coilision detection and
settled for the easier, and less
accurate, character detection. If
this aspect of the game wasn't so
infuriating then it could be milaly
addictive. One of the plus poinis is
the track designer: it should
lengthen the lastability by a few
weeks = if you can be bothered to
load the editor, design your track,
save your track, load in the main
game and then ioad in your saved
track (phew)! "

PAUL

@ " It was enough to have to put
up with the tiny graphics and

» Ready and steady but

.u.-'."' m
no go

iritating gameplay of the original
Super Sprint but to stand another
dose of the same, well it could be
fatal! (To the enthusiasm, at least)
The only aspects that cheer up the
game are the vaguely decent
pictures of racing cars in between
courses. Championship Sprint
suffers terribly from colour clash
which makes the potentially
rubbish graphics even worse (if
that’s possible), and gives the
%am a generally untidy feeling.

here are no sound effects or
tunes, which all detract from a
generally uninteresting,
unimaginative game. If | didn’t
know any better, | would think it
was budget game; it's definitely
%wonh the £9.99 asking price! "

@ " I've never been a great fan
of racing games, and often find
that | spend more time off of the
track than on it. This was the
case with Championship Sprint:
control of the car seemed very
loose and ‘soggy’. Aggrieved by
the fau performances of

ik of the intayt

hig wits and weapons to survive
guerilla ambushes and the attacks
of vultures. He can soon find other
weapons, obviously dropped by
his murdered colleagues — and
though they're helpful, an uneasy
feeling starts to roll arcund in the
back of Schaefer’s mind.

Schaefer had been briefed to
expect guerillas, and they can ba
disposed of gquickly with his
scalpel-sharp reflexes and

1




the computer controlled cars as
they zoom around the track, |
soon found that the game bored
me to tears. Graphically, it's
okay: the track and backdrops
are all quite nicely drawn, but
the cars themselves look a little
crude and simplistic. The
construction set is a nice idea,
but even with the facility to
design a track, | feel
Championship Sprint won't hold
your attention for very long.

Joysticks: Cursor, Kempston,
Sinclair
Graphies: a large range of
sections allow many varied tracks,
although the individual sagments
gre sr':dmpry drawn

ound: appalling. No tunes and
few spot 9#20129
Options: definable keys, track
construction set and one or two
players
General rating: at a penny under
a tenner Championship Sprint is
very bad value - even with a track
designer

ruthless firing. But can the horribly
mutilated bodies of his colleagues
really have been the work of
gueriltas, or is there something far
more mysterious and malevolently
powerful lurking in the jungle?

Toreinforce this notion, atelltale
triangular laser sight occasionally
appears and tracks Schaefer . . .

It he survives iong h and
beats the countdown clock, the
mercenary leader might find out -
and use all his military skills and
power to destroy the sinister
creature, the strange alien
predator in the jungle.

Addictive qualities
OVERALL

Producer: ASL
Retail price: £9.95
Authors: Steven Tucker

ong ago, shrouded in the

mists of time, was an

arcade game called
Breakout. This game was so
popular that it spawned a long line
of imitators, the latest of which is
ASL's Impact.

Following in  the normal
Breakout gameplay, the player
faces 90 screens to be conquered
by demolition. 80 are preset, while
the remainder are user definable,
allowing the player fo create
screens of his'own design.

The majority of bricks only need
a single hit to destroy them; others
need  several; some @ are
indestructable, and to make the
situation even more confused,
s0me Sscreens even contain
invisible bricks.

Wandering aimlessly around
each screen are small aliens,
which are destroyed on contact
with the bat or ball. Aithough these
aren't harmful themselves, they
occasionally release small white
bombs which incapacitate the bat
momentarily on contact; enabling
the ball to escape off-screen and
iosing the player a life.

When hit, some bricks release
yellow tokens which can be used
to purchase one of nine pieces of
equipment to aid the player in his
task. These include slowdown, to
reduce the speed of the ball, a
torch to light up invisible bricks
and lasers for wholesale
destruction. Nine icons lie down
the right-hand side of the screen,
each corresponding to  the
available iterns. A black square
highlights the currently affordable
item and as tokens are gathered
the square advances accordingly.
If any tokens remain unused at the
end of the level, they are converted
into an end-of-level bonus.

Five lives are provided at the
start, with an extra bat being

B Less of an impact on the Spectrum

earned every 50,000 points. On
some screens a bonus is attained
by destroying in sequence, bricks
marked with the letters BONUS.
However, hitting them in any other

e LT
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XARAX

Producer: Firebird
Retail price: £2.99
Authors: R Spahl and

T Gittelbauer . —.——m

he salvation of the world is

at stake. No time for
prefiminary  explanations;

just strap on a helmet, climbintoa
flying suit and embark on a
bombing run over enemy territory.
The display gives an aerial view
of the player's spacecraft flying
over the wvertically scroliing
landscape of land and sea.

__|coMMENTS |

Jnmiuhs.curmr Kampaton-.—
Gmpm aawith most games:

Attacking alien vessels move in Ke'y
from the top of the screen, and mmmmammmm
ground bases fire from below. The of monochrome verti

soralling shoot 'em ups, Xara:

player's ship is equipped with
:sﬂaﬁy!‘ﬂl’gﬂ{tﬂn

laser fire to combat airborne
enemies and bombs to destroy
ground bases. Atarget constantly
superimposed on the screen
indicates where the bombs fall.

A colourful panel to the left of idea have been st ﬂlﬁu IFrors ,.__;«‘j AGC mﬁ- espite this, Presentation
the action informs the pilot of his e gar atly set out and the gra hﬂ"i reasonably clear Graphics
scare and the number of lives left. | | Colouris sell on the borders but is a bit lack the gam Playability
Outstanding - performance is | | itself, which eventually becomes just a matter of remembe Addictive qualities
rewarded by an extra life every | | the atiack waves. OVERALL
10,000 points. £ !

-.. the gigst accurate conversion.of an arcade hit imyeqrsid™  ..stunningly célﬂu{ﬁ hsey



Producer: MAD X
Retail price: £2,99
Author: Fernando Herrera

adventures but Rockford, hero

of Boulderdashand Rockford’s
Riot, has returned in the
conversion of his own arcade
machine,

The game consists of five
worlds which are accessed
individually and carry their own
different themes. Each has four
levels, and comprises an
underground landscapa  of
boulders and strange inhabitants.
The object of the gama is to tunnel
past the precariously balanced
boulders in order to collect a
specified amount of hidden
treasure within a given time limit.

Each Iocation has its own
unfriendly natives and while all
cause death on contact, some
explode, when  strategically
squashed, to create more
freasure,

If Rockford's task becomes too
exhausting, the player can always

It's four years since his last

1986.

[ KATI |

try playing Rockman, a platform
game featured on the reverse side
of the cassette and which scorad
69% when it was first released in

“ I've always been a great fan of the now-aging Boulderdash and
while some of the monsters from that famous game rear their
ugly heads here, there are many new features and fiendish
screen designs. Graphically the game is quite good, being bold

| and colourful, altho
rather small and spl

h Rockiord himself does tend to look
gy. Not 'The ultimate version of Boulder
| Dash'asit claims on the inlay but a pretty decent imitation. "

“The new features in
Rockford prevent it from
being just a simple
Boulderdash clone. Such a lot
of attention has been put into
the presentation, though,
that it's a pity the game falls
down on technicalities: the
scrolling is jerky and the

controls are sometimes
insensitive. These were
problems in the original

Boulderdash and instead of
improving they seem to have
become worse, These
niggles don’t completely
spoil the gameplay but they
do contribute towards
making Rockford an average
budget game instead of quite
a good one. ™

___[mex]

“ The graphics on Rockford
might have been passable in
the days of the original
Boulderdash (Crash issue 12)
but now they're only to be
laughed at. The animated
characters and  colour
haven't been changed, and
the only real game
differences are a 128K tune
plus new screens. Despite
the amateurish graphics the
playability and addictive
qualities are still there,
though, and with the
inclusion of Rockman it may
be worth a look. "

__|comments|__

Joysticks: Cursor, Kempston,

Sinclair

Graphics: colourful but dated,

with jerky scrolling

Sound: insignificant titie tune

and spot effects

Options: definable keys, ona

ortwo players

General rating: an old game

showing its age. The free
ame, Hockman, hardly
urthers its cause!

Presentation
Graphics
Piayability
Addictive qualities

OVERALL 579%

ARNOV, THE ‘WELL-ENOWN' FIRE-BREATHING
USSIAN,IS RUNNING, JUMPING, CLIMBING,
SWIMMING AND FLYING AFTER THE LOST TREASURE
OF BABYLON. COUNTLESS WACKY MONSTERS ARE OUT
TO STOP HIM ... EVER SNUFFED IT AT THE HANDS OF A
SKELETON ON AN OSTRICH? INCORPORATING NINE

LEVELS OF GAMEPLAY, KARNOV IS A VAST 4 WAY

SCROLLING GAME THAT COMBINES BOTH STRATEGY
AND FAST ACTION AND IN WHICH THERE ARE MANY
ROUTES TO SUCCESS.

T It
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IKARI WARRIORS

Producer: Elite

Retail price: £8.99 cassette, £12.99 disk

Author: David Shea

band of revolutionaries

have stormed the jungle HQ

f General Alexander Bonn,

and are holding him hostage.
Unknown to the guermrillas,
however, he managed to send a
mayday message before being
captured. On hearing of this the
Ikari Warriors are rushed to the
scene to attempt a daring rescue.

Unfortunately the warriors’
plane crashlands some distance
from the planned Iz and the two
surviving warriors are faced with a
trek through dense jungle in order
to rescue the General, From here,
the mission may be undertaken as
a solo venture or with the heip of a
friend controlling the second
mercenary.

As the intrepid soldiers yomp
through the wvertically scrolling
landscape, they are attacked by
squads of enemy marksmen and
combateers, Equipped with a
limited supply of ammunition,
grenades and only six lives each,
they go about cutting a swathe
through the enemy ranks. As the
baddies are decimated, the
occasional bonus tile appears,
bestowin such goodies as
additional amme, extra grenades
and fuel for the enemy tanks that
are to be found at certain
locations,

Boarding these tanks allow the
players to provide themselves with
some protection  and,  more
importantly, extra firepower.
Enemy soldiers who getin the way
are squashed and the large gun
emplacements ~ which can also

S ] ] 1
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—['mixe |

be removed by a well placed
grenade — are despatched with
relative ease. However, land mines
and grenades are more
dangerous: contact with these
sees the tank bursts into flame
along with its passenger.

The Ikari Warriors’ mission ends
only when their last life has faded
away, or whan the HQ is breached
and the General escorted to
safety.

ﬁct; of t ogussic
Commando a couple of years
ago but Ikari Warriors carries
on the tradition in fine style.
Graphiﬁa‘l;_f the game is
m. with some very
Ramboesque main sprites
:dhm around  causi

despread  carnage.
which our war (
friends can use to explosive
effect. Overall, a great game
in the classic mmande
mould.

* Yes it's lkari Warriors, the game that seems to have been years
in the making. Is it really just a full priced U.C.M.? Well the

graphics are close, the layout is similar and the idea is almost
identical, so the answer must undoubtedly be ‘Yes’. It seems that
this game has suffered in the same way as games like Knight
Rider and Scooby Doo did. They have just taken so long to

that the initial expectation wears off by the time they appear. lkari
Warriors has a nice tune at the beginning and there are a few
nicely detailed screens further up the scrolling landscape but
that's about it. There are problems with colour, as per usual, but
they can't be helped. it may be u!Prtl-l buying this just in curiosity

-but | can’t really recommend it.

___/xam !

** The long awaited, much anticipated Ikari Warriors has finally
negotiated the conversion from the arcades. it has
survived the inevitable loss of colour content and detail: the
landscape is well defined and retains the boldly contrasting
features of the original. Crashing fi through the
ergrowth, dodging bullets, hliam tanks and hurling
iled missions are ciently frustrating to keep hardened
guerilla fighters charging back for more. Aminor drawback is the
inadvertent camouflage of some of the enemy fighters; being
zapped in the back by what looks like a harmle

piece of
' ation can be infuriating at moments of tension.
vlgli': nt warriors are unlikely to be troubled by and who

cares when you've got the crucial elements of an arcade game
inthe comfort of your own home. ™
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Tj COMMENTS |__

Joysticks: Cursor, Kempston,
Sinclalr i
Graphics: the constant
scrolling keeps the action
coming thick and fast

Sound: rough and tough tune,
but feeble ef vty
Options: Kempston mouse,
one or two players

General rating: if lkari
Warriors had come out when it
was first advertised it would
have been an amazing success
— however much moreis
needed nowadays

Presentation
Graphics
Playability
Addictive qualities
OVERALL

T76%




tures — Lords of Time, Red Moon and The

Price of Magik — come together in one
package. Each has been enhanced and enlarged
with more text than ever before — 60,000 mind-
expanding words creating magik and mystery
round every corner. There's a powerful new
parser, and most disc versions include stunning
digitised pictures that help to dramatically
heighten the atmosphere.

| Three of Level 9's most acclaimed adven-

What the press have said:
LORDS OF TIME: “Destined to become a classic” —
Computing with the Amstrad.

RED MOON: Best Graphical Adventure or Best
Adventure of the Year — Zzap 64, Crash, Amtix, C&VG,
CCl, and Amstrad Computer User.

THE PRICE OF MAGIK: “Another superb adventure . . .
their best yet” — Commodore User. Also a Crash

Smash.
MANDRiN
SOFTWARE ¥
Europa House, Adlington Park,

Adlington, Macclesfield SK10 4NP.
ENQUIRIES: 0625 878888 ORDER HOTLINE: 0625 879920

The trilogy

Interactive fiction

from J supl Q
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Atari 8T version
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Spectrum (cassette) Plus 3 (disc)
Commodore 64 (cassette or disc)
Amstrad CPC (cassetle or dise)
Atari XL/XE (cassette or disc)
Amstrad PCW (disc)

Apple Il {(disc) £1 4-95

Atari ST
Commeodore Amiga
Macintosh

Amistrad PC, IBM PC
and compatibles

£19.95

Available from all good stockists or order direct by sending a
cheque or postal order made payable to Mandarin, together with
vour name and address. Price includes P&P, AccassVisa owners
Phone our hotline or send your card number with your order




ARKANOID — REVENGE OF DOH [l remsturions

“ The Revenge of Dah is just

another run of the mill bat 'n’
blaﬂl?aamn. There are so n:g

Producer: Imagine ,‘ Mi Z SElAr Jarh en, on the N

: : d g really takes

Retail price: £7.95 cassette, £14.95 disk KE :‘Dﬂﬂm oﬂmma“h,' m,,_m
{ Author: Mike Lamb . graphics are excellently
** Arkanoid is the second of drawn and would look
s everyone knows, 40,000 | creatures variously obstruct and the Breakout-style games fantastic on screen if only
years ago the Arkanoid | aid the mevement of the ball. Their featured in this month's they were against a black
pace Wars liberated the | determined descent towards the magazine, and is in my background. But with a
universe from the tyrannical | baseofthe screencomes toaswift opinion by far the best of the highly complex background
dimension controller DOH. Now, | and sticky end on contact with the | | two. Graphically the game is —which is the same colour as
having regained their strength, the | valiant Vaus, which remains great, with a very fast and the bat and ball - you soon
aliens are making a comeback. | impervious to their touch. realistic ball being bounced lose track of what's
DOH has metamorphosised inta The destruction of specific around some very clear and happening and die. On the
1 an even more venegeful form and | bricks triggers the relsase of a sublly coloured screen first couple of goes the little
iz hiding out in the space ship | variety of different ensrgy designs. Sadly, though, | do tunes and jingles are very
Zarg. Taking control of the | capsules. Identified by their have a very minor gripe, in inviting and add to the
spacecraft Vaus | — a modified | lettering, these have the power to that on some of the paler atmosphere of the game, but
version of the original — the player | transform the molecular structure | | screens the bat tends to after the tenth go they start
must penetrate the enemy ship | of the Vaus onimpact. The dextral lost in the background. Thi to get irritating and you feel
and exterminate the alien invader. | skill of the player determines is a little discon ;anda like kicking the manitor in! |
The Zarg consists of a series of | whether the spacecraft spawns a lot of concentration is feel sorry for people who
rooms comprising various | twin, is shadowed by a ghost, needed to keep one eye on own one of the older
multicoloured arrangements of | doubles in size, assumes extra the bat, and the other on the Spectrums because they
bricks. Thesa siructures are | weapons (laser power, smart ball. As | said though, this is can't even pull the sound
broken down by an energy bolt | bombs, extra energy bolis), flies the only slight biemish on an socket out! Personally | don't
deflected off the surface of the | against a serolling backdrop or otherwise enormously think this game will do very
Vaus as it manceuvres deftly from | shrinks to a fraction of its size. anjarabh game; definitely well because of all the similar
eide o side. Different bricks have | Special capsules also inject one for all Arkanoid fans. " mma‘a that are around, but
varying levels of resistance. some | randomfactorsintothegame . . . all fans of the original
must be struck a number of times A screen display shows score Arkanoid it should be worth a

before they can be destroyed, | and current level. Generally, to | ® Immensely playable and whirl, *
while others disappear | progress from one level to another surprisingly addictive
momentarily only to regenerate; | the screen must be cleared of
only a few are indestructible. destructible bricks. Occasionally,
ach room contains a generator | however, capsules are relsased T i
-which releases a constant stream | which bear a warp, allowing the | [Elitketdl ""-‘“"-“,‘
of hostile alien life forms. These | player instant access to the next k!
spinning, bouncing and revolving | round. i .

/[ KaTI |

* The Revenge of Doh is a very professional rendering of the
anokﬂﬁre&cutﬂmne.momhlmhnmgdwwwnch. ar
eye: all the backgrounds are textured and the arr w:f
bricks on each screen seems to make use of more colours than
the Spectrum actually has to offer. Gameplay is smooth, having
none of the problems with mndomapeudehmuutwri"c:lafﬂp

ariginal Arkanoid, and collision detection is accurate.

of capsules ensures that play is different enough to charm the
most reluctant addicts, especially with the element of random
bonuses thrown in. One minor drawback is the colouring of the
bat: it's ‘the same as the background and uni

ca . In the long run, this is just a small hiccup in an
extremely slick and well presented game. "

__/comMMENTS |

Joysticks: Sinclair

Graphics: superbly colourful
and very varied

Sound: tinny on the 48K,
repetitive and monotonous
128K title tune

‘General rating: there's aven
progress in the Breakout world
- Aevenge Of Doh proves it!

Presentation
Graphics

Playability :
Addictive qualities
OVERALL




DEMON’S REVENGE

Producer; Firebird
Retail price: £1.99
Authors: Probe Software

erlin Jor has been left to

tidy up his master’s

castle. Renowned for his
clumsiness, it's not long before he
refeases the four talismen of
Trodor the Demon. Now the evil
one's power is free to roam the
castle and the only way to prevent
disaster is for Merlin Jnr to restore
the talismen to their rightful place.
Each charm is split into four
segments, whichmustbereturned
whole to one of the castle's four
temples.

Numerous demons traverse the
chambers, and contact with these
causes the player to kose energy.
However, finding a pentangle
restores Merlin  Jnr's flagging
spirits. Although initially
defenceless, Junior is able to hurl
bolts of mystic energy at the
baddies once he has found the two
spelis which enable him to do so.

Objects vital to the success of
his mission include two keys — one
aliowing access via the wooden
doors of the castle, the other
opening the metal doors of the
dungeon.

® " Just because games are
released at a budget price, some
software houses see it as a good
excuse to chum out their worst
programs. Okay, Demon's
Revenge isn't totally naff, but it's
nearing the bottom of the barrel.
Graphically the game is okay but
the nasty demons are rather
simplistically drawn — especially
the skeletons, which hobble
around in an amusing way. This
very simple collect 'em up failed to
hold my attention for any length of
hme: "

MARK

@ “ Sorceror's apprentices are
traditionally dogged by bad
luck. Merlin Jnr also has the
misfortune of appearing in a
fairly insipid adventure, The
graphics are finely detailed and
create a grim atmosphere, but
they can't compensate for bland
and bungled gameplay. The
instructions are afeeble attempt
to make sense of a completely

illogical system. Pressing the

keys to select and drop an
object wvariously causes the
inventory to swap items around,
drop somsething completely
different, or place the desired
object in a totally undesired
place. Irrational and thoroughly
unaddictive.

AT

® “ There is so much wrong with

this game: the characters are
badly defined, monochrome
sprites that move across the
screen in jerky dlagonals. Thespot
effects are just basic beeps and
there is no tune whatsoever. None
of the monsters look menacing
and they only kill if you stay in one
place for about five minutes! The
idea of collecting objects isn't
exactly new, and since they don't
have any effect on what your
character can do, it seems a total
waste of time. "'

HIGK

| COMMENTS '

Joysticks: Cursor, Kempston,
Sinclair

Graphics: the main perspective
appears successful, but when the
characters begin to move within it
the game falls apart

Sound: very basic and lacking a
tune

Options: definable keys and three
levels of difficulty (Easy, Hmm . . .
and Haavyl)

General rating: poor enough to
give budget games a bad name

Presentation
Graphics

Playability
Addictive qualities
OVERALL

THE ULTIMATE
SPECTRUM UPGRADE!

LOAD 48K PROGRAMS IN ONLY 3/: SECS!

DISC/PRINTER
INTERFACE

|
h

e

™ PLUS D

% Up to 780K storage with 3-5 or 5-25 discs. Add the power

% Instant transfer from cassette or disc with snapshot ands of
button — up to 16 48K games or 6 128K games per disc. a DISC DRIVE

% Load/Save in an amazing 3-5 seconds (128K in 10 secs.) to your SPECTRUM

Y Print screen at anytime with unique snapshot print. \@ny model except +3]

Single or Double size.

% Compatible with a wide range of serious
and most games software. Can use Disciple discs.

SUPER PRICE ONLY
% From MGT... the designers of the Disciple — Supported

49
by INDUG — The Disciple Users Group. £

INC. VAT _
)| FOR FULL DETAILS BY RETURN POST, PLEASE SEND SAE

KA | MGT, Unit 4, Chesterton Mill
\ N \ French's Road, Cambridge
| CB4 3NP or call 0223-311665

Public Frangals
et Francophone contactez
Duchet +#4-291 257 80

— S
MILES GORDON TECHNOLOGY
\\'//_

*Timings are- appraximate, depending on drive,




BEDLAM

Producer: GO!

Retail price: 128K ONLY £8.99 cassette, £12.99 disk

Beam Software
|t takes many years to train a

Authors:

cadet in the Steller Imperium's

pilot academy, ‘and at the end
of that time they very often feel that
they're ready to face anything. To
keep them in their place, the
instructors devised one last test:
the Xi2 fighter simulator, aptly
nicknamed *Bedlam’,

From the title screen, Bedlam
offers both a one player game,
pius a dual player mode in which

7Y

particularly
some i
danqers Il.lﬂtlng

in the pinball

static targets proves fatal to the
ship, three of which are provided
for the mission.

To aid in the task, there are
useful items scatterad around the

Bed@nlsaniwmhgamhloukathegr ics,
bonus game, are colourful and have

 features. The gameplay, with unsuspected
ere, is also unusually varied for a shoot-
l.w momorshlps. magnetic force fields and
ramm have obviuudy tried to cram

theacﬂnn isn't
ﬁm-

serean:  flashing diamonds are
destroyed to uncover hidden
objects, including extra firepower,
additional lives and shields, while
collision with a teleport symbal
warps the player to ona of the
game's four pinball tables, The aim

P ‘G0!"s best release yet'

two pilots are given the chance to
co-operate in killing the aliens or, if
they feel particularly mean, trying
to kill each other.

There are 15 space stations, ten
moonscapes and four pinball
tables to breach before the
budding cadets can earn their
wings. Space station suriaces are
immediately difficult to negotiate
since they are bristling with radar
installations, guns, and missiles,
Further opposition is  then
provided by aliens vessels which
swarm at the player's craft in large
tormations. These are shot to
award the player a hefty bonus,
but collision with enemy fire and

____[pauL |

;glowﬂﬂsmmnrellkolt.dmthmr pmduchumeomhgnmmm
have been disappointing to say the least, but by all
smmsadmmmdbamgmmmmam;mmm:?ugn
coming from the same family as Siap Fight, Flying Shark and every
other vertically scrolling var difference

mw
= it's NOT moenochrome! Gane are the ng shouts of,
‘What hit me?’ and ‘| couldn't even see that!', The techni

mnitlmgl:nmmdh%anhnmm before. Badlam
sure is t the title conatant‘:%nﬂaﬂmaway
through with hardly any -ups. Its only flaw is that the game

tends to speed up and slow down in unison with the amount of
enemies on screen, If all you want is basic blasting fun then
d be the one for you. "

be old, dating all the way back to Lightforce, Mldon’lmm-

» ‘Colourful and interesting features’

here is to gain as many paints as
possible, and hitting either a X2 or
a X10 scoring ampiification factor
is the ultimate goal since the
player's sgore in the main game is
oriefly multiplied by the relevant
amount,

Also making their presence felt
arg large alien motherships. These
heavily armed and armoured craft
can be destroyed for bonus points
and a wvery weicoms shot of
invincibility, aithough each time
they are destroyed they become
more powerful on their next visit,

__/comments|

Joysticks: Cursor, Kempston,
Graph
r cs: all the colour
withoutthe clash, made frantic
with some fast animation and
serolling
Sound: average spot effects
and poor tune
Options: definable kays and
one or two players or two
players simuftansously
General rating: pratlab
GOl's best release yet,
sewwaland dual p!ay
options adﬁ longe riastmg
appad LY on the
128K Smctrum

e =11 1)

Presentation 7
Graphics 7%
Playability 73%
Addictive qualities 5%
OVERALL 75%




Producer: Imagine
Retail price: £7.95
Authors: Dinamic

ynics may call it just an

American  version of

nethall, but basketball is
fast, furious and athletic — and
Spanish programming house
Dinamic will have you jumping
through hoops in Basket Master,
CRASH's favourite basketball
simulation so far.

Ateach end of a basketball court
is a netted hoop, and players
attempt to throw the basketball
through the other side's hoop (a
goal, in effect). Two points are
awarded for each successful

* | throw or ‘basket’, and an extra

point if the throw is made from
outside a marked arc.

Five players make up a
basketball side, but Basket ter
has been simplified to have just
one on each side, and there are
three skill ievels to choose from:
beginner, amateur, and NBA
(America’'s MNational Basketball
Association is the sport's main
organisation).

laying against the Spectrum or
another joystick-wielder, you can
move in any direction and dribble
with the ball to keep it away from
the opposition. Players try to steal
the ball by constantly pressurin
whoever's carrying it an
snatching it as soon as it's not
protected by his body: Basket
Master belps by indicating
onscreen when it's the perfect

moment for a steal.

And players can always
intercept the opposition’s shots
toward the basket.

Throws at the basket can be

made in various styles, ranging
from the sky-hoock to the
spectacular slam-dunk, which can
only be made from the zone
directly beneath the basket and
requires much more energy than
other shots. A successful slam-
dunk is followed by a slow-motion
action replay with enlarged

 [miex |

“ | never was any good at basketball, and it shows when | play
this - whatever skill level I'm on the computer always wins! But
there are lots of little things to make Basket Master addictive: the
slam-dunk action replay, for instance, and (if can master the
controls) some fantastic trick shot combi S.

The crowd doesn't give much atmosphere except by bobbing
up and down now and then as if it were on springs, but otherwise
Dinamic has done an excellent job on the graphics and
animation, Basket Master should be good for algfm into
simuiations, but watch out - that computer is a dirty fouler!

7 T

' Basket Master is an impressive game. The g ics are
extremely well-defined; the movement of the sprites is realistic
and shown in plenty of detail, particularly under the
magnification of the action replay; even the cheering audience
performs its own little actions.

Strateqy is as important as quick reaction (just rushing in and
tackling your opponent only results in fouis), so the initial appeal
:l:‘;ﬁ nst-t-r;ﬂ:aom:c draw,:ah:;l':’dismntunm:ru Iwala.‘,‘;wwnm

er's, computer to beat. , presum. evean
the Harlem Gilobetrotters had to work hard at first.

If you're looking for an unusuzl sports simulation and re
not put off by stiff computer opposition, go for a slam-dunk with
Basket Master, *

> The all-important statistics
- BASKETS . . |,
LS . . 2 . .88
. .BB/88
% a2 a NS
.BB/81
3 j’e.:- i3
: -t _ ;
FOULS . .. .:......2.008
FREE THROWS . hhxg%
REBOUNDS . , . ..... .80
) ' SHOTS .Bi1/82
o 5L

=

UND
1

[[TIME][ | _
[=——=| 12345

| liia:aagall |l

12345 |eos|
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o8

P A basket full of fun

12345¢
CAMER

TP

graphics for you to glory in or
wince at.

After a basket has been scorad,
the ball passes to the other side,
which must then bring it forward
from its own basket,

Basketball is meant to have no
physical contact, but sometimes
when the pressure is on things can
get out of hand. Barging into an
opponent can result in-a personal
foul; each player is allowed only
five fouls, and loses the game if he
commits a sixth.

The time remaining in each half
is shown beneath the main screen,
and when the half ends there’s a
breakdown of baskets scored,
shots taken, free shots made, and
fouls committed.

Previous basketball games
include Imagine's own World
Series Basketball (lssue 23/81%),
Gamestar's Championship
Basketball (lssue 44/37%) and
Ariolasoft’s One On Oneflssue 21/
39%) Incidentally, cynics still
rgading should note that
basketball was invented in 1891 —
a yvear before netball, which was
alsg originally American!

— /marxl___

“Go for the two-player
option in Basket Master - the
computer opponent s
almost im to beat.
When you control of the
ball he piles in, nicks it, and
often scores a basket before
L sty
risg n
suffers because it's far too
hard to play properly. "

__/cOMMENTS [__

Joysticks: Cursor, Kempston,
Sinclair
Graphics: well-definad
catt"?%n cms anda
Sy mi action
bring the game to life
Sound: simple title tune; few
pot effects

?p?ion:: .daﬂnabla keys; one

ortwa players

General : attractive,
enjoyable and action-packed

= but the computer opponent
ismuch too hard for beginners
Presentation 77
Graphics 79%
Playabifity 72%
Addictive qualities  63%
OVERALL 73%

CRASHApril 1988 109




Producer; Bﬁlldog
Retail price: £1.99
Author: M Webb

eadly spores, so virulent

that even TCP can't

destroy them, have
overrun a laboratory. One hope
remains: thé strong pesticide held
ifbarrels throughout the building.
And the task in Spore is to collect
all the barrels on sach level.

But the spores are continually
released from Fane:’ator blocks,
and you must always be ready to
destroy them with your blaster —

befare they infact you.
Rejuvenating flasks and protective
pills also help in the fight against
sporedaom.

Flashing yellow barriers can
imprison you or block routes to the
vital pesticide — and though you
can destroy them by blasting

appropriate mirrors: and squares
that, too, could release more

torrents of Spores.

__[coMMENTS |__

Presentation
Graphics
Playability
Addictive qualities
OVERALL

Producer: M.A.D.
Retail price: £2.99

ver dreamed of playing the
Wimbledon final on centre
count? Were you Bjorn to be
a star? Grand Prix Tennis gives
you the chance — grab your gear
and your racket and get ready to

pit your wits against a top
professional player (human or
computarl),

The conteat is fought onayellow
maonochrome tennis aourt,
complete with umpire and players'
chairs. Each match consists of
three sets, andis played according
to the rules of lawn tennis with &
couple of minor alterations:
players don't change ends, and
the score table always shows
plaver 1's score as the first (in the
real game the server's score is the
first).

Strokes ranging from simple
forehands and %ackhands o
complex smashes and lobs are
availabie. Service is controlled by
the FIRE button: make one press
to throw up the ball, a second to
make the shot.

At the end of a set the players
can take a well-earned break on
their courtside chairs, and the
interval ecan be extended
indefinitely to act almost a@s a
pause option = though real stars
shouldn't need a rest.

110 CRASH April 1988

f CRITICISM '

@ " The graphics are dismal and
the little m';mm are barely
recognisable; Grand Prix Tennis
is just a mixture of yellow and
black with white text, a waste of
everything the Spectrum is
really capable of. And when you
go to hit the ball it doesn't have
to touch the racket - a spot 20
pixels away seems quite
satisfactory. Grand Prix Tennis ia
m below average. "

@ " The inlay calls this a ‘fully
accurate simulation’ - but if
Wirmnbledon were like Grand Prix
Tennis no-ona would bother to
come. There's no atmosphere (no
audience or line judges, and you
don't even change ends), and as
the ball swings in an unrealistic arc
across the court it looks and feels
like it's attached to the net or your
racket by an invisible string.
Whether you hit or miss is a
question more of luck than of
timing-and technique.

And the graphics don't give a
clear indication of where the ball
has landed; budding John
McEnroes have some really good
excuses to rant and rave.

The thoughtless design of the

Eyﬁtis:k directions are the reverse
the obvious: playing a forehand,
naturally to the right of the player,
is effected by pulling the joystick
ta the left. Instinctive reactions
lead to confusion.

KATI

@ “it's been proved that lawn
tennis can work on the Spectrum
— Match Point (issue 8/89%) is a
fine example — so | have no
sympathy with such a
substandard version as this. The
graphics may ook impressive on
the glossy iniay (the same could
be said of Konami's Tennig), but
the programmer apparently didn’t
kriow the first thing about accurate
colifsion-detection and smooth
animation.

And the very awkward control
method is unresponsive as well as
Mogical,

If pecple must produce [awn-
fennis games, surely they should
learn by others ' mistakes — I mean,

controls makes things worse, The

who's ever heard of a 3-D
isometric tennis game 2!
PAUL

E COMMENTS '

Joysticks: Cursor, Kempston,
Sinclair

Graphics: crude animation of
stick characters

Sound: simplicity at its limits
Options: definable keys; one or
two players

General rating: a poor attempt to
simulate a sport which can be
simulated well — with an absurd
control method

Presentation 26%
blﬁty 20%
Playabilits 9
Adgiacﬁwe qualities 20%
L 23%




Producer: Mastertronic
Retail price: £1.99

Authors: Shaun Southern
I fanyone has ever doubted your

shoot 'em up capabilities, now

is the time to give Proof Of
Destruction. POD has deliberately
avoided any feeble scenario in
favour of pure, unadulterated
blasting.

In this case, the battleground is
an interconnecting garid which
spans an optional background of
scrofling  rainbow  colours, and
your POD (or PODs, for there is a
two player option) can be directed
anywhere along this matrix.

liens generally approach from
the top of the screen and are
swiftly despatched by the POD's
blasters. The resultant explosion
also destroys a piece of the grid
and while the section heals within
a few seconds, the gap s
impassable and  effectively
restricts movement of both aliens
and the POD.

Each level is timed, the aim
being simply to stay alive until the
timer runs out. An extra life is
awarded every time a level is
completed and thus the game only

ends when all lives are lost during
a level.

f CRITICISM '

® " Yawn, there aren't many
garnes that | almost fall asleep in
the middle of, but POD s one of
the exceptions; within a few
games it had bored mie to tears. All
it seems to consist of is a few
psychedelic, eyve wrenching
screens with tons of aliens pouring
out bullets at your craft, This goes
on screen after screen: biam,
blam, blam. Graphically POD is
okay, but in the playability stakes,
it's more or less a non-starter. "
MARK

® " Yuk! What garish colours
and terrible sound, And as for
graphics - where are they? Each
screen is just a grid with loads of
little dots, lines and blobs,
representing aliens, their bullets
and your gunshots. Justto make
it @even more confusing your ship
looks like the aliens" The
simplistic and difficult nature of

the gameplay soon proves

repetitive
boring, ™
RICK

and ultimately

|

® ' Take a basic shoot ‘em up, |
strip it of irelevant scenario, take
away the sound, throw in a flashy
Background and you're left with
POD. The grid is an innovative
idea, controls are smiooth and the
aliens fly in suitably devious
formations. Unfertunately there is
noatmosphere to complement the
gameplay: sound effects are
extremely limited and the rainbow
screlling merely obscures the
action. Remaove this and you're left
with'an uninspiring grid plus some
very repetitive gameplay. One to
avoid. "'

KATI

DDD@U[D

I RECKOM I'LL STAY N
THIS EVENING, TVE GOT A i
 FEELING SOMETHING'S GOING
O HAPPEN.

Joysticks: Cursor, Kempsion,
Sinclair

Graphics: the garish
backgrounds make POD a strain
on the eyes |
Sound: below average, lacking |
originality |
Options: definabie keys, one or
two players

General rating: a very poor shoot
‘em up with little lastability |

|

|

IREEE

{I COMMENTS '!
|

!

Presentation |
Graphics ;
Playability

Addictive gualities
OVERALL

per min. off peak.

DESIRE
LONDON E14 9TW

‘Desire’ is like an intimate conversation
on your PC screen! Just phone in and
join in for hours of enjoyment. There's no
enrolment fee — just one phone call via
your modem puts you through to a new
world of handy services and fun things to
do. Take a look at the menu . . .

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

PHONE NOW

‘PESIRE’ LETS ME CONTALT
HUNDREDS OF NEW FRIENDS
I NEVER THOUGHT THAT

COMPUTERS C'J:'MJ'_D BE

WHO COULD THAT
HAVE BEEN..? SOUNDS
by INTERESTING! E

ITS BEEN NICE
TALKING TD vou

BIE MET 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.

NOW THAT 1 HAVE
'DESIRE " TLL NEVER
SPEMNE ANOTHER

EVENING (Y ALONE !
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VIDEOFACE digitiser takes pictures from
] [ LI 2 video camera or recorder and turns them
into standard hi- res Spectrum screens.

f THE YEAR OF THE ROBOT

8 II'IIIN"

AT LAST: THE MOST VERSATILE AND YET

i EASIEST TO USE SPECTRUM PRINTER INTERFACE

N
[ 3
NS E

wilMiiure: 14 128

As bong a5 you low how to foad a game, MULTIFACE will COPY it at a touch of a beutton!
Having saved a game, you can continue it or re-save lacer as you progress. Programys will re-load even
without MULTIFACE artached and run where you stopped and SAVED.

MULTIFACE ean also save SCREENS only and COPY SCREENS to printers.
ff fﬂi 2 bit-in HU{TF TGOLKET mo‘: umqlue Fm!rm w mrd‘r rrmdlflr pmgnms ~ essential for hackers!

malﬂfan‘ e maltifacc im
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SPECTRUM+3 - THE BEST ADDP~ O
FOR muULTIFACE 3

n the heginning there was the
Spectrum. Lots of people bought
one. Lots of ather people wrote

fime for Depeche Mode hut not for so
bat for computer software. Slow,
unreliable and frustrating were
some of the kinder terms used for
the medium.

Now there's the 128K + 3, a games
machine that has all its software on
tape and built in disc drive . . .
Buess what Romantic Robot has
produced?

Multiface 3, that's what. Plug it
inio your 128K+ 3, and load a game
from tape. Press the red button and
you can pert it on to disc at any
stage, yours %o load in a trice at a
wiim’s notice. Multilace works by
waiting for the program to load and
run. Then it takes a copy, and as the
program was running at the time, it
will run when the copy is loaded
back tater.

The tape to disc function of the
Multiface 3 would be enough to
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 so
easy lo obtain. Memory can be
displayed as hexadecimal, decimal
or text. All of the 128K + 3's 128K of
Ram can be fiddied with, not just
the 48K's worth that Basic has
sccess to.

You can also print out areas of
memaory and screens in a variety of
different forms. The Multiface 3 can
do the same types of graphics
dumps as its brother Multiprint,

dumps. It can’t do much more than
128K+ 3 Basic does, but it does it in
the middie of programs.

The main purpose of the
Multiface is to get things on to disc.
As well as the simple Save and Load,
it's got a few other tricks up its
interface. You can, for exampie, use
the disc from 48K mode. Lots of
people get excited by this.

Other things that the Multiface
can do is allow you to erase a file to
make room on 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 Multiface, atas.

Multiface also compresses stuff
automatically, and doesn't Save
empty areas of memory. These two
features mean that you can get (for
example} more than three games on
the 170-0dd K atlowed you per disc
side. But you cam turn those
features off, if need be.

Emrlhiug is accessed by the
traditional one- or two-line menu and
single keypresses. Multiface 3 is
very carelul about invalid inputs,
and didn't crash or otherwise
misbehave at all. And 1 did try to
confuse it.

More than that, what can | say? |
enjoy a good rant, mest reviewers
do, but the Multiface 3 seems set on
continuing the Romantic Robot
tradition of doing the job reliably. 1
can't even complain a little.

Any 128K+ 3 owner will find it a
wonderful device, indispensible
even — I'm not giving mine back
without a fight. | expect to see the
usual exira programs appear for the
best in due course (Genie et al),
wharsupon not owning a Multiface 3
will brand pne a comp

"A GOOD REASON TO BUY SPECTRUM + 3:" ...

NOW YOU HAVE

wiWiiure: ¢ugee:

e T e S D

B

“THE PLUS 3 DISC SOLUTION” ... ..

S SR T SR

FEGUARL
TIFACE
the MULTIFACE S but

{ | e V:l_)'l.

ready to look tor
Once it finds it

el FTE

e the -

MY LIVES ARE INFINITE;
I'™M PROTECTED BY

TRY!

vall,

s aninfinite |

fe finder
| or load a garn

I|'—-—

| 28,
ton and
rmn:[p |-'\f{- S Aamr
L&l El] |Idy|"‘ and SCOre
you'll win again

and for Eé 95 ONLY'

install it into
A, Press
SJARD
wnition, efc
will mever

']'.-'_ti{-l'l

EXCERPTS FROM REVIEW IN

m text, lueum-mh Copy

| enclose a chsque/PD for € incl. p&p to UK & Europe

MULTIFACE ONE
ot EN T ]

GENIE ONE
Card expiry. .

£ oo
£33950

Overseas
MULTIFACE 128
GENIE 128

VIDEOFACE DIGI'IIZE £44000]
MUSIC TYPEWRITER £ 7950
SPEC. +3 TAPE LEAD £ 2950

MULTIPRINT
LIFEGUARD .95
" SPECTRUM+3 DISCS © 2?5[]

BOMAL 1€ BOBIu JF " ¥ D 54 Desnscroft Ave, London Nw'a 8EN 88 24 hrs N e 01-200 8870




FOLLOW THE
JOIN THE

WITH EVERY SUBSC

CHOOSE ONE OF THESE GREAT
GAMES FREE WITH YOUR
CRASH SUBSCRIPTION

TOUR DE
FORCE

Can! yau gain the covetad yellow jersey in
Gremiin' sycmpmc:mwg Twﬂa

Forcele amym;

s&lld

_ﬂmms{smlma%:ﬁg% Ouerall), This
husmorous ithe game will prove popular
with any eyelmg fan.

BASIL THE
GREAT
MOUSE
DETECTIVE

Inthe firstof anexciting new licensing deal

with Wait Disnay you cantake the roleofthe
‘Epanymous rodent in this exciting arcade
adventure. Your mission s to find your old
fierd Doetor Dawsan, whowaskidnapped
by the ewil Professor Ratigan. The

Uﬁﬂ: grapmcsand suund rnahe
Hasil
gquarantaed fﬂwmtewlth a]l caxtem fans:
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MASK Il

CRASH reviewed MASH lback infssue 48
gingitacredible 815, saying MASK s
a{op class.game’, The ti-in element was
very strang m this sequel which certainly
Proved popular with the raviewsrs. Youcan
spead aver all types of temain Using &
choite of thraevehickes — a sporiscariet,
an armoured fruck and an al-terain
wehicle. Every mission has s own'
abjectivis making MASK fexciting and
addictive,

CYBER NOID
THE

FIGHTING
MACHINE

Throughia new marketing deal Gramlin
Graphics have gol theirhands on Hewsen's
Iatest amazing game (sse page 12 of this
issue for mare info) = and Row 0 can you.
Raffasle Cecto, of Exolonand Equinay
fame, gained a massiva 96% from the
Cﬂue.;ﬂysH mmnars for h;&mwm%em
qualty game. Jupap in his amazing
miachingand blast away all and sundry, The
ultimate i shoot ‘sm up funl

BLOOD
VALLEY

Nermally Blood Valiey (raviewed an:

41 in this issue) would set g%ei
butwithasubscription deal you ﬁngeth‘ne
fantesy game, based an the Dugimaster
mﬂespuhﬂshedbyhnw&ﬁ‘ssﬁmd
Valiycan be playad by one or two peayers
= fun for ail the family!

DEFLEKTOR

Thie programmar of Highway Encounter
hndTLLGosbePw spawn-adwﬁis
nga

pnhnsacs ﬁhraop!kcsandahsorhersynu
must guide the taser from orie end of the
mtothalmraﬁalm~ musapt
compiating the circy concept is
simpie but the resulting game is fisndishly
dﬂﬁw; wﬁﬁm;?haked:r:mn |n|ssu£;w
when it gained mple, bt
offective’, oomimented onie enthuising

Teviewer, 'it's very addictive” said another.

' VENOM

STRIKES
BACK

ToappearontheSpectrumsoon . ., Inthe
third of the MASK series you must
pénetrate the VENOM basa and rescue

your son, Scoft Tracker, Erackcation of the.

avil Mites Mayhem would also be nice - it
was hig whokidrapped Scatt in the first
place. Sure lobaanothergreat gameinthe
MASK series.

NORTHSTAR

Anothar &mﬂ;ﬂmﬂmbﬂ*bﬁm 5

dnubmg wpafbmﬁplmnr&tmnf
this Jon ©'Brien

'gama. The
reviewsrs raved about itin Issug 48 - it
gainerd @ CRASH Smash - saying ‘the
ara superb’ and ‘it’s compeliing
succassiul’. i s notjust a simple shoat
'emup - Morffisiar requires strategic.
pianning as well as.a strong trigger fingar.




. As aII gnod gremlms knaw, you can't afford to be

| without your latest issue of CRASH if you want the
lowdown on the high jinks of the Spectrum computer

world. Missing your issues of C means you'll be

| missingouton. .,

| W The most UP-TO-DATE and DETAILED review section
B IN-DEPTH and EXTENSIVE tips on the latest games

| W FEATURES packed with the information YOU want to know

| M every aspect of Spectrum gaming ~ strategy, adventure and PEM
| W hardware reviews by the real EXPERTS

B home entertainment — VIDEOS, BOOKS and TOYS

B hundreds of extras ~ posters, tapes and 3-D pictures

| W BRITAIN'S BEST SELLING COMPUTER MAGAZINE

And

O

L 2
L]

Leniclose £4:95 for & subscription copy of one of the listed games

Sobesureofyuurcnp ufGFlASH every month and
subscribe NOW! Eveg new subscriber can choose one of
the games opposite FREE with their subscription.

Gmph:cs game.
If you're a subscriber but don’t fancy renewing just yet

you can choose any one of the games on offer and pay a
mere £4.95,

Justfillin the form and 12 issues of CRASH will be yours.
HEMEMBEH all subscribers avoid those embarrassing

%ne price increases AND are guaranteed a copy of
EVERY MONTH.

PO BOX 20
M_A«:!'i of game is:
WW T{&EPTEH’FINGM%GHNE

mnmaamssaﬁm

L1 ] E ,-D.__;:l;;_..,j:]' 1_:]. 0o

H you're already a subscriber then you can renew your
subscription with this offer and alsoreceive a free Gremlin |

This offer is subject to availability and closes on May 4 1988,
Wmmwsmmmm&a

ordered between April & and May 4 will start
with Issue 53.



OIN-OP
PRODUCERS arg
g away licences

annght andasntra

have racent!ygamad thacomputer
gamer to four arcade hits.
‘s Afterburmer, the hugel
succassful fight simulator, is:

one that everyona's looking.
fpmardto.bmlitwon tbe out until
the andmtha also have

from lre]_n, whmﬁ you blaatyq._lr
way thraugh the mon‘stm.ls Bydo
empire. a's other two
Activision s came in'the form
of 8Df and Time Scanner. In 50!
you must seek out hostile forces,
and Time Scanner puts \ you at the.
controlsof a sophisticated pinball
machine.

Ocean, votad the Number One
goftware house of 1987 by CRASH
readers, try to sustain thair

EASTER
EXTRAVAGANZA

success into 1988 with three

trmenduusam&daﬂe ins. The
|r'|lhaama;$esattha

mnmantu; ‘aito’s Opera

Wolf and in a few mﬂnthsiime

cm.nes-,fofme Mancheastar

software house, it'll be the game

1o play on your home computer,

Ocean are also sitting en

Typhoon, from the Konamiarcads

i?ma and SWNK's Guerilia Wars.
| three shoot 'em ups should be

releasacﬁ iy autumn,

DEATHWISH

\’mf:ajn'tkﬂapﬁ'gnod' down

-and following Ocean' E{a.g
SUccesses Issue
4&1&:1:! Grean Baret (88%, !s:a.md

28) come Target Renegade an
Vindicator - Green Beret il. In
Target R 7 you're back on

‘the streets beating up punks and

A
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B The Dark Side: sends your Spectrum to a new dimension

RN UHEHEI GG i

Beastie 1'ansasmlyyou Asfaras(}ﬁhsﬂmnﬁaram
know how, ‘s been seen of it the biggest and best
50 far suggests acmathlng even geu & uf 1937 was, without a
better than the original. Both bt, Driller (37%, |ssue 47) —
games should be out in the very sconpingﬂva awards. ltsgraphics
naar futura, generation systern Fraescape,

taok 14 months to programme and
Incentive are determined tomake
| the most of the innovative.
il | ‘technigue. The next game to come
from the small Aldermaston
software hoyse is. The Dark Side,
also programmed by the Major
Developments team. It's set 200
vears further into the future on the
mooen Tricuspid {also the Tﬁl’ﬁ& of.
‘a valve in the heart —
m :;'.lewlam i ki mo
g weapon known
as Zephyr Onie from destroying
Tncuspld Your equipment
cmma nothing morg than a
ic space suit, a quadiaser,
apratecﬂva band and a jet pack
for extra mobility.

The Dark Sige makas use of all
its predecessor's features and.
several new ones, At £8.95
“cheaper than Driller it should sl
as well as CRASH hot off the:
press,

e LR  GOTHIK

; ADVENTURE

' long awaited Gothik from

Flrd:irgmnwraa.dyia;relame
at £7.95, You play the part of a

young warrior who must find the




i

M as o boa U i b 8 SH

| shoat 'hrn up Mwmfwme

| six parts of an imprisored Grand

Wizard and reunite them with his
trusty robe. The parts are tr.
;Ihmehumhf%nbm ﬂt-af anevillord,
: ur owars, sach
mﬁf” - has saven floors. Intma
arcade adventure style you can
obtajn an array of mediaeval

{the one usually ol layadb¥
PB‘tEf +ushing in the horror films|
must, with your help, try ta rid
mankind of the evil Count Dracula
by:: again, Everywhere horrible
ngs make their presence
knawn; the decorstions move,
thare arafams in the mud, aﬂd

Spectrum’ —we'll justhave ta wait
and see! ?tfeatur:&ﬂetanﬂy ;
alien to defeat at
the end of sach level - much like
every other Nemesis clone.

GREMLIN BYTES
et ytne e (rcviously

; 'anll ba 'ﬁ'ra rlnl-cy dink Phk

The!hmmacamwn character
takas a job as the butlerof a
waalthy home ewner, but the
demusf&lmamds‘lhe

too great to: rms;a e
%@m the rich

popular cartaon. youmust

| avoid the demm advances of

the infamous inspector Clouseau.
The game is enhanced by a

:maﬂhﬂmonm&

Magic Bytss label is the ghoulish
Vampire’s Empire. Dr van

400+ roqumm

skulls inthe very stones. Thaaa
powers must be overcomei iinyour
quest o find the light ray with
which yaucan bury Caunt:

for ever. You can irek through the.

Thera's nothing like. agoﬁd ‘old
beat "em up to get the crowds
running te the software shops, and

Cnnnnne
o

-&wtorhdmﬁnl:mﬂa’s 18 Part 1 = eromp.mm.mm

'-hllma‘m soldier) through the rigours of an army camp
the recruit in a real war. The programmers went
lnh\‘ujm}_inmsln ummmmmmmw

Gremiin Graphies have: juat the
thing, Hereules, that well known
slayer of the damned, comes

«chopping his way on to the
-,ﬁpectmm

it the end of April,

'sleephgﬂmaren due to a curse

Iahd uponhrmby his wicked
other Hera (she won't be getting
rnucnfar Mother's Dayl). In
response ta his pleas for mercy,
the gods send him to the starn
Kingefﬁurgcs {norelation to the

chain store, we trust) who sets

e e
Your

b&lglr;lsmegadsgattreddhis

pis.

Gremlin's next release
Alternative World Games, which
mo;;ll?be mdﬂﬁa shops now, mkes

roundtl wer{dtommmha
ﬁr&ngaefnamnatpmm It's
a parody of the Eﬂyx
Winter/Worid Games series
featuring offbeat events such as

> Another gift from the gods

e

b+ E R
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poleclimbing, boot throwing, sack
mng and running up wallst Each
mx:}ig hagits aw;n al'tamaf}‘n:h
national anthem —for example the
Gan-Canin France. Amultiload, of

MTH CENTURY FOX

Fﬂﬂp :

steps of Game Over [Ocean),

Bartiarian (Palace) and The

| Lﬁmtpfthe»ﬁmgn Women

|| (US Gold) from Martech comes:
‘This game seems destined

0 reach new de;:-ﬁ'fls P::éf s:ﬂxlgﬁm trn'n

softwara, Yol play the p e

Foxy Lady of Granath (really) who,

wﬁh her magic whip {i'lanestl).

ge Irrtha captraversial

must enter a cave complex and

- destray the evil creaturos that

prevent her progress. The
animation of Vixen and her fox
double are digitised from the real
th1ng [whnmveﬂhatis},
Slam (formerly A
Hraas Sdﬁware) have a whaie
batch of Interesting releases for
the next few months. First off, on
the Quicksilva label, is Chubby
Gristle — a story abolt a fat man
wiha wants to get fatter] Then.
Fa b Ty
erg

Football, Based on
the exploits of the famous
L!vetmefEngi‘énd footballerand
from the same programmers that

[s]1] Lineker's
mua 49-]i it's said

- overfour different landscapesand

“should be availabie in late June.
The latest in armoured vehicles

“should be gutin August fustin
time for the Motor Show).
Roadstar XRi, which takes you

-across land, sea and alr, comas
from talented pmgmmmsr John.
Phillips of Nebulus (85%, Isste'47)
fame. Then, for release in

Septamber comes anothér shoot
Netherworld. Asimodius

'Bmup,

- The Angel Of Death is ancther
-groade adventure from Hewson
.-wauﬂng fora; Nbvembar release,

n%a sely after that is
_'Hﬂﬂaala cco's (ORASH

‘Smashes, Exalon and Cy

= Tbeﬁﬂm.‘ng chire) next

mysterious game, as vet without a

name.

to be better than Match Day If.

Accolade (the Orproducars of
Hard Ball, Aca OF Aces and Fsi-5
Trading Co.) have recently stgnsd
up with Electronic Arts for
release of their next sports
simulation, Mini-Putt. Their latest
sports release s basad onthe
whacky activity of crazy golf, The:
game comes complete with theme
courses (films, countries and
arcade games) and three types of
obstacles. Power and precision is
needed 1o master this |atest
comical release.

Hewson's releases for the next
year contain many exciting
products. Next from the Abingdon
offices comes Marauder, written

v Mark Kelly, Inthe sammie style as

amanda it sarolls vartically

ALTERMATIVE SOFTWARE have
announced meir imminent releasa of
BMX Ninfa at £1.93, Using your cycle
ninja you must battle against
skateboarders, fellow BMY fiders and
ninja scooters, It's all a test of skili and

CURIOUSER
AND CURIOUSER

endurance; will you be able to produce
thie bunny hops, wiheelies and back flips:
abie fo outwit your fellow contestants?
Intrue budget style; again from
Pontefragt-based Atternative, there's
Future Bike Simulator, programmed by

Softstorm Developments. Straddle your
Jel-powered armeured bike and prepare
1o battle with fellow riders as you race
through death alley. it comes from the
sama team that brought you M.AD.'s
UCM {BT%, Issus 47},

Foliowing Hewson's tremendous
success with thelr first Rack-It refease,
Deean Conguerer (issue 45, T7%), comes
Battie Valley. From central HO you must
capture ail the terrorist bases and destroy
the enemy missile. You are aided by a
chopper to rebulld broken bridges and a

iank to protect yau from the aggressive
enemy forces — all for £2.991

Budget softwara names get crazler ail
thetime. Top Ten Hits have Dusty Droid
And The Gobblers, 0K Yah!!—
featuring Siman, the super yuppie and
Don't Say i, Spray il Then from
Firebird you'll be seamg Muggins The
Spaceman, Ninja Scooter Simulator,
Blow Out and Pogo Stick Ofympics.
Masterironic nmwar'bngwmissuul_un
the fun, have oot Super Trolley.
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Brilliantly designed, Corporation is a game Whedciaigll a
of high skill and mental agility — challenging e
even for the advanced strategist.

HiLon

L3 HinIEn
CRvs T
Pl Bun, 260

Itis 3028 AD. Planet Earth is governed by all powe 7 y roid and mine the
deepest space, a tercid, rich in Mino f

course with a sterile moon . ..

As Commander of a robotic space mining team, it is

Mail Order: Activision (UK) Ltd,, Units 3 & 4 Lloyds Close, Finedon Road Industrial Estate,

- S Northampton NNB 4SR Tel:033T6768. et I I ‘ [
Commodore programming by Daryl Bowers. Spectrumi and Amstrad programming by Simon Freeman Graphics by Focus: R




GOGGLE!

FUN TO COME

DOMINIC HANDY on video
PRIL is going to be one Sadly even King's undoubted
helluva month as far as talent can't rescue this cheap-
‘comedy videas go. Kicking !mﬁung miovie. (Watch out for King
of the month to a in the final segment as a truck
. endous start is the dﬁm }ﬂ
ilarious Outrageous Forfunme om one horror sequel to
{Rank, 15}, It stars the wild dwarf, anathar ﬂn Elm
I %Hmmm Both aiﬂ el An 18,
equatly funny s easedon ril
are having an affair with the same i‘:..u... i
man, then, unexpectedly he diesin | original girl of the street in Pm 1

a mysterious aceident — this is
when the fun really starts! It s out
now.

Also from Rank this month
cansee Richard T nin
the sequel to the poor 198
second remake of King Solormon's
Mines (it was first made in 1937
allgcé&hen successfully remadﬂ
The Lost City Of Gold Rank, PG).
Both the prequel and sequel were
shot at the same time!

Burt Reynolds can be seen ﬂ-ns
rnonth in the ludicrous
Reynolds plays an ex-CIA agent
who must stop a megalemaniac
{our own Brendon Kavanagh?) from
taking over America.

In Ma;.r from Rank comies Matt
Dillon in Big Tewn {Rank, 18).
Dillon stars as an up and coming
gambler tryingto make it biginthe
city. It starts off strongly but the
storyline peters aut towards the
ot

Parts Fourand Five of the Crime
Stary series-are on the shelves
now. in Part Four —

Connection (New World V:Hab
15) Lieutenant Mike Torello is
given the job ot uncovering the
mob's connections in Las Vegas,
Part Five — Luca’s Fall sees
Toretlo finally set for the Mafia
boss's day of reckoning,

Creepshow 2 (New World
Video, 18) enters the rental shops:
at the end of April. As in the much
better Creepshaw, the superb
harror novelist Stephen King,
provides the three short stores.
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returns to unravel and rescue tha
thoughts of a collection of suicidal
teenagers in'a mental asylum, It's
agre mrovementan Part 2, and
well warth watching fo
tremendous visual effe.cts.

After appaanng in the temb!e
Eupgfarla‘st manih

Goldberg returns with the m-uch
miore successful, * Jack
Flash (CBS/Fox, 15). Goldberg
plays the part of a computer
operator in the big city who gets
contacted (through her computer)
by an american agent trapped
behind the Iron Curtain. Goldberg,
as per usual, carries the whole
movie on hershnulders and does
a great job.

Lynch's superb cult
mavie, Blue Velvet, should have
reached your screens by now.
Isabella

Hopper play a kinky mghtclub
singer and a sadistic kidnapper/
drug dealer respectively. Slue
Velvet was very powerful in the
cinema, but | have my dotibts
whether it can be carried over to
the small screen. Certainly not for
the weak stomached!

The end of April finally sees the
refease of the hilarious
Arizona (CBS/Fox, 15). Starring
Nicholas Cage and Holly Hunter
ina hiarious comedy abaut an odd
couple who kidnap a child because
they can't have their own. You
need to have a strange sense of
humeur to appreciate it to its full.

Mmmcupmcic Video,
15)is all setforrelease next month,

Axel Fn{ey {Eddie Murphy), the
‘wise-cracking Detroit cop, retums:
to Beverly Hills to uncover the
Alphabet murders, All the old team
are back, plus afew new ones — like
Brigitte Nielsen, and the
director, Tony Scett, (of Top Gun
farme) whose influence is very
evident,

CIC also have Brian De
Palma's The Unfouchables (CIC
'-’uieﬂ. 18) waiting to burstintoyour

home. Sean Connery (who has
since gained an Oscar nomination
for his ;jarfprrﬂ_an‘ce] stars with
Kevin {who can currently
be seen on the big screen in Mo
Way Ouf) as the tough cops in the
age of prohibition. Anyane whose
seer the recently re-run TV series
{an which the film was based) will
know hew fascinating and
enthralling the whole story is. Don't
miss it! Ennie Morricone again
provides a superb soundtrack.

Getting on into May you can
expect to see two great comedies
— both from RCA/Columbia,
Roxanne stars the tremendously
talented and highly regarded

Steve Martin as a fire chief whose.

undying love for a young girl (Daryl
Hannah) can not be stopped —
even by the tremendously long
niose he has. Then fallowing quickly
in its footsteps comes Woody
Allen's latest self-indulgent, but
comically amusing, film. Radio
Bmisanathe:tnp down memory
lane reliving the timeswhen all the
family used to huddle up areund
the wireless for a bit of
entertainment and fantasy, All
good, clean fun. | wonder if they'ii
bring out Video Days asthe follow-
up next century!

Lastly, all of you that have been
waiting or five yearssince E.T. first
came out in the cinemas will be
happy to hear that CIC Video have
finally gained the viden rights for it,
and are setic release itin, .,
Autumn: Well that's more precise
than 'possibly never’ which was
Spielberg's first reaction to the
suggestion of a video release. £
i5 the biggest grossing film EVER,
taking an amazing $700 millien
worldwide, and gaining nine
Academy Award nominations, so
the reiease should be quite an
aeeasion.

ABOUT

TIMES TOO

OR ALL those aspiring

Yuppies out there — there is

now a newspaper for YOU!

Early Timesis aimed mainly

at the 8-14 year old group
and is published weekly from Garth
Publications. The independent
newspaper for young people’
shows strong influences from
‘quality’ newspapers, such as The
Independent (indeed it was this
paper that provided the inspiration
for its founder Dr Barry
Weightman), providing clearly-
produced photographs and alarge
amount of illustrations.

Early Times covers a wide range
of subjects chosen for their
specific interest to children. There
are sections on cookery
(containing recipes similar to those
on the BBC's Why Don't You?), lot

of TV coverage (mainly on the
scaps) and general infarmative and
review sections on film and
theatre. Early Times also has a
large amount of news from all parts
of the world of interest to or
conceming the younger
generation — like the Winter
Olympics, the televising of the
House of Commans and even such
issues as the Russian involverment
in Afghanistan. There is a also very
interesting (but rather cynical)
‘agony aunt’ column — youngsters
also have problems —and a
comprehensive listings section.
Early Times is definitely worth
looking out for— and has a lot of
backing from newagents soit's not
hard to get, thank goodness. But
fitty pence is a large chunk out of
someone's weekly pocket money.




IT ALL ADDS UP TO A TERRIFIC
INCENTIVE

All winners, plsaseallowiﬁdﬂgs.for the delivery of your prizes. All ﬂueries

aﬂﬂi"g competitions runin CRASH should be sent to Frances Mable, ! isn't featured this month, don't despair! We'll do our best to get
Cl , PO Box 10, Ludiow, Shropshire SY8 1DB. Please don't ring \P ono (as they say in classifieds), and if the worst comes to the |
Frances as she has enough trouble reading through all your entries as it worst (which it hasn't for three months now, but we're still waiting) you
ig. { ©an always send the ad in again. 4




BE A PIRATE OF
THE AIRWAVE

WITH A (E/ORDI.ESS TELEPHONE FROM

HEWSON'S Cybernoid, the lean mean fighting machine, has
soared to success this month with a CRASH Smash rating of
96%. Contracted by the Federation to deal with a pirate raid, the
slesk, sophisticated ship has an arsenal of weapons to wipe out
the insidious invaders, Butimagine for a moment whatit must be
like for the pirates: one long round of drudgery, taking bit parts
in other people’s games, emptying the Federation coffers with
nathing but a rattling, shuddering heap of junk machinery
between you and the cool, dark sky. The heroes get all the geod
ships, insurance rates are astronomically high and the chances
of you returning home to enjoy the odd tot of rum and a bit of
laserplay are slim. Even in the 23rd century.a pirate's lot isnota
happy one.

customised battle machine — one with just as many exiras, add-
ons and innovations as Cybernoidhas and more? The Federation
run would be far less dangerous then; you might even make it
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chance to

Wiouldn't it be great, therefore, if you could design your own.

hame to enjoy some of your well-deserved spoils in the cosiness
of your personal pirate den.

Would-be pirates lock no further — CRASH is giving you the
esign your own machine. Just draw the best
equipped pirate ship you can think of, with as many bogsters,
blasters, fixtures and fittings as you like.

Two outright winners, whose entries are judged to be the
most innovative designs, will be rewarded with-a Commtel 828
cordless telephone — a great way of communicating with other
pirate ships: :

Five second-prizewinners will steal away with a Cybarmoid
sweatshirt, while 25 runners-up will receive a copy of the game.

So, grab oulrigmeﬂs and send your entry fo: COME TELL
HEWSON P, CRASH, PO Box 10, Ludiow, Shropshire
S$Y8 1DB to arrive by May 3.

Make yourself happy — win that 'phone!
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Screen shot from CBM version.
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Screen shol from Amstrad version.

Have you got
what it takes...

..to be an RT
undercover cop?

CBM 64/128 £9.99:, £11.994
SPECTRUM 48K £8.99
AMSTRAD £9.99:, £14.994
ATARI ST £19.994

AMIGA £24.994

U.5. Gold Ltd., Units 23 Holford Way, Holiord, Birmingham B6 7AX. Tel: 021 356 3388
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 The Ultimate Warrior |




