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ISSUE 51 APRIL 1988

FEATURES
35 THE BEST OF BRITISH

In an exclusive interview Aoger Kean, former CRASH editor, talks to the
greatest software howse of them all = Ultimate

49 STRATEGY SPECIAL

Doubsle the normal size, Philippa looks at some moral dilemmas and Matthew
Stiibe shows how you design a wargame

57 THE BEST OF 1987

You voted for them, now see the resulls

83 LOOKING FROM ANOTHER ANGLE
In a break from the nomm Will Brooker takes a fresh look at the world of 3-D
Qarmos

92 NATIONAL GAMES PLAYERS

The: first ever British Computer Games Championship — enter now!

REGULARS
8 NEWS -

The revival of the C§

29 LLOYD MANGRAM'S FORUM
It's raining, says Lloyd, We know, says a reader.

41 PBM MAILBOX e
The PBM convention — what a lavely time wa all had

42 ADVENTURE TRAIL
It hinally settles down, with two Smashes

46 CRASH COMMS
Get into Shades e

61 NICK ROBERTS’'S PLAYING TIPS gt
Bruiser Nick helps you bash those baddies in Platoon, Thundercals and.
LLC M. to name but a few

71 TECH NICHE

Jon Bales explaing MIDI and Simon N Goodwin solves a tew storage
Hotlams ke o

82 ON THE SCREEN
90 LUNAR JETMAN
96 CRASH READERS' CHARTS
98 ROBIN CANDY'S SCORES c

116 PREVIEWS i g oy
| can't wait A
120 ET AL r VYL
What your vigen recorder can expect, and a newspaper for youngsters mmc}gﬂm‘hm
soon, They didn't know
DO IT YOURSELF when It was coming or what It
N T g would be like - only that It would
68 GO FOR A DRIVE . .. arrive . .. Some camped in the
i it Latned Rovesr with Elite mﬁslﬂs other just lay til"l the road,
7 ey weren't going to miss It -
77 WE WANT TO KNOW ... no way! Some knew all about It
and only you can help n the CRASHtionnaire though, They knew nearly all
87 PLEASE, TAKE THEM ... about It. When It was coming,
- wie just have toget nd of 1001 prizes how much It would be - they
122 DON'T CALL US . .. even knew that It wouldn't come
draw a pirale ship and one of our cordless phones out of the drains, as first
expected. They knew the next
CRASH would be on sale |
mﬂ m-l |
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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 no exception: it's written in my
final minutes at CRASH, which makes
the last days of the Roman Empire seem
like a Microfair, and I'm sure everyone’s
desperate to see me flow away

There’s no room o wax nostalgic -
and Philippa Irving would scratch it with
her comizal boots anyway. But (in the
tedious tradition of Oscar-winnars) I'll
just thank a few people, 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 everyone always
thanks the unsung haroes and
heroines, to the poin where they must
feal like Oklahomar?). Markie, Wayna,
Roger, Oh, Dawid, Tortoise Shell Press,
everyone in photography and film
planning and printing and accounts and
advertising, Fran and Glanys who type
letters, Karl who takes them to the Post
Office = tha magazine would never be
produced without their work and
Patience, yet they miss out on the
boldface bylines.

I'moffta join the unsung heroes —it's
coming on already, | have this
overwheiming impression of being a
South Pacific doctor and slave over a
hot make-up screen at Computer News
magazine.

50, I'll take a last look at little Ludiow,
its thousand minarﬂtsglimmeringinthe
twilight . . . givie my regards to Broad
Street and hand overta . . .

Oh, that'll be me, Steve Jarratt's the
name. Some of you may recognise me
from ZZAP! whare | have been working
formerly as a reviewer, and latterly as
assistant editor to my very good friend
Julian Rignall, for the last 13 months.
Just in case you're the slightest bit
imerested, | come from Tividale in the
Black Country (West of Birmingharm),
have a degree in Chemistry (2 fat lot of
good that did me!) and I'm 22 (OK, 50 |
lied: I'm 25).

My interests lie heavily in science
fiction, films, computer games
(surprise, surprise) techno stuff and
music (favourtes: Rush, Peter Gabriel,
Genesis, UK - even though | can't get
hold of the albums!).

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

The second new raviewer takes the

lumbering form of Mark Caswell, from
Aberystwyth. Mark is a keen computer
gamer and has a wida range of

experience across 8- and 16-bit games;

I'm sure you'll find his opinions mast
helpful. Mark is 23, big and not of
Austrian/Egyptian descent.

| knmﬁz‘m will all be pleased to hear
that CRASH is ance again the biggest-
sefling computer magazine in Britain,
just pipping C&VG to this coveted title,
Our circulation is curently hovering
below the 81,000 figure, which goes to
show that the Spectrum market 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 to get that legendary
highscore. Newsfield, in conjunction
with US Gold, the Mational Association
of Boys Cubs and Montbuild, have
instigatad the first National Computer
Games Championships. Interested?
For the lowdown on the highscores,
stroll on over to page 92,

Till next month

REVIEWS

April’s auspicious

SMASHED!

12 CYBERNOID
Exolon author, Raffaele Cecco, produces his best game ever!

42 GUILD OF THIEVES
Have you got what it takes to become a member of the guild

42 JINXTER
Magnetic Scrolls have all the luck

HOT SHOTS
75% and over . ..

80 ARKANOID - REVENGE OF DOH
The best bat 'n’ ball release yat?

108 BEDLAM
Can you pass the academy's test in GO!'s latest frantic shoot
‘am up :

76 IKARI WARRIORS

The long awaited Elite game meets with mixed reactions
24 RASTAN

The viclent return of Imagine
10 STARPAWS

It's a dog's life in the budget market

FULL INDEX

106 mnmu—mmm 42  Jinxter Rainbird
ne

109 ﬂﬂiﬂ.lhﬂlrlmngmn
108 Bediam GO!

11 Black Lamp Firebird 1

18  Blood Valley Gremlin Graphics 24  Rastan Imagine
100 Championship Sprint Electnc 103 Rockford M.A.D.

20
12  CybernoidHewson 18 Side Arms GO
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THE BUDGET label Aternative is
making several of their games available
on disk. Each will have three popular
titles and retail at £6.99. The first,
Sportacularis released on 23 February
and features Soccer Boss, Qlympic
Spectacular and Indoar Soccer.

THREE DISKS

CDS Software have re-
programmed the successful Colossus
4 Chess and Brian Clough's Football
Fortunes (42% Issue 38) specifically for
the 4+ 3. They are pricedat £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 £9.95. The
games included will be System 3's
1K+ (91% Issue 49), Activision's
Rampage (63% 1ssue 49), Imagine's
Renegade (B9% Issue 44), Palace
Software's Barbarian (85% Issue 41)
and Electric Dreams’ Supersprint

(5B8% Issue 46).

Databyte s latest release is The Spy
Trilogy - a compilation of Spy vs Spy
(93% Issue 19), The Isfand Caper (53%
Issue 41) and Arctic Antics which has
never been released on the Spectrum
before, The trilogy is produced under

licence from First Star re Inc,
USA and will retail at £9.95 on cassette
and £14.95 on disk.

DESTINY OF

DESTINY SOFTWARE are running a
competition in cannection with their
first release Yeli [61%, page 17), and the
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 is organising a search which
is probably the most comprehensive
yet. The bookmakers William Hill are
giving odds of 150-1 against

THEYETI

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 for this mammaoth
reward, entrants should send a
postcard with a description (50 words
maximum) of what they think the Yeti
will look like, to Destiny Software,
Lamerton House, 23 High Street,
Ealing, London W5 5DF.

discovering the fabled beast and

THE GREAT EVENING

STAR RACE

IN CONJUNCTION with Raifway
Worid 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 recard 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 include dinner for two on the
Chamwood 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).

JERSEY, March 12, the Hotel de
France, site of the Mewsfield organised
Computer Arena B8 - a software

industry conference, the first of its kind
ever to be held in Britain — was also the
moment when the CRASH and ZZAP!
Readers’ Awards were presented,

mmmmm

I 3
for Best Arcade Adventure (Head Over Heels)

CRASH READERS’
AWARDS 1987

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

P’;!anaging Director, art supremo Oliver
rey.
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transfer most ‘jerky’

MENU-MASTER. Insert

Prices quoted assume
TX-GUARAMTEED

+3 MASTER DISCS

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

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

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

007 TRANS-MASTER..... £10.95 on YouR pisc.

DISC DOCTOR. Lise to PROTECT/UNPROTECT, ERASE/UNERASE or list in Hex,
Decimal or reveal TRUE Basic. Includes DISC HEADER READER.

007 DISC-DOCTOR.....E6.95 on YOUR Disc.

your Discs and press a key and Full CAT heid in a
record (Uipto 2300 Records). Can SEARCH & find any INSTANTLY.

007 MENU-MASTER.... £5.95 on YOUR Disc.

forward a Disc. +E2 if we supply Disc,
Postage: UK. firetand.. Eunﬁ +E1. Elsewhere +£2
{Dept CH) 29 Chadderton Drive, Unsworth, Bury, Lancashire Tel: 061 786 5712




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!

SPECTRUM

Cassette £ 7.99
+3Disc  £14.99
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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
breading the Griffins in an attempt
to fiood the market, destabilise the
monetary system of the whole
universe and allow them to seize
power in the ensuing chaos.

No problem: send for Captain
Neil Armstrong. He'll soon 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 Starfleet
Taskforce — the bungling Rover
Pawstrong.

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

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.

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

MARK
* Iit's a dog’s life for poor old

planet to oThl'ih .
g.u?. prindut: birds, is ]Is

.nouah manage » Watch the birdie
Star Paws is quite fun to play,
using all of the varied ebbs away, bits of flesh disappear
weapons and contraptions to leave the bony carcass beneath
to outwit the speedy Space Failure to find food to quieten his
Griffins. | must admit that rumbling tum results in a pile of
m look very much like bones, and one very dead Rover.
relatives of that other Once he has either captured or

turbo-charged the zapped a Griffin, a Starflest
Road Runner, and like the scoutship lands and takes it off of
Coyote in that famous his paws. This leaves Rover free to

the chase the remaining elusive fowl

has a m time across the planet, and also under

to catch Griffins. it, by using the mining tunnels

The entered by leaping down the
nearest shaft. A map and mining
lamp can be collected to help him

to make light of the situation.
Such is the task that Captain

lll'u'ln?. and fun collect- Rover Pawstrong finds himself
‘em-up is certainly worth the lumbered with. Let's hope he
small asking price. " doesn't make too much of a meal

atit. ..
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addictiveness in conversion

to the Spectrum. The
graphics are all well drawn
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|cOMMENTS |

Joysticks: Cursor, Kempston,
Sinclair

Graphics: Captain Pawstrong
is a superbly drawn and
animated cartoon character —
combined with the many varied
and ornate backgrounds Star
Paws is a delight to watch
Sound: an imitating title tune
with functional spot effects
General rating: a delightfully
cute and humorous game to
play. With such addictive
qualities, at only £2.99it
shouldn't be missed!

Presentation 5%
Graphics B8%
Playability TT%

Addictive qualities 75%

OVERALL TT%




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 cbserves as

he trudges out on an
impossible mission to find nine
enchanted lamps. The problem is
he's in love,

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

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 been
plagued by strange and unearthly

TN

creatures.

powers:;
fire from his belt buckle.
encounters

witches,

include shields and weapons.

Each chest has

compartments, each one

Jack sets out after consulting
his friend Pratweezle the sorcerer,
who endows him with twa magical
recuperation (allowing
him to cheat death a few times),
and energy bolts which Jack can

And the buckle-dusters come in
handy on Jack's travels as he
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

Once each lantern is found, it
must be taken to a chest (there are
20, allaround the land of Allegoria).
nine

different colour. Jack has to place
each coloured lantern into its
correct compartment —and defeat

“ Black Lamp Iis most unplayable. Jolly Jack takes ages to
respond to frantic movements of the joystick or keyboard, which
is infuriating in such a fast action game. And because of poor

e design most of your precious time is spent retracing the
iuﬁrr‘sioutdm back past the same old enemies over and over
again.

But the simple game would be very addictive if it weren't for
that. And the graphics are competently animated and well-drawn
{though not very original), ranging from simply-drawn houses to
magnificent mansions. spite the slow-moving sprite, Black
Lamp is mildly effective, "'

P ‘Zapping wicked witches and wailing werewolves with one hand, grabbing

the odd chicken leg with the other . .. *

[ Y =,

a fierce dragon to get at the

eponymous black lantern,

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

__/maRk ] ___

‘“* At first glance Black Lamp
looks interesting. The high-
score-table picturs is
impressive — especially the
two flickering lamps flanking
the day's high scores - and
the graphics are OK, with a
porky little sprite wobbling
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 to
find the action, and when you
do it's usually just shooting
creatures. Black Lamp is a
barely average collect-"em-
up - it looks bright, but the
Laurltt.elfn of interest soon goes

B e o A A P S L A

S Pl [ .L....!a L 12

ﬁi- .—L.-

> Great pig's bladder, shame about the playability: Black Lamp

e e e e e B P

i

J N o)

AL

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

beautiful princess.

s

“ Jester Jack is an attractive
little fellow, jiggim through

the countryside his pig;s
bladder, and e
monochrome magic

kingdom is well-drawn, with
enough detail to get you
interested and plenty of
scope for exploration.

Zapping wicked witches
and wailing werewolves with
one hand while grabbing the
odd chicken leg to fill your
ever-rumbling belly is quite
fun in its way, and Black Lamp
is very playable at first - but
thera's no challenge to keep
you going back for more.

However cute the jolly
jester and however
attractive the felling of
grumpy goblins, the
gameplay just isn't difficult
enough. Even the dragon
which jealously guards the
black lamp on each level
doesn’t offer much
opposition; it takes only a
few shots to make the
dastardly demon disappear
in a disappointing flash, "

__/commenTs[__

Joysticks: Cursor, Kempston,
Sinclair

Graphics: slow animation
against a wide range of
detailed backgrounds

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

much game to play
Presentation 75%
Graphics 66%
Playability 48%
Addictive qualities  54%
OVERALL 87%

CRASH April 1988
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Producer: Hewson
Retail price: £7.99 cassette,
£14.99 disk
Authors: Raffaele Cecco and
Nick Jones




- When the goin
Just blast pyg,

vil pirates have ransacked

the Federation's Mﬂﬁ:
depots, steali valu

minerals, jewels, amr%nitiun, and

the latest in battle weaponry. The

takes the part of the brave

rnoid, picked to retrieve the

from human adversaries,
the Cybernoid also has to batti
his way through the planetary
defence system that the dastardly

C:YB-ER:N+O:l-D-

“ Fantastic! Who needs 16-
bit machines when Hewson
and Raffaele Cecco can
e e B
noid is perfect in every way

that a co

should be: it has excellent

, excellent graphics

cellent colour. In fact
t find

with it at all! The ani-

9 GEts tough, the tough
Tything in sight :

pirates have activated in order to
stop the hapless hero from com-
pleting his mission, Add to that the
time limit imposed on returning all
the cargo for each level, and it can
be seen why only the brave—or the
foolhardy — for
tasTI;ls. s
a id isn't entirely
defenceless, though: apart from
the standard lasers, his arsenal
also consists of bombs, mines,
shields (used to provide limited
invincibility), bounci bombs,
and heat-seeking missiles. Need-
less to say that stocks of these
items are limited, although collec-
tion of the yellow canisters occa-
sionally dropped by pirate ships
increases the currently selected
may be col-
lected include the Federation's
stolen booty, objects that alter the
appearance of the player’s craft
and extra external weaponry that
can be used on the more difficult

SCreans.
As the Cybernoid travels

ments, missile launchers and so
an-— 10 pass, but easily elimi-
nated with the extra weapons.,
Once a level has been cleared
and the cargo collected, the
Cybernoid then heads for the level
depot, where he is informed
wnath:r or not he has n::::lh.er:’tm:!bﬂl
=y o to warrant bei
Givin & bowsa. 1 ok, aeie Cyber
noid ship is lost, and the player is
transported to the next leval.

| COMMENTS J

Joysticks: Cursor,
Kempston, Sinclair
Graphics: Cybernoid is so
colourful and detailed you'd
be forgiven for thinking it was
an arcade version

Sound: an amazing 128K in-
game tune, as well as some
impressive spot effects
Options: sound on/off
General rating: the formula
may be old, but everything

else is new or improved. Raf-
faele Cecco’s best game to
date — if only it were bigger!

Presentation
Graphics 96%
Playability 95%
Addictive qualities 96%
OVERALL 96%

93%



Your friends are prisoners within the myster castie, Release the
fetters that bind thesn and chain them to yoursel; only then can
you make your escapn, Relsase is many us you can for their
predicament is diee, though the more you have on your'chaln the
slower your progress will be! Defend yoursell with a cholece of

8 different weapons! Battle your way through |12 stages

of gripping. continuous acton! Deleat your fobs, rescue your
friends, pscape from gvary.at q Iy ehinn Iy freedom yourd!




Spectrum 48k Version

CBM 64/128-
Spectrum 48K/128K+2-
Spectrum+3-MSX

Shackled is available for:
Amstrad CPC-Atari ST
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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
framps across the title screen to
assure the player of his existence.
The object of this game is to catch
hirr.

uncharted territory to find the
beast. Beginning in the midst of
hostile oriental caverns the search
moves on to counter the perils of
the snowy landscape. Buddhas,
invincible mini-monks, rivers of fire
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 rifle and a limited

————— P —————

The Yeti is extremely shy, and
the largest part of the quest
involves travelling through

/NICK |

supply of

grenades; extra
ammunition and shields are also

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

/ kar |

** Yeti is just an Exolon rip off! 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. Colouris
used well on the fire and some of the nasties, but other objects
in the game are all the same colour and become boring after a
while. The way the score and amount of ammunition is displayed
on screen is 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 Exclon then you've
done the right thing because although they look alike, Exolon is
ten times better. "

—__Imanx]

** I must admit that the idea of a Yeti huntin a game is ault& 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

—

** Yeti is very reminiscent of Exolon, 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 difficult than is really necessary at first: 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 is 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
Iamil some compelling gameplay a little persistence should go a
ong way. "

with many dangers. These include large spikes, gun turrets and
a multitude 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. "

scattered around the | becomes available, Miss the
anvironment. However, the | entrance to its garage, though,
important problem in the | and the journey is cantinued on

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

r_‘/ COMMENTS |

foot.

The end of each level brings the
hunter to camp, where he can
raplenish 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
is complete. Fail and the
Abominable Snowman will remain
amystery .

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 either

Presentation 57%
Graphics 66 %
Playability 61%
Addictive qualities 56%
OVERALL 61%
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I

Producer: GO!

ozon, the  tyrannical
megalomaniac, is
threatening to exterminate
the Earth. Immediate retaliatory
action is necessary and 8o
Lieutenant Henry and Sergeant
Sanders are assigned to the
mission. Their aim: to infiltrate

Bozon's wunderground 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
horizontally scrolling
monochrome backgrounds.

Immediately the enemy

unleashes its defence: all available
manpower is alerted and
combatants appear in a variety of
forms to do battie.

As the intrepid astronauts

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

Pivies
SIDE ARMS

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

battle improvements. A specific
number of shots transforms the
pod into another weapon, ane
shot for increased speed, four for
a mega bazooka launcher, and so
on. e 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
monster, who must be defeated to
allow  ent to the next
undearground 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.

CRITICISM

® " 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

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 daon't
seam to get very far and spend a
lot of time travelling through empty
screens. Scrolling is uneven and
collision detection annoyingly
inaccurate. The graphics are no
more outstanding than the
gameplay. The atmosphere they
create can be quite eerie,
especially against the black
background but this element isn't
really exploited to its full potential.
Side Arms isn't a complete
disaster — after a few turns it even
becomes addictive, but at the
inflated price it's probably best to

ﬁ:’l\m itamiss,
m

@ " 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 almost nil.
There are some places in the
game that are quite 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 fand of this game. Side Arms

Reztail 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 quarry 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 designed for two players
although there is a solo option. The
player acting as the slave has three
different characters to choose
from. 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 specified objects.

Before the hunt itself begins, a
map is displayed and Archveult
stations his henchmen in positions
that correspond strategically with
his guarry's quest.

The movements of Archveult
and his guarry against the various
landscapes of the Valley of Gad
are shown simultaneously on a
split screen display. Unfriendly
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BLOOD VALLEY

Producer: Gremlin Graphics

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

Ordinarily Archveult pursues the
quarry in his own person, but when
the slave approaches any of his
allies, Archveult takes control and
fights on their behalf.

A scroll to the right of the screen
displays the stamina level of both
characters, distance travelled and
amount of gold collected. The
Hunt lasts five days and a clock
displays the countdown,

[‘ 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

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

adventure. Gremlin have tried to
include so many elements that
only the most basic ones — of
kiling and collecting objects —
stand out. The objects, once you
have them, seem io bring little
benefit other than the dubious one
of a prolonged life. The graphics
are remarkable only for their
inconsistency: 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
nothing to resurrect the spirit of
this barren and bitty game. ™

KATI

@ "' 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
then look elsewhere. "




s prefty bland visually, with some
large, but rather unimpressive
monochromatic sprites  battling
across a very sirmilar
monochromatic backdrop.
Contral of the main character is
frustrating, as he often takes a
fraction of a second too long to
react to a situation, which is more
often than not fatal, Another thing
that annoyed me greatly was the
way that the aliens occasionaily
killed my man without even
touching him. Alf of these factors
added to my initial feelings about
the game, and in the end | was Jeft
with a vague, "why bother?" sort of
feeling.

MARK

COMMENTS

Joysticks: Cursor, Kempston,
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

@ ' The packaging of Blood Valley
1 quite good, with a bed sheel-
sized instruction leaflet that clearly
sets out the aims of the game, but
on the graphics and gameplay
side — forget it. Visually the game
is totally dire, with crudely drawn
and badly animated stick men
hobbling around & vile
background. Gameplay is not
much better, becoming repetitive
and ultimately dull. | became
totally bored of the whale
caboodle after only a few
aftempts. Admittedly there is a
game of sorts lurking around in
there, but Gremilin will have to get
a bigger shovel to try and dig it
out, "’

[‘. COMMENTS ’

Joysticks: Cursor, Kempston,
Sinclair

Graphics: little characters with
poor scrolling

Sound: hardly anything at all
Options: One or two players and a
choice of three characters to play
General rating: one of very few
sub-standard releases from
Gremlin Graphics, at a very high
price

Presentation 55%
P

aya 4
Addictive qualities 35%:
L 41%

TELADON

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

nce again the Universe is

under threat: the evil ruler

Teladon is plotting
destruction from his hideout deep
in the labyrinthine structures of the
moan 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
button and initiate Teladon's
demise.

The moon is surrounded by a
series of concentric mazes
connected by rocky tunnels.
Avaiding 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
allows direction of the hoverbike's
laserfira.

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

i |

» 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 caollect,
Zapping enemies gives minor

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

® “in trying to combine two
memory-exhaustive game types,
Teladon's programmers have had
to compromise. The blend is a
repetitive and ultimately tedious
mongrel of a game. Not only is
Teladon boring, both parts are
very tough to play. The

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

b
hostiles which are best avoidacr .

The task is aided by collectable
icons which represent exira 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. Having
reached the centre, the self-
destruct is activated and the
Universe liberated from doom.

! CRITICISM '

® " Teladon involves an
interasting combination of
elements. However, for a game
which boasts two completely

satisfaction since they have the
annoying power of regenerating
whenever you return to a location,
Gameplay is initially quite difficult
and, unless you persevere, you
definitely wont 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 Teladcn. But alas, it was not
to be. What | did find was a
graphically average, collect 'n’
blast maze game with one or
two interesting ideas. Although
fun 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 tunnal
section is too ferky and the laser
sight too slow to permit accurate
blasting of hostiles. The game also
comes ta an abrupt end if you
don't decelerate in time to shoot a
force field, because the player is
reincarnated on the same spot on
which he expired, and is forced to
sit repeatedl through the static
effect until all lives are gone. The
maze section is made extremely
difficult by the laser-toting aliens,
and luck is at a higher premium
than skill. The final nail in the coffin
is the lack of variation in both
sections, even the pretty graphics
cant save Teladon from
mediocrity and | advise against
buying it.

PAUL

| COMMENTS '

Joysticks: Cursor, Kempston,
Sinclair

Graphics: lacking in variation and
colour

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

Presentation 87%
Graphics 65%
Playability 46%
Addictive qualities 45%
OVERALL 49%
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RASTAN

Producer: Imagine

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

oin-op hero Rastan, king of
Maranna, is the only man
tough enough to liberate
his kingdom 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

— Ixamn |

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

Rastan can find and collect a

“ Hacking and
dragon-slayer, bal

splurges of red, turm
n himself is sm

ducking, fighting and ju

through hellfire demons, Rastan the
n warrior supreme, slashes his way
through some surprisingly subtle designer graphics. Pastel
shades and different gradations of grey, pierced by
aranna into a bleak and hostile world.
animated and all the different

game which concentrates on killing marauding fiends is
obviously limited in terms of depth but the swinging ropes and
the bonus collection system ensure ample variety. Difficulty is
well (the first level even has a practice rope) and your first
takes you just far enough to keep you hooked. As you're qluan
chance to start again where the last game ended there's no

sudden

actions are clearly defined. A

» Rastar: climbing the rope to success

NICK |

| “ Rastan is another coin-op that doesn't seem to have the same
addictiveness on the Spectrum 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
into them you just go straight through as if nothing had
happened! In some places you could mistake itfor 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. BRastan is
disappointing. "'

laborious repetition of levels you already know off by heart.

Rastan is slick and compelling - anyone remotely interested in

=I1I- b?rham_m cause and those new to the sport have nothing at
to lose. '

number of helpful items including
more powerful weapons, bonus
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 rocky cliffs.
Urexplored parts of this hostile
terrain are connected by flights of
steep steps and ropes swinging
perilously 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 varlety of solid, smooth scrolling backdrops.
Adversaries are also well animated, and include skeletons, lions,
bats, and snakes - all as mean as hell and eager to contribute to
the barbarian's demise. One small thing that did annoy me was
the intrusive and time-consuming multiload. 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. ™

; A continuing saga . ..
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vulnerability. Some enemies carry
jewellery which bear a variety of
mysterious powers, and more
devious opponents 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 1o 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
on the 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 body
of a soul-sucking dragon. Only the
maost legendary of heroes has the
power to pierce his hide.

_ /commeNnTs |__

Joysticks: Cursor, Kempston,
Sinclair

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

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

Presentation 80%
Graphics 85%
Playability 83%
Addictive qualities 79%
OVERALL 85%




Every move
you make,
every step you
take, they're
watching you.
Fight your way
through the
precinct — the
back alleys, the car
parks, fight your way
through the villainous
community, the skin-
heads, the Beastie Boys,
BT = the bouncers. On a hot,
= steamy nightin New York
] this is just the tip of the

' iceberg on your chilling
quest to confront “MR. BIG",

. A spectacular arcade style
| brawl with many hoodlams and
hellhounds to encounter —

this is target Renegade —

if it moves, it hurts!

.
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SPECTRUM AMSTRAD
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Producer: Firebird
Retail price: £1.99
Author; Peter Cooke

he objective of Zolyx is to fill

in an empty screen by

enclosing areas  with
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
inctomplele line, signals the loss of
a life.

Continuous line length is limited
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 area 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
exira ball is added to the screen.

{ CRITICISM '

@ "' When Zolyx was first released
on the Commodaore it was met by
almaost universal acclaim.
Surprisingly, this conversion is an
unmitigated disaster. No
satisfaction is to be gained from
transforming the screen; the
blocks have different textures, are
divided by thick black lines and
combine to 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 £1.99!
The graphics... well, are a
couple of blobs and dots warth
mentioning? Colour is restricted
to just one per screen,
occasionally being garish and
limited to wunsati 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

_ /pauL |

Score 00710

» A major disappointment on the Spectrum

Level

might have perked up a bit, but
otherwise it just looks like a
failed first attempt at
p'rua‘g:amming onaZX811 "

@ " 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 frusrrarmg
game idea, and tumed it into this
totally unplayabie pile of you know
what. Graphically Zolyx is totally
dire, although gameplay — if
possible — is even worse. Firebird
have messed the game up
something rotten, Whatever you
do, DON'T buy this. "

MARK

f COMMENTS '

Joysticks: Cursor, Kempstan,
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 to make it
what it isn't — complex

Presentation
Graphics
Playability

Addictive qualities
OVERALL

‘ ' I N G! accompanied only by his ally the * Although arcade adventures are common on the Spectrum,
Ball, the Thing is lat loose over the Thing!’s tidy presentation and humorous graphics help it stand

’ planets’ 26 levels, all of which are out from the crowd. ﬂmnﬁh‘; is moderately slow, sometimes
intarconnected by a network of with periods during whic ere is nothing to do but plod

teleport booths.

A series of floating capsules
contain objects which the Thing
must collect and use in the correct
combinations. The Dingalingers

forwards. The shooting action is also a nuisance, in that Thing
frequently runs into the hostile Dingalingers, resulting in some
short-lived games! The strong brain-teasing element was
mhmﬂmmmm. though, and Iif puzzles are your

| suggest you exchange a couple of coins for

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

L]
he planet of the Dingalingers | try to obstruct his work, but the ingl. ™
is under threat of nuclear | Ball is equipped with a phased-
war. The Ball, | plasma servocannon which has
representative of the Astral | the power to stun. , mx !
Harmony Council, and his If all the puzzies are solved in

intergalactic postperson courigr,
Thing, have been sent to liaise with
the Dingalinger Overlord.

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

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

* Thing! is quite nice, graphically, with a couple of rather cute-
looking characters fighting off the treacherous Dingalingers, and

the same, and will probah;! take several games to solve, Once
completed however | feel the game will lose its appeal, but until
then, just keep going! *

P Half way through the week and still things to do

____ |kam]| |coMMENTS [__
* The ridiculous storyline of Joysticks: Cursor, Kempston,
thng! wams y::ﬂ not to ta:da Sinciair

is game too ously, a Graphics: the cartoon
the cartoon style rq;hics characters are extremely
create an atmo of attractive and cute

. Most of the Sound: jolly title tune with spot
problems are just an excuse effects
to make some very silly jokes General a very
(it's easy to work out what to playable and comical budget
= w:ﬂwh do E:pwllh it
card atdoyoudo
a CRASH reviewer. .. 7).
Whether you like this sort of
mdlpnndsenﬁniym the Presentation
i to wl'lich your nm:: Graphics
umour is prepared P il
:I::r‘. 'w“gf'g“": o Af:?l:}#’i?::?illquualities
i OVERALL
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Producer: Firebird
Retail price: £7.95
Author: Steve Turner

LP-2 is the little droid who
made his first appearance

in the citadel of Quazatron

MAGNETRON

{lssue 28, 94%). His motorised
skills are now in demand again:
this time demon droids are in orbit
above the planet Quartech which
is being threatened by the eight

h"cx Z “ Long ago, there was a
; modore game called
“ Magnetron has the same Paradroid. This game was s0
old graphics, the same old successful that it was
ideas and the same old followed by Quazatron on the
as that other and its hero, KLP- » ‘Disappointing Quazatron follow-up’
game, Quazatron, 2, now returns to star in
You can get a bit of fun out of . | know what armed satellites under their | ramps and walkways which
it to with by zoomi you'u ng, control. comprise each station, locate its
up and down the ramps a by now this game KLP-2 is immediately beamed | fourreactors and deactivate them.
doing death leaps from the type is dead and ' But aboard the first satellite, where his | The stability of a reactor is entirely
of ridges, but once no; the same has task Is to negotiate the | dependent on the combined
has worn off you been used to produce m multicoloured 3-D landscape of | charge of its positive fuel rods and
%nmﬁ amonotonous 3- another in
game. There are some Paradroidesque saga. } ?
reasonable effects in the However, | must say that | 1 KATI
mmmd actually like the game: | “ M should have been called Quazatron Il since it's
sprites making found disabling the enemy an updated version of the prototype rather than an
mmlnhapolnam::‘v‘ droids and tracking down game in its own right. The few elements which are
at the start, but not m and destroying the power ﬂmwdmtmmmmwmdmm.
mmwml- plants quite enjoyable. mittedly the monochrome ron landscape has been
mm ng at first, Admittedly anyone totally given an injection of much-needed colour, but impressive
and having a few bored with this of game graphics can't salvage insipid gameplay. In Quazatron the
seconds to complete it won't find new in grappling sequence was exciting and unpredictable;
makes the matter worse. this latest offering, but if you Magnetron's icon puzzle lacks a competitive edge and becomes
Magnetron has little new on have been off-planet, or increasingly repetitive. Neither the reactor problem nor the
offer and doesn't really stuck down a dark hole for g “sequence are complex enough to sustain anyone's
deserve closer the last few years, take a interest for very long. Trudging from one to the
.examination. " look. " ; other is a process which is best avoided. "

SHACKLED

Producer: US Gold

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

ein is not a happy man.
Seven of his best friends
have been captured, and
are being held in a maximum

security prison. His mission: to

rescua and lead them back to
safety.

The game begins with the

armour-clad Kein standing on the
first level of the prison. As he
the maze of
cormridors he comes across barred

travels through

prison doors, opened simply by
blasting them. Behind these are
either one of his friends, a guard,
or more often than not an empty

1P 00005180
WALSE : 6783

il

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
scrolled through and used as
desired.

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

£

is

than one or two

little more attention to
become an excellent one. "

* Gauntlet has spawned so many clones it's hard to muster any
enthusiasm at the of another one, but at least Shackled

(diso prisoners

wander off) has a realistically frantic

uences themselves are reminiscent of a comic strip as

and bodies disappear in a cloud of dust. The scrolling

jerky, and you don't get more sound for your money
atmospheric

) spot
this merely good game could have

n of 3-D. Dashi

touch. The battles

effects. With a

graphics and

v, Gunﬂmuaaﬂdﬂhmb:hhdmﬂnﬁng.Thoﬁm
frustrating movements don't exactly make the
g:raddlﬂlw. It's very similar to the rest of the Gauntiet clones
litter software shelves around the country, all of them exactly

the same in and ideas. Shackled does however have
some fresh in it: the way you rescue from their
bends and then inherit whatever weapon they had is a new idea,

when player two




its negative inhibitars. By

swapping fuel rods KLP-2 can KATI
manipulate the charges FR’GH'
sufficiently to cause the reactors

“ Like a recurring dream, the

IG'IS‘EU‘ :éjjov.fg or gvgfioa?. b promotion of Frightmare I:;:n
e drod inhabitants of the ntin e
stations are completely | Producer: Cascade Games , 'S dreamscape is haunted by E::;azinesrsi‘;h mt?notnnous
unsympathetic to his mission and oot the victims of five ancestral tales | | aquiarity for months.
although KLP-2 doesn't have Retail price: £9.95 and legends. Contactwithanyone | | ynfortunately, the
enough firapower to counter them | Author: Ron Ashley of them means the loss of one of | | ealisation is never as good
directly, he can ‘grapple’ with the dreamer's five lives. Ranging as the dream. Nevertheless,

control of their attributes. Three stores primaeval memories | disembodied hands, thess can be enough. The macabre

other droids in an attempt to take Each person’s subconscious fram zombies to scarlet Frightmare is entertaining
different sets of icons are aligned whichseepintoourdreams. | countered by a series of graphics create a fittingly

on 2 grid within a given time limit. | Frightmare dares the player to collectable weapons. Holy Water ghoulish atmosphere and

A successful grapple discards the | step into this psychic abyss and kills  all monsters instantly; even the control method —

old shell, which then acts as a surrender to fears in the landscape revalvers (far which you also need somewhere between

back-up life. of their darkest imaginings. to collect bullets), crucifixes and jumping and floating — is
Once all four reactors are The nightmare takes place over | random potions have a more

expressive of the surreal
ambience. The real
nightmare, however, is the

deactivated, the station shuts | a period of eight and a half hours | selective effect. Other icons
down allowing KLP-2 to beam | inthe supernatural environmentof | increase your ability to jump,

boldly on to the next. four dream zones, {travelling | represent extra lives and allow you price. As a platform arcade
through a surreal world of ruined, | to warp to different rooms. adventrs 'S hardly a

f NTS |i crumbling statues, networks of As the inner self is penetrated, ioneering breed.
GOM”E skeleton trees and rooms of | the dream state, recorded in nremarkable spot effects
Joysticks: Curdur, Kempston, '

messy collision detection
and slightly clumsy controls
mean that it doesn't even

| rank as one of the best of its
T type. Frightmare can get very

Sinclair

Graphics: an improvement on
Quazatron— more colour
combined with intricately

detailed objects T - addictive, but £9.95 is a high
Sound: only a few % addi price to pay for some fairly
unimpressive spot effects standard fare. "

mmr?l rattlrlg: playﬂd ble, but

certainly not as good as

Quazatron m_

“ Thank goodness my worst
nightmares aren't half as

Presentation creepy as the guys in this

Graphics game! Graphically,
Playability 56 % Frightmare is pretty good. Of
Addictive qualities 499, particular note is the loading
OVERALL 57% screen picture, 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

items are available throughout the
dungeons including coins to boost
Kein's energy level, keys to open

doors, rings that increase shot | ™ Frightmare: look before you leap playable, with a very athletic
speed, necklaces which speed up | blood-red skulls. In true dream letters at the top of the screen, hero bouncing around the
the player's mowvements, and | fashion, the ability to jump is | alters accordingly. Beginning with screen, | soon di-scn.werm:!
diamonds that kill all adversaries | weirdly enhanced — death by | a 'bad dream’ the state slowly that it was little more than a
on-screen. Also to be found are | falling is a strange impossibility. advances to finally become a run ﬂm':l"d collecting
treasure chests, barrels, lamps, enough objects to continue
and crowns, which bestow a hefty through to the next, even
points bonus. | NICK .I' st more bu.?rra part of the
Once all of the cells have been | [ u | gidn't know that my darkest dreams were full of badly drawn :ﬁ:“"‘“ﬁ' L o e
searched on a level, Kein must || characters, colour clash and irritating gameplay, but that's what QU EYENTS - GRR gthat
collect the correct key, and lead | | the Frightmare adverts say, so it must be true! The best thing first, sadly | f?"'“.f’ i
his freed companions to the exit. | | ghout %rightmare is the iniay, full of ghostly descriptions of the B Soun Sets In.
The next level is then entered and inhabitants of the frightmare itself. The game itself is the pits. The
Kein continues his quest until || gnimated ghosties flicker all the time and none of them look ‘nefarious frightmare’. After that all
sither his anergy runs out, or he | | Lamotely scary. Many of the screens are similar and range from you have to do Is wake up.
has liberated all of his bare to bland. The best graphics in the game are on the title Each new room visited moves
companians. screen with the word ‘Frightmare' scrawled across the top. If the clock on by six minutes; at B.12

=7 you are looking for a ghosty game then this isn't the one for you. am the frightmare is over and the
|’ COMMENTS | | | The now aging Ghosts 'n’ Goblins is far ahead of this. " harrowed dreamer awakes.
Joysticks: Cursor, Kempston,
— | COMMENTS L

Sinclair
Joysticks: Sinclair

hics: miniscule
characters on a plain and

; Graphics: badly drawn and
i Pacqu;.#:dmggpneﬁc crudely animated

spot af'rev:g Sound: poor spot effects
Options: one or two players General rating: of strange

curiosity value for those with a

General rating: a convincing spare ten pounds

arcade licence, but lacking

originality and content == : .
- E ol il -l Presentation 3%
s o My W i ll | |Graphics 47%
iti [y = = Playability 57%
i, i, S ] Addictive qualities 57%
Addictive qualities OVERALL 857%

OVERALL
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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.

the authentic handling of NATO ally e I
hydrofoils: US, talian and Israeli

{Bmm water cooled naval gun
Harpoon and Gabnel missiles

KIS ika THRE: 128

L] STARCH FOE TIREIEISTS
0 PEESS Ak BEY 70 CORY IS

B real life missions and
On-SCreen maps.

0. Screen shots regresent CBA version

Elei ava 00 & wide range of home compulers mcluding
Commo Amiga, Atan ST, IBM, Spectrum and Amstrad
- © Electronic Arts. 11-49 Station Rd. Langley. Slough. Berkshire. SL3 BYN England.
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WATCH THE SKIES!

GEEBEE AIR RALLY

eeBee Air Rally - joystick

gripping, pylon-shaving racing

action. Speed in spades. Trick

turns. A swarm of other planes to
outfly and outmanoeuver - or collide
with.

Allin three dimensions. Because in
GeeBee Air Rally, you race not just next
to or around the competition, but over
and underthem as well,

With 16 greal race courses, each with
vivid fast scrolling graphics and 256
levels of difficulty, the challenge never
ends. Plus authentic sights, sounds and
music that recall the days when speed
kings were the heroes of the skies.

GeeBee Air Rally. Strap yourself
in, grab your joystick and open the
throtile. You're in for a whale of a ride.

Created by Steve Cartwright, Gene
Smith Mnlm Nowak and Russell Lieblich,

TAKES FLIGHT |8

Amiga (£19.99), Commodaore 64 /128 Disk
[£14.99), ZX Spectrum 48K/ 128K /+
[£7.99) and Amstrad CPC Cassette
[£9.99) and Disk (€ 14.99), Commodore
64/128 Cassette (£5.99) coming soon|
Mail Order: Activision (UK) Lid, Units 3 &
4, Lleyds Close, Finedon Road Industrial
Estate, Northampton MNB8 4FR. Tel: 0933

T&768.

@ I.__ : |
| | -
RS

TM & © 1987 Activision Inc. All rights
reserved. Amigo screens shown. Screens

may vary depending on computer system.




Trying to please all of the peopie all of the time is the main theme of
maost of this month's letters; quite honestly, if we could get that trick

ht we would be the very best magazine ever printed. As it is,
Cl H like any other publication is a collection of individuals
working hard to get most of it right most of the time —and even
succeeding now and again! However, for letter of the month, and
that all-important £30 worth of software, | 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 | thought
it was about time | put pen to paper
and whinged about the state of
CHASH, the software industry, life,
elc.

The former ta begin with. | must
admit, despite being an avid
CRASH fan for many years, that
since the considerable price rise,
the magazine has Ifany‘thln?. got
thinner. Gone are the sof 130-
140 page issues which kept me
reading for m an hour. But, as
my English teacher reminds me,
guality is more impol tant than
quantity, and CRASH still beats
the socks off its rivals, particularly
since Sinclair User has invented
the unbelievably childish
Kamikaze Bear. Still, each to their
awn, and if Sinclair User (whoops!)
thinks a market exists for
Spectrum owners whose idea of
intellectual reading is *The Sun’,
then no doubt their new style will
do well. Enough of the 'Well done
CRASH, can | have my £30 of
softwara now please’ — and onto
more wide-ranging matters.

Upgrades. Let's be honest here,
who among my fellow Spectrum
owners, hasn't once looked at an
Atari ST/Amiga screen shot and
said ‘Damn those attribute
problems!’ or something similar
and perhaps a little more colourful,
lam lucky (?) enoughtohavea 18-
bit owning friend who takes great
pride in showing me the latest
software ('l don't believe US Gold
did such a good job on the
Spectrum version . . . ' or ‘Sothe
Spectrum version of Starglider
wasn't this fast then?') and making
snide remarks at the Spectrum's
expense. Of course, now many
Spectrum owners are selling up
and saving for the latestin gaming
technology. But having seen all
these games on the 16-bit
machines, every single oneseems
tolack that extra level of addiction
that the Spectrum versions had.
My friend plays each new game for
aweek, and then it collects dustin
his disk box, whilg | Ptay games
such as Match Day |l for months
and still come back to them a year
hence and play them again (for
example | have just dug up Minder
by DK'Tronics and begun playing

that again). Andthat's after paying
a fraction of the price for new
software. Such sentimentality,
haowever, cannot halt the flood of
upgrading Spectrum users
enticed by superb graphics and
attractive sound (or should it be
the other way round? Never
mind . . . ). | would still advise
anyone thinking of making the
giant leap to keep their Speccy:
they won't get muchforit after all,
and at least it means you'll still be
able to play Mafch Day Il if Ocean
don't do & 16-bit conversion.

Partly on the subject of the Atari
ST, | see that Silica Shop are still
advertising it at the ‘new’ price of
£209. The same advert has
bean with us since pre-1987 PCW
Show—hardly very new. Still, time
- as one great time traveller once
said — is relative, and | suppose
Silica thought that it is still new
compared with the Acropolis or
Stonehenge.

Talking of advertising gimmicks
and blurb brings me nicely on to
the subject of slogans (that
sentence courtesy of the ‘BBC
Book Of Contrived Links Vol IV'). It

pears to me that most of the
major software houses now have
new slogans. It all began many
years ago with companies like
Cheetah (' Soft we're not') coming
up withan oily line to complement
an even sillier logo. Well it seems
that slogans are now 'in'. Imagine
have always been 'The name of
the game', but since when have
Firebird been 'A Legend in Games
Software’ (to be read in a deep,
macho voice). Gremlin are ' Worlds
apart from other software' and
Gol!take the award for the corniest
in the shape of ‘Tomorrow's
software today’'. (A million speccy
owners now murmur, 'Well ifthat's
tomorrow's software then | hope
tomorrow never comes),

| couldn't sign off after this
mature ramble around the
Computer World without
mentioning THE GAMES
MACHINE. In my apinion it's very
good, with in-depth reviews and
interesting features. Its only
annoying factoris the repetition of
screen shots between it and
CRASH. IfI've just bought CRASH
| want to see different pictures of
differant parts of the game — not

the same ones | saw in CRASH.
MNuff 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 paint
of this letter. Unfortunately there
isn't one so I'll stop now. If its not
too late a well deserved Happy
New Year can go to the CRASH
team, who — despite odd
exceptions—all keep themagtoa
very high standard, Viorsprung
Durch Technik as they say inall the
best car commercials . . .

Higel Palmer, Norwich

During my occasional forays into
THE GAMES MACHINE office, |
get to see and play more 18-bit
games than you can shake a stick
at. And to a large extent | agree
with your views: the majority of the
releases thus far are very pretty to
look at, and positively
terpsichorean to listen to — but
they play like a brick. There are the
odd one or two at which this
criticism cannot be levelled, but if
you rate playability higher than the
meraly aesthatic, then the
evergreen Spectrum still has
plenty fto offer in the gamas
department.

As regards upgrading to a 16-bit
machine, (bearing in mind that the
Amiga costs £450, the ST is due
for a £100 price increase and the
software currently hovers around
the £20 mark), seling your
Spectrum and soflware collection
would appear to be a false

SCONMKTIY.

CHAS{"-! a bit thinner? Well, yes
and no (how’s that for an equivocal
answer?). But sometimes you're
up against unarguable financial
facts, and the men with the books
at our Gravel! Hill office say that
compared fo two years ago
CRASH is not quite as profitable
as it was — probably because
there's. more colour in it now.
Some issues are thicker than
others - it depends a bit on the

time of year, and after Christmas
each year there have been thinner
issues. Prior to Christmas there
were several fatter CRASHes too
Vou Know.

LM

PLAYIT
AGAIN, LOKI?

Dear Lioyd

In the dim, dark past before |
started reading CRASH, | read
Sinciair User for many months. In
thieir June 1986 issue there was an
article about a new
Superspectrum, the ZX Spectrum
Loki. This machine was to be
similar in specification to the
Amiga but at a fraction of the cost.
In the August 1986 of CRASH you
denied that such a machine
existed, but after reading the
articte in Issue 50 about MGT's
supercione I'm not 5o sure,

The specification of the Loki
said that the microprocessor
would run twice as fast as the
current Spectrum’s CPU and that
it would have many connections
such as MIDI IN and OUT, built-in
joystick ports, RGB monitors,
video composite monitors plus
VHF TV sockats. In addition, the
Loki would boast a significant
improvement in graphics display
(256 pixels per line and 64
colours). If you then check these
features against the SAM
specification, 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 lines if
required. it was mentioned that
with the Loki a light pen came as
standard, and of course SAM has
this facility, so it seems to me that
MGT have taken their ideas from
tha fabled Loki machinea.,

As a rubber-keyed Spectrum
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owner, | hope that SAM does make
it onto the market because |
personally feal that it is a better
upgrade for 48K Spectrum owners
rather than Amstrad’s inferior
Spectrums +2/3, which on closer
examination are only Amstrad
CPCs with the Sinclair name stuck
onto them.

Clive Sinclair's humble machine
is a technological miracle, but as
Amstrad's only care is to make

and not consider existing
ers | say to MGT, ‘Good luck and
bring back Sir Clive's pioneering
spirit which in Amstrad’s hands
seems to have gone down the

drain
lan Lacy, likeston, Derby

After a telephona
discussion, ﬁengtﬂy N Goodwin
assures ms mar there is little

m any comparison
the two machines. Unlike
SAM, the Loki has never and will
never exist outside ::;l‘aj few :Mhes!s
of paper, simply outlining
Hrenf::dnms.-nc!mrdaamdm

in a next generation
machine-cum-Spectrum  clone,
Also, a Fawofl'hefeafwsyuu
mentioned aren't really

colours;
SAM is essentially a ZX Spectmm
but with slightly improved sound
and limited atinbute pmbl'errrs.LM

TIPS DEFICIT

Dear Lioyd

There araanumber ofissues|'ma
bit cut up about here. For a start |
am infunated about the attitude of
Henry Shades towards the
Spectrum (Issue 48). That sort of
attitude is killing humble Spectrum
owners who don't have

kicking about to buy an expensive
computer. | have an ori nal 48K
bought first-hand for £

February last year. Does Mf
Shades think that Orilfer, Exolon,
and Head Over Heels are not
improvements on games such as
Seuba Diveand Atic Atac. Topick
GFL Ch nship Footbaflis not
avery good example of assessing

the Commodore, Amstrad and
Atari games, and they are risi
standard rapidiy. | may be an old
‘fuddy-duddy’ but | don't think
that Spectrums are anclent. Whan
EDU can purchase Specoies for
50 why not save yourself £250
and get one? You won't regret it.
My final complaint is about the
F"la nngps saction. In Issue 48,
nine thera were only
H'H‘aa POKEs and five tips. Two
pages were wasted with an advert
forthe new’ +3 (put it somewhere
else) and an amazing five pages of
maps were used. These maps do
not have to be so big dothey? Just
make them neat and smaller — not
rmga | do not rate maps to be as
as tips and POKEs. So
Nluk more tips and POKEs
glmaaaa and if you can't be
hered to test them bring back
LM to playing tips
1 still like C"‘%SH though.
Reviews are excellent, having
more than one opinion. The
competitions are nkny (we want
more) and Oli Frey's artwork is
excellent. Forum is good for letting
off steam, and special indexes and
features like Run It Again are very
interesting, Keep up the quality
that has enabled you to reach
issue 50 and stiil be the best
Spectrum mag around.
Christopher Harby, Sleaford,
ncs

Thank  you
compliments Chris, but | feel (as

an old hand so to speakj | must
he does a fine

defend Nick and
. | feel most

an impaortant facet of the tips
section, giving aid in playing while
not ‘cheating’ as with POKEs or
hints. However, it's also true that
all maps and no words make for a
dull section, and sorme months
maybe we're guilty of filling space

ith maps that are printed bigger
than they need ba. But a deficit of
POKEs and tips can hardly be
Nick’s faulf, for he merely checks
and collates the information sent
intc him; he can't print POKESs he
hasn't got! Get the massage? The
tips saction is only as good as the

SPECTRUM 128 £16inc.
SPECTRUM 42 €18 inc. + Free Game
SPECTRUM +3 £24 inc.
SPECTRUMP.S.U. forsale  £10inc.
SPEC JOYSTICK INTERFACE for sale  £6.50

4 nghty renaremr]

CB4 PS5 for sale £20 Inc.
Coa £22 inc. + Free Gama
C18 £18 inc.
BBC £32 inc.
| ELECTRON £18 inc.

Piease enclose payment with ilem - 3 month warranty on repair
Plaase enclose adverf with repair

W.T.S. ELECTRONICS (am)

5-0 Portiand Road, Luton, Bods LUM BAT, Tel: 0562 458375, Telon: 265671

Spectrum games. Spectrum stuff sent in, so get working!
games are competing avidly with LM
| RST ;ID

Computer REPAIRS (| 7"

Fixed Super Low Prices/ . TECHNOLOGY

Inclusive of parts, labour and VAT -

1 week turnround
Y SPECIAL OFFERS %
SPECTRUMS £14inc. + Free Gama @ VIC 20, C+4 £22 inc.

AMSTRAD 484 E32 inc. + Free Game

for the final
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REVIEWS RUN
ouT

Dear Lioyd
lam writing to complain about the
accuracy, orratherthe lackofit,in
many of the reviews In Issue 49.
Firstly, the review of Out Run.
The resounding opinion amongst
my friends is that this has been
vastly underrated. | agree that the
multiload 48K, isto saym!aast a
pain the backside. The graphics
are extremely well detailed, and
the animation is great, aspecially
the maovement of the car as it
negotiates hillsand tumns. | have to
point out that only Nick was
accurate in his review. Mike has a
tendency to either overrate or
underrate games (the latter with

BRE 84
MEE @ s8d

aul' Hun} Out Run should have
iven in the high eighties, if
nc-t a mash,

This leads me onta Rampage,
which, In my opinion is sheer
viclence, sheer brilliance. Again,
only Nick was anywhere near
accurate in his review in my
opinion. Perhaps the game could
have done with a bit more action,
but this problem has been solved
with the inclusion of a three-player
mode, which adds spice to the
proceadings.

Gary Lineker's Superstar
Soccer ., .. AAARGH! This Re.me
to put it politely, is PURE CRAP
(there's an oxymoron for youl)
How on Earth did that game pass?
Whean r opponent is about to
kick off, you can run up and snatch
the ball fram him, and
conseguently score.

Scruplesis another game which
the locals think has been
underrated. When played
amongst friends, the game is
g‘gaat, t merits approximataly

Not having IK+, | perhaps
should not comment on this, but
do the graphics really merit 90%7

Having Gauntlet lland Gauntlet,
| agree that they are veg- similar.
Has the overall appeal droj
27% in a year? | doubt it very
much.

Usually, the reviews are

accurate, but | felt | had to
comment on the aforementioned
games. Incidentally, what
happened to World Class
Leadarboard and The Doubile.
were they not reviewed?
ere are a couple of general
comments about the mag:
When reading the Scores page, |
experienced déja vu. Was it an
error or was it deliberate?

When printing competition
winners, how about printing the
answers?

Subscription — why do present
subscribers have to pay more if
they want to renew their
subscription and get Platoon?

Finally, congratulations
Newsfield, for the excellent
GAMES MACHINE. |ssue 3 was
my first purchase of TGM, and it
won't bethe last, Co&rals again!
Scott McGlashan, sgow

The perennial argument! And, as
ever, the answer [0 your
disagreement of  reviewers’
ratings is down to personal taste:
the ratings and comments given
to each game are based solely
upon the feelings of the reviewers
in question. You can't expect to
agree with all of the ratings all of
the time — we only try to give as
comprehensive and unbiased a
review as possible o help guide
your decision to purchase the
game. For instance, | did not think
very highly of Out Run, although it
wasn’t exactly bad, it also wasn't
as well implemented as it should
have been; still, it can be very
playable. As for Rampage, |
thought it was tedious and a wasta
afttme—-andldonreva'n get to
write raviews any more!

Since the reviews mentioned,
Mike Dunn has left the reviewing
team to pursue his academic
quests and is replaced as of this
fssLie with two vy
knowledgeable new reviewers.
However, Nick {with whom you

pear to agree with most of the
tima} is staying. The
subscription was something of an
error, although one that many
readers spotied, happily
assuming to their benefit that it
didn't really make sense the way it
was. Sorry about that. .




ADVENTURE
DEFICIT

Dear Lloyd
Alth | agree with you that

er Hoar's letter “Fﬁl:m 50) did
appear more cynical than strictl
nacessary, | feel that saveral of
paints are ones | (sadly) have to
ourmlrwrm Although & been

RAASH reader since
lmueﬂ | have decided not to
renew nwmbscn ionas|, like Mr
Hoar, feel that CRASH has been
guhgduwnhlll forsometime. lam
not going to accuse CRASH of
dwﬁ’m robbery or indirect briba-
taking (in the form of
advertisemant contracts), but | do
ﬂ-mpatmsa strongly with Mr
oar's points on adventure

| am an adventure game fan, like
many others, and to me the
difference between Derek
Brewster's old reviews and the
new ones is obvious. The first
difference iz an easily noticed one
— Brewster had six summary
ratings: Difficulty, Graphics,
Presentation, Input facility,
Response and eral Rating, as
weil as fma percentage ratings:

osﬁa ‘."ocal:-ulaa'y Logn:,

Addict m.rallty and Overall. The

Issue 49 had eight ratings in all.
The next difference, a serious
one, is the lack of detail in the
newer reviews. Even the Knight
Gﬂ:'y review —a Snmm game -
only gave a very gen
impression of the first part of a
three- game. More detail
would not have gone amiss —
some maore quotation to give the
flavour of the ofga , some
description of the cnrmlmtad
parser (giving, asitd
comnwvdssunhns FOLLDW GO
TO RUNTO elc), some mention of
the characters interact
{DE . GET KNIFE AND RUN
TO CASTLE:I. mention of the RAM
SAVE/LOAD or OOPS options on
the 128K version, and so on.
Another serious difference was
not in the reviews but in the
SIGNSTUMPS section — | was
waorried by its complete
dlsappaarmwjn.ﬁt after Derek left
—'they're not going to drop it now
that he's gone, are they?', |
thought at the time, and felt
incredulous when | turned to the
SIGNSTUMPS section in lssue Eﬂ
The unthinkable had
twice — yes, CRASH published
TWO PLETE (almost)
SOLUTIONS! Not only this, but it
had once before (in
Issue 41) and this incident had
turned out to be the work of 'an
arcade-nenvous ]I_uhym jocky' at
CRASH towers, The worthy Mr

bahalf of this unfortunate bemg,
and assured us it would not
r&man again. Itdidn't . . . untilhe

It is very sad that whoever was
rasponsible for this did not realise
how the printing of such an
obscene thing can completely ruin
the en!nvmanlta l:f:rfa ame ur.{ it
prevent people from ngit.
i il i
great ce in
solutions in question, but the
former still applies. ltis nota
simplematterto ‘justnotread it'—
the temptation Is too great for
many adventurers not
included, as | do not have any of
the games in question, but | know
how people feel) who later curse
themselves for their weakness.
Lead us nat into temptation!

Another point is the
disappearance of SIGNPOST (|
know this is a weak joke, but ‘is
that why more money is going to
'Hpstaﬁi and map-makers as
prizes?") - the adventure
equivalent of the FORUM just

upped and went, which is why I'm
mfrlng to the FORUM and not

Alan 'm;soﬂc,nsthatmu-pnce
games are more important to
review because people risk more
money when they buy them® - if
this were applied to arcade games
as well, over 40% of issue 50's
reviews would have gone,

Obviously, budget games are
more numerous than budget
adwventures, but if there are so few
budgetand mail-order adventures
that they can be ‘rounded up

bother rounding them
suchasmall nmnhuooddsin‘mly
be reveiwed when they come out {|
assume that Issue 50, by the way,
contained such a '

thatymmenm

I a]sﬂr
Ily responsible for editorial
g:lﬂlcy,m for this reason lamnot
attack on you
ersunalw with this letter.

. you are, I'm afraid, guilty
of faulty (unlﬁmm or incomplete
{more probable) logic in your
replay to Mr Huur‘s letter. Derek
Brewster's position as a writer of
arcade games does not
necessarily imply that the CRASH
raviewers are urers. | am
willing to believe that they do play
advenurg_w gar&is (although it
appears y arcade games
more often), but your somewhat

hraaamadsllghtly

mwmm if the
reviewers arae such
advammwsgoyoulmarnmn
the magazine state that 'an
interest in adventures would be
useful’ for new CRASH

empl 7 | hope it is because

o

hope%’RASH is not

latest reviews have only one ralln?
~Overall - although K?'dghl Orcin | Brewster apologized profusely on

‘DESIGNS ON THE FUTURE

We require:

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:

RARE LTD
Manor Farmhouse
Church Street
Twycross
Warwickshire

CV93P]

" FOOTBALL B CRICKET )

§ tary and MANY MORE FEATURES, Price inciudes & FR

Sporns Simulations from E & J Sofware (Established 3 Years)
SKILL . .. .. TAGTICS DECISIONS STRATEGY
4 CLASSIC Swraiegy Games packed with GENUINE & REALISTIC Features

PREMIER i - CAN ¥YOU HANDLE ALL OF THIS 7 - Play al teams Home & Away - Unigue &
Comprehensive Transter Market Features - Full Taa.rr & Substidute Selecton - In-Maich Sub-

Full S.q_na ligtngs of ALL 1eams 3homng. details of ALL Players in the League - Financial
Problems - 7 Skifl Levals - Managers Salary - Continwing Seasons - Oftars 10 Manage Othar
Clubs - Full League Tabke - Attendances - Season Ticket Hales - Sackngs - Save Game - Team
Styles - Bank Loans - Match Receipts and SO MUCGH MORE

EUROPEANI - THE MOST COMPLETE EURDPEAN SIMULATION YOU CAN BUY ' - Home
& Away Legs - Full Penalty Shoot-Out (with SUDDEN DEATH) - 2 IN-MATCH Substitutes
Alipwed - Away Goals Count Double [if DRAWRN 1) - Full Team & Substitute Salecton - Extra Tima
- 7 Skill Lewals - Discipinary Table - Save Game - TEXT MATCH SIMULATION including: Maich
Timer, Mamed & Recorded Goal Scorers, Comers, Free Kicks, Goal Times, Disaliowea Goals
mm.r%%f‘mlz-umy Time, Penalties. Bookings - Enter your own PREMIER 1| Winning Team and
MUCH

stitutions - Namad & Recorded Goal Scorers - Match Injunies - Team Morale - Transter DPmardsL

WORLD CHAMPIONS - A COMPLETE WORLD CUP SIMULATION -Salect Frand|as - Squad
of 25 Players - Qualifying Round - 2 In-Maich Substitutes - Disciplinary Tabie - Select Tour
Opponents - Save Garme - Change Player & Team Mames - Quarier Final Group - Player gain
[} f@n&nce a5 competinon pregresses - 7 Skil Lewlr, Extra Time - Panalty Shoot-Out - TEXT
MATCH SIMULATION incluging: Bookings, Goal Times, Named & Recorded Goal Scorers

Injuty Teme, Carners, Eree Kicks, Maich Clock, Penaltias - and MUCH MUCH MORE

CRICKET MASTER- ASUPERB SIMULATION OF OME DAY CRICKET - Captures the DRAMA
and ATMOSPHERE of the One Day Game - Weather. Wicket & Outfeld Conditions - Battng &
Bowling Tactics - Team Selechon - Fast, Spin & Medium Pace Bowlers - 4 T;-De'.- of Batsmen
Select Field Layout - 3 Skill Levels - Wides - Byes - No Ball - Run Ouls Mistiald - Dropped
Cafches - Scoraboard - Batting & Bowling Analyss - Hun Hale - Run 5 ng? @ Opiion - 3 Game
Speeds - STAR FEATURE Compleie Maich Overview showing Ball by Ball Action & Commen-
pad of CRICKET MASTER

Scoresheets
Software Spectrum Commodare Amstrad
awailabty Any 48 1128 B4/128 cPC

Tape Disc +3 Tape 51/4" Disc Tape 3" Disc
PREMIER I £6.95 £10.95 £7.85 Ei1045 E7.85 E11.85
ELROPEAN | ! £E6.95 £10.95 £7.85 £1045 na na
WORALD CHAMPIONS £6.95 £10.85 £7.85 £1045 £7.95 £11.95
CRICKET MASTER £7.95 £11.98 wva na £8.495 £12.65

GAREAT VALUE buy any 2 Games and deduct £2.00 from to1al
SUPERB VALUE buy any 3 Games and deduct £3.00 from todal
FANTASTIC VALUE buy any 4 Gamas and deduct £5.00 from
otal

All Gamas availanie by MAIL DRDER for IMMEDIATE daspalch
by 151 Class Post. Prces include P & P (agd £1.00 outsde LK)
and full instruchions.

PLEASE STATE MACHINE AND SPECIFY TAPE or DISC

==

Qend 1o: E & J SOFTWARE. Room 3, 37 Wesimoor Fload, ENFIELD, Middlesex, EN3 TLE ‘
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gradually phasing out the
adventure world, it may be,
and it wﬂl sadden me if this is s0,
that CRASH is merely reflecting
general interest in these games —
maybe adventure games are doing
waorse in questionnaire-type
surveys — or perhaps a tendency
in the computer game world to
cater less and less for minorities
such as adventurers or strategy
gfﬂmarstl do not play many myself,
| have noticed that the strategy
section of the magazine is also
dwindling and In issue 50 is
pushad up nst the adventure
section—arethey to be eventually
o mmar% adventure
strategy’ ion
Perhaps these dev
are only a temporary disturbance.
My subsaription is still good for a
la more issues — maybe
H can persuade me to
my mind and renew it. |

W&.mm

certainly shan't apologise for m
mpiy to Peter Hoar's Fal.‘tar
because if write stupid and

letters full of
deliberate misinformativn  and
cheap inuendo, then they can
hardly expect a sympathetic reply
—aven though his did eamn him the

ments

software bundle; the first

time | ever recall awarding it in a fit
of pique!

Everyone will have to accept

randwwsﬂamecﬂthﬂwhena

specialist wrter lke

a magazine after four years, gwe

is bound to be a very great change;

and to be a touch cynical about it,

which can
savage criticism in these cases.
ks 40, Ik st 45

you refer to as
i ' interests ~ advent

have been i to
CRASH - they have become
decidedly less imporiant fo

producing them

The result has been, as we have
all sean, that almost all Spectrum
adventures available now come
from independent individuals af
budget prices on mail order. No,
bt o il
excep only way we
can tell you where to get them from
isto the address and tell you
what monay to send, which in turn
means we are legally bound lo
refund you In the case of your

having any compigint, since the
review effectively becomes an ad
in such cases— and to be fair, why
should we do that? But we have
done so, consistently, for over a
year now. Indeed, even Derek —
despite being aware of the quality
of some of these adventures — felt
that the state of the Spectrum
adventure market hardly
warranted all of his time an every

issue.

And there is a significant
difference befween a t
arcade game from a compan
Code Masters, widely avai in

numerous shops in its thousands,
and one from an individual
produced at home with a run
sometimes only in the low
hundreds and available only by
post at the risk of the sender.
the new raviewers
on CRASH, and fly
at Newsfield, are sevaral who not
only enjoy playing adventure
games and do so regularly, but are
also quite expert on the subject
ftself (why take arcade experts

who enjoy the occasional
adventure off their job for one that
always takes so much more time
to assess? — the reason for the
wording in the ad you refer t
Their impact has hardly been felt.
All | can ask you to do is be patient
enough to see how they work out.
Na editorial policy here al'
thmgs ha s :iu'st‘?ewhﬂa Quite
change all t
ro v

strat andug?fmnlurﬂsammt
inten to in the near
future. The res of our next
CRASH{tionnaire will be interesting
- tell us how you feel about
adventures matway-amurdd
us that Ocean was best
software house last year in the
Readers’ Awards . .. did Ocean
bribe all of you to vote for them?

| hope you feel, Simon - since
your letter was constructive and
polite — that | have answered it
more logically and completely
than you think | did Mr Hoar's.

What an exhausting set of answers that proved to be! Sorry if it
sounded long-winded, but sometimes you can't do a reply in two

lines. How about a few more constructively jolly letters
to say, send itto...
M, CRASH, PO BOX 10, LUDLOW,

And if
LLO

u have somethi
MANGRAM'S F

next month?!

SHROPSHIRE SY8 1DB. V'l try and fit you in.

DON'T MISS

e

BUJJJJJJU.UL‘;'*: B
TRAD GP

B DMIPATIBLES
aJ SALE NOW -3
E PERFECT G
LR MONTHL

IS OF THERLATELS
REVIEW?E ‘#JJ AMIGA,
41125

c/PCyl

PLENIENT TO
‘CRASHIN
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Bowl or Bust! Fred and Barney want to go bowling but W S ol ;
other ideas and guess who's left holding the baby? ; -
Join The Flintstones in this officially licensed arcade adventure
based on the famous Hanna Barbera cartoon characters.
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Screen shot from Atar ST

Spectrum £8.99
Spectrum +3 £12.994
CBM 64/128 £9.99: £12.994

Gremlin Gruphics Software Ltd., Alpha House,
10 Carver Strest. Sheffieid 51 4FS. Tel: 0T42 753423

©1988 UNITED ARTISTS INC.,
all rights reserved
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Amiga £19.994
Atari ST £19.994
Amstrad £9.99: £14.994

MAGIC BYTES |




Between 1984 and 1986, when games were _

THE BEST
OF BRITISH

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 soon 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

household name in software

households just weeks after

Jetpac and Pssst were
released in 1983, getting the
compamy’s Spectrum career off to a
scorching start, The packaging boast of
‘arcade quality graphics' was more
justified than for any other game of the
time, and the gameplay and sheer fun
to be had from Ultimate’s first releases
was astonishing - they were packed
into only 16K of memary.

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

addicts ”

Two more 16K releases followed —
Copkie and Tranz-Am — and when
CRASH was launched in 1984 we were
treated 1o the even more complex 48K

s, Lunar Jetman and Atic Atac.
etween 1983 and 1986 Ultimate had
an unbroken chain of 14 Spectrum hit
games; mast were reviewed in CRASH,
and their Overall ratings averaged at
93%, making Ultimate the magazing's
mast highly-praised software house of
all time,

Uttimate's quirks as weil as its games
made it legendary: for instance,
Ultimate Play The Game was actually
the trading name of Ashby Computers
And Graphics (ACG), immortalised in
Atic Atac's Key OTACG and Sabre
Wuif's Amulet Of ACG.

it &l made for good stories, so
computer jpurnalists clamoured owver
the phone and even hammered at the
front door for that allimportant
exclusive interview, But the harder
everyone tried, the more adamant

Ultimate became about its press
silence — and Indeed very little was
known about the software house, which
never even showed its wares at
exhibitions after one early experiment.

The nearest anyone got to a foot in
the door was when CRASH found some
favour with Ultimate's nearly-invisible
owners, They ran several competitions
and even promised an interview — but
always only after the next game was
completed, and that tomorrow never
came.

FAMILY BUSINESS

Based in the Leicestershire town of
Ashby-de-la-Zouch, Utimate was wholly
owned by one family; two brothers,
Chris and Tim Stamper, and Tim's wife
Carol. With one or two ather
programmiers — or ‘software
engineers’ as they prefer to style them
- the Stampers were Ultimate

The two brothers had started as
designers of real-life arcade-machine
programs — but they made no
marketing mileage out of this coin-op
background, exotic enough in those
heady early days (and still rare in
Britain), preferring to stay In Ashby-de-
la-Zouch and produce games,

And it was as though the games
really did speak for themselves:
magically, Ultimate avoided the
criticisms usually attracted by
standoffish organisations in the
prafessionally friendly entertainment
trade.

Each Ultimate release was eagerly
awaited, and whenever a game was
delayed magazines were flooded with
complaints, as though the editors could
do something about it And when
rumours circulated, originating from an
all-too-unusual (and all-too-sparse)
press release; that Knight Lore was to
feature an entirely new three-
dimensional concept with superb
animation called Filmation, anxious

readers ran riot with their letters.
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REVOLUTION AND DEFEAT

Knight Lore was revolutionary., It
brought about a new genre, the forced
perspective (or isometric) 3-D arcade
adventure; one CRASH reader has
claimed it became the second-maost-
cloned 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-worship kept the
company’s profile high till well into
1986. Something had gone: the flair
seemed missing, we wondered if the
originality had ossified, letters kept
sadly referring to the ‘once-great
software house'. Inevitably, whan
someone has been on top 50 long
detractors start sowing seeds of gloom,
and as Ultimate slid CRASH readers’
istters were harping on the simiarity of
s0 many later Ultimate games

Looking back, though, it seems
incredible that Ultimate kept its
supreme position for so long, always
producing original games that went
straight to the top of the sales charts
Despite its fall from fame, it remained a
major label, and after a rumour that
Ocean had bought the company it was
announced that in fact US Gold had
won out and taken over Ultimate.

The terms of the sale were obscure;
the Stampers retained a majority
shareholding, and Uitimate games
continued to appear, though to less and
less acclaim. But a clue, shrouded in
the mists of corporate obscurantism,
lay before all: the small, typically
mysterious, ‘concept and coding’
credit for some of the later Uitimate
games — Rare Ltd,

RARE

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

Twycrass is a tiny Midiands village
perched on the borders of
Leicestershire and Warwickshire,
knawn anly for its zoo. Sitting on the
western edge of the village is a very
large 18th-century mansion, part of
Manor Farm,

This is the home of Rare, protected
by rambling cutbuildings, bams and a
crowd of noisy cockerels and chickens.
It's an elegant though rather
dilapidated building, gradually baing
repaired by the Stampers, and its calm,
very country-English exterior belies the
power of the technology within,

The inside is half-finished, but in the
board room a row of clocks on the wall
shows the times in Japan and America
—dli part of Rare's international market,

And what illuminates Rare's
operation is the Stampers' intimate
working knowiedge of their hardware
Very little equipment in the mansion is
as it came from the manufacturer; even
the modest Amstrad PCs have been
given vitamins. That's the style of the
two former coin-op designers, of
course, and it was their technical
knowledge of the Spectrum as much as
their imagination that kept Ultimate
playing the game s0 long.

WHY ULTIMATE FADED

I started with the most obvious burning
guestion: why did Ultimate disappear
about 1V% 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 a moment and then
corrected me slightly.

‘I think for us, as the main
development team, possibly 2 years
ago was the time. It wasn't really
conducive to company expansion to
carry on producing on the Spectrum —
unless we went along the budget
route ...’

That's what people said at the time;
that Liltimate had gone as far as it could
withthe Spectrum. But what about the

1987 games like Bubblerand Cyberun?
Timinsisted that was the post-Stamper
Uthimate's work,

‘They were not really our
involvement, We said, ‘Uitimate, if
you're developing on Spectrum, carry
on daoing that' - we're still the majority
shareholders in Ultimate, so we still
take an active interest inthe company.’

Chris — at 29 the younger, quieter
brother, who concentrates on coding —
broke in: "What was the |ast one we
developed as a team? It was Gunfright
| think. Everyone was copying our
Knight Lore concept, so we thought
we'd do one as well! Get a little bit of
the action!’

But even before Gunfright Ultimate
had come in for magazine criticism -
Sabre Wulfis a copy of Atic Atac, Alien 8
is a copy of Knight Lare, and 5o on

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

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

Tim observed: ‘CRASH always gave
us Tair reviews, but with some of the
other magazines, if we didn't advertise,
the product got a bad review — and |
was actually told by a few of the other
companies that they thought the
problem 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
bothered, because If the sales were
there people were buying it.

FANS
Most software houses get as much

criticism from letter-writing players as
they do from reviews. But Chris said ‘we

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

had hardly any letters written to
Ultimate which actually complained.
We had tremendous fan mail, though,
5010 60 letters a day, and had to have
someone 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 Ultimate created. So many
people wanted more information on
Uklnmafe. and sweatshirts and caps and
that.

'We could have expanded, like some
companies did, with alarge fan club and
glveaways and posters to buy, and we
could have said I you like Ultimate, buy
the games, buy sweatshirts’, but in fact
we gave them all away

'If anyone asked us for a sweatshirt
or a cap we said ‘Well, you can have
it... ar posters’. We were just
interested in seeing the software out
there and getting fair reviews,’

Chris and Tim Stamper, the mystery
men behind Ultimate’s success

QUALITY CONTROL

Today's software houses, anxious to
keep buyers happy with bugless games,
regard playtesting as essential But
despite Ultimate's string of hits, the
Stampers never employed hordes af
young playtesters as the oid Imagme
used to

"We rely on friends and friends of the
family, said Chris, ‘usually people a lot
younger than ourselves, to play the
game, We like to see their reaction to
the game from fresh. It's very easy for
us to see what the problems are when
they start to play the game. Basically
we're all arcade players and we're all
arcade addicts

Mo game Is perfect, and with
hindsight 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 inta it. It takes a long time before
you can look at it with a different eye;
you always remember all the problems
and all the concepts that were thrown
out, all the stages of development

‘It's easier to look at a product you
haven't worked on, because you can
look at it with an open mind, It's so
difficult for us to criticise or comment
an our oWn games !

MYSTERY

Armystery inone Utimate game always
annoyed even the label’s staunchest

Pentagram — with everyone else
copying their style, tha Stampers
didn't see why they shouldn't




fans — so | demanded the definitive
company answet, ‘Was there ever a
trailer in Lunar Jetman?' | asked

After a cautious silence, Tim replied:
‘Well, | never got far enough! | once saw
a plcture in a magazine with a trailer.”

Yes, | told him, that was in CRASH. A
reader sent it in, but obwviously it was a
hoax — or was it? | added that the
graphics looked very authentic, Tim
merely laughed

‘| wish they had contacted us!’

And so the mystery persists. But
miystery was Ultimate's fitth name. Was
it a consclous policy to be mysterious?
Was it seen as good PR?

‘No it wasn't,” said Tim, ‘that's the
way it turned out, we were 50 busy
producing a few products & year and
making sure they were night. | think
while we were fulltime Ultimate, we
only had two Christmas mornings off,
and that's how hard it was.

‘We worked seven days a week, Bam
till 1 or 2 inthe morning. | don't feelit's
any good having engineers who only
work 9 to 5 because you get a 9-to-5
game, you need real Input

‘And the day a product was released
the phone would just be red hot with ail
the distributars ninging. [t was really
bad. .. ' His voice 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 place
isexcellent, It's anice rural setting with
chickens all over. It's a farmhouse and
we want to keep it that way because it
gives you something to refresh
yourseif

‘It's good for development, rather
than baing stuck in the middie of some
suburb or city centre.’

Still, the 6-acre Manor Farm fsn't
really a working farm, explained Tim
‘There are 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.’ So there’s no
getting mucky for Rare's 13 full-time
staff — they can concentrate on
designing games.

HARDWARE HARDSHIPS

Everyone at Rare contributes to game
concepts. "We have so many ideas filed
that game ideas are just never a
problem,’ explained Chris. ‘It takes &
muonths to develop a goed game and by
that time you've probably had three or
four other ideas.”

‘We scribble them down and file
thern away,’ Tim went on, ‘and then
when we're ready to start a new team
off, we just go through the files and
decide which one to produce, which is
best for the time of year and the current
trends.
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“ 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. ”

s

PVARMSIPINS YA
W c .

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

tication of Knight Lore

‘But obviously a lot of the hardware
can't handle it! ‘One for the future!’ we
say. I'msure everyone's got game ideas
that could be produced on a Cray
supercomputer, but it's getting them on
a home machine ., ..’

It must have seemed a step 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
mermory and work with the 16K
Spectrum?

Almost all of Rare's staff posed outside Manor Farmhouse. Left to right: Carole Stamper (company secretary)
Stamper (graphics director), Chris Stamper (software director), Rachel (secretary), David (sound dept), Mark (software
head), Paul (software), Steve (graphics), Kevin (graphics).

‘The arcades armed us really well for
the UK market, said Tim, ‘and when the
Spectrum came out we had a look at it
and thought, 'What a piece of garbage!’.
Compared to arcade hardware it was,
but it was so cheap. And Sinclair was
such a clever guy to be able to produce
that machine that loaded a cassette at
that time — he was onto a winner,

‘I think it was easy for other Japanese
and English companies to copy, but for
the home computer and the LUK he
really did it first, and it was just a

, Tim

colossal idea.
‘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 involved with it and the good sales
was he was getting — because there
wasn'l anything eise cheap as that, or
with the software range — just kept hirm
on the same track

‘Still, it's an incredible machine and
it made the British market, without
doubt; | think it's very similar to the
Nintendo in Japan, Nintendo must have
been develaping machines at exactly
the same time as Sinclair.’

Added Chris: "“The UK really does lack
a good games machine — maybe one of
the 16-bit machines will fill that gap. But
there’s something about the Spectrum,
to have lasted this long 15 just amazing.’

16-BIT DOUBTS

The Spectrum’s extremely limited
sound could have posed a problem for
Uiitimate's programmers — one
commaon criticism in the old days was
that Ultimate games needed better
music and sound effects

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

Today a Spectrum-owner will be
stunned by the quality of rich sound on
his first confrantation with a 16-bit
machine — an Amiga, say. But neither of
the Stamper brothers is particularly
impressed by the much-hailed 16-bit
revolution,

Tim Stamper; ‘| haven't seen
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Lunar Jetman Ll e One
Martianoids ......... 58% lssue 40
Nightshade . 91% Issue 21
Pentagram ... .. 93% lssue 29
Sabre Wuif Smash Issue &
Underwurlde 92% Issue 12

anything ona 1 6-bit machine which was
stunning. There are some good ideas,
and sometimes the really good ideas
are wasted because of the potential
they have, because once they're out
there and people have seen them, they
say ‘| don't want to see this again”.

And the Stampers are sceptical
about the size of the 16-bit market.
Their philosophy is to be original and
creative within a large market; in
Ultimate's heyday, a game like Sabre
Wuif wauld sell more than 350,000
Spectrum copies (far more than
Activision's 1985 Ghostbusters, widely
accepted as the ali-time best seller at
gver 260,000 copies on all formats
tagether).

As Tim said: ‘When we find a machine
that sells extrernely well to warrant us
producing on it then we'll produce for
it. If a 16-bit machine s going to sell
about three or four million, you can be
sure we'll be out there with product for
it. But if it sefls 250,000 - | don't think
any 16-bit owner is going to buy two
coples of one product, 5o the maximum
you can sell is 250,000."

GAMBLING

The Stampers have always been
attuned to commercial reality, and
admired as Ultimate’s games were, it
was a shock when their price suddenly
went up in mid-1984 with Sabre Wulf,
Like most Spectrum product, Ultimate
games had cost under £6, but without
warning Sabre Wulf was priced at
£9.95 Wasn 't Ultimate taking a gamble
with its popularity?, | asked. It was Tim
who answered

an original Nintando game
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“We were having a severe problem
with the number of {illegall copies. And
I think going from £5.50to £9.95 was a
bold step we took. The price was was
gradually creeping up, and | thought we
might 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
incentive for the person who paid £3.95
to say 'Hey, you're not copying my
game!'. | mean, alright, they may have
traded it for x number of pounds, but
they said, 'If you want it, you buy it

*And that was successful because we
still kept the Number One position for
quite a while. It didn't make any
difference to sales. They were still good
products for the time. | think possibly
Knight Lore was ahead of its time, and
inlooking back at the market now, there
doesn't seem to have been any vast
improvement in the 2 years since we
left it. | don't know whether we could
have made any more of an
improvement.’

AHMEAD OF THEIR TIME

‘Knight Lore was finished before Sabre
Wulf” Tim suddenly said. "But we
decided the market wasn't ready for it
Because if we released Knight Lore and
Alien 8 — which was already half-
finished —we wouldn't have sold Sabre
Wulf.

‘Sowe sold Sabre Wulf whichwas a
colossal success, and then released the
other two. There was a little bit of
careful planning in there, But they could
have had Knight Lore possibly the year
earlier—we just had to sit on it because
everyone else was so far behind.”

Careful planning is the hallmark of
the Stampers. They recognised long
before anyone else that they had done
everything they could with Spectrum
games, and thus phased Ultimate out.
But that was only one reason for the
Stampers’ move: and having dropped
the Knight Lore bombshell, Tim
dropped another.

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

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

coin-op Industry, and started planning
Nintendo games about the time they
were coding Lunar Jetman — 1983!

‘We managed to get just about all the
software available for the Nintendo
thern,’ said Tim. 'For the price it was
available for in Japan then, it had
colossal potential = we looked at this
and we looked at the Spectrum - and
then the Spectrum was hot stuff, but
this was incredible. So we spent 8
months finding everything out about
this system, and then started to wnite
on the machine.’

‘It was a sort of introduction
process,” Chiis said. ‘We had 1o show
Mintendo that we had the capability
before 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: Konami, Nintendo,
Sega and Taito, The Ultimate people
could do for the Nintendo now what
they did for the Spectrum 4 years ago.

BOOMING MARKET

'We knew a market was going to boom
in Japan and America,’ said Tim, ‘and
we set Rare up to handle that.
Obviously we didn't want to give too
much away because we needed time
to develop our associations before
everyone really became aware of it

* A lot of UK companies are beginning
to look overseas, Chris added, "and to
lnok at machines which are not
available inthe UK. We did that 2 years
ago. And | think it puts us in a very
unusual situation

‘We naw have four freelance teams,
and they are really trying 1o take
advantage of the situations we
developed. There is not another
company In the UK that has the
opportunities that we do at this stage,
basically because it all takes time, and
we're 2 years ahead.’

Tim: ‘We actually act, | suppose, as
Nintenda's development team. If they
feel they are lacking a product on a
machine, they tell us, we develop it, and
so we are sure of licensing product to
tham. The majority of companies, like
Konarmiand Taito, construct a deal with
Nintendo to produce a product for
Mintendo to market

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

POTENTIAL

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

Sabrewulf, written after Knight Lorel!

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

‘“There is a difference in style and
there |5 a difference in what makes a
good game for the US and Japan,’
mused Tirm. '] think we understand now
what that difference is. And our success
rate proves that.

*lapanese games sell very well in
America and American games sell well
in Japan—and in England - but English
games don't do well in America and
they don't do well in Japan.’

Rare hopes to be able to help
programmers understand the essential
differences. In fact, one 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 Nintendo games and
ariginal coir-ops, On the coin-op front,
Rare has developed an extremely fast
and powerful 64-colour arcade board
Called the Razz Board, it's based onthe
280 processor with a lot of hardware
assist, and 14-voice Yamaha synth
chips for the sound,

Ancther Rare idea is growing in the
large, airy barn just outside the
mansion, where Tim hopes to construct
studio lighting and turn his graphics into
animated movies for viewing on
computers. The price of memory is
dropping, so that future could come
500N,

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

us.

And Chris finds it surprising that 5o
few British programmers and software
houses have seen 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 companies
producing the Number One arcade
games and then everyone in the world
following that - because Britain's got
the best talent, without a doubt.

*| think this country’s very conducive
ta that —it's cold, it's damp and
everyone's sitting indoors
programming. Britain should be
producing the 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 on Ultimate and Rare in
Issue 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 hecome the richest,
toughest and most notorious gang in the city.

\ L) ——

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

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




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

RAIDERS!

A new company on the scene was
MJR GAMES (4 Higher Lidden
Road, Penzance TR1B 4NZ), who
were di%)layin their new game
RAIDERS OF GWARAS. This is a
Fantasy RPG set upon the world
of Gwaras, which is divided into
fiteen completely  different
countries —one of which you come
from. There are 37 types of race
(thirty of which are humanaid), and
you must also decide your
charagter's occupation. Character
progression is achieved by
developing a variety of attributes —
it you character does so-and-so,
attribute 'x' increases as a result
of experience. All said and done,
this FRPG of hand moderated
character develppment seems to
be a quality offering, and at £1 per
turn you certainly can't grumble,
Start up costs £3 from the MJR
address (this includes a free turn)!

AN AUSSIE
OFFERING

SPELLBINDER GAMES are now
old hands at the PEM hobby (36
Buller Road, Barking, Essex IG11
9UUA) and as such have
successfully negotiated with the
AUSTRALIAN WIZARD ::t:n'lanal'lg:l
to run their game WORLDS |
CONFLICT in the UK. The game is
very similar in style 10 the TV epic
{sic) 'V', with alien invaders and
freedom fighting humans (the
player can be sither).

| feel that this sums up WORLDS
IN CONFLICT very well indead. It
looks 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

PBM games...

complex one; Spelibinder don't
recommend it for beginners) and
is played on a convincing map of
the world as we know it. The game
has the usual features of
attributes, technology levels etc
and the combat and economics
look fun. Send an SSAE to
Spellbinder for further details.

OTHER NEWS

HISTORICAL ENGINEERING are
launching a new game from The
Stable, The Temple, Great
Wilbraham CB1 5JF on May 1st, A
game is entitied WORLD WAR I
where the player takes the role of
a powerful wartime personality. It
certainly sounds fascinating.

WAVENEY GAMES (28 Diprose
Road, Corfe Mullen, Wimborne,
Dorset BH21 3QY) have launched
a simple simulation of the Stock
Market entitted SPECULATE!
which should appeal to the
economically minded.

MITRE GAMES (Unit 6 9
Brighton Terrace, London SWS
9D.J) report that they've bought
rights to TRIBES OF CRANE, while
DIGGER GAMES have just

released the impressive
STREETWISE — I'll let you know
more when| can find their address!

LABORATORY have

introduced MAGELORDS OF
DORM (for info write to The
Laboratory, 18 Ridge Nether
Moor, Liden, Swindon, Wilts SN3
GMNB which is a development from
their previous game FURTHER
INTO FANTASY. Start up is £2 and
turns cost £1.50 thereafter. Worth

try'trﬁ.

PROJECT BASILISK (PO Box
24, Sheerness, Isle Of Sheppey,
Kent) has launched a new game
entitied the = very simple
CREEPHOUSE, and costs £4.50
for five turns.

Possibly the most interesting
new game at the convention was
VORCON GAMES' (59 Juniper,
Birch Hill, Bracknell, Berks RG12
42G) THE TIME SENTINEL. It
costs £5 to start (including a few
free turns) followed by a charge of
£150 per tun. | can
wholeheartedly recommend you
to spend an SSAE for an
information sheet I you're

interasted.
HARROW POSTAL GAMES
(161 Butler Road, Harrow,

Middlesex HA1 4DX) used the
convention to promote their
excellent licensed game, THE
WEAPON, their guiet but
interesting game OMEGA VICTOR
and to launch their new game
entitted ALBION, a computer
moderated fantasy game which
uses human mederation for
special actions. From reading the
rulebook it seems that the players
of each race must work as a team
to succeed, and thus it's fairly safe
to assume that diplomacy is an
important part of the game. This
game would suitthe strategist who
enjoys convincing people to play
his way. It costs £5 to start up. and
turns cost £2 each thereafter,
Meanwhile HPG have two more
games under development; VALE-
IMPERATOR about  German
barbarians struggling against Non
Player Character (NPC) Romans,
and MOVING FINGER, atimewarp
game due for launch later this year.
| wait in anticipation . . .

We've all heard weird and
wonderful games before, but
how does REVENGE OF THE
MANY-LEGGED MAN-EATING
MUTANT TIGER HOUNDS FROM
OUTER SPACE sound? it's from
ALCHEMISTS GUILD (PO Box
114, Kidlington, Oxford OX5 1D5)
and is basically a single character
RPG sat in a somewhat bemusing
future society, The start up pack
inciudes (among other things) a
rulebook (brief but to the paint) and
a background book (some may
like it, some may not). The game
format isn't exactly original but the
implemeantation certainly is. The
designers 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
aither £1.75 (standard turn) or
£2 .50 (as before but with a bit more
detail) so this fortnightly deadiine
game may be out of reach for
some of you, but those interested
should certainly try to find out
more.

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

A pleasant surprise for me was
to bump into Jon Woodall and
Andraw Dodd of ODDE
FELLOWS & CO (designers and
moderators of MEGALOMANIA
and ORDER OF CHAOS). Andrew
Dodd was proud to inform me that
he finally had understandable info
sheets for these two games — write
to 'Stoneleigh’, Holly Lane, Upper
Ellwood, Glos GL16 TLZ.

By the way, did you know that
the winner of the the dedicated
CAVG game of IT'S A CRIME! was
Paul Sculpher, who's also a
CRASH reader! Heh Heh!

FANZINES

KIRKWQOD is a fanzine currently
being prepared for launch from
‘Legend House', 40 Green Ridges,
Headingtan, Oxford OX3 8PL.
Produced on an Apple Macintosh
SE linked to a laser printer, the
editor of Kirkwood hopestousea
combination of quality writing and
high resolution computer graphic
fllustrations to create a high
standard publication. One of the
aims of KIRKWOOD is to introduce
RPG players to the world of PBM,
although the content will by no
means be limited to topics
encouraging this. The first Issue
will cost £1 and includes PEM
based articles. All the same, this s
a fanzine worth watching.

DARK BLADES

As far as the companies present
wereg 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 8LF). What a gem -
Standard Games have managed
to produce a boxed set starter
pack (full colour of course) for a
mere £5. A fiver for this sort of
presentation, plus a full colour A2
map, a rulebook and two free turns
isn't bad at all. Turns are only
£1.25 each with no hidden extras
~ this one is gaing to be a winner,

CRASH April 1988 41




T LLLL e
—

42 CRASH April 1988

il | 4”"[‘

ADVENTURE

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 being of charm, wit and intellect who, from
e guiding you on your travels through

now on, will

thetwilight world of the imagination. Take itaway
Sam...

GUILD OF
THIEVES

Rainbird/Magnetic Scrolls,
£15.95 disk only

hen The Guild of

Thieves was voted

Game of the Year,
Spectrum owners went quietly
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
breath.

Inside is a game more than
likely to 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 anisland and thoroughly
sack it of all available treasure
before 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 scrub to snow-
capped peak. The de'ﬂ.rlpuons
even without I!‘!EFM[‘IHIC‘- much-
praised on other formats, are
extremely atmospheric; even the
most commonplace objects have
their own characteristics.
Exploration has some very
realistic qualities: as you wander
through the castle you can run
your fingers casually d]liﬂf, the
piano keys or try your skill a
potting 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 10 drop
into a bubbling pool of
quicksand; 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
certainly more accessible than
The Pawn which was occasionally
open 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
accepts FIND and SEARCH
FOR commands to locate objects
you may have forgotten 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 sto
ci“ command once entered an




the program marches you
straight into whatever obstacles
{for example a closed
drawbridge) there may be in the
way.
A small quibble is the absence
of a RAMSAVE command.
Constantly saving to disc gets a
little tedious, especially in an
adventure in which sudden death
in the most innocent of locations
is & constant possibility.

The Rainbird packaging
comes with, among other
goadies, a Contract of Service
with the Guild of Thieves and a
playing guide cleverly disguised
as *What Burglar® magazine.

fil
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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 not one that gives the
whole game away) is be
displayed.

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

a steal.
OVERALL 90%

JINXTER
Rainbird/Magnetic Scrolls,
£15.95 disk only

rom Kerovnia and The
FGH:’M of Thieves to
Aquitania and the mu%iciun
of Turani — Magnetic Scrolls’
latest adventure deals with aland
inwhich luckisrunningout . . .
The good fortune of Aquitania
depends on the safekeeping of
the bracelet created by 1ts wise
magician. The bracelet and its
five lucky charms have become
separated through the
machinations of the notorious
Green Witches in a bid for
control of the kingdom,
Meanwhile, in households
everywhere, the odds are stacked
in favour of misfortune: the land
is jinxed.
inding the right bus home
seems an unusual stroke of luck—
until you get run over
disembarking, You recover your
senses and realise that only a
guardian angel could have
E;evenled you from dying,
conds later the Guardian
(certainly not an angel by the
looks of his sleazy herringbone
overcoat jappears before you. In
between bites of a cheese
sandwich he hands you a memo
and tells you that you have been
chosen torecover thecharms and
use the bracelet to defeat the
witches. Mission accomplished,
he promptly disappears.
Although yvou begin on home
ground outside your own front
gate, a litle exploration soon
lakes you to more exotic
locations. Snorkelling,
mousecatching, negotiating
artificial waterfalls and
underground passages are skills
which must be acquired in the
course of the adventure. The
descriptions are well crafted and
absorbing to read. A great deal
of work has gone into including
even more details than in
previous Magnetic Scrolls
adventures; the EXAMINE
command almost always yields

an atmospheric and humourous
reply.

Aquitania’s characters are
depicted realistically. Burly
bakers and prim postmisiresses
are oblivious to the seriousness of
your quest — they're far too busy
with their own lives, To get them
to break off and pay attention it
is necessary to project your
imagination towards their needs
rather than your own.
Interaction is often a matter of
tactful co-operation.

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

Death is an impossibility (an
innovative feature in an
adventure game) as the Guardian
always appears in time o 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 canstill
cripple '?rng,ress 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 is absent,
possibly because the complexity

of the landscape would have
made it too difficult 10
implement.
ne small drawback,

noticeable because it's

ractically the only one, is the
ongwindedness of some
necessary game procedures. You
may be standing by a door with
the relevant key in vour hand yet
you still have ta type in several
commands if you want to go
through it (UNLOCK DOOR
WITH RUSTY KEY, OPEN
DOOR, ENTER), The process
is even more laborious where

striking a match, are concerned.
No special skill is required to
work out how to 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 open to charges

of obscunty; The Guild of
Thieves improved on that and
Jinxter shows even further
improvements. lts quality is
apparent from packaging to plot
and can only leave you
wondering what weird and
wonderful developments the
future holds.

complex actions, for example OVERALL 92%
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eyond the lands of
Midnight, the age of
technology has caught up

with the world ot role playing and
adventure. The magical crown of
the old king Ludwig has become
& much-coveted object in the
battles for sales and software
success, At present Ludo, owner
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outlines of peaks and hills against
even bleaker skylines, are almost
indistinguishable  from  the
originals. On-screen messages
appear to inform you of the
passage of time, and wolves,
more indifferent than hostile,
occasionally appear 1o slare
piercingly into your eyes.

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

stood befFone

the
adbo’s

Oronlc
o Le,

P Imitation is the sincerest form of Aattery . . .

of a small company and Ludwig’s
som, 1% in possession of the crown.
He must prevent it from falling
into the hands of the wicked

Gloompork at all costs.
Unscrupuluus and roud,
Gloompork is driven by an

overwhelming desire to use the
crown’s power (o become the
ultimate software giant. Ludo
and any followers he can recruit
must gain the cooperation of
other inhabitants of the land,
before finally taking the crown
north to the Tower of Doom, and
destroying it.

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

carefully set at the expense of the
]]mzzlcﬁ and ium-:*play.

ravelling throug the
remﬁn;’sahle landscape is fun at
first but interest soon wanes as it
becomes clear there’s little else
to do. The parser is quite flexible
and the phrase, “Tell me about

your problems’ occasionally
gleans interesting replies but
could have been developed

further. There is a RAMSAVE
option and graphics can be
switched off for extra speed.

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

55%

OVERALL
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JADVENTURE

e
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FEDERATION

CRL, £9.95

s a good job you have a
ISTI'L‘ﬂg.hL‘HHC of responsibility

because once again 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 to sell the secrets
of its engine plans to the evil
Empire. Should he reach his
destination, the Federation will
be powerless to combat 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 flving from the
instruments and black smoke
obscures everything. You can't
breathe, so vour first objective is
to find air. Once this initial
urgent task is completed you
must find your way through the
shattered hull of the flagship and
survive long enough to continue
the investigation on a distant

KENTILLA

B MONKMAN from Hornsea
asks:

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

2 *How do I make a German
uniform in part four.”
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»  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

Ao
A

y /',!..élri.c'-* |

I Bang shells.
2 Ger kit, polish and blankets.

EUREKA

TONY GRIST wants to know
where to find the oars,

In the same place as the boat.
Search the vegetation twice.

THE BIG
SLEAZE

PAOLO SILVA from Portugal
wants to know how to get the
aeroplane in Central Manhattan,
what to ask the librarian and how
to get through Central Park.

Buy the aeroplane with the wad of
German notes, Whisper ' Maltese
Bullfineli' to the librarian.
Negariate Central Park between 6
am and 6 pm.

tactfully) you are alone. Objects
are scattered around to help vou
and range in complexity from a
neon weapon to a humble tube of
glue, 'I'Ec puzzles, mostly
involving the use of these objects,
are  challenging but not
infunatingly difficult. Sudden
death is an ever-present danger
but special commands include a

LORD OF THE
RINGS

IAN FLYNN can't get into Bree
or cross the bridge at the end of
part one. How is it done?

Well

Knock on the hareh, give your
name and wait, To cross the
bridge after vou have killed the
riders, become Frodo.

RAMSAVE option

The game has quite a large
vocabulary and although it won't
accept complex commands it
does have one lahour-saving
feature (interestingly, one that is
missing from the two highly
sophisticated Magnetic Scrolls
adventures  reviewed this
month). If. for example. you
have the key to a box there's no
need to go through all the
ripmarole of saying UNLOCK
BOX WITH RED KEY, you
simply type UNLOCK BOX and
the computer knows which key
to use, This is 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 and eradicates the
infuriating problem of knowing
what to do with an object but not
knowing how to say so.

CRL's version of the sci-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%

CUSTERD’S
QUEST

‘How do you kill the
Necromancer without him firing
his terminal lenslok at you? " asks
a U2 fan from Harpenden (who
also happens to be this month's
Rigel's Revenge Superhero),

Throw the axe immediately after
vou have thrown the bomb,

SUPERHEROES

‘T've just completed Rigel's
Revenge at 7.00pm on the 7th of
Febr . The following
message appears on the screen:
Harper rased his near-empty
glass, o ned iy contents angd
t tlre Dar with o
_ A voung man
nearby f This is neardy
as Az
desses
peited

MATT LUCAS

CHRIS BOND is stuck with the
porcupines on the island - he
can’t get past them or the swamp.

Distract the porcupines by
shouring. On the island climb tree
and heed the warning not 1o go
frirther sourh.

croaked smile and gestured
towards his empry glavy, "Uh,
Ruartender!”, the voung man
interrupied, understanding ar
fast. Harp fed sleowly hack
upon fus stool, hiseves creased in
i private smile,

S0 elaims an unnamed U2 fan

from Harpenden, the Ri
Revenge Superhero. Evervone
else is stuck on this adventure;
any hints would be appreciated.

Stumped? Victorious? 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,
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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 online with a new modem for my ST and | think the
VTX has risen again from the dead. So it's back to normal and tha long
promised Shades article

Just as | was getting ready to write it up, off goes the phone: it's David
Rosenbaum fram Micronet begaing me 1o put back the Shades feature
again in favour of Micronet’s latest brainchild. Before | know it I've got an
operating manual, aceess to the system and a bottle of winal Why winge?
Well, it's commaon practice to have a press brieling over these matters,
narmally with lots of food and booze. However Micronet decided 1o do
things a little differently

5o, what Is the lates! add-on (o the Micronat databasa? IV'a the launch
of an idea that's been hanging around lor quite sometime now but not
many people have bothered with: teleconterencing. Telaconterencing is
a sort of up-market version of the chatline: instead of the ane-ling chats
‘netters are used to, you have a computer that can allow certain groups
of paople to chat away without being listened 1o by unwanled guests
The chats are confined to the group's screens only; you can allow certain
people to chat but throw others out, and there arg many ‘channals’ that
can be used by diferent people —like a GB but without the intarruptions.

Such a system has many uses: club meetings can carry on privately
and business issuis can be discussed. Until now, these systems have
been used rarely and only by business men, but by the time you read this,
Micronet will be affaring their teleconferencing system to the public,

Micronet's version is called TeleTalk and runs on a modilied PDP11
This is accessible via a gateway on Micronet page 700998811, The
operating software was written by Nell Newell, the programmer
responsible lor the rer kable Shades scrolling software

I logged on to Micronet as requested by Dave for the world's first
an-line press briefing = hence the bottle ol wine through the post. As |
passed through the gateway | wondered if Micronet had got their wires
crossed, since the opening screen was identical to Shades! Howaver, |
tollowed the commands given, created my persona and password, and
was placed in the reception area. It turns out that the whole thing runs as
an adventure! On typing ‘look’ in the command box | got the following
reply: 'You are now standing in the thickly carpeted, finely decorated
TeleTalk reception area and you feel immediately relaxed by the
environment. West of you is the reception desk and to the east is a large
naticeboard. To the north along corridor stretches away, and above the
doorway 16 it hangs a sign reading To the conference rooms. Apart from
all this detall, there's a sign standing on the floor pointing southwest
reading Trader Vic's — this way.’

Wow! TeleTalk is not an adventure, however. the style is such 1o make
tha whole idea more user-rigndly and enjoyable, and allow interaction
with ather users. There is a large list of commands available to help you
and these are easily discovered by taking the self-help lessons availat e
an-line. The whole kaboodle is set in a conference centre (called Hotel
California for some reason) and you can hold private discussions in any
one of the 30 rooms available. If vou wanl a general chat with anyone,
then just go to Trader Vie's bar which is just a general chatline for the
socially-aware person, You talk by using the commands SAY (message)
1o give a general message o evaryone in the same room as you, or TELL
(user) (message) to give someone a message that no-one else can listen
to. The 30 rooms, however, are for more private chats: you can hold club
meetings in them, or discussions on certain topics. One definite use
would be meeting of Starnet or PBM “alliances’ to plan thair next move
without the opposition finding out!

To use a room for, say, a conversation with a group of Spectrum
enthusiasts planning to destroy some Commodore owners on Shades,
the first thing 1o do would be arrange a meeating, This can be done in a
few different ways: you can leave a message on each user's mailbox
arranging the time to meet. It s impossible (o arrange the room number
as no booking service is yet available. Theleader then arrives five minutes
early and claims an empty room by going to the reception desk and
obtaining the key to an empty room (in true adventure style). On the other
side of the room is a noticeboard on which people can wrile messages
The leader announces on this which room the meeting is baing held in
Whan the athers arrive they can read the board and type the simple
cammand GOTO (room number) whereupon they are fransported
outside the required ropm, The leader Is already waiting, so they can
anter and start the meeting, Easy! However, what's 1o stop the enemy
getting in? Even easier! The door acts like a censorship system (yes, |
know it sounds crazy): it has a lock and a blind on the window, If anyone
is 10 be allowed in, you just leave the door open; if you want to know who
is coming in, then leave the blind open and lock the door, The person on
the other side can knock and look through the blind to see who's inside
The leader can hear them and let them in if so desired. If the blind is
closad, then the conversation will not be imerrupted in anyway. knocks
can't be heard by the people inside and anyone outside is unable o see
whao s in

if the leader does not like what someone is saying, he can silence them
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by typing MUTE (name). This person’s commants will now be unheard
by anyone in the room until he leaves. If someone starts causing trouble
the leader can throw them out of the room with no resistance, the
keyholder has complate cantrol over the conversalion and room, 50 the
leader can formulate a plan, go onto Shades, and kil every Commia in
sight!

What | have just outlined is just some of the many commands availatile
to the TeleTalk user. You can leave messages to each other by writing
MEMO's, These are stored in you ' Memobox' and can only be accessed
on the TeleTalk computer. If you need someone wha you know is on
TelaTalk al the same time, then you can use the PAGE command
Everyone on TaleTalk carries a radiopager on which people can call you
it negeded

Many adventure-style commands are available, such as INVENTORY
and READ (object), You can even type KISS (name) with success! |
suspect thal many commands are undocumented and are left up to the
user 1o discover

Other aspects ol the system include the information centre. This a
conlains a self-teach system for first-time users, a news seclion and a
file centre whare archives are kept (7). | suppose there will be a large
amount of gassip and amazing happenings flying about that will add 1o
the atmosphere. We will have to walt and see

8o that's the theory, what about in practice? My first expenience ol
TeleTalk in action was at the aforementioned press on-line brigfing, Initial
reactions were ‘slow and confusing’: the normal scrolling Service Now
available to Shades users has not yet been implemented on TeleTalk,
although it's promised soon, so you have to make do with Viewdale
serolling. While this is a very good piece of software, it's still a bi
confusing, Sometimes it doesn't give you chance 10 see what's going on
as it is rather rapid in rewriting the area of the screen you were trying 1o
read, However, atter aboul five minutes you gel used to it and it soon
hecomes no problem. The same applies to the speed: | said it was slow,
but when you compara it with the normal chatlings, it easily oulpaces
even Turboas the chal appears near-instantly. It just seams Slow as your
mind thinks it's playing an adventure where responses are supposed (o
be instant. When the scrolling system gets undaerway i will be a joy lo
uge There is only ane thing that really gets to me about it and that is
the timeout feature, If you do nol use the system for more than one
minute it asks you 1o key hash before allowing you to type anything, Naot
so bad you may think, but it often happens when you're just finishing a
long sentence, which is then lost, Alter a lew attempls al the same
sentence it could make a grown man cryl Besides these nigales, and the
tedious typing of SAY or TELL before each senlence, Telelalk is really
fun to use and is a lot more versatile than other chatlines, I1's ideal for any
usage and very convenient. Definitely worth the Micronet subscription if
you just use TeleTalk alone! It's a good replacement for Talkabout
addicts now the system is closing down, and Micronet's product
manager, Phil Godsell, sees it as a lot more upper-class. Yuppienet hera
we comal One thought accurred to me as | was talking 1o Phil: chats are
nol monitored 5o room is open for abuse of the system. Perhaps a police
sarvice will comea into force. Finally, a charge is made for connection 1o
TeleTalk (ala Shades) but it will anly be a lew pence per minute

That's all for this months, See you next time for the long-awaited
Shades feature. Byel

MICRONET <c2
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| SOLDIERS OF FORTUNE

_ The coin-op smash hit from
Konami now for your home-
micro. This fantastic
conversion with all the
original play features takes
you into a thrilling alien world

negotiate force fields
and take on fanatical
guerillas as you infiltrate their
headquarters.
Spit second timing and
nerves of steel are a must for
this fun packed program
where addiction will always
bring you back for more!
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academy . Konami's
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reached No 1 in the
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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
intention of bu.g‘:;:g. Two, so that, ha\rbn%:njuyed the description, you
might decide that you do want to buy the game after all. The primary
function of a review magazine like CRASH is undoubtedly 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 money
for. | also think that it helps to circulate ideas and a general awareness of
the computer gaming scene to add to ?-our enjoyment of the hobby; |
always prefer reading bad reviews, but for utilitarian purposes — that is,
deciding what | want to buy — | admit that the good ones are more useful.
And it has occasionally been the case that I've bought a game on the
strength of a review to be disappointed in it; it helps to know the
reviewer's methods and criteria. And so, for your own information, | shall
describe mine.

Games are sent to me through the CRASH offices in Ludlow to my
home in Oxfard, 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 sheer enjoyment of it. If a game has
extremely complex rules and lots of reading material with it | try not tobe
iritated by the extra time that entails, and remember what a delight it
would be if I'd actually paid for the game. Software which arrives with
instructions covering the back of an inlay has my sneaking sympathy,
although | try to suppress it.

However, | do want to be forced to waste my time with a game, even
if | don't enjoy having to plough through lots of salutory bnr;:k?mund
material. A game which forces me to play for ten hours when | really only
have two to spare has certainhy gm something rglming for it. Some games
are 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.

it's much easier to write a review of a game |'ve played extensivaly and
enjoyed. The most difficult reviews to write are those of games which |
can see are good but which | don't like or enjoy myself. | don't entirely
subscribe to the view that reviews are necessarily a reviawer's personal
opinion, | hope | can see that some games which do not appeal to me at
all, and which | would never voluntarily play, have lots of strong and
interesting qualities which readers who like that sort of thing will enjay.

That's why my reviews are predominantly descriptive. | give my opinion
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 doesn'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 was raised in FRONTLINE FORUM about whather
it's morally justifiable to base games on war, The correspondence raised
strong feelings on both sides. It's anissua which probably has to be faced
by any thoughtful wargamer, and is worth further discussion,

However, this isn't the place to 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 the form of
defending one's immediate circle from danger; and it has to be true that

ME, MYSELF, |

with Philippa Irving

this overrides the killing of another person, and does not categorise itas
the murder which the same code forbids. Whether individuals chooseto
rise above this distinction and categarise all killing as murder doesn't

alter the fact that the ‘loophale’ in human conscience is there, and that’s
why many sincerely paople have felt comfortable with the concept
{and indeed the experience) of going to war.

So much for the irresolvable; the issue we're interested in is whether
buying and playing wargames implies moral agreement 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
acquiesence in the fact of the battle? Should the large-scale slaughter of
thmg;nds of men (to put it emotively) be used as the background for a
game

Theattitude of mind implied in the last question (one that's quite often
raised, especially in connection with games based on recent conflicts like
Falkiands '82)is that a game is of necessity a trivial thing, because games
are played for pleasure. Most mental activities voluntarily undertaken are
undertaken in the expectation of pleasure. If you read about the battie of
Waterloo under duress, itis because you are doing it as part of a school
exam, If you read about it for any other reason, it is because you are
interested; you mean—if you're honest — that thinking about it and finding
out about it is enjoyable o you. If you decide to take history as your
subjectat university or college, you do so—at least at first—because you
think you're going to enjoy history. Two years later, as you plough
through the book on Waterloo at half past three in the morning, you may
not sea it like that, but basically your pursuit of knowledge about
Waterloo is for your own enjoyment. The research historians who wrote
the book presumably gained pleasure from it, too, but nobody would
reasonably suggest that because people enjoy leaming about, thinking
about and even imagining the battle of Waterioo — a mater conceming
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 we have a e based on the battle is merely an
extension of the principle. Those who play miniature wargames often
have a genuine and elaborate historical interest in the subject, and so -
sometimeas — do those who play computer wargames. But it 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 battle or war is a fact, which cannot be
altered; and most wargames based on past wars are extremely deadpan,
dryand factual. They reduced the experience to numbers, to a greater or
lesserextent. Ifa particular game does not ha\.reatwo-&layar optionitis
more often because of memory restrictions than any bias to one side,
Eventhe potentially unsettiing Falklands '82 was an unemational and dull
agame as could be imagined.

seems to me that wargames start to wander into dangerous territory
when they approach the ideclogical: when they assume an inclination
towards one side. Fantasy games irritate me in this respect, although of
course they bear no relation to the real world; it is always the straight-
limbed, clean-living humans from the south batiling against the black and
twisted evil ghouls from the north. On the other hand, people have as
muchright to write a game about a political opinion may haveasto
write abook or an article about it It doesn't follow that the act of playing
the game will Im?ly acquiescence with the view, any more than reading
the book or article does.

| come to the unexciting conclusion that playing wargames has noth |22
to do with agreeing with or disagreeing with war. Thal remains as mu
a separate issue from wargames as it does from books describing wars.
It is merely a different way of exploring the same material,
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JUTLAND

Author: W G Munro

Thecompany which produces this
game, Specsim, describes itself
as 'an extreamaly small operation”
with one previous game — f

at Midway - to its credit. | haven't
seen this but although it only
soldtoa customaers, their
enthusiasm spurred on the author
to attempt a more ambitious pro-
ject; Dreadnoughts at Jutiand is
the result,

Although the material that
comes the program cassatte
is reproduced in an inevitably
basic fashion, it is encouraging to
see that for once an amateur con-
cemn has taken the trouble to pro-
vide the 13:%, if ﬁm full
documentation. at
Jutland comes with a substantial
photocopied 21-page manual.
The mechanics of the game and
technical details about the ships
are well described, but there is no
summary of the battle itself.
Although one can glean a fair
amount of information about it
from the rest of the material in the
book, this is a serious omission.
The author is clearly knowledge-
able on the subject; he ought to
have indulged his knowledge in
condensed form for the benefit of
ignorant players |ike mysaif!

As far as | can gather, the battie
of Jutland took place on May 31st
and June 1st, 1916. The First
World War has never been any-
thing like as popular with wargame
designers as the Second, partly
because it (presumably) contains
fewer i campaigns and
partly because it still exists in the
minds of most pecple asan unjus-
tifiable hologaust which ought not
tobere-enactedasa .How-
aver, sea-battles are different fram
the mud and squalor of the
trenches, and it was in the First
World War that machine first really
met machine in combat. No
machines were mare glamorous
than the new 'superships’. The
first ‘Dreadnought’ was launched
in 1806, the invention of Admiral
Fisher. By the tima it went into
actual combat it had been mod-
ifiled into the battlecruiser—a
design which relied on heavy guns
and speed rather than armour, the
theory being that a ship which was
fast enough to get out of trouble
quicklywasata graatafad\rantaee
than one which was simply thick-
skinned. The Germans also built
battlecruisers, but they had fewer

uns and were better protected. In
e, 1he’r proved to be the more
successful design.
his at Jutland
recreatas what the designer
describes as this 'exhaustively
sed’ battle. A prelimi
look at the rulebook is enough to
make it clear that thisis a game full
of grim technical detail, aiming at
accuracy rather than playability.
Games about naval battles seem
to me to be either fatuous and
shallow, or overly technical and

50 CRASH April 1988

DREADNOUGHTS AT

Producer: Specsim, 59 Chestnut Road, London SE27
9EZ

Price: £14.95 (mail order from producer)

machine simulation orientated; the
only game that | can think of which
strikes a balance between the
extremes is Silent Service. Dread-
nought at Jufiandis notamachine
simulation = there are no buttons
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
battle.

The player is given a choice
betweean cantrolling either the
British or German forces, orof a
two-player . The British
forces are divided into two fleets,
under the command of Admiral
Jellicoe and Vice-Admiral Beatty,
and subdivided into squadrons —
the basic units of play. There are
nine squadrons on the British side,
made up of battlecruisers, which
are dealt with individually and do
most of the fighting, light cruisers,
which have no offensive capacity
and are used mainly for reconnais-
sance, and destroyers, which can
only fire torpedoes. Squadrons
contain only one class of ship, for
the sake of simplicity. The light
cruisers and destroyers are
anonymous, butthe battle cruisers
have names and sets of statistics.
Each squadron is under the com-
mand of a flagship.

The tum sequence starts with
movement ol . given to each
squadron rather than to each ship.
The squadron can be ordered to
change direction, by means of a
compass bearing and speed set-
ting. The maximum speed of each
ship in the squadron can be disco-
vered from the information screen
that can be called up at any time,
and although a squadron cannat
ﬁa oﬁared to travel faster “.ﬁ,n its

p's maximum speed, the
s;ggd can be beyond the
capabilities of certain ships in the
convoy. Maximum speed is one of
the things that ships lose 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 in low visibility conditions,
is one of the most important tasks
in the game.

main screen is a stylised
view from the bridge of the flagship
of the squadron currently under
consideration. Various pieces of
information are displayed ina
basic fashion below the pictorial
viewscreen: the time of day, the
direction of the view, the current
visibility, plus the course, speed
and position of the ship. The
screan shows a visual represent-
ation of what can be seen from the
bridge, with reference, largely, to
otherships. The player can choose
tolook with the naked eye, orgoto
two further degrees of magnifica-
tion reprasenting binoculars and
telescopes. Ships seen ahead are
identified by name, If visibility is
reckoned to be good enough.
Whenitisnot, itis up to the player

todecide whether the ship in view
is friend or foe. There are no visual
clues giveninthe rulebook, so this
judgement has to be based on
experience.

The position of all the ships on
the map—orthose, at least, whose
position is known-is plottedona
graph, and areading of this plot is
available only at 15 minute inter-
vals. While | accept that the plot
took time to prepare, and that it is
reasonable to expect to have an
update only infrequently, it is frus-
trating not to be able toreter to the
last plot while waiting for the new
one. | also found it difficult to make
sense of the information 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
Elaythrough something that might

ave happened, and one, natur-
ally, allows you to attempt tha
entire confrontation. Salemn
realism reaches its height in the

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

Combat takes place automati-
cally when enemy ships are within
range of each other, and it is dis-
played visually after the player has
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
poorand the ship cannot identify a
target, the player is given the
chance to stop the attack.

Lesser ships = the light cruisers
and destroyers —are either sunk or
afloat. The battlecruisers, on the
other hand, go through a complex
damage sequence before finally
sinking. Their gun turrets can be
knocked out, reducing their effi-
ciency 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 altogether. Just because, one month,

youdon't see any Iettemappem

want any! All your letters are

,youmusin't suppose that | don't
and filed, and you might be sur-

prised to see that something you sent months ago unexpectedly

turns up in print.

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

comae letters on any subject even v

related to computers or

an';nlng . . . anything written to FRONTLINE supports strategy gam-

on m, and, with
mainstay

major companies like the old
pulling out, such support is badly nesdad!

THREE POINTS

Dear Phillppa

I'have followed FRONTLINE for
twoyears now, and | have decided
thatitis time to write 10 you. Basic-
ally | want to cover three points:
DIFFICULTY: All games are
difficult when first played, but once
cracked, they become easy. |
believe that the thing that makes a
game worth its money is the span

oftime between the day you buyit
and the day you crack it. Some-
times ‘cracking’ day can be soon
(Tobruk — four days) or it can be
months (Rebelstar, Level 8 — four
months). What | would like to see
in future games ara difficulty
levels, or a generally harder game.
After all, wargames have been
going araund for three to four




speed can be reduced, increasing
their chance of accidently break-
ing away from the squadron, and
general damage progresses
through five stages fromnil to very
heavy. When a ship is damaged,
the player is given tha option of
detaching it from the squadron. A
dam ship slows the squadron
down, but getting rid of it when its
?l.m turrets are large reduces the

|r%gwer.

range of reality factors
‘rulepinned’ is very great, and |
know that many people get satis-
faction out of that for its own sake.
While | likke to =ee complexity in a
game of this nature, it is not
enough to make it enjoyable to
play. | found it very difficult to get
any satisfaction out of playing
Dreadnoughts at Jutiand, as a
simulation it lacks atmosphere
and excitement, and as a game it
is not interesting.

On the other hand, | realise that
some people will enjoy the histori-
cal accuracy more than | am able
to, and there has certainly been a
lot of thought, research and
knowledge putintc a game which,

years, and us players must be get-
ting better to some degree.
BIGGER: With the advent of the
128's, with the exclusion of the
+3, doyou think game areas could
be I:::E%er, include speech, better
FX, with artificial intelligence and
other game anhancingﬁfunctiﬂns?
Also, do you believe the 48K still
has arole to play In Spectrum war-
ming?

IY: We'vehad GAC, PAWandthe
3-D Games Maker, do you think
wa'll see awargames utility? lL:Fer-
sonally don't see why not, and I'm
surayou and agreat numbernfmy
fellow wargamers would agree this
would certainly help boost the
admittedly low volume of Spec-
trum releases. The only danger is
that the market could be flooded
with bad games, but I'm sure one
ortwo might be good, and as | see
it that's all we'd need. Also, it
would help the players make their
own games; to implement their
own ideas, or design a game
where another gama fall short.

Anyway, now that's off my chest
| can wish luck in the
FRONTLINE and hope you win all
the mmm%cmpama.

Graham Briggs, Grimsby DE'&“?-

The difficulty of a wargame is

Dear Philippa

| found your summing-up of
Pegasus Bridge very informative
and entertaining and | will be look-
ing out for it in the shnps}h a-
fully). If not, | will have to fall back
on Aggie (not literally). I'll check
out your rating then!

This wargame particularly
interests me as | would imagine
there are not many of your readers
who took part in this operationand
it is a very vivid memaory to me.

‘You mention that the program
has some ground troops reset in
position. limagine thesea consisted
of an assault force of six glider-

for an amateur production, is well
prasanted. You will, | hope, be able
totell from my description whether
this is your sort of game.

Presentation T8%
All parts of the program run
smoothly, and the documantation
is unusually good for an amataur
game

Graphics 60%
The views from the bridge are
reasaonable, if functionally dull. The
plots are difficult to decipher

Rules 87%
Detailed, clear and ample,
although there's a lack of broad
background

Authenticity 88%
Convincing
OVERALL 69%

Awaorking model of Jutland, which
some players will find intrinsically
more interesting than others

one of the considerations
in its worth. : playa-
bility’ of arcade is limited
only by their ability to bore the
player. But wargames, like adv-
entures, tend to lose their charm
once they've been solved. War-
?ames aren't guite as rigidly
finishable' as adventuras -
most give you the chance to bet-
ter your victory — 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
is made more difficult is imagi-

native.
I would like to see bigger war-
m on the trum,
se really, the only way that
strategy games can be
improved is outwards. Sadly,
though, | don't think it will hap-
pen: it's a long time since I've
even seen a 128 option ina game
sent for review, which - when
you consider that only 128 Spec-
trums are on sale now = is a very
discouraging sign.
Now twao letters on the subject
of my largely favourable
Pegasus Bridge review . . . b

A BRIDGE TOO FAR

loads of 2nd Oxf & Bucks who
crash-landed their gliders around
Pe?!asus bridge at the dead of
night and captured the bridge
ahead of the main body of 6th Air-
borne Paras who were ta reinforce
this small group. There was a
counter-attack by a small group of
the enemy who came up the river
Ome by boat before the paras
arrived but this was beaten off by
Anti-tank weapons.

| hope | haven't bored you with
this but from your account,
Pegasus does sound
interesting and authentic.

| am more into adventures than

OVERLORD

Producer: CCS
Author: Ken Wright
Price: £9.95

This is the second game that |'ve
reviewed in FRONTLINE which
deals with the famous Normandy
landings, and last year | dealt with
a Commodore game in ZZAP! on
exactly the same subject. It seems
that the Overlord campaign, wher
the Allied forces swept across the
north coast of France in a well
planned but not often wall coordi-
nated effort to liberate Europe,
captures the imagination of war-
game designers, It was the 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 parfect template for any
wargame.

The campaign had been in plan-
ning for over a year, and was
launched with five amphibious

wargames, but this is one | must
try. Sincerely hoping | am not your
oldest reader,
Mr D Drummaond, Clacton-On-
Sea, Essex CO16 TDG

Dear Philippa

|read your review of PS8' 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 after
quite extensive playing | find that
your review is uninformed and you
probably didn't even play the
game right through.

At the end of the game a
scoreboard flashes onscreen and

ives alisting of bridges captured/

Id/destroyed and a final points
total for each army. All this is on
screen for about FIVE SECONDS!
and then the screan goes blank. It
is impossible to read so your
efforts have been futile, because
at 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 unleashed on
them and it still fails to even
scratch 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 against the com-
puter) they don't.

Parhaps 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 packaging,
historical accuracy and rulebooks.
The game itself is what is impor-
tant.

David Eltringham, Cleveland
TS185PJ

For my normal methods of
reviewing see the article else-
where in this issue, but | must
admit neglii e of sorts over

Pegasus e. The copy

forces — assigned to their own
landing beaches — backed up by
three airborne divisions. It was two
members of that airborne division
whofirst touched occupled soil, at
sixteen minutes past midnight on
6th June 1944, Their plane landed
s0 abruptly that they were both
catapuited forward out of the
cockpit. This first contact was
rapidly followed by waves of
troops 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 assaull. The
enemy was unprepared and con-
fused, and was unable to discern
any pattern in the landings simply
because there wasn't one!

By contrast, the landing of the
British 6th Airborne Division batw-
een the Orne and Dives rivers

which | had contained a very
obvious bug which tended to
crash play when - if | remember

more than one unit at a time. |
puzzied over this for some time,
and | knew that my copy of the
game was faulty. | requested
another. It arrived a day before
the copy deadline and wouldn’t
load ... so rather than miss a

stopped me), | couldn’t mention
- as | undoubtedly would have -
the clumsy anding. It is generally
my rule to play any game to the

bitter end at least once.

g ———

e ——




came off perfectly, and they
achieved their preplanned objec-
tives within minutes. This, of
course, was the scenario concen-
trated upon in Pegasus Bridge.
More ambitiously, Overlord
attempts to recreate the entire
sweep of the campaign. ,

d comes from Ken
Wright, who now has Waterloo,
Yankee and Blitzkrieg to his credit.
Whereas the first of these two
games are battle simulations, both
Blitzkrieg and Overlord take a
long-range overview of a whole
campaign, ﬁcmpFBmarlting each
other thematically. Blitzkrieg was
based on the first sweep of the
Axis armias into Europe, and Over-
lord takes up the counter-attack.

Tha most fundamental question
about Overlord is whether the
scale chosen is correct for this
kind of campaign. The Normandy
landings were tightly-packed,
individualistic events, and recreat-
Ing them really requires attention
to detail and a degree of precision.
In Overiord, 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, almost impossible to man-
ipulate.

The on-screen appearance of
the game is identical to that of
Blitzkrieg and indeed the author's
parlier games. A clear, though
rather sparse map fills the screen
without extraneous clutter, and all
communication takes place in the
small message strip at the bottom,
One innovation is the reinforce-
ment box: a panel which floats in |
the English Channeland allowsthe |
player access to the units of each
ofthe seven armies which have not
yet entered the game. The area
represented is the northern coast
of France, not unnaturally, but the
map goes southwards for quite a
bit further than | imagine it is gener-
ally possible to move your units.
The whole map is sevan times
larger than the screen (according
to the rulebook) and scrolls
smoothly by means of the cursor

keys.

eT‘he player has command of
seven armies: five American
corps, plus British and Canadian
torces. The division typas are
divided into infantry, mechanised
and armoured units, and each
corps has seven units. Thera are
also airborne divisions, which are
few in number and function as nor-

thiair landing.

These units are defined anly by
a morale rating and a percentage
strength. They do not even have
individual designations, though
which tends to make them seem
bland and somewhat anonymous.
The way that the movement sys-
tern works makes it impossible to
place them pracisely, however, so
a certain interchangeabllity 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 preambile. Due to memory
restrictions, and the large amount
of the program dedicated to driv-
ing the enemy's artificial intelli-
gence routine, thaere is no choice
of sides or option for a twa-player

game.

The tumn structure, as in
Blitzkrieg is divided into a single
orders phasa and a sit-back-and-
watch execution phase. At the
start of the game, howeaver, all the
player’s units are floating in some
nebulous region to tha north of the
map. The continent is occupied
only by enemy units which,
although they disappearinto afog
of limited intelligence after the first
turn, are clustered in full and
frighteningly prolific 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 to land on from
a choice of twelve, The beaches
are effectively points on the north-
erm coastline where units can be
brought onto the map, and arelet-
tered A to L. Further beaches can
beactivated by moving units close

mal infantry when they've made
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to them,

On the first turn only infantry
units can be mabilised, and only
one can land on each beach. This
means that the strategic decisions
possible on the first turn are limited
tothe choice of landing areas - not
unimportant — and of the corps to
beused in the first assault. Onthe
action phase of the first turn, the
chosen units are moved onto the
beaches. The thing to do in the
nextturn isto get them off them 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 landing up to three
squares away from one of the
active beaches.

The movement orders are
entered in much the same way as
in Blitzkrieq: the general lina of
advance of thecorpsissetby a
cantral, right and left flank posi-
tion; it is not possible to give
orders to individual units. Combat
orders are limited to a choice of
three approaches: whether to
attack any enemy unit that they
might encounter, not to engage in
combat at all, or to attack when the
general thinks there is a good
chance of success. Once these
orders are entered for each army,
the execution phase moves the
units in some approximation to
your intentions and then resolves
combat in a leisurely and intelligi-
ble way,

In combat, mechanised and
armoured units have the advan-
tage, and units with a low morale
are seriously at a disadvantage,
Terrain has its effect too, though it
is not possible touse terrain tothe
same advantage as one could in
the author's smaller-scale gamas.
In fact, the impossibility of posi-
tioning units precisely makes it
difficult to care much about this
aspect. The results of combat,
instantaneously displayed, are
somewhat monotonous:; strength,
or effectiveness, is chipped off
units in 5% blocks. | have never
seen damage greater than 20% in
one combat round, although ina
single combat phase a unit might
suffer 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
routine is called upon to simulate
is confusion as the enemy dots

about helplessly inresponseto the
unexpected invasion. But thay
soon rally and come streaming up
to the beaches in alarmingly large
and solid numbers. The first stage
ofthe game is very much about the
problem of getting sufficient num-
bers of units onto the map before
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 because the units get
trapped amongst the encroaching
Germans, Theideal isto buildupa
solid defensive wall along the
coast, with more than the initial five
beaches activated and all units in
play. Then the player can meet the
German army on egual terms,
wear it down, and start to advance.

The difficulty is that the move-
ment system makes it hard to
manipulate the units into doing
anything sensible. The lack of con-
trol over movement —unigueinthe
Spectrum wargaming world to
Ken Wright's games — is interest-
ing and unusual in its proper appli-
cation, but frustrating in this
scenario. Itis true that most of the
divisions landed in disorder, but
the simulation —if itis supposedto
be a simulation of that aspact -
has very little reality.

There are no speacific victary
conditions to strive for: play is
stopped if either army falls before
40% effectiveness, if Allied units
reach the right hand edge of the
map, ar if all become deactivated.
Victory for either side is decided
purely onthe respective strengths
of each army at the time of play
ceasing , which is infuriatingly
artificial. It is much more satisfac-
tory to have structured goals in this
type of game, especially when it
aims, as this one does, for sophis-
tication.

Despite these negative aspects,
the potential for varied develop-
ment of strategy is very great and
this is certainly an extremaly well
designed and well presented war-
game. | would have no hesitation
in recommending its a purchase
and |'mlocking forward to the next
offering from the same keyboard,

Presentation 90%
Unimpeachable
Graphics T1%

Clear enough, but rather unin-
spired

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

Authenticity 81%
Some ofthe historical atmosphere
is destroyed and abstracted by the
clumsiness of the units, but
despite that the general excite-
ment is maintained

Playability 79%
Thesmoothness of the orders sys-
tem makes it easy to play, but the
frustrating movement impedes
playability to an extent

OVERALL 84%

An excellent game with infuriating
aspects — worth buying
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MATTHEW STIBBE outlines a few simple
guidelines to the design of a wargame from
initial scenario through to the finished article

THE ADVENT of computers has meant that wargames can now be
enjoyed without recourse to rule books or dice, Games like Desert Rais
and Annals of Rome have sold as well as arcade games, indicating a real
interest in wargames. The spirit of the dedicated still lurks
inside those games, however: as easy as they are to , somewhere
inside the computer there are as many sets of rules as an{glabla top
game. As a result, designing a computer wargame not as
siraightiorward as it seems, but with an eye for a

and an idea of
what makes a game entertaining, almost anyone can: areasonable
to show how a such a game emerges

siraiagz; game. In this article |
from a basic idea, to become a fully-fledged computer wargame,

The first stage is to decide which histarical period is to be simulated.
This does not mean that wargames must be set in some school-book
past, though: they can just as easily be set in somei ry future, such
as the games that simulate a hypothetical war in Europe; although a
wargame is _sting the player against a simulated real life situation, that
doesn't necessarily mean it must have a definite anchor point in reaih;.
However, as *What would have happened if Hitierhad invaded EngJand s
is a good starting point, ‘What if Hitler had had 30,000,000 tanks? ' is not,
mainly because t ame would be unbalanced, and partly because it
would not be a test of the player’s abilities, since it has departed
from an accepted reality leval.

Display Optiens

Tine 7:80 hours View! Northwest Active: Willian (black)

T DESERT RATS

i

Among my favourite are Eastern Frontand Desert Rats, and
although these are quite old now, they both provide a chance to replay
histary with the player in command. Perhaps the acid test of a wargame
is whether the game unfolds exactly like the real historical situation if the
plgﬁfr issues the same commands that were made at the time.

ere are several ways of implementing a wargame, and the next task
is to decide what scale to use. In my first game — based on the Vietnam
war — the smallest units that are available to the player are battalions.
These small units of about 800 men were the best compromise between
reality and the limits of computer power, to work out their moves, and
human , to remember where they all are! The war itself was a
series of small scale actions, and to use ' units would have
completely taken away any tactical control of the war, leaving only a
strategic simulator. Even so, using battalions means that there will be
about 200 units in play at any one time, and to get round the problems of
human memory they can be given several orders at once to be executed
sequentially.

In mﬂatestgﬂmedasign of atactical level set in modem Europe, | have
opted for platoon-sized units (about 30 men, or 3 vehicles) as the smallest
unit to which an order can be given. Eastern Front works at a divisional
level, and Desert Rats at a more detailed bri level.

A wargame is usually displayed on a scrolling map, which shows the
terrain over which a battie is being fought. rd's innovative LUMS
(Universal Military Simulator) uses a ve map to hills and

terrain. This is excellent for small battles, is alittle limiting trying

to fit a continent on the screen; nevertheless | think it shows the way that
wargames are going. | look forward to a sort of battle simulator in which
glgpplaym‘ will 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 purposes: firstly it heips me to think through what | would like to
do with the game, and secondly it helps me sell the game by giving other
fyaopla an idea of what the game is about. | then expand on the ideas that

have coverad in the proposal in my design, which actually says how the
I:hi:lgs thTh I autlined in the game proposal work.
ong the way some things change, get added or dropped. For
instance, my most recent game propaosal for tactical combat snfga;ested
the use of tactical airpower. It was onz when | had worked out that a turn
should last only 15 minutes and th , 8 whole game no maore than 3
hours (in game time}, that | realised that it would take the length of an
average game for the aeroplanes to arrive. This had the useful side effect
that it allowed me to dispose of all the usual air defence equipment that
moderm armies have, so making the game less complex to play and
program, On the other hand, with the Vietnam game, the use of tactical
airpower evolved to the stage where the current design allows for
airpower to be assigned to actual units, or specific missions
Embmgﬂl;jo:%lmmﬂ or the Ho Chi Minh trail), as opposed to simply
ng ae ;

Once you have a general idea apout what the game will look like, and
what it will simulate, the next e is to research the scenario. | usually
get and read all the books on a subject that | can, and at the moment my
shelves are filled with Vietnam books. General mi reading is also
useful, for instance Von Clauswitz's On War is a fascinating study of
military strategy. General books and magazines about m affairs are
also useful reading, for instance Jane's Defence Weekly. In addition,

laying board and computer wargames gives a good idea of what can

done, and what can be improved upon.

Once | had an idea of how my Vietnam should work, | bagan my
research proper. | had three histories of the Vietnam war, from which |
derived the strategic and political elements of the game, and a huge book
called The Vietnam Order of Battie 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 64 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




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 ane book. It is this sort of detailed information that

is when putting together a game.

Turning gﬂ available Frﬁon‘natlon into a working wargame requires the
use of rules. These tell the computer what should happen 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 elements of
Vietnam | used a spreadsheet, with columns for each year of the war, and
rows for each of the variables. When | had entered the figures, | could
test out various strategies and see if they were realistic. From this testing
I modified the rules until | feit that | had a realistic working model.

For the resolution of combat | wrote a simple 'C' program to test the
effect of various units’ strengths in combat against each other. Another
way is to make an actual board game out of the rules, and use it to

playtest the game. This sort of experimentation is very important in
marln-g a good game; it is quite easy to do in BASIC, and even with only
a few variables and formulae, quite complicated models can be
developed, either for political simulation or for resolving combat.

Movement can be implemented in several ways, either using
continuous movement, where a unit moves smoothly and continuously
throughout the turn, or by using discrete steps, which correspond to grid
squares onamap. The latter is closer to board wargames, and is in
ways easier to implement, because it is easier to calculate how fast aun
should move in terms of squares than in pixels. The former looks better,
and Is more realistic, but is harder to program. 5

In many games It is not how the 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 tum, this requires some mechanism
for delaying the unit from carrying out its orders until it has ‘recelved’
tham.

The most difficult area is that of artificial intelligence: it is very difficult
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 effect. There are usually two levels ina computer's
play, the first being strategic; the second tactical. Crudely speaking, in
the strategic phase the computer decides which units are going where,
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 done with
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chess, so a mechanism needs 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 lavel: for instance, when on the
a computer might attack enemy units, and move directly toward
them. But when on the defensive, units will move away from 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 counter

strategies into the computer. In Desert Rats the computer always plays
very defensively with each unit moving in support of its neighbours. This
succassfullé represents the British manoeuvres, but computer
control the Germans lack the vigour that nearly 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

mspuncr to the player's strategy rather than predict it. In a

the computer can always
player cannot

computer to
way, a human player is hand
examine the exact state of his or her forces, but the

examine the computer's.

Once the is written, it n-g still nead some fine tuning. This is
usually done by modifying the variables in a game, so that specific factors
are altered in a realistic or sensible manner during play. Other
which may need changing
or the speeds at whic
oféeﬂnnin. i i

en the biggest Bm with wargames is deciding what to leave
out. As an example, when Chris Crawford produced a version of Eastern
Front for a larger Atari, he included a number of new options which he
was unable to fit into the smaller formats,

A simulation is, of necessity, a scalad-down version of reality. A
simulation deals with Egmeral trends, not specific events; in my Vietnam
game | have included a variable called ‘outr ' to simulate all the
different things that appalied the world: ic bombing, defoliation,
atrocities and the mining of Haiphong harbour. | would have liked to
include a model of Vietnamese diplomacy and a model of the
American economy in the game, as these would have made it more
realistic. In the end, however, | left them out, because | did not think that
they p?rouﬂl;d‘ add anything to the gameplay while simply increasing its
complexity.

3 areas
are the tables that work out who wins a battle,
differant types of unit move over different types

If you think of @ wargame as a game of rules like Monopoly, then all
that is necessary is to make those rules as realistic as playability and the
caonstraints of your hardware will allow,




MICRO

GREAT NEW AGGIE
BUYS AT GREAT NEW
AGGIE PRICES

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

MAIL
ORDER

AND THEN THERE’S ...

ACE 2Cascade Games £7.20 (485, £7.96 (120K

ANDY CAPP Mimorsof £7.95

:-?IFH - REVENGE OF DOM \magine 08 40 cassen, £11.95 sk
ital it

ion £7 95
MASTER | £6.40

BEDLAM (128K Wﬁ 20

BLACK LAMP Firstird £6.40

BLOOD VALLEY Gramiin Graphics £7.29

CHAMPIONSHIP SPRINT Eloctric Dreams £7 99

COMPENDIUM Gremin £6 4III

DAN DARE ITrgn Gamas 6

DEATHOR GLORYCAL 7 :’D

DEFLEKTOR Gremiin Graphics D640
DRILLER tncentve £11.85 cassatte, £14.40 disk
DRURD I Frebrd 26 40

EYE Prigm £7.95

FEDERATIONCRL 17,95

FIREFLY OceanSpecal FX B6.40 cassedie, £11 95 dek
FLYING SHARK Finaburd £F 40
FRIGHTMARE Cascade Games £7.85

GRYZOR Ocean £6.40

GUNSHIP MicroPrase [7 85 cassetie. £10.40 dsk

THE HUNT FOR RED OCTOBER Grand Slam £11.95

HYSTERIA Software Projects 06,40

WWST?_M
WARRIORS Elite £7.20 cassette, £10.40 disk

IMPACTASL £7 59

S L e e et e e e B e e Rl R R —

INSIDE QUTING Tha E-upei? 20
KMIGHTMARE Actwvison 759
KNIGHT ORC Rart 4 £11.95
LOADS OF MIDNIGHT CAL £7 .35
MADBALLS Ocean T8 40 cassente, £11.08 dsk
MAGNETROM Frobird £6.40
MASK N Grermbn Graphics CF 40
mfﬂnfa;er ET85
NEBULUS Hewson 05
NORTHS AR E-lammGraprn:s £6 40 cassane £10.470 dsk
OUT ALIWUS Godd £6.40
PHANTOM CLUB Caan £5.40
PHM PEGASUS Electronic Ans £7.20 cassetie, £11.85 dak
PLATOCN Ocaan £7 88
PREDATOR Activision ©7 99
PSYCHO SOLDIER Ocean 06,40
RAMPAGE Actoison £7.59
RASTAN imagne 0540 cassehie, £11.95 disk
ROADWARS Meitioune Housa £7.20
ROLLING THUNDER LS Gold £6.40
RYGARUS Gold £6.40

SCRUPLES Virgin Games [7.95 castetie. ©11.05 duk
SHACKLED US Golo 7 20 cassatte, £10.60 tisk
SIDE ARMS G £7 20 cassette, £10.40 disk
STREET HASSLE Muibourms House £6.40
STAR WARS Domark £7.85
SUPER HANG- 0N Actiesion £7 59
TELADOW Destny £7.20
TETRIS Mirrorsaft £6.40 cassette, £10.40 disk
TRANTOR - THE LAST STORMTROOPER 0’ 5,40
WINTER OL YMPIAD Tynesart T6.40
WIZBALL Ocear £6.40
YETI Destiny £7.20

SPECIAL DISCOUNT OFFER FULL-PRICE GAMES "
| would like to order the following game(s) as they’re at such fab and TITLE PRICE
groovy prices thanks to Aggie's sudden burst of generosity. I've listed
below what | would like and I've enclosed a cheque or postal order for
the correct 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) per order for all other countries.
{N yhe o SUBTOTAL £
i = | BUDGET GAMES
TITLE PRICE
Postcode . i
PLEASE DEBIT MY VISA/ACCESS ACCOUNT £ ‘ |
| wish to pay by Visa/Access (delete as applicable) SUBTOTALE
Signature Expiry Date FREE BUDGET GAMES
Pisase Charge My Account No:
HEHORERERREERTEE P&P _included
: TOTAL -
T I'I MAIL ORDER, PO BOX 20, LUDLOW, PAYMENT
Ut SHROPSHIRE SY8 1DB ENCLOSED £




A colossal
compilation of original
gameplays and unique

challenges brought together in
one classic collection of action,

HOW CAN SO MUCH FUN
BE CONTAINED IN ONE BOX?

]hhmm‘llll'l"
intrigue, humour ‘UUI\“'“ g ! W“

FOR ONLY £9.99 (£14.95 pisk)YOU CAN FIND OUT

and entertainment.
More fun...more excitement
than even the most dedicated
gameplayer can handle at

any one time.

CBM 64/128

THE DUCT AUF WIEDERSEHEN MONTY ~ MASK

Zoom your way through a Lying low in Gibraltar, poor Join with [he forces of MASK,
network of tunnels in your persecuted Monty Mole's skilfully commanded by Matt
buggy avoiding the myriad of | whereabouls have been Trakker and combat the
hazards thal race 16 meet you, leaked to ‘Intermole’, who are  villalnous VEMOM in their
beware the Aliens and barriers in hot pursuit. quest for domination of the
that move around the workd,

circumference af the DUCT,

Modern day vigilante Paul
Kersey wreaks his own Form ol
revenge on the scam and filth
that terrorise the streets of

CONVOY RAIDER

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

THE FINAL MATRIX THING BOUNCES BACK BASIL THE GREAT MOUSE
Brave Nimrod, sent on a A quick hand and dogged DETECTIVE
dangerous and apparently delermination are needed if Will your powers of deduction
endless mission to rescue you're to get anywhere with be enough te enable Basil to
other Bioptons imprisonedon | Thing, as Gremlin's springiest  rescue Dr Dawson fram the
the sinister Matrix prison star bounces back in a new villainous clulches af
network. Professor Ratigan?

T

[EETRYHITL 2L 1)

ittt o3 (U

JACK THE NIPPER IN
COCONUT CAPERS
Banished 1o Australia, our
Favouirite Hitle horrar jumps
plane Lo land in deepest,
darkest jungleland. What
havoe he goes on o creale ks
limited only by your
imagination.

SAMURAI TRILOGY

I an age in which honour was
revered, a class of warriors set
themselves apart 1o dedicate
iheir Hves to a perfection in
combat and discipline of mind

that became a refigion.

BULLDOG

Blast your way through infinite
levels of high speed space
action, penetrating your
enembes outer defence sypstem
Lo reach and destroy the
POLON mothership.

RE-BOUMDER

Armed to the Leeth, challonge
the might of the meddling
overlord, to retam Lo a happy-
go-lacky life as a

B..B.. Bounder.

Gremiin Graphics Software Ltd.,
Alpha House, 10 Carver Street, Sheffield 51 4FS.

el ﬂk_\\%

Screen shots from vartous lormals,
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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

an
EXOLON
Hewson

With one in five of you voting for Incentive's
innovative eye opener, Driller swep! the board
—but not without a challenge. The Jon Ritman/
Bernie Drummond game, d Over Heels,
came a very close and respectable second
with 16% of the vote. Raffasle Cecco's first
Hewsonmasterpiece, the tremendous, attrac-
tive and ble Exolon, brought up the rear
with a credible 8%.

BEST PLATFORM GAME
AUF WIEDERSEHEN
MONTY

Gremlin Graphics

BUBBLE BOBBLE
Firebird

EXOLON

Hewson

Theﬁgﬂon‘n game seems to be adying breed
in 1988, but thatisn't to say we didn't get some
great ones during 1987. With a tremendous

19% Gremlin's Auf Wiedersehen Monty just

came top. Following only 2% behind was the
very colourful Bubble Bobble and again com-
ing third, was Exolon. The same 8%, no doubt.

BEST SHOOT '’EM UP
ZYNAPS
Hewson

EXOLON
Hewson
WIZBALL ,
Ocean

Withacombined vote of 57%, Hewsan games
dominated the shoot ‘em up award, When it
came down to pure mindless violence Zynaps
|ust had to come top, with 34%. Exolon—
always the bridesmaid never the bride —came
a notable second with 23%, while Ocean's
Wizball received 6% and third place.

BEST ARCADE

ADVENTURE
HEAD OVER HEELS
Ocean

STORMBRINGER

1987...

M.A.D.
GAUNTLET
US Gold

No surprises herel Not only is it a favourite in
the CRASH offices, but Head Over Heels also
gained a 26% winning vote in this category,
proving its popularity throughout 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
an

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-
mas Issue. Even though they've only produced
two products on the Spectrum the American
giants, Microprose, needed only Gunship to
get almost half of the readership (43%) voting
forthem. Trailing way behind, but stillinterest-
ing to note, came Combat School (8%) and
Top Gun (5%), both from Ocean.

BEST SPORTS GAME
MATCH DAY I
Ocean

WORLD CLASS LEADERBOARD

US Gold

BOBSLEIGH

Digital Integration

Mateh Day I/ gained an amazing 62% of tha
vote in this little contest - thus giving no-one
else a hope of winning. However, the golfing
classic, World Class L d, must have
appealed to all you Arnald Palmers out there,
gaining 15%. Calgary '88, Bobsieighwas
obviously in the minds of the 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 quiet in 1987
but Rainbird still had lots to shout about when
they released the highly complex and intelli-
ent game The Pawn—and sodid 15% of you
gdnn't think they were ALL Rainbird employ-
ees). Melbourne House's Shadows Of Mordor

came a very close second with 14% of the vote
—sadly Melbourne House seem to have forgot-
ten about adventure games now. US Gold
popped its head in with the detective/mystery
Killed Until Dead in third place (7%).

BEST STRATEGY GAME
Lo

TAI-PAN
Ocean

THE SENTINEL
Firebird Gold

| can't say that this was much of a surprise, Vul-
can has been at Number One in the Strategy
Chartaimost since it was first started, And with
PSS now pulling out of the market (sea
Frontling) CCS seems to have it sewn 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 — evan
though they weren't teviewed in Frantline.

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. Ina very
wide-spread category the Incentive game ?ot
19%, for its amazing Freescapetechnique, fol-
lowed closely by Firebird's The Sentinel{(15%),
another game with impressive graphics, and
Head Over Hesls (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,
Drifler (30%) again zoomed to the top. But as
faras REAL artists go (Freescape is a graphics
genaration program) Bernie Drummond, who
drew all the cute characters in Ocean's extra-
vaganza, must still be regarded as the Number
One Spectrum artist. Exolon— The Runner-Up
of 1987 - gained a respectable 12% in third

place.
CRASH April1988 57
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BEST MUSIC
TRANTOR — THE LAST
gg?nmrnoopsn

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

If ever there was atwo horse race then this was
it. Ocean and Hewson were streets ahead in
1987, with CRASH readers gi\ringtham 39%
and 32% respectively, Ocean can be remem-
bered for such hits as Top Gun, Wizball, Match
Day lf, Combat School and Renegade. From
Hewson we had Exolon, Zynaps, Nebulus and
Ranarama. The producers of many a licensed
game, US Gold gained 5% in third place.

BEST UTILITY

THE PROFESSIONAL
ADVENTURE WRITER
Gilsoft

THE ADVANCED ART STUDIO
Rainbird

pu’:.llarndumﬂurecmatcr got21% of

}zou volting for it. Two art programs, The Artist

Advanced Art Studio came 11% and

1%?'? bahhd the winner. (Work that out if you
will!

BEST PERIPHERAL
MULTIFACE
Romantic Robot

SWIFT DISK

Sixword

THE MUSIC MACHINE
RAM Electronics

Many a +3 Ioadln blem were solved
with the Multi voted for the series
of 3 products. Tmsmnimmmfamgm T%
of you interested with a musically-minded 6%
of you voting for RAM's Music ine,

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 Cnime but it certainly created
much interest amongst the PBM fraternity with
27% of the vote. 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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MOST EFFECTIVE
GAME

ADVERTISEMENT
GAME OVER
Imagine

BARBARIAN
Palace
LIGHTFORCE
FTL

So the scantily clad young lady from Imagine
and Maria Whittaker got you running to the
shops to relieve your pockets of money! Game
Over and Barbarian gained 12% and 10% of
the vote, Lightforce again popped its head up
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 complate with a novella and map model.
Gunship (13%), in true American style, came
with a great big mission manual 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't half get
around a bit. As well as gaining an award for
affecting most of you with an advert Game
Over also had the Best Game Iniay. The, now
defunct, software company Faster Than Light
featured highly with , as did
Imagine’s — both with 6% apiece.

WORST GAME
EASTENDERS
Tynesoft

MASTERS OF THE UNIVERSE
Us Gold

SUPER SOCCER
Ocean

. Itseems |Iruni'f.: that one of the few that

the CRASH team could not get their

palms on should come top in this hated categ-
ory — sorry we couldn’t warn you. There were
many bad games about, though — Eastenders
only got 8%. US Gold's Masters Of The Uni-
verse gamed. or rather attracted, 6%. The
hardly Super Soccer got a meagre 2%.

MOST OVERHYPED
GAME

THE LIVING DAYLIGHTS
Domark

GAME OVER
Imagine

DRILLER

Incentive

Obviously, Game Overwas an amazing disap-
pointment to youalk=but Imagine did a great
jobin promoting it. As did Domark with The Liv-
ing Daylights — they both gained 10% of the
vote. Was Drillernot the amazing ' new dimen-
sion’it was cracked up to be? It seems not. 9%
of you felt that you can go so far with promoting
anew idea.

EASIEST GAME
FEUD
Bulldog

RENEGADE

Ocean

CHRONOS Mastertronic
BARBARIAN

Palace

Too easr said 15% of the readership. Perhaps
you'd all been using Nick Roberts's Playing
Tipson Feud! Renegade, with 13%, followed
closely and leading Chronas with 8%, (| hope
you didn't use the mega laser) and Barbarian
(alsa with B%).

MOST CHALLENGING

GAME
HEAD OVER HEELS
Ocean

THE SENTINEL
Firebird Gold
REHEMII!

Im
LIﬁHTFOﬂCl
FTL

WIZBALL
Ocean

This is the programmers' favourite category,
for it is only now that they know for sure
whether they got a gama's playability 'just
right’. Head Over Heels gets a second award
with 18%, The Sentinelfollows on its heels with
17%, and then all with 8% come Renegade,
Lightforce and Wizball,

MOST ACCURATE

CRASH REVIEW
DRILLER
Incentive

HEAD OVER HEELS
Ocean

COMBAT SCHOOL
Ocean

‘Yes, we thought so too!

LEAST ACCURATE

CRASH REVIEW
ARKANOID
Imagine

ACADEMY
CRL

RENEGADE
Imagine

Umm . . . sorry about that.




MAY THE FORCEGO |
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 Xniepes PER DIUNGEONS MAPS

Enter a world of monsters and mazes,

follow the paths of mystery and

i combat, searching for food to
| increase your health. Monsters and

ATARI

GAMES

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,

INDIANA JONES &
THE TEMPLE OF DOOM™
Pick up your trilby and trusty
bullwhip and don the mantle
of the legendary Indiana |
Jones! 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.

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 movin
| 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'!

- , - : namco
LL%] o
METROCROSS . potholes, a barrage of obstacles that
Are you the one in a million who can e - hinder your progress and no go areas
think in microseconds not minutes? = == === that bring you to a standstill make
If so Metrocross is for you. A WEHMD. L VAMS. O this race against time increasingly

chequered floor riddled with impossible.

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

U.5. Gold Ltd., Units 23 Holiord Way, Holford, Birmingham B6 7AX. Tel: 021 356 3388.
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We can't have American words
inthis column! But it's toc late to
change the name of
Infogrames’s excellently-drawn
Sidewalk now, because

Stephen Pettitt of Maidstone has
already sent these tips.

1 Find the hippie, ask where to
get tickets

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

3 Find Whacka, ask about the
fiver

4 Find Snake, 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 As you walk past the allays,
collect more pieces
12 Whenyou've beaten upagang
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 to the phone box
and tell your girifriend that you
will be with her as soon as
paossible

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 Fighter,
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
spotted by intelligence so they can
be attacked. Only sea forces of
either side are at sea, so a cluster
of enemny ships can be easily
distinguished.

Since any enemy unit within
80km of the ATF willbe spotted, a
tight cluster of enemy units isa

goad target.

Weaponry: 5 units of gun
ammunition is enough for almost
any mission. It is possible to carry
an extra Maverick instead, but it
jsn’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
fuel load than to carry a full 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.

Speed: It's very rare for an ATF at
full speed to hit the ground in
Terrain Following mode. And at
that speed most interceptions are
from the front. It's worth slowing
down for the actual attack on the

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

The Maverick has a range of
slightly over 100km. The target has
to be in front of the ATF, and the
closer the target bearing is to the
ATF's heading the better.

Land and sea forces are usually
destroyed by one good shot; but it
usually takes two or three hits to
destroy factories and
communication bases. Bases are

tough ta :
urning back to continue an
attack is a slow job, so it's worth
taking aslow approach to allow 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 a brief 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 is to turn away from the
interceptor. If it onthe left
turn to the right. The pattern of
shots will then just keep missing.

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

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

The automatic landing system
has a range of about 70km. If you
are not actually being attacked by
interceptors or SAMs you can stop
worrying about flying.

There is one hazard: badly-
damaged aircraft cannot maintain
hﬁ'ght and speed when the
u iageislowered, sodon't
do it till the last moment,

The end: ATFends when one side
or anotherruns out of land and sea
forces, or when you've lost three
ATFs.

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

For maximum points, 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
appear to need a base to fly from,
but there will not be many flying.

e
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KEY: STARTING PoiNTS JUNCTIONS THE ENEMY
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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

ghbemtwym (Mark Caswell's home town) and wins him E30 worth 3
software.
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Following on from Issue 49's
tips for Hewson's Nebulus, here
are levels 3 to 5 from
Steven and Gregory Brock of
Mitcham in Surray.

Next month: levels 6 to 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
spinning nasty and let it knock you
onto the level below. Shoot the
bouncing ball and keep walking
fight till the end platform
disappears. Go on the lift and go
up.

pWalk 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 lift, then walk left
under the aliens and go up on the
lift, if nothing is coming. Fall left
and walt 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, and jump
the aliens when they are down. Ga
on the lift and wait for the spinning
alien to appear. When he 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
Elatfun‘n and shoot the other

lock. (Don't press FIRE while
:,rcu're walking — it makes you
jump!)

Waik left and quickly climb onto
thelift. Go upand enter the tunnel
when the spinning alien gets close.
Walk left, and jump the middle
platform or it will disappear. 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. Turm
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
back through the tunnel and go up
the steps. Fall onto the lift and go
up. Shoat the bouncing ball to the
right and walk onto the lift.

When the alien goes tothe left of
the platform abaove, go up on the
lift. Wait till the alien goes left
again, then fall down onto the
platform below and jump the gap

ONE NEBUL AND
YOU’RE NOBBLED!

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

Gothrough the tunnel and climb
the steps on the left. Wait for the
left-hand alien to start moving up
just after the nearest alien moves
up, and than 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. Walk right and fall down
when the bubbles aren’t near you.
Shoot the two bouncing balls and
walk right. 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
platform 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 undermeath it and jump
over the next platform, because it
disappears. Shoot the flashing
block on the right and fall down
ontothelift. Go up, go up the steps
and go into the tunnel. Wait till the
eye is above you, then climb the
steps and go up on the lift.

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

Try getting back to the point
where you shat the block. This
time you have to fall onto the left-
hand platform, and it should
disappear. Go up on the lift. Walk
left and jump the gaps. Jump the
first eye as it moves down, then
shoaot the left. Jump right, back
over the eye, then fall nght, onto
the lift. Go up, jump left when the
lift stops and walk under the eye.
Fall onto 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 the eye. Wait forthe alien to
go left and follow it, then go up on
the lift. Walk left and shoot the two
bouncing balls before 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.

CRASH April 1988 63

>



Last month there was a level 1 map for Ocean's Platoon, and now | levels2 and3. Well done, Stav, these are just what the art
Stav from Sunderland has sent in these excellently-drawn maps for | department wants maps to look like!
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U.C.M. HERE
FIRST!

They're falling over themselves in the scrambie to bring you Playing
Tips! Her ampson, programmer of MAD.'s LC.M
1 3 G . with the official hints for his new game.

W SNIpErs perc
right-hg

inming of level twao, :

itre 10 the right. By domndg this

To go along with Dave's tips there's a genuine B
know where it came from, but I'm sure the sen

sty Hack — 1 don't
ar will know.

HIGH NOON
IN BRAVESTARR

%%wmﬁh:n e mﬂv&mmmmmm
-‘mm'. i ;-&mwﬁimmﬁl
T, you answer 'yes’.
enough for me and £30 worth of new town which has T
R e T
gy ool ol ki ool
thptmlaﬂ-tﬂlﬁuﬂndﬂuﬂylng till he disappears -s'iﬁm:lt'h'h%le'
by it Lok ML i e
down, and fly to the Fly back tothe original town and
which is at the moment the on enter the jail; examine and release
: onthemap, except Tex Hex. Now fly to the Hexagon,
e e, frs e
Sxaminet rolcasothe . juring, 1A e hesd lpdeatioyed
townspeople and talk to them, you've completed the game.

ON THE
THUNDERCATS

F.A: NEXT F
86.5.62.90,50,44.1 14
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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?
Possible . . . but irrelevant because
hundreds of Ring Worlds are converg-

our Solar system devouring
erything in their path.

' With an entire solar-system to
‘@xplore, RING WARS features superb
3D aetion depicted in the most detailed
vectors you've seen.

= Your squadron is scrambled and
you call up NavCom to plot your attack.
3 Your system planet chart is directed to

your main display while the outside view
is windowed simultaneously on-screen.
4 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

dea@ar_‘_‘éqg deeper into its heart to
\ de!ivéi:_.th‘hilling blow. Can you escape
\.4 before if‘kj‘l'l’s yOu.

SAND YOU'VE
o, G0T TO

3\

N
Ring Wars — A computer game for the Commodore 64, Spectrum
Schneider’/Amstrad, IBM PC and Compatibies and soon on AtariST

and Amiga. Cassette EH.95 Disk £14.0% (ST, Amiga and 1BM £19.85]

Cascade Games Ltd.,
1-3 Haywra Crescent, Harrogate, N, Yorks.
Tel: 0423 525325 Fax: 0423 530054
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INTER GALACTIC HAVOC! AMETEORIC MAD HOUSE! IT’S SPACE AGE.....

CBM 64/128
£9.99 Cassette
£11.99 bisk
. SPECTRUM 128
| £8.99 Not 48K
| Compatible
. AMSTRAD
| £9.99 cassette
£14.99 iy

PC £ A9

Will you endure the X12 Fighter Simulator and emerge
P an lce cool space fighter al the pinnacle of his powers or
" like many more will you be reduced Lo a nervous, gibbering
4 wreck Mt for no more than intergalactic tinpot trading ships.
-~/ Only the premier cadets of the Stellar Imperfum’s pliot
/ academy will ever find out and Its upto Lo merciless Instruclors
to ensure that only the elite survive,

It's space age frenzy... IU's Interstellar turmoll... It's Bedlam!
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I TECHONICHEOTECHONICHEOOTECHONE |

program numbers as the program
map on the HS is spread betwean
user and factory presets. Most
synths now have an addition ta
this section where the program
numbers can be renumbearad
internally. To blend the voices of
twosynths together doas not then
require frantic re-organization of
the memory banks but a
translation of the program
numbers to ones that will suit.
SYSTEM EXCLUSIVE: The
interesting part. This is the section
of MIDI code that allows
manufacturars 10 set up thair own
codes: itis not enough toenter the
system’s axciusive code on its
own. Most manufacturars require
notanly theirown 1D but usually at
least one or two sub-status
numbers. It is hera that voice
dumps take place, drum patterns
ara dumped, ete, atc, All aspects
that are parficular to that dewvice
and that manufacturer are
transmitted on the exclusive code.
At this point you wouid need 1o

code list to access different areas
and it ofter requires several
commands to aiter specific
peripherals.

SYSTEM COMMON:
Information comman throughout
all MIDt systems and not exclusive
to one manufacturer: *Song Pos’
and ‘Song Set' ara usually found
on sequencers or drum machines,
It means that if you were to start
recording hall way through a
complex plece the drum machine
will ek up its chain of patterns at
the correct point and you don't
have to start from the beginning
evary time to get tha sequence of
events correct

‘Song’ will ask a drum maching
or sagquencer to load a spacific
song pattemn from 13 memory,
raapondirrg to & number from 1 to
127 'Tung’ is not often used but il
telis every instrument in the chain
to make suré it s in tune,

SYSTEMS REAL TIME: These
are all short and simple. Theclock
Is a regular pulse that is inserted In

that all devices like drum machines
and sequencers keaep in perfect
synchronization. The commands
are yusually ‘start’, ‘stop' and
‘continue’, which again are self-
explanatary.

AUXM GES: 'Local 6n/
off’ tunes the keyboard for a synth
oftoron, derived from the Idea that
they keyboard is the local
controlier as opposed to a reamote

one.

*All notes off” is usually sent at
appropriate points in transmission
by sequencers to ensurethat there
are no notes left hanging.

'Active Sense’ is a fallsafe
against Instruments becoming
unplugged accldentally, If an
Instrument does nol recaive any
message within 300 milliseconds
it stops playing. This will avoid
horrendous noises in large set-ups
and provides a neat way of circuit
testing in any set-up.

‘Reset'does justwhal il says: it
retums an instrument to a born-
again state complete with the

So there we are chaps: instant
erudition, If you wish to follow the
subject up there are quite a few
books oul now on the subject
varying in price and complexity,
but you might like to try:

MIDI for Musicians: (£9.95) by
Craig Anderton, Published by
Music Sales,

Understanding MIDI: (£4.95)
Published by Music Sales.

Musie Through MIDI: (£17.95) by
Michaal Boomn. Published by
Microsoft.

The MID| Resource Book: (£9.95)
PﬂPSteva de Furia. Published by

Full reviews of these publications
will pop up'in later issues. in the
meantime | have a stack of letters
and queries to getthroughandthe
next issue will see the results of a
little midnight oil-buming onthese.
All letters and comments
welcome, as per usual, and

THE Spectrum has a casgette
stnra?: system that is ramarkably

refiabie by micro standards, but
still slow and Inconvenient
compared with more expensive
systams. This article considers the
pros and cons of cassatia filing,
and compares the alternatives.

Audio cassattes wera not
designed to store data, so tha
camputer has 1o tum numbers in
mamaory into sequences of tones
so that they can be recorded on
tape. Each file starts with a long.
continuolis tone, intended 1o
make the tape recording circultry
settle down before valuable data
is racorded. Normally it doesn't
matter if you start loading in the
middie of this tone, but you
musin't miss it completely,

After the long tone comes 17
bytes of ‘header! data, holding the
file name, type, length and other
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SIMON N GOODWIN
gives the definitive
run-down on
Spectrum storage
techniques:
cassettes,
cartridges, wafers
and disks

information needed 1o make sure
that the body of the file ends ug'in
the right place, Then comasa
shorer tone, a pulse to distinguish
the next block froma header, and
as many data byles as the headsr
indicated.

The Spectrum writes files of
three different types: PROGRAMS,
CODE and DATA. Programmers
can invent other file types, but
mast use schemes similar to the
standard one.

A PROGRAM file contains

rogram lines and variable values,
in the internal ‘tokenisad’ form in
which the computer stares them,
You can specify a line-number for
tha program ta star from when
you rakoad it.

When a program loads, thanaw
pode is sorted over the top of any
BASIC you'd entered befora,
uniess you typed MERGE, in which

case the new file is temporarily
stored after the existing code and
then interleaved with the previous
program after loading has
finished, It can take quite a long
time for the computer to sort out
all the MERGEd lines of a large file.

You can speed up the saving
and loading of a program
considerably by typing CLEAR to
discard arraysand vanable values
before you SAVE. Somatimes it's
convanient to keep these values
with the lines in the file, but oftan
they can berecreated (from DATA,
for instance) and inthose casesit's
usually a waste of time and tape to
save both the values and the code
to work them out.

CODE files are copies of the
contents of an arsa of memory,
Their header contains the address
from which they were saved -
which you can overrule later when
you reload the file, fyou wish—and
a length in bytes. A SCREENE file
is just a special case of a CODE
file; SCREENE tells the Spectrum
ta use the area of memory from
address 16384 to 23295 - the
chunk of mamaory normally usedto
hold the display.

DATA files are probably the
{sast-used type of Spectrum fils.
Muaost computers store data as a
stream of text, recorded and read
sequantially on tape or, battar still,
disk. Tha Spectrum can'teastly do
that, becauss itcan'tturn the lape
racorder motor on and off under
computar control, Data would gat

refer 1o an exclusive message all cther commands and Itensures set voices. subject to the usual conditions.
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spread all over-a tape if it was
output plecemeal as a program
ran.

So the Spectrum lats you save
arrays — tables of text or numbers
- asif they wera programs. You
can reload thesea later, without
upsatting your program, but you
can only save one array at a time,
and there's no way o save single
undimensioned strings, although
the computer wen't stop you
trying!

VARIATIONS

The pilct tones and header takea
fair bit of time to pass the tape
head, and contain lots of useful
information, so software houses
often create files without headers.
These load more quickly and are
more difficult for people to copy
without permission;it's necessary
to look through the program that
loads prior to the headerless file in
order o find the exact maching
code instructions that load it, so
youcan tell how long it is or where
it should go.

The principle of staring data as
tones is very llexible: the higher the
pitch of the tone the more data you
can store on tape. since higher
pitches means faster pulses;
normal recordings contains
around 200 bytes a second.

So called ‘hyperload' or "turbo’
cassetie routines use non-




Yas TUB will back up most of your TAPE based software, including most of the recent
jerky loaders and those program @ counter — converts for reliable loading. Can
measure speed of faster loaders, manages 100% accurately many biocks over 51k,
gtc, elc, Unrivalled. On tape at £7.50.

SPECTRUM TAPE TO DRIVE — TPS

A complete software package (includes TUb) to transfer hundreds of programs 1o

,GuUF drive — manages soma that hardware devices can not reach! Jarky and counter
f')ad-ars managed easily, butl program not for the no Only £12 (+11 on midriva
cart). INFORMATION 00K covering over 400 transfers, including many top 20 hits
£2.50 extra with TPS.

M/DRIVE OWHERS — MICROMATE

The anly complete package for ive owners, and i pays for itselll Thesea are just
some of its features: Format (up to <), Glone, ssctor aditor, reconditions
cartridges, re'Fmr‘ d givas condition '|l ‘|| "I (Jt pmqram multiple ERASE,
ranama, trug CAT. Copias tape to drive fun: o diriwe, drive to tape., 1 has
s6 many features and is unigue, YOU MUST Hl\:'ETHIﬁ PHOGH‘H IF YOU HAVE

A M/DRIVE! £13.99 on m/drive cartridge
CODE COMPHESSBR. Z80 TOOLKIT

Code comprassor - Compresses machine code ~ many uses, but ideal with hardwara
davices thal don't compress code, Only £4.50. ZB0 Toolkit — An superh assambles
{lult screen editor), fast disassembler, single step to sea how mic works, lnader,
hex/dec toggle, tularkal — ideal for ALL particul beginners — only £7.08. State
TYPE of SPECTRUM + drive system wha E.g PLUS 3 or 128k with Opus
dise drive, M/drive cartridges £1.75 each (min -I?

ALL PROGRAMS CARRY OUR MONEY BACK GUARANTEE (not updatas - phong
for prices of these). All prices inclusive excep add £1 Eurape, £2 others. SAE for full

cletails LERM DEPT CR, 11 BEACONSFIELD CLOSE, WHITLEY BAY, ml"ﬂ' Do -2533625)
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Be sure to unplug this when trying
to usa the built-in driva. The white
wire goes to the tip of the external
MIC plug. The brown wira is the
signalearth, which should be con-
nected 1o he shaft of both jack

plugs.
+3 TAPE

The +3 breaks with convention b
using a stereo connector for b
Isading and saving, rather than
two sepdrate sockets. A stereo
plug - such as a mini headphana
plug - has an extra ring of metal,
insulated from the tip and the
shaft; the shaft s the earth, as
usual. The r%i&s signals into
tpacumptnar EAR) and the
tip carries tham out (to MIC).
DON'T try to make a mono plug
work in this socket by jiggling it
around — you're almost certain to
run into reliability problems. Get a
immub?d ot mup.!and ool
arn ing one!
The first 10,000 +3§IEQ to
have a fault that makes them rala-
tively unreliable when loading cas-
settes: the automatic level control
circuit seems way out of alignment
on many machines. I'm trying to
find out what Amstrad are going to
do about this, but so far I've drawn

a blank. Has anyane any further
information?

ALTERNATIVES

There are two main alternatives to

cassatte recordings of data. Either

you can opl for a continuous loop

::itape. or adisk of magnetic mat-
al.

The tape loop approach is
cheap but now unpopuiar - the
drive Is simple, as it needs fo
move the tape at a sleady speedin
one direction, but access to data
is slow becausa the entire loop
must pass the head before you can
be sure of loading any particular
parl. Tape loops tend to ba expen-
sive, and the larger their capacity
thie slower they worl.

Two types of tape loop drive
have been popular on the Spec-
trurm: Sinclair's own microdrives,
which can store BSK of data on a
tiny cartridge, and Rotronics
;‘dﬂa!aith-iuar:. which mcnfdwmua

wly on larger tape dq(oﬂ
avallable in 16K, 32K and 64
lengths. Both are out of produc-
tion, but still available.

Microdrives are very impressive
whan they work: they give a
theoretical maximum accass time
of seven seconds, and can load

ABK in four or five seconds on a
good day. There are quite a few
utility programs around that let you
use microdrive files, but the drives
are often extremaly unreliable.
Microdrive tapes sell for betw-
ven £1.50 and £2.00, There's na
shortage of them, as ICL and
British Telecom use them as wall
as Spectrum and QL ownars.
Microdrive royalties are one of the
main sources of revenue for
what's left of Sinclair Research —
the firm that was left with little
maore than debts when Sir Clive
soid his computer designs to

Amstrad,
When buying check that
they hava the words 'Regd Design
App’ printed on the part that plugs
inta the drive. Some tapes pro-
ducad in the early days did not
have this message, and lended to
have loose plastic fioati
inside the cartridge, whi
reliability problems.

Middie period tapes had & very
thin copper spring at the front,
R:aas !haz_pn against the

; could work loose and

causa more trouble. Modern pro-
duction has a much fatter and
more sturdy spring. Shop care-
;Lgllz asallt sorisare still avail-

The Microdrive needs an inter-
face called Intertace 1, which can
cope with up to eight drives but

around
ledio

won't let

only runs one at atime, Interface 1
also provides a simple network
link, allowing several computers to
share information, and includes a
rather iar serial prinder port.

The Rotronics Wafadrive is an
all-in-ore unit, containing two tape
drives, plus serial and paraliel
printer ports, Waladrive
mechamsms are well engineered
and have been dirt cheap since the
manufacturers went bust, but the
tapes, or'wafas’, are slow, hard to
obtain and costly. The sole blank
walfa manufacturer, based in the
USA, has announced that prices
will doubile this year — and 64K
wafas already costan extortionate
£4 a throw.

Afew good programs have been
comrgrlte_-.‘jm_mﬂc mitgt‘hewaaq-
riva, out m Qﬂﬁa‘al incampati-
ble with most software: the dgva
grabs certain areas of memory and
programs use them, |
wrote a full discussion of the quirks
of the Wafadrive in the Christmas
Special. In briel, avoid itif youwant
tousea wide range of commercial
software!

DISKS

Disks work much like tapes, but
record information in a series of
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Don't forget that the Crash Tech
Tapeis still available, and includes
loads of helpful and useful routines
aimed at anyone interested in the
Spectrum's technicalities.

Side one of the tape contains
ZIP 2, a BASIC compiler and a
BASIC game to show off its

capabilities. There's a turbo tape
loader, and a BASIC program pro-
tection analysis routine. A simple
multi-tasking program allows
three 16K programs ta run simul-
taneously in 48K, and a new

THE CRASH TECH TAPE

Miles Gordon Technology: Unit
4, Chesterton Mills, French's

e o s,
ml
503 6GD. NEW Tel 0243 771688

dfort Products: 81 Church
London NW4 4DP. Tel 01

character set (as seen on TV!). For
users of the Serial 8056 printer,
there's also a machine code COPY
command.

For the musically-minded, side
two features a real-time sound
effects editor, a sample converter
to exchange samples between
Cheetah's SpecDrum and the |
RAM Music Machine, a SpecDrum
sound editor and four new Spec-
Drum sounds including a new
snare drum and an *orchestral
thump'!

Please send me a CRASH Tech Tape.

1 enclose a cheque or postal order for £5.95 (£7.95 if my address

is outside the mainland UK) made payable to NEWSFIELD LTD, or

I am paying by VISA or Access with the special form below.

LR T T Y PE TR n

R R T TR A e L]

TEER RIS EE R Rt Rl a R R R

BEeein FEE AR R B A A n R

we POSTCODE ...

PLEASE DEBIT MY VISA/ACCESS ACCOUNTE
(delete as applicahle)

EXPIRY DATE .....

CARDHOLDER'S ADDRESS (if different from abave)

SEND THIS FORM AND YOUR PAYMENT TO: TECH
TAPE, CRASH, PO BOX 20, LUDLOW, SHROPSHIRE
SY8IDB




NORTH STAR™

Alone it stands, majestic and
proud... the final hope to Earth's
savagery and overpopulation...
North Star, a glorious space station
orbiting serene tranqguility, 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 gonel

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

" Spectrum 48K £7.99 Cassene
Amstrad £9.99 Casseu= £14.99 Disk
Atari ST £19.99 pisk

' CBM 64/128

£9.99 Casserre £14.99 Disk

“FROM OUTOF
THIS WORLD...

el

¥ T
THE FIGHT
FOR THIS WORLD!

VENOM™
STRIKES BACK

Incoming message on MASK
computer - “"'We kidnapped
SCoTT and are holding
him on the moon. Unless you
surrender'the 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?

L}
Spectrum 48K Eﬁ! Cassette
CBM 64/128
£9.99 casserte £14.99 Disk
L)' Sty Amstrad £9.99 casserte_ £14.99 Disk
Lo T ' M5X £7.99 Cassette

N -
RETTRER

MASK™ AND THE ASSOCIATED TRADE MARK
ARE THE PROPERTY OF KENMNER PARKER TOYS,

GARINIE N

WORLDS APART FROM QTHER SOFTWARE!

Gremlin ﬁ&lh:! Software Limited, Alpha House, 10 Carver Street, Sheffield 51 4F5. Telephone (0742) 753423




CRASHTIONNAIRE

WE HAVE WAYS OF MAKING YOU TALK!

It's that time of year again when we ask loads of questions and find
out what you like and don't like. Some questions may seem quite
nosey, but they all go to help us shape the magazine the way YOU
want.
So, please fill out this form to the best of your ability, and send it (or
a photocopy if you don’t want to cut up your CRASH) to CRASHTION-
NAIRE, CRASH Towers, PO Box 10, Ludlow, Shropshire SY8 1AQ
to arrive here before May 9th 1988
The first form drawn out of Mailbag after this date earns the sender
£50 worth of software of his or her choice, plus a CRASH cap and T-
Shirt. The next four forms drawn earn their senders £20 worth of soft-
ware, plus a cap and T-Shirt.

THE BASIC STUFF

AREYOU...

MALE &
FEMALE ]
HOW OLD ARE YOU?

---------------------------------------------------------------------

OCCUPATION

AREYOU...

At school

At College/University
Working Full Time
Warking Part Time
Unemployed

MONEY MATTERS

ONAVERAGE, HOW MUCH DO YOU SPEND
OENI:%DMFUI'EH GAMES EVERY WEEK?

£6-£10 E
£11-20
More Than £20 H

HAVE YOU PURCHASED A UTILITY IN THE
LAST SIX MONTHS?

YES |
NO H
if YES, please state type

0 00 B R R B RS EEEEA RSB

...........

----------------------------------------------------------------------

DO YOU INTEND TO PURCHASE A
PERIPHERAL IN THE NEXT SIX MONTHS?

YES
o H
If YES, please state type

--------------

||||||||||||||||

-------

DO YOU INTEND TO BUY A NEW COM-
PUTEROR GAMES CONSOLEIN THENEXT
SIX MONTHS?

YES

NO

It YES, please state make and modal

.......................................................................

|||||| erane

WHAT IS THE MAJOR INFLUENCE ON
YOUR DECISION TO BUY A COMPUTER
GAME (PLEASE INDICATE IN ORDER OF
PRIORITY 1-6)

Friend's Recommendation [
Magazine Review

Advertising

Author |
Producer [

ARE YOU WELL
READ?

WHEN DID YOU FIRST BUY CRASH?

0 B

DO YOU INTEND TO PURCHASE AUTILITY
IN THE NEXT SIX MONTHS?

YES
NO H
It YES, please state type

......................

.......................................................................

HAVE YOUR PURCHASED A PERIPHERAL
IN THE LAST SIX MONTHS?

NO H

SINCE THEN?

SOME
If some, How many?

......................

||||||||||||

PEOPLE READ YOUR COPY OF CRASH?

HOW DO YOU GET CRASH?

Subscription
Reserved or delivered by newsagent
Off the shelf

THE BASIC STUFF

WHICH OTHER MAGAZINES DO YOU BUY/
READ? IN THE CORRESPONDING
COLUMN, IN ORDER OF PREFERENCE (1,
2, ETC}), PLEASE MARK THE MAGAZINES
YOU BUY REGULARLY PLUS THOSE YOU
READ BUT DO NOTPURCHASE YOURSELF

BUY READ
ACE
Computer & Video Games
Games Machine
Sinclair User
Popular Computing Weekly @
Your Sinclair
Other [Please Specify)

WHAT TYPE OF GAME DO YOU ENJOY
:}l:fAY‘IHG {IN ORDER OF PREFERENCE 1-
Adventures

Arcade Adventures

Shoot 'em ups

Simulations

RPG

---------

IN GENERAL . ..

PLEASE AWARD MARKS OUTOF TENFOR
EACH OF THE FOLLOWING FEATURES IN
CRASH

Adventure Trail

Advertisements

Charts

Classifieds

Compaetitions

CRASH Course

Editorial

EtAl

Forum

Frontiine

Jetman

King Grub

News

On The Screen

PBM

Previews

I=‘F|am'm.||h; and Winners

eviews
Robin's Scores
Money Saving Offers
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Subscription Offers Bl
Techniche E
Tips

ANY COMMENTS ABOUT ANY OR ALL OF
THE ABOVE?

T

...........

R R RS B R R B AR E SRS R

SOFTWARE COVERAGE

PLEASE RATE CRASH'S COVERAGE OF
SOFTWARE OUT OF TEN
News

Previews
Reviews

REVIEWS

ARE THE REVIEWS DETAILED ENOUGH?
YES
NO

e

ARE THE REVIEWS LONG ENOUGH?
YES
NO

& 0 S B 3

ARE THERE ENOUGH SCREEN SHOTS?
YES
NO

Ol

ARE THE COMMENTS DETAILED
ENOUGH?

YES

NO

HOW OFTEN DO YOU AGREE WITH RAT-
INGS?

Always

More Often Than Not
Occasionally

.

Never

WOULD YOU LIKE TO SEE THE RATINGS
SYSTEM CHANGED OR IMPROVED?
YES

NO

i YES, how? ...

B REaRs R R Rt E R

.

TR TN ERAEAE NI ER SR ERER R AR R b

---------- BaEREEsassbnAEs

DO YOU USE CFH\SH AS A SOURCE OF
REFERENCE WHEN BUYING SOFTWARE?
Always
Sometimeas
Never

O

WHAT DO YOU THINK OF THE STANDARD
OF CRASH'S COVERS?
Great

OK

Rubbish

BEE

IS THERE ANYTHING YOU'D LIKE TO SEE
IN CRASH, OR IS THERE SOMETHING
WHICH YOU FIND PARTICULARLY
AGGRAVATING. CONSTRUCTIVE COM-
MENTS PLEASE ...

LT eI

A e AR P LT ]

WHICH PRODUCTS WOULD YOU LIKE TO
SEE INCLUDED IN THE CRASH
HYPERMARKET? (THESE NEED NOT BE
COMPUTER RELATED)

OTHER STUFF

WHAT IS YOUR WEEKLY INCOME?
Up to £5

£5to £10

£10 to £30
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O

£30 to £100
£100 to £200
£200 plus

WHERE DO YOU BUY MOST OF YOUR
CLOTHES

Large Retail Chains (Woolworth etc) G
:I‘ig:‘h Street Fashion Shops (Next, Top Man
Specialist Fashion Shops

Other (Please specihr] =]

|

T T T T T T T -

R B SRR RS SRS B R

DO YOU HAVE ACCESSTO A F!ECOHD
CASSETTE OR CD PLAYER

YES

NO

N

ON AVERAGE, HOW MANY SINGLES DO
YOU BUY A MONTH

ON AVERAGE, HOW MANY LP RECORDS
DO YOU BUY A MONTH

ON AVERAGE, HOW MANY CASSETTES DO
YOU BUY A MONTH

B LT TE TR PP e

ON AVERAGE, HD’W MANY GDS DO YOU
BUY A MOHTH

HOW OFTEN DO YOU BUY CANNED
DRINKS?

More than once a day

Once a day

Every other day

More than once a week

Once a week

Less than once a fortnight

Never

EEEEEE R

HOW OFTEN DO YOU BUY CRISPS,
SWEETS AND PEANUTS?

More than once a day

Once a day

Every other day

More than once a week

Once a week

Less than once a fortnight

MNever

HOW OFTEN DO YOU GO TO THE CINEM
Once a week

Every other week

Once a month

Every other month

Less than twice a year

Never

OrO® O

WHAT WERE THE LAST TWO FILMS YOU
SAW?

S

[T R P T ——

HOW OFTEN DO mu EUY BOOKS
Once a week or more

Once a fortnight

Once a month

Less than once a month

OO

WHAT TYPES OF BOOKS DO YOU BUY?
Horror/Fantasy
General Fiction
Film and TV tie-ins
Computer
Thrillers/detective
Historical

War

Romantic

Sci-fi

Humorous
Non-fiction

IEEEEEEEEE

LT

HAVE YOU ANY OTHER HOBBIES APART
FROM PLAYING COMPUTER GAMES?
YES

NO

if YES, enplain further

]

srrsesEnae T —

DO YOU PARTICIPATE IN SPORT?
YES ]
NO O

I YES, list your three favourite sports

P U

TR T TR T TP R P PPN

Bisaasann

assaes

DO YOU HA’U‘E nCGESS TO A VIDED HEC-
ORDER?

YES

NO

IF YES, HOW OFTEN DO YOU HIRE PRE-
HECOH DED TAPES?

Once a week or more

Once a week

Once a fortnight

Once a month

Less than once a month

HOW OFTEN DO YOU BUY PRE-
RECORDED TAPES?

Once a week or more

Once a fortnight

Once a month

Less than once a month

DO YOU HAVE A BANK ACCOUNT?
YES
NO

ol

|

r
el

I

i i

O

1]

IFYES, PLEASESTATEBANK AND TYPE OF
ACE:DUHT (DEPOSIT, CURRENT ETC]

A A A SRS ST E B R ESAES R EE AR R

...... e S P a— S

B T TP

DO YOU HAVE A BUILDING SOCIETY
ACCOUNT

YES
NO F
IF YES, PLEASE STATE BUILDING SOCIETY

AND TYPE OF ACCOUNT (DEPOSIT,
CURRENT ETC)

B P

assasssasassaie

B P PPy B P

WHICH OF THE FO LLQWING TAKEAWA":‘
FAST-FOOD CHAINS DO YOU PREFER
(MARK 1-6)?

Macdonalds

Wimpy

Kentucky Fried Chicken

Pizzaland

Pizza Hut

Local Fish and Chip Shop

Other (please specify)

B

LYYyl

srsssmrErenERsERRARLIRSREE L T

WHICH T\F ST&TION DO YDU WATCH THE
MOST
BBC 1
BBC 2
Imv
Channel 4
Satellite

[ ]

HOW MANY HOURS DO YOU SPEND
WATCHING TV PER DAY?

Up to one

One to three

Three to five

Five or more

I

WHICH RADIO STATION DO YOU LISTEN
TO?

Radic 1

Independent commercial
Local BBC

Radio Luxemburg

Pirate

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

f oo
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DATA EAST’'S

><3'_'{

\ A SIX GAME ACTION PACKED
> COMPILATION FEATURING

KUNG FU MASTER Battle the deadly
guardians and demons armed with nothing
more than your own martial arts skills. EXPRESS
RAIDER Hold ups, robberies and roof top fights ... a wild
west classic. BREAKTHRU from 400 miles behind
enemy lines, recover PK430. A revolutionary
fighter in a revolutionary game. TAG TEAM

WRESTLING Body slams, drop kicks,
backbreakers and flying head butts —
stamina and teamwork are the keys to
championship success. LAST MISSION
Armed with the most sophisticated weapons
systems and guarded by a protective forcefield, return
to your invaded galaxy to face the most startling of
death defying odds. KARATE CHAMP Can you
master the kicks, spins, reverse punches and
blocks needed to retain your title?

#7750 MUCH EXCITEMENT YOU ‘SQoN
WON'T KNOW WHICH WAY TO TURN! &
CBM 64/128 onLy £9.99 cassette £14.990i
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SPECTRUM
AVAILABLE FROM YOUR FAVOURITE COMPUTER GAMES STOCKIST 'OR SEND
Pm— _ CHEQUE/ POSTAL ORDER FOR £9.99 (casseTTE) £12.99 (pisk) pLus 80p p&r.
{ "':Li P ¥ ? _,.‘\ R ACCEsS AND BARCLAYCARD HOUDERS TELEPHONE 01-278 0751.
...._431 Quriaw PropucTtions, Tue Op Forcr, 7 CaLteponiany Roap, LONDON
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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 . . .

9 STOP statement, 36:1

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

PR
QoHOLD

- Bridee of Spies

A A musical interlude now from the maestro of the computer screen, Matthew
Arnoid from Pagnell in Bucks. After impressing everyone with his
excellent Communards picture a couple of issues back, he doth return with
anather album cover piccy, this time from Bridge of Spies by T'pau.
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<4 Meatis Murder says Gary Levitt fram
Walthamstow in London, echoing
the thoughts of Morrissey and the
gang.

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

Kevin Willcocks, from my old stamping ground of Sunbury on Thames, freely
admits that his picture entitled Freddy, was inspired by the Freddy's Revenge
picture in issue 49, By the way, the short passage in the top right corner of
the screen is shown at the beginning of the film, so there.

SLEEP.
THOSE LITTLE SLICES
OF DEATH,

HOW T LOATHE TREML

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.
Andifyoudon’'twant 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, Ludlow,
Shropshire SY8 1DB.



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 stiil a national
hero, 3D Ant Attack snar::?(ed out under the Quicksilva
label. lts Softsolid graphics of the walled desert GH
Antescher were hailed as astounding, and 30 Ant Atta
wedged itseif firmly into Spectrum history as the first
game with truly three-dimensional views.

The next isometric blockbuster was Vortex's Android 2, released inthe
spring of 1984. In gameplay it's just a 3-D version of the oid arcade game
Barserk, but the graphics (whic C-RAEI]!dgava 96%) brought it up to this
maP;inzine's Game Of The Month standard,

ogrammer Costa Panayi followed this up with the impressive TLL -
a fighter-plane simulation with a carefully worked-out dynamic playing
area. re's not a lot of game behind it, but the ﬂylnf is enough.

The Softsolid technigque was soon followed by the first 3-0 ‘adventure
movie' — Hewson Consultants' The Legend Of Avalon. Its adventure
element is a bit dubious, and the term 'arcade adventure’ would be
disputed for years after its release, but the game was a great success
with its colourful, pseudoisometric graphics,

In 1885 the spate of high-quality isometric games continued:
Ultimate's classic Knight Lore was followed by another Vortex game,
Highway Encounter, and the next technical advance was Filmation 2. An
Ultimate invention, this allows graphics of Knight Lore's guality to be
scrolled smoothly over a large playing area. Filmation 2 was used for
_ll_.lhrﬂmata's -','..r_;ghrshada. but was soon knocked into a cocked hat by

Edge's Fairlight.

ven back in the golden year of 1986 there were unimaginative clones
which sometimes threatened to swamp all the review pages with their
identical, and by then extremely boring, isometric screens. But some
games brought a breath of fresh air to the already tired genre: the
humorous Sweevo's World from Gargoyle Games, Ocean i
M.OV.LE., and Hewson's :
Commodore 64 hit Paradroid, Quazatron amazed averyone by being
superior to the urbginal‘

Mot so original but also well-implemented was Ocean’s Batman, and
Quicksilva's Glider Rider deserves a mantion along with Design Design's
Rogue Trooper for taking a gamble and nearl succeeding.

Last year Ocean had a megahit with Head Over Heefs, M.A.D. had a
budget Smash with Amaurote, and Gargoyle brought out the first (and
probably last) Hydromation game, Hydrofool — the sequel to Sweevo's
World. CRL's 3D Gamemakear utility now enables averyone to rewrite
Knight Lore, and last November saw the first real isametric adventure,
Incentiva's Kaizssia.

Of course, whether isometric Perspective presents a 'true’ 3-D view is
arguable —the player in these games is ' positioned’ somewhereup inthe
air, outside the playing area, so any %ame using the technique looks
forced, like a nical drawing, Though its representation of obiect and

3D Ant Attack Nightshade
Batman Quazatron
Head Over Heels Rogue Trooper

Highway Encounter TLL
Knight Lore

P

rooms may be highly effective, if we're going to nit-pick we can't say
isometric perspective gives a realistic view.

But the technique has proved Eerla-::’t satisfactory for countless
games, and it's pointless to damn them all for lack of realism.

More significantly, it will be interesting to see if the market for isometric
graphics ever dries up, and if the public will one day reject the genre as
outdated and overused, just as it once refused fo accept any more
Pacman clones.

3D ANT ATTACK

Quicksilva

87 % Issue One

Complete one level and the
foolish girl (or boy) goes and gets
hersalf (or himself) captured again,
but this time further away from the
?ftgn'rng position. Well, that's
i

Back in late 1983 when nobody
worried about glaring  white
backgrounds, UDG-sized
graphics and poor sound, 30 Ant
Attack was a wonder to behold.
But even if you overlock these
faults the fact remains that there
isn't much gameplay, and what
there is soon grows repetitive,
Next to modern software, 30 Ant
Attack looks rather dismal.

22%

‘ 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 (aither He or She
- unfortunately, this admirably
nonsexist feature is undermined
by the program's always calling
you a ‘hera’), and your job is to
rescue him or her with the help of
some heavy-duty grenades.




RUNIT
AGAIN!

TLL
Vortex

81% Issue 7

involves navigating a
landscape sprinkled with
houses, pylons, cliffs and

bridges in order to eliminate
‘enemy dots’. This top-priority
procedure (you don't know how
dangerous enemy dots can be If
you let them get out of hand) is
carried out by swooping low over
the ground (hence the title —
Tornado Low Level).

You always run the risk of
crumping your fighter against an
obstacle, and once five of the
dastardly dots have been wiped
out a new mission 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.

TLL was seen as a masterplece
when it first appeared, and its
appeal has hardly diminished
since. The landscape Is described
in effective, clean washes of
colour and the fighter is well-
drawn, rotating smoothly. The

whole thing handles really well and

P Paying off old dots: despite an unlikely dot-destroying scenario, 7L flew well
along the border of arcade and simulation

though destroying evil dots is a bit
of an arlificial exercise the
dynamics of the game come
together parfectly.

'arhaps more a simulation than
an arcade game, TLL would, I'm
sure, still do well at a budget pn;:&

BATMAN

Ocean

93% 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
forgot about it in an (admittedly
commercially successful) attempt
to cash in on Alien 8 etc - this
me has nothing to do with
atman.

Even the main character graphic
shows a squat little figure who
looks more like a Smurf than the
Caped Crusader, And the Batcave
has become some sort of
architectural monstrosity
furnished with conveyor belts and
spiked floors and populated by
creatures ranging from puppy
dogs to lion-headed mutants.

Ocean

97% Issue 39

‘ he best  Ritman/

Drummond game yet —

it's even better than

Batman!' said CRASH. We read
on: ‘cuddly’, ‘cute’.

| agree, and that's probably

what puts me off Head Over Heels.

HEAD OVER HEELS

spies from the planet Freedom are
out to destroy the Evil Empire), and
the graphics look like something
you see on early-teatime
children's ITV (not that | watch it).
Yes, they're detailed and well-
animated; yes, they're cute if you
like that sort of thing; but there's
nothing to link them all together.

As isometric arcade adventures

| can do without poisonous
Marmite jars, stuffed rabbits,
reincarnation fish and doughnuts,
espacially whan their purpose in
the game bears no relation to their
appearance (why should stuffed
rabbits give you extra abilities?).
The scenario is unoriginal (two
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> Reviewers loved the cuddly sprites and pointiess quirks - but has
Head Over Heels got its feet on the gameplay ground?

go this is probablly the best of its
kind — thera ara lots of features,
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.

65%

Ultimate

94% Issue 12

‘ heer perfection,’
enthused the
anonymous CRASH

reviewers of way back at the sight
of Knight Lore's Filmation
graphics.

The Filmation technique allows
your sprite to physically interact
with onscreen objects in almost
any way, and with Knight Lore, the
tenuously-related sequel to
Underwurlide and Sabre Wulf,

Ultimate's programmers
surpassed themselves.
In this thrilling instalment

Sabreman {the player) must brave
the castle of the wizard Melkhior
to find the ingredients of the potion
that will cure his sudden
Iycanthropy (Ultimate's
instructions take the form of an
epic poem, but manage to say
nearly the same thing). Fail, and
you must remain the werewolf

KNIGHT LORE

forever — but so what? He's a darn
sight cuter than Sabreman,

Melkhior's castle is divided into
rooms full of traps, structures and
useful objects, all of which can be
manoceuvred using Filmation,
The avalanche of isometric games
in this style has lessened the
impact of Knight Lore’s graphics,
Today they seem rather plain and
simple, though the old Ultimate
touches still stand out (the sprite
looking warily over his shoulder,
for example).

The game itself is a little
unsophisticated for our times, too:
essentially it's just a set of Manic
Miner-type problems of timing,
jumping and avoiding, and
Filmation only comes in useful for
making higher 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:'iry’.

- Filmation tame: Ultimate's Knight Lore was followed by a deluge of isometric
arcade adventures




never looked that way in the
comics, the TV series, the films
and the graphic novels . . .

All that aside, Batman is quite a
good game. The graphics and
animation are superior to
Ultimate's, and the Bat Devices
and Batpills which give Fatman
extra abilities add interest to the
gameplay. In fact, leave out the
pseudoBatman scenario and title
and I'm quite content with this.

Ultimate

91% Issue 21

ightshade just scraped into
the Smash bracket, and the
autumn 1885 release is
now generally considered to have
marked the beginning of the end
for the former masters of
Spectrum software at Ultimate.
The gameplay s similar to
Atic Atac's: wandering around the
playing area (in this case a
medieval town) destroying
materialising nasties and
collecting ‘super antibodies' ta kill
off the four major villains. But the
real star of Nightshade is the
Filmation2 technique, which
scrolis the highly-detailed
buildings about and lets u
effectively see through the walls in
8 cut-away view whenever you

NIGHTSHADE

pass behind them.

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
casa it's undeniably true. Though
the pseudomedieval atmosphera

i ¥ -

Is strong and the characters are
well-animated, Nightshade is
extremely boring. It eventually
boils down to searching in vain for
the major villaing, just for the
dubious thrill of getting killed by

them instead of
monsters for a change,

lesser

Vortex

95% Issue 20

ou're a lone Vorton droid,

pushing a highly brainfrying

explosive device to the far
end of an alien highway to blow up
an enemy base.

Theroad is populated by various
aliens resembling anglepoise
lamps and other dangerous
household items (| gave them all
names once but that was ages
ago), and floating mines weave
across the tarmac in dances of
death.

Your only strategy is to block up
or kill off the nasties on your first
run, and then go back to get your
slave droids and the bomb.

Highway Encounter's graphics
are still impressive today; as in
TLL, the combination of flat

HIGHWAY ENCOUNTER

background colour and detailed
monochrome overlays works very
effectively. All the roadside
scenary is beautifully drawn, from
the crops in the fields to the golden
sands of the beach. The only
trouble with the game is its
difficulty.

| still wonder at CRASH's
comment of the time it will be easy
to complete and | will probably get
bored with it' — after 214 years | still
can't clear the 30 zones and get
the bomb to its destination within
the time limit.

P Beautifully difficult: Highway Encountsr

But Highway Encounter looks
great (better, in fact, than its
sequel — Vortex's Allen Highway,
88%/Issue 29) and would
probably still sell as a budget
game.

66%

P Successful fusion: there are
strategy and arcade elements
to grapple with in
Quazatron

QUAZATRON

Hewson

94% Issue 29

s Klepto, a psychotic young
droid with a penchant for

taking things apar, you
have been volunteered to get the
mutant droids out of Quazatron, a
multilevelled underground citadel
of ramps and lifts.

Klepto starts with a measly
pulse laser but can collect extra
weaponry by ramming other
droids and entering a grapple
saquence — really a subgame.

A test of strategy and reflexes
decides who wins the grappling
dual. If you successfully grapple

another droid you can take any
available weapons; if you lose, the
consequences are usually fatal. As
you upgrade your weapons you
can take on ever more powerful
opponents, till you become the top
dog—and then it's time to mave on
to the next citadel,

"Quazatron Is a true
masterpiece,’ said CRASH at the
time, and the comment is still valid,
Apart from the rather jerky
scrolling everything is faultiess;
the graphics, the music, the FX
and the ?ameplay. Quazatron is a

successiul fusion of strategy and
arcade and deserves the
recognition it's had.

B1%

Piranha

79% Issue 36

his licence is based on the

early Rogue Trooper stories

from the comic 2000AD.
Rogue is, as usual, trudging
around Nu Earth, this time looking
for the eight vid-tapes which show
how the Traftor organised the
destruction of the rest of the Gis
(you have to know the strip tao
follow the scenario, really).

Nu Earth, which seems to have
shrunk a little in conversion from
comic to computer, is patrolled by
Norts and littered with ammo,
med-packs — and, of course, the
tapes. And Rogue's biochipped
buddies Gunnar, Helm and
Bagman give onscreen advice
which isn't always paricularly
useful (Gunnar rarely says
anything more inspiring than ‘Let's

ROGUE TROOPER

grease some more Nort scum’).

When all the evidence has been
collected Rogue can retumn to the
shuttle and wait for Cam Kennedy
to draw him some more identical
stcu;ies {oops! that just slipped
out).

Despite the extremely tacky
presentation, this is an enjoyable
game. It's not hard to win, which
may put some off, but it provides
relaxing therapy when you need
your confidence boosted a little,
The graphics are detailed, varied
and recognisable, and though the
colour washes are used simply
they add interest.

Perhaps Rogue Trooper's
strongest point is the atmosphere
aenerated by the graphics and the
comments; it is, surprisingly, the
most faithful convarsion

yet.
69%
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CBM 641128 Cassette £9.99 Disk £14.99
- Spectrum 48K Cassetie £8.99 4
Amstrad Cossette £9.99 Disk £14.99

A I i Wi 27 At 1 e, Mt S 5 A TEL (Y 365 2388




‘ 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
correct answer to the unbelievably simple question below
' . will receive any one of a magnificent multiload of pristine
~ prizes.

Secintillating 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 . . .

N Anyway — on with the task. Question: This is CRASH
Issue 1. What number will appear on the cover of the 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 you didn't know by now, our addressis: 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 all good software retaliers and by mail
order. Indicate tha items you require, complete the coupon and send it to:
Dept FMARE, Cascade Games Ltd., 1-3 Haywra Crescent,
Harrogate HGI 5BG, England.

FRIGHTMARE Cor ¢

FRIGHTMARE Spex

FRIGHTMARE Amstrac

FRIGHTMARE IBM PC
or esll our 24hr Orderfine on 042 3 TOTAL
Al oricas ntluda

cheque/postal order fi

ey,

U My pay by Acs
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“Now I [ay me down to sleep, I pray the Lord my Soul to keep.
If I should die before I wake, I pray the Lord my Soul to take ..”

It Ay l:-iu-:l WISL| fl Uil
B i} | —— ¥ B
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Frightmare - A computer game for the Commodore 64 spectrum, Amstrad and soon on the IBM PC. Cassette £9.95, Disk £14.95 (IBM £19.95).

Cascade Games Ltd., 1-3 Haywra Crescent, Harrogate, N. Yorks, Tel: 0423 525325, Fax: 0423 530054,
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I’s here-The returnof Elvin Atombender!
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After two year 's wait at last it's arived—the sequel to beat all sequels! Impossible
Mission Il retains all the fun and strategy of the original 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, objects and keys fo help you
with your mission. You must avoid or destroy the guards -

and robots that patrol the five towers or risk being
destroyed yourself,

Successfully dispose of Elvin and your quest

is half over! Now your Mission becomes

truly Impossible as you strive to escape

the towers, avoiding guards, robats,

mines, trap doors and elevators

without detection!

...Running into more trouble?, .

...Why s the robot guarding that table?,..

/

..Who or what is lurking behind these cars?... £4* o8

i
1. UISI8 E>

P O

...A message on the tape recorder?...

-..Could the final P.L.N. number be hera?...

i
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NATIONAL COMPUTER

Can %}U
Organised by Newsfield Publications Limited on behalf of US Gold, thNa
BIGPRIZESANDTHE CHANCETO COMPETE INTHE FINALS ATTHE PERON

NEWSFIELD PUBLICATIONS is proud to announce
the first ever British National Computer Games
Championships open to all-comers. Six regional
heats with contestants competing in two categories
- Spectrum and Commodore 64/128 - will be
followed by two semi-finals with the qualifying
contestants going forward to compete againsteach
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 yourself on
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 Commodeore computers to selected
boys' clubs 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
Newsfield's magazines CRASH, ZZAP! 64 and THE GAMES
MACHINE. US Gold, market |eaders in computer software, are
sponsoring the whole competition and providing all the prizes.
The National Assaciation of Boys' Clubs, with over 2,000
affiliated clubs 200,000 members throughout the UK, is helping
to promote this exciting championship as well 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
need to be able 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
scorers 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 some 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 among
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 silver medal. For the two outright winners, one
on the Spectrum and one on the Commodore, there will be gold
medals mounted in wooden display plaques.

US Gold are providing 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 maching) and from Newsfield magazines'
entry forms will take place in the following towns:

May 14 -Birmingham
May 21 - Gloucester
May 28 - Belfast

June 4 - Edinburgh
June 11 - Leeds
June 18 - London

All days are Saturdays. Heats will be held 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.




Y

RSONAL COMPUTER SHOW AT EARLS COURT SEPTEMBER 16-18 1988

The semi-finals will be held in Leeds on August 16, and in
London on August 18; finals at the Personal Computer Show
over the three public days, September 16-18.

Friends and relatives wishing to attend the first round and
semi-finals will be welcome, but the NABC will be making a very
modest entry charge to non-contestants. Readers wishing to
attend will also be welcome ~ details will be published in future
issues, or you can ring the organisers’ office for details no sooner
than one week before these dates.

If you wish to put your name forward to qualify for Britain's first
National Computer Games Championship, fill out the form as
soon as possible and send it to the listed address. The high
mnglvawiﬂbachackedbyamﬂsbothamawsﬂeldw

FOR ENTRIES IS APRIL 23.

]

3 Please tick the appropriate box:

1 | wish to compete on the Spectrum: [

¥ | wish to compete on the Commodore: [

: lam aged 18 orover: [

1| am aged under 18: [ ] If you are under 18, your parent or legal
§ guardian must sign here and print their name below:

RERAntE BIONBIUNG ... i i anitii e s s e ariais

T S T RS e N A L S
Please tick the regional heat venue you would like to attend
[[] Birmingham

: || Gloucester

3 L] Befast

3 Ll Edinburgh

g L] Leeds

1 ’_:I London

IF YOU THINK YOU ARE BRITAIN’S THE

BEST HIGH-SCORING coMPUTER  PERSONAL
FORM IN Tobav: cLosma oare” COMPUTER

r--'-------------'-----‘--------------------—-.---.-------

at US Gold. Entrants under 18 must ensure their form is
countersigned by a parent or legal guardian. All qualifying
entrants must be prepared to attend the venues they select on
the due dates. You may select to enter at any one of the above
listed venues. The organisers will accept no claims for travel or
subsistence expenses for contestants in the regional heats. Al
contestants qualifying for the semi-finals can claim up to a
maximum of £10 for travelling expenses and will receive free
software from US Gold. Finalists will be given a free weekend at
the Personal Computer Show in London. During contests, the
decision of the appointed judges and stewards will be final and

no correspondence concerning administration can be entered
into.

SHOW

1 NATIONAL COMPUTER GAMES CHAMPIONSHIP ENTRY FORM CR

1 Please write clearly, using block capitals. In case for any reason you are asked to attend a venue ather than the

: one you have already selected, please tick the next best alternative
f z

11 wish to put my name forward to qualify as a competitor. i Y00

1 selected to compete, | agree to abide by the championship a6l &

j regulations, = Eeoﬁuascast t

1

I R R ARG ] Edinburgh

: e e PR e A S e e Lt S 7] London

B 11 s R ey e R e e aE

e Y LU ROMOOCE v bimsis i rimams

R R G M o

In order to help us determine whether you should qualify to enter,

please give your high scores on two of the following five US Gold
Games:

OUTRUN e T R T o e e e
INDIANA JONES high SCOTE i8: ..........c.coeeeruermcmsessssssssesssssssssseseen s,
T20° IO R 2 o Lo s soborrrpr e S IRICIRER 1 s
GAUNTLETH 5 ke e SO G| e Dt
RYGAR i E e O S N B = o L L A
And your best score on two of your favourite arcads coin-op
machines:

1 Coin-op Name I8! ....uiisismiisssmerae highscore is ............eeee.
2 Coln-0p NAME I8! ..ccieccaniecersersermmssesessssns highscoreis ............eenes

Complete the form and send it to THE ORGANISER, NATIONAL
COMPUTER GAMES CHAMPIONSHIP, NEWSFIELD LIMITED,
PO BOX 20, LUDLOW, SHROPSHIRE SY8 1DB. Successful appli-
cants will be contacted in plenty of time. Please do not ring or write to
ask, it only blocks up the phone lines! And good luck!




ASHES TO
ASHES, DUST
TO...
SPECCY?

Franca Frey's First Law Of The
Impermeaability Of Materials states
that a specially-designed doubile-
seamed dust cover will, when
placed over a Spectrum, inhibit its
tendency toward dust equilibrium
with its environment. In other
waords, thesa jobs keep your
computer clean, right?

The CRASH Spectrum dust
covers, which are by a curious
coincidence emblazoned with the
name CRASH, have been made to
four different sels of
measuremants, to precisely fit four
different kinds of Spectrums: the
early rubber-keyed model, the
Spectrum +, the Spectrum 128
and the Spectrum +2.

And serfously, now, remember
this small investment COULD save
you big repair bills ...

£3.00-£4.00

HYPERMARKET

CRASH HISTORY BINDERS

af afl Llovd Mangram'

lapkbacks fexe

Lioyd Mangram's four-part, 96-
page CRASH History was featured
I Essties 45, 40, 48

ACOE
ey
which were [
s Special
Each binder comes with reprints

ARMLESS FUN
WITH THE
CRASH
T—SHIRTS

FOUR styles! Three of them

feature Ol Frey's most famous

CRASH paintings in fulf coiour and

one T-shirt depicts a monster from

your worst nightmares — King

sﬁ{ub, Wear it if you can stand the
ime.

fenr delivery.

The three covers are: Head Over
Heeals's Evil Ei Issue 39), a
manster from Oli's interpretation
ofthe Leve! 8 adventure Red Moon
lssue 20), and the CRASH surfer—
the ultimate Spectrum
simulator, still wet from the waves
of Issue 19/

'{;;e ;—;hhsmsa% cottonan
50 lyestor, so e 's
happy, and they're all am in
two dramatically different sizes:
medium (M on the form) and
Grubbish, ie extra extra large
(XXL).

1
e wrmize | @QNE LITTLE
T-SHIRTS
....................... £5.50 each
FORM GOES
]
TO MARK '
]
ET
1
Buy ANYTHING from the CRASHrange |
£3.05 g;gﬁ of doobries with this single
........................ + I
~nor form! Please fill out the whole thing !
________________________ £4.50 each using BLOCK mrm ﬂnd
SPECTRUM DUST COVERS remembering to enclose payment.
........... JIHI mmﬁm aach WE i 5
mw " mnnm """ CLELE LR R LT T PRy
................................ £3.25 each -
LR PLEASE DEBIT MY VISA/ACCESS ACCOUNT £
a5 {delete am applicabie)
.................................. £4,00 each Conhciter's Atfciess i cilavent frorm above
CRASH HISTORY BINDERS NAMS
........................ £4.50 each ADDRESS
POSTCODE ...covnerrevnenne
gpr::;if;bgﬂrﬁﬁm M*U.IE;U orders wnm smﬂlnz
Pissss add £2.00 per Hem ordarad. EXPIRY DATE
e e e ey Y= B ket e S PLEASE CHARGE MY ACCOUNT NO:
CONTINENTAL EUROPE / B @ e e D 0 g e
OVERSEAS ORDERS DNLY: | AM SEND THIS FORMTO
NT i3e°
FOR  TTEMS AT £2.00 EAGH. THE CRASH HYPERMARKET, PO
P&P TOTAL: £ BOX 20, LUDLOW, SHROPSHIRE ,
TOTAL PAYMENT ENCLOSED: £ ' SY8 1DB

N\

ARE YOU
IN A BIND?

your start running a

Now mnkanpﬂmbomg?;
ina but firm blue binder
embossed with the CRASH crast.

rub-on ywotsit  which
Dindier Says 197" on the ey

lm ;
do wu%?aw? You have to be
there, really.

These T-shirts are

ONLY avallable from CRASH'
and youwon't find the distinctive
artwork on T-shirts anywhere else.

£5.50 each




BACK NUMBERS

Don’t miss out!
1984

L]
analysad @ the fabled X Illcruihlu appuurs-mn It Agaln.' ngo

numbers - Ed)
1985
17 JUN Denton ® Sinclair Story 3 = Maps: Knight Lors, Underwuride @ Leonardo
G . sound ® Artist- David Thorpe
18 JUL Gremiin L Bob Wakelin ® Map: GyronAtruom R Tl 0 || e [ e

Darach

nmm Holograms Of Yesod ® Platinum Productions profile

22 NoY mﬁlloummlkﬁmm ® Fantasy Gamebooks

23 DEC Melbourne House » Computer ® Artist; Dave Beesan

uﬂll‘!ﬁmﬂﬁmﬁwt Games profile ® Lloyd's Lookback ® Hawsan
p

25 FEB Durell profile ® Microsphere ® FORTH and extensions to 2X BASIC

26 MAR St Bride's profile  Spectrum 128 » Micronet BOO » Multiface 1
mmmwmmmm-w ao PBMcmm

Fanzines » Martech profila ® Composite Videa

Hﬁmﬁmtmm-wmm Mqu Cytu, Sir Fred,

Sabotaur, Tantalus

mmmwmmam: Tantalus, Movie

N
H

% i g2
?

4, Iorln.,(

Programmers: Jon nmmw-mmmmnmmm
-Iﬁunlammar' Pna;:‘ﬂuriﬁeﬁnﬂs Update ® Maps: Dynamite Dan 1, Equingy,
35DEC Designer: wﬂm-m Advertising ® Maps:  Gilder Rider,  Thrust,
Lightforce »
36MAS 1888/87 Lioy's Lockback » Spectrum Music « Maps: Scooty oo, Heartne, SIPECIAL

:'.l":'l John Richardson: Jetman ® CRASH Raviewers revealed » Match Day Challenge » Maps: BAcK HUMBERS

ﬂﬂm’twm?ﬁm-u Colva, | Urfetizm » MIDI OFFEHS

39 APR mxml!p:mmm ® Programmer: Steve Taylor » Maps: Nosfaraty, Double Take, .heamragjymmewkfgurﬁms;
Future t me — we knoc o
40 WAY Teminal Man reums  Pining oo Suplement » Maps: Short G, nirid, on- g i op
?mmrzgfws \ Seepire Of Bagdad, Dragon's Lair i, Thrust I, Fat Worm Blows ® O!rdsran‘lyﬁveor ™
41 JUN Programmer: Mika Singleton ® Industry today @ Adventure Trall Supplement & Maps: l‘hesametme weknock?ﬁpaff
&2 JUL 16- gﬂﬂmﬁm Fishg'?:ﬁ'rm Pete Cooke ® Maps:
Im pul . mFX » mer; L]

Manty,

43 AUE The +3m-mnmmmmmm-wmn The

Bw CRASHtionnaire results ® CAL's 30 Gamemakar ® Maps: Enduro Racer, Flash gﬁE‘Es

ues a £1.20

wsEP rmmmur David Aubrey-Jongs on Mercenary ® The Sega Master System @5 inciul e

homegrown saftware hmm:,r?tTw]T : thaat Swift Disc @ Forum: Barbanian backiash except lfﬂ:lhpSTMASBFECIALB

continues ® The CRASH Challenge ® Maps: Vampire, The Curse Of Sherwood e fips
umw:m#:mm.mum-mmmmmhnomunm forordorlwitlﬂnthmlnlmd

budgst soooocom ® How stars are bom: selling your games e On The UK.

Screen logo winnars eMaps: Game Over, Wondsr Boy CONTINENTAL EUROPE/
OVERSEAS ORDERS: £2.00 per
Issues 1, 2 and 5-16 now out of stock. SORRY! magazine including p&p
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I Place acrossover the box containing the number(s) of the back issue(s)
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TOTAL PAYMENT ENCLOSED: £

(cheque or money order made payable to CRASH or
Visa/Access credit card debit - form below)

MULTIPLE (=4 o\ =74 el  DON'T FORGET TO TICK THE ISSUES YOU WANT ON THE GRID!
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SIGNATURE
EXPIRY DATE
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The three charts c?mpuedgil‘rum the votes of S’FIASH readers is the
mostrealistic chart for gau the popularity of Spectrum games —
itisthe that are being played that get the votes, not the
games are in the shops this week or month.

And the votes are important. It's up to you to let us know what you
feel, so fill in the voting forms which live on the resuits pages and
in to make your voice heard.

Ifyou twant to carve up your issue of CRASH, we understand.
Usea photocopyif you like, or capy the details from the voting farms
ont;lz_:: t:ﬂmard or the back of a sealed envelope, and send that to
us 3

Apart from the satisfaction aof registering your vote, there's always
the chance of winning a prize. Each month we draw 15 winners from
all ﬂ'mvatlﬁhnm received — five for the HOTLINE, five for the
ADVENTURE and five for the STRATEGY chart.

A tr.vf_:nI ?-Iza of £40 worth of software (your choice, not ours) and a
CRASH T-shirt is awarded to the first slip drawn from the HOTLINE
votes, and another £40 of goodies and a shirt goes to the
ADVENTURE and £20 of goodies and a shirt goes to the STRATEGY

Four runners up from each ballot box collect a CRASH T-shirtand
a CRASH Hat.Soget those votes in tothe CRASH HOTLINE CHART,
CRASH ADVENTURE CHART and CRASH STRATEGY CHART:
PO Box 10, Ludiow, Shropshire SY8 1DB.

Well surprise, surprise! Yet again The Static (sorry) Strategy
Chart holds 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.

Vuican 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, Arnherm and Battle Of Britain amongst
his requested games. He also gets a T-shirt along with the
following four runners-up. Malcolm Young from the seaside
resort of Seaford in East Sussex; Llifon Edwards of Liangefni
(easier to write than pronounce) in Gwynedd; Mark Thompson

After suffering badly from the Match Day |l entry last month,
Exolon returns to Number One, with the CRASH Readers’
Best Sports Game of 1987 dropping to Number Three. Driller,
like Freescape, moves slowly but surely up the chart. Jut Run's
initial appeal, shown by last month’s entry at Number Ten,
seems to be diminishing with the game dropping to unlucky 13.
£50 worth of software will be dispatched post-haste to this
month's winner of the Hotline Chart. Yes, Andrew Farquhar of

Huntly in Aberdeenshire wins such

as Thundercats,

Nebulus and Mercenary which were listed among his choice of

software. He'll also receive a CRASH T-shirt, just like the

folfowing runners-up. They are Robert Finlayson of Gi
d whacky Wayna Walker who resides in Egham, Surrey;
Miles Willmott of Matlock and Eddy Budd from Southampton.

1
2
3
4
5

6
7
8

1
2
3,
4
6
5
8
7

VULCAN
LORDS OF MIDNIGHT
ARNHEM

DOOMDARK’S REVENGE
REBELSTAR RAIDERS
DESERT RATS

THEATRE EUROPE

9 (10) BATTLE OF BRITAIN
10 (9

idlander

CCS
BEYOND
CCS
BEYOND
FIREBIRD
CCS

THEIR FINEST HOUR CENTURY HUTC




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
for the first time at Number 15, with The Pawn at Number 11.

The winner of fifty golden pounds worth of software this month
comes from Bracknell in Berkshire (as they say on the Premium
Bonds). Lucky old Graham Codd will be receiving a smail CRASH
T-shirt and games such as Match Day Il and Combat Schooi for his
128K Spectrum. The fortunate four who'll each be getting a T-
shirt this month are Anthony Goddard living 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.

Adventure Top 20

1 (1) THE HOBBIT MELBOURNE HOUSE

2 (4) SPELLBOUND

3 (3) STORMBRINGER

4 (7) THE BOGGIT

5 (2) LORDS OF MIDNIGHT

6 (9) KNIGHT TYME M.A.D.

7 (11) LORD OF THE RINGS __ MELBOURNE HOUSE

8 (10) HEAVY ON THE MAGICK GARGOYLE GAMES

9 (5) DOOMDARK’S REVENGE BEYOND
10 (8) RED MOON LEVEL 9
11 (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 CRL
17 (20) BORED OF THE RINGS CRL
18 (14) KILLED UNTIL DEAD US GOLD

19 (13) FAIRLIGHT 2 THE EDGE
20 () SHADOWFIRE

M.AD.
CRL
BEYOND

M.A.D. §



ROBIN CANDY'S

SCORES

DEAD again? Lost that last life on the first level? Do YOU have trouble
saving Earth from aliens? Well, don't despair — even losers can be winners
with SCORES, because you don't have to be a high-score hero to get in
(though it helps)

SCORES is 2 monthly game-by-game list showing the whale 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 score so far received for each game — the
first listed under the game heading — and then a couple of others, so you can
measure yourself against not only interface-burners but ordinary mortals
oo,

And each month there'll be five winners picked at random from all the

entries received, regardless of whether they're printed or not.
The first entry form drawn from 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. 5o dan't forget
to tell us on the form what software and T-shirt you'd like if you're a lucky
one — because every loser can win with SCORES.

BUBBLE BOBBLE Firebird
Sutinder Benlpal, London NZ21 4207960
Nicholas Tellls, Harrow 2610000
Mark Thoempson, Bristol 320000
COBRA Ocean
B Willlams, Llandudno 150060
Mark Cox, Darlington 105000
Fred Willls, Fort William

25300

COMBAT SCHOOL Ocean
Kristlan Gibson, Derby 146540
Lee Thomas, Burmtwood, Staffordshire 162490
Tom Barnes, Bognor Regis 51056
DRILLER Incentive
Mark Thompson, Southport 1632490
Sean Roberts, Bloxwich 1238000
Matthew Payne, Churchdown 379890
ENDURO RACER Activision
lain James Wiseman, \Wooton Wanen, \West Midlands 3463561
Steven Hulse, Crewe 2368190
Nathan Furst, Tamworth 1852006

Mark Chappell of Northope in Lincalnshire wins £50 worth of software
{he sent his scores in on the special Golden Issue form) including Firefly,
Platoon, 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 Wright 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 — any score sent in to SCORES can win you a prize.

EXOLON Hewson
Ben Powell, Kettering 1544400
Robert Green, Hurstpierpoint, West Sussex 983400
Andrew Green, \V/alsall 68400
FLYING SHARK Firebird
Simon Brown, Portismouth 408240
lan Laws, Norwich 315100
Graham Foss, Kirkcudbrightshire, Scotland 123710
GAUNTLET US Gold
Paul Ratcliffe, Barnsley 16911194
Andrew Quick, Talbot 12978252
Clive Murray, Eastbourne 3386534
IK+ System 3
John Hicks, Warrington 164500
James Sammon, Bradford 52200
Wayne Rogers, Southampton 50683
OUT RUN US Gold
Steven Hulse, Crewe 34755590
Richard Booth, Mirfield, West Yorkshire 329463690
Michael White, Salisbury 1273620
RENEGADE Imagine
Val Cookson, Preston 1114950
Louls Wilcox, Wooburn, Buckinghamshire 1004950
Paul Knott, Harborough 172750
STAR WARS Domark
Paul Hadfileld, Boiton 100570050
Simon Lennox, Castliedowsan, Ca Londonderry 1577132
Mark Lawton, Stoke-on-Trent 1328249
SUPER HANG-ON Electric Dreams
Robin Cavill, Dewsbury 12001 760
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 scares for up to three games to ROBIN
CANDY'S SCORES, CRASH, PO Box 10, :

SY8 1DB. Only genuine scores will be accepted; any improbably huge
scores will be iImmediately binned and the sender will be forced to listen to
Lioyd Mangram — a fate worse than sharing a desk with The Art Of Noise.

- O S R SR R R S DN O B B SN B S R R e B BN B S R TS .

. POSTCODE ... ...

MY SCORES ARE:

GAME SCORE DATE ACHIEVED

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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 produce ' 'n'd1 dragon slayers, fie in his shadow -
ear his fipe: g sward, the axe he weilds as swift as (

State ofthe art programming makes a true simulation of the

of¥our home micro, enjoy superb graphics and realistic actionas | ki e
8 on aworld ol dangers — magical wizards, fire breathing lions, bats, - Em—— s
& and finally the living dead, P G R R T Sy
Is it more than you can handle?
= .
= i Spectrum T.95Cass.  SPECTRUM + 3 DISK 14.95 «: 7
= Commodore 8.95Cass.  12.95 Disk : . )

Amstrad 8.95Cass.  14.95 Disk




CHAMPIONSHIP
SPRINT

Producer: Electric Dreams

e computer controlled opponents S .
Retail price: £9.99 and attempt to finish first over B Ready and steady but no go
Authors: Catalyst Coders |each three-lap race. Not only CRITICISM
having to contend with their digital A A
ver fancied roaring around | adversaries, there are also o . . imitating gameplay of the original
a racetrack at high speed? | hazards on the track: oil, water, | ® " And they said Super Sprint | Super Sprint but to stand another
Standing on the winner's | gravel, and a baby whirlwind do | was bad! Additions there may be, | dose of the same, well it could be

podium with a bottle of |their best to send the player | but improvements they aren’t. My | fatall (To the enthusiasm, at least)
champagne in one hand, and a | spinning off the road. However, | main gripe with both the Sprint | The only aspects that cheer up the
bionde in the other? Well in this | helpis at hand inthe shape of gold | games is the appalling collision | game are the vaguely decent
game, the player at least gets to | spanners: collecting four of these | detection. The track may bedrawn | pictures of racing cars in between
try the racing bit. Converted from | endows the player's car with | fo look smooth and circular, butif | courses. Championship Sprint
the Atari coin-op game, | useful bonus extras for the next | you actually examine the limits by | suffers terribly from colour clash
Championship Sprint gives one or | race, such as turbo boost and | banging into the sides of the track | which makes the potentially
two people the chance to test their | higher top speed. Attheend ofthe | you W find Hb!ﬂckyJ— in other words rubtlus-h graphlcs even worse (if
driving skills on a Grand Prix | current race the cars are shown in | Somabody couldn'tbe botheredto | that's possible), and gives the

racetrack. the pits, along with their placings, | use pixel collision detection and | game a generally untidy feeling.

Initially, participants are given | scores, and best lap times. settied for the easier, and less | There are no sound effects or
the choice of either racing on a Ifin a particularly creative mood, | accurate, character detection. If | tunes, which all detract from a
standard track or on one of their | the player can wuse the | thisaspect ofthe game wasn't so generally uninteresting,

own design, created using the | construction setto design devious rnfuna{mg then it could be mildly | unimaginative game. If | didn't
track editor which is included on | tracks to delight or aﬂn%y friends. | addictive. One of the plus pointsis | know any better, I_wguld think it
the flip side of the tape. The | Selections are made by clicking | the track designer: it should | was budget game; it's definitely
program then prompts for the | the cursor on a series of icons -'sr?gr‘hanlfhe lastability by a few | notworththe£9.99 asking price!
number of players and their | placed along the right-hand side | weeks —if you can be bothered to NICK

chosen control method (joystickor | of the screen. These allow the user | load the editor, design your track, | @ “ I've never been a great fan
keys). Once this is set, the course | to view the segments of track that | save your track, load in the main of racing games, and often find
itself may be selected fromone of | are used to create the course, | game and then load in your saved | that | spend more time off of the

eight tracks, select obstacles to place in the | track(ohew)! " track than on it. This was the

The game starts with four cars | drivers’ way and check a finished | PAUL case with Championship Sprint:
sitting abreast of the starting grid. | track for faults. Once completed, control of the car seemed very
The flag drops, and they're off! | tracks can be saved to tape for | @ " It was enough to have to put | loose and ‘soggy’. Aggrieved by
Human drivers compete against | posterity. up with the tiny graphics and | the faultless performances of

T ™ e = e L e e R e AT T s g T o S e T
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“ Pradator is mostly a waste ** The movie is
time: after just one go | nﬁﬁ;grmnmn,hnmoonfy
Producer: Activision mﬁd get through levels 1 to part .wiha Predator ;Wﬁ
Retail price: £9.99 ( "‘I ,'l"’"" ""'ﬂ"“' "“ ‘“i.‘i! syl """’"“ it i‘“h
Authors: designed by System 3, programmed by 1'",,=r. are some M - “L b
Source designed backdrops, and "‘ﬁu technique is a
some tough but the farce. First you have to load
t's a typical Arnold | uncharted jungle. terrible colours things an unimpressive demo, then
Schwarzenegger role, familiar Schaefer is the last to make it all the way — on some levels you have to load in each play
from Conan The Barbarian, The | into the undergrowth, He finds the wmwmm bya area (and none seems
Terminator and Commando: VIPs' crashed chopper with no of chocolates. And the different from the uﬂurw:z
and it's the same all-action Amie | survivors — yet no bodies either. ‘horribly mutilated’ victims and finally you have to
who stars in 20th Century Fox's Then he realises his team has of the epenymous predator rewind the cassette back to
recent movie Predafor, closely | vanished - butas he moves further are nowhere to be seen. the first level (situated
followed by System3 for this | into the jungle's depths, he Using joystick you can't . ' in the middle
licence, discovers his fellow mercenaries throw a grenade or pick up a the tape — the game is to find
The game starts as Major Alan | one by one, mutilated and very m, and to add |
Schaefer (Schwarzenegger in the | dead. on to difficulty the When everything's finally
film} and his small force of Armed with grenades and a inlay is wery unhelpful; loaded you're subjected to a
mercenaries rope-slide from a | powerful machine gun, Schaefer instead of telling you straight 10-second
hovering helicopter and begintheir | runs through the horizontally- what you've to do it (every time you
hunt for missing VIPs in a dark, | scrolling jungle setting, using all consists of re hints and then hidden behind
and tips. allis ... the game.
Predator's a good idea for Predator has addictive
a licence, and there are a few elements — the basic 'get
mﬂful But the they get you'
entertainment 'llg: instinct is the obvious one -
out of it is :ldthomg .o hold
guts together for a games,
talk of the inlay! when their appeal has worn
off you're left with a very
his wits and weapons to survive | | boring, — repetitive and
guerilia ambushes and the attacks | | infuriating piece of
of vultures. He can soon find other | | software, ™
weapons, obviously dropped by

his murdered colleagues — and Schaefer had been briefed to
though they're helpful, an uneasy | expect guerillas, and they can be
feeling starts to roll around in the | disposed of quickly with his
back of Schaefer's mind. scalpel-sharp reflexes  and




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. "
MARK

Joysticks: Cursor, Kempston,
Sinclair

Graphics: a large range of
sections allow many varied tracks,
although the individual segments
are simply drawn

Sound: appalling. No tunes and
few spot effects

Options: definable keys, track
construction set and one or two
players

General rating: at a penny under
a tennar 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
guerillas, 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 . . .

If he survives long enough 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.

__/coMMENTS [ __

Joysticks: Cursor, Kempston,
m perb character

CS: 5U
animation, but a poor a-bslda
view of the action
Sound: the meagre 'Schaefer
running’ sound is out of sync
with the sprite’s movements —
hardly scary

General rating: if only the
game lived up to the inlay . .

Prasentation

Graphics
Playability
Addictive qualities
OVERALL
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IMPACT

Producer: ASL
Retail price: £9.95
Authors: Steven Tucker

ong ago, shrouded in the

mists of time, there 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 conguerad
by demalition, 80 are preset, while
the remainder are user definable,
allowing the player to 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,
some screens even contain
invisible bricks.

Wandering aimlessly around
each screen are small aliens,
which are destroyed on contact
with the bat or ball. Although 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
losing 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,
gach corresponding to the
available iterms. A black square
highlights the currently affordable
itern 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 exira bat being

P Less of an impact on the Spectrum

PAUL
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earmed 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

bang

order doesn't gain the player a
bean.
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Producer: Firebird
Retail price: £2.99
Authors: R Spahl and

T Gittelbauer

he salvation of the world is
at stake. No time for
preliminary  explanations;
just strap on a helmet, climb into a
flying suit and embark on a
bombing run over enemy territary.

The display gives an aerial view
of the player's spacecraft flying
over the vertically scrolling
landscape of land and sea.
Attacking alien vessels move in
from the top of the screen, and
ground bases fire from below. The
player's ship iz equipped with
laser fire to combat airborne
enemies and bombs to destroy
ground bases. A target constantly
superimposed on the screen
indicates where the bombs fall.

A colourful panel to the left of
the action informs the pilot of his
score and the number of lives left.
Qutstanding - performance s
rewarded by an extra life every
10,000 points.
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* Shoot "em ups hit the software shelves with monotonous
raguln every month and Xarax doesn’t stand out from the

ggravated by the fact that
emmﬂnhdﬂﬁcurttum.ﬂyouwmttu while away an
afternoon with some fairly conventional shooting then Xarax
should fit the bill. "

a Firebird game
amixture
md

Joysticks: Cursor, Kempston,
Sinclair

Graphics: as with most games
of this ganre the
monochromatic backgrounds
make the bullets hard to
distinguish

Sound: repetitive tune
Options: definable keys
General rating: in a market full
of monochrome vertically
scrolling shoot "em ups, Xarax
is easlly forgotten

Presentation
Graphics
Playability
Addictive qualities
OVERALL




Producer: MAD X
Retail price: £2.99
Author: Fernando Herrera

adventures but Rockford, hero

of Boulderdash and 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 landscape of
boulders and strange inhabitants.
The object of the game is to tunnel
past the precariously balanced
boulders in order to collect a
specified amount of hidden
treasure within a given time limit.

Each location 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

ROCKFORD.

try playing Rockman, a platform
game featured on the reverse side
of the cassette and which scored
69% when it was first released in

1986.

“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. "

—_[xami]

* I've always been a great fan of the now-aging Bouiderdash 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
h Rockford himself does tend to look
gy. Not 'The ultimate version of Boulder
|_Dash' as it claims on the inlay but a pretty decent imitation.

| and colourful, altho
l rather small and sp

* 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. "

S

__|commeENnTs |__

Joysticks: Cursor, Kempston,

Sinclair

Graphics: colourful but dated,

with jerky scrolling

Sound: insignificant title tune

and spot effects

Options: definable keys, one

or two players

General rating: an old game

showing its age. The free
ame, Hockman, hardly

urthers its cause!

{
Your Sinclair,

Presentation
Graphics
Playability
Addictive qualities
OVERALL

ARNOV, THE ‘WELL-KNOWN' FIRE-BREATHING
RUSSIAN,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.

L

19- 9%

\ #
v A RN AT N T N
L

foin' mEEEnN




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 guerillas,
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 halp of a
friend controlling the second
mercenary.

As the intrepid soldiers yomp
through the wertically scrolling
landscape, they are attacked by
squads of enemy marksmean 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 ammao, 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 get in the way
are squashed and the large gun
emplacements — which can also

104 CRASH April 1988

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 when the HQ is breached
and the General escorted to
safety.

| MIKE :I'

* The release of lkari Warriors
It}: been eagerly awaited by
games ng fraternity
for quite a while, and the
question is, ‘Is it any good?'.
The answer: Well | like it, at
least! There have been a lot
of examples of this vertically
scrolling ‘massacre the
enemy' style of game since
té-: I'!J:rla;ﬂ of the u:':laule
mmando a couple of years
ago but lkari Warriors carries
on the tradition in fine style.
Graphically the game is
, with some very
mboesque main sprites
charging around causi
widespread  carnage.
particularly liked the tanks
which our wa ering
friends can use to explosive
effect. Overall, a great game
in the classic Commando
mould. "

i
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* 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. kari
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 worth buying this just in curiosity
but | can’t really recommend it. "'

__[kam |

* The long awaited, much anticipated lkari Warriors has finally
negotiated the conversion from the arcades. Graphically 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 fiercely through the
rowth, dodging bullets, hijacking tanks and hurling
es are mercenary pleasures which never seem to pale.

missions are sufficiently frustrating to keep hardened
guerilla fighters charging back for more. A minor drawback is the
Im“mmmmouﬂqnnfmmmmammyw: being
zapped in the back by what looks like a harm piece of
vegetation can be infuriating at moments of tension,
Vigilant warriors are unlikely to be troubled by this and who
cares when you've got the crucial elements of an arcade game
in tha comfort of your own home. "

ot ] [:F-“

__|comments|__

Joysticks: Cursor, Kempston,
Sinclair

Graphics: the constant
scrolling keeps the action
coming thick and fast

Sound: rough and tough tune,
but feeble effects

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 more is
needed nowadays

Presentation
Graphics

Playability
Addictive qualities
OVERALL




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

MANDARIN

SDFTMPE

Europn House, Adlington Park,
Adlington, Macclesfield SK10 4NP.

ENQUIRIES: 0625 878888 ORDER HOTLINE: 0625 879920

The trilogy

Interactive fiction
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Secreen shots from
Atari ST version

Spectrum {cassette) Plus 3 (disc) Atari ST
Commodore 64 (cassette or disc) Commodore Amiga
Amstrad CPC (cassette or disc) Macintosh

Atari XL/XE (cassette or disc)
Amstrad PCW (disc)

Amstrad PC, IBM PC
and compatibles

Apple Il {disc)

£14.95 £19.95
Available from all good stockists or order direct by sending a
cheque or postal order made payable to Mandarin, together with
your name and address. Price includes P&P. AccessVisa owners

Phone our hotline or send your card number with your order




ARKANOID — REVENGE OF DOH

Producer: Imagine

Retail price: £7.95 cassette, £14.95 disk

Author: Mike Lamb

s everyone knows, 40,000
years ago the Arkanoid
pace Wars liberated the
universa from the tyrannical
dimension controller DOH. Now,
having regained their strength, the
aliens are making a comeback.
DOH has metamorphosised into
an even mare venegeful form and
is hiding out in the sl::ace ship
Zarg. Taking control of the
spacecraft Vaus || - a modified
version of the original = the player
must penetrate the enemy ship
and exterminate the alien invader.
The Zarg consists of a series of
rooms comprising various
multicoloured arrangements of
bricks. These structures are
broken down by an energy bolt
deflected off the surface of the
Vaus as it manoeuvres deftly from
side to side. Different bricks have
varying levels of resistance: some
must be struck a number of times
before they can be destroyed,
while others disappear
momentarily only to regenerate;
only a few are indestructible.
ach room contains a generator
-which releases a constant stream
of hostile alien life forms. These
spinning, bouncing and revolving

___[kam |

creatures variously obstruct and
aid the movement of the ball. Their
determined descent towards the
base of the screen comes to a swift
and sticky end on contact with the
valiant aus, which remains
impervious to their touch.

The destruction of specific
bricks triggers the release of a
variety of different energy
capsules. |dentified by their
lettering, these have the power to
transform the molecular structure
of the Vaus on impact. The dextral
skill of the player determines
whether the spacecraft spawns a
twin, is shadowed by a ghost,
doubles in size, assumes extra
weapons (laser power, smart
bombs, extra energy bolts), flies
against a scrolling backdrop or
shrinks to a fraction of its size.
Special capsules also inject
randomfactorsintothegame . . .

A screen display shows score
and current level. Generally, to
progress from one level to another
the screen must be cleared of
destructible bricks. Occasionally,
however, capsules are released
which bear a warp, allowing the
player instant access to the next
round.

bonuses thrown in. One
bat: it's
camoufl

* The Revenge of Doh is a very professional rendering of the
ngoinuu Breakout theme. The graphics immediately mﬁlch your
eye: all the backgrounds are textured and the
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 random speed changes typical of the
original Arkanoid, and collision detection is accurate, The variety
of capsules ensures that play is different enough to charm the
most reluctant addicts, uro:hlly with the element of random
minor drawback is the colouring of the
the same as the background and unintentionally
In the long run, this is just a small hiccup in an
extremely slick and well presented game. "

arrangement of

| MIKE i ;

“* Arkanoid is the second of
the Breakout games
featured in this month's
magazine, and is in my
opinion by far the best of the
two. Graphically the game is
great, with a very fast and
realistic ball being bounced
around some very clear and
subtly coloured screen
designs. Sadly, though, | do
have a very minor gripe, in
that on some of the paler
screens the bat tends to
lost in the background.

is a little disconcerting, anda
lot of concentration is
needed to keep one eye on
the bat, and the other on the
ball. As | said though, this is
the only slight blemish on an
otherwise enormously
enjoyable game; definitely
one for all Arkanoid fans. "

A ANYTR B

R e i e i

DD’

> Immensely playable and
surprisingly addictive

A ANYEATE

CrRne

Ii.;: ‘|'-1

LG

| NICK E

“ The Revenge of Doh is just
another run of the mill bat 'n’
ball game. There are so many
similar games on the market
that nobody really takes any
notice of them any more. The
graphics are excellently
drawn and would look
fantastic on screen if only
they were against a black
background. But with a
highly complex background
—which is the same colour as
the bat and ball - you soon
lose track of what's
happening and die. On the
first couple of goes the little
tunes and jingles are very
inviting and add to the
atmosphere of the game, but
after the tenth go they start
to get irritating and you feel
like kicking the monitor in! |
feel sorry for people who
own one of the older
Spectrums because they
can't even pull the sound
socket out! Personally | don't
think this game will do very
well because of all the similar

mes that are around, but

r all fans of the original
Arkanoid it should be worth a

__|/commenTts | _

Joysticks: Sinclair

Graphics: superbly colourful
and very varied

Sound: tinny on the 48K,
repetitive and monotonous
128K title tune

General rating: there's even
pragressin the Breakout world
- Revenge Of Doh proves itl

Presentation
Graphics

Playability .
Addictive qualities
OVERALL




Producer; Firebird
Retail price: £1.99
Authors: Probe Software

erlin Jnr has been left to
tidy up his master's
castle. Renowned for his

clumsiness, it's not long before he
releases 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, which must be returmned
whaole to one of the castle's four
temples.

Numerous demons traverse the
chambers, and contact with these
causes the player to lose 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
spells which enable him to do so.

Objects vital to the success of
his mission include two keys —one
allowing access via the wooden
doors of the castle, the other
opening the metal doors of the
dungeon.

DEMON'’S REVENGE

CRITICISM

® " 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
time. "

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 variously causes the
inventory to swap items around,
drop something completely
different, or place the desired
object in a totally undesired
place. Irrational and thoroughly
unaddictive. "

KATI

® "' There is so much wrong with
this game: the characters are
badly defined, monochrome
sprites that move across the
screen in jerky diagonals. The spot
effects are just basic beeps and
there is no fune 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. "

NICK

! 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 Heavyl)

General rating: poor enough to
give budget games a bad name

Presentation
Graphics

Playability
Addictive qualities
OVERALL

v

Single or Double size.

* Compatible with a wide range of serious
and most games software. Can use Disciple discs.

% From MGT... the designers of the Disciple — Supported

by INDUG — The Disciple Users Group.
' ".I FOR FULL DETAILS BY RETURN POST, PLEASE SEND SAE

S Al | MGT, Unit 4, Chesterton Mill
\ S \ French’s Road, Cambridge
{ CB4 3NP or call 0223-311665

DISC/PRINTER
INTERFACE

Add the power
ands

to your SPECTRUM
(any model except +3)

— & s—
MILES GORDON TECHNOLOGY

THE ULTIMATE
SPECTRUM UPGRADE!

LOAD 48K PROGRAMS IN ONLY 3/ SECS!*
WITH THE Pws D

% Up to 780K storage with 3-5 or 525 discs.

% Instant transfer from cassette or disc with snapshot
button — up to 16 48K games or 6 128K games per disc. 3 DISC DRIVE

% Load/Save in an amazing 3-5 seconds (128K in 10 secs.)
% Print screen at anytime with unique snapshot print.

of

SUPER PRICE ONLY

£ 49 Tﬁm

N\

et Francophone contactez
Duchet +44-291 257 80

*Timings afe approximate, depending on drive

AW L
V




BEDLAM

Producer: GO!

Retail price: 128K ONLY £8.99 cassette, £12.99 disk

Authors: Beam Software

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 X12 fighter simulator, aptly
nicknamed ‘Bedlam’,

From the title screen, Bedlam
offers both a one player game,

It takes many years to train a

plus a dual player mode in which

___/mARK]

____[xam

ething out of the
fasteno

static targets proves fatal to the o

ship, three of which are provided
for the missian.

To aid in the task, there are
useful items scattered around the

" Bedlam is an impressive game to look at: the gra
particularly in the pinball bon -
some interesting features. The gameplay, with unsus
dangers lurking everywhere, is also unusually varied for a shoot-
'arrmp; by motherships, magnetic force fields and
pi | farms. the p:gr-mm have obviously tried to create
som inary. Unfortunately the actionisn" 3]“&
m

us game, are colourful

gThhwdmIMMraaconm
uggish u always seem to be forcing
joystick) and as a result the game lacks a compulsive edge.
Hardened blasters probably won't find this a drawback; others

should think twice before releasing their cash.

ics,
and have

screen: flashing diamonds are
destroyed to uncover hidden
objects, including extra firepower,
additional lives and shields, while
collision with a teleport symbol
warps the player to one of the
game's four pinball tables. The aim

“ Bedlam is a
BERGmONLIN bresks 10o% B

about the poor old
Wﬂnpmhwgnw. with some ni

formations ng around equally well drawn and solid
feature | particularly like is the bonus

ymmﬂm ly
nice, Imllﬂlyluttaca real thing, the ball spinnin
-around the screen in a very realistic manner. Playability is

Mmmmammuﬂumrhllmd.mmm?th
great tables, you have a very enjoyabil e
mlm.ﬂadwnhmlmma:ﬂng::!nm." hsrmatod

game, as
s ears.
rawn alien

now and then. These not on

P ‘GO!'s best release yet’

two pilots are given the chance to
ca-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 surfaces 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
formations. These are shot to
award the player a hefty bonus,
but collision with enemy fire and

— VT

* Now this is more like it. Just lately, products coming out of the
GO! offices have been disappointing to say the least, but by all
accounts Bedlam could be the game to turn GO! around. Although
coming from the same family as Slap Fight, Flying Shark and every
other vertically scrolling variant, Bedlam has one great difference
= it's NOT monochrome! Gone are the frustrating shouts of,
‘What hit me?’ and '| couldn't even see that!'. The techn may
be old, dating all the way back to Lightforce, but | don’t think I've
seen itii:ﬁl:momod in such an impressive way before. Bedlam
sure is t the title suggests: constant action all the way
through with hardly any hold-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
Bedlam could be the one for you. "

here is to gain as many points as
possible, and hitting either a X2 or
a X10 scoring amplification factor
ls the ultimate goal since the
player's seore in the main game is
briefly multiplied by the relevant
amount,

Also making their presence felt
are large alien motherships. These
heavily armed and armoured craft
can be destroyed for bonus points
and a very welcome shot of
invincibility, although each time
they are destroyed they become
mora powerful on their next visit.

[commENTS |

» 'CGolourful and interesting features’

Joysticks: Cursor, Kempston,
Sinclair

Graphics: all the colour
without the clash, made frantic
with some fast animation and
scrolling

Sound: average spot effects
and poor tune

Options: definable keys and
one or two players or two
players simultaneously
General rating: probabl
GO!'s best release yet. The
sequential and dual play
options add longer lasting
appeal, Sadly, ONLY on the
128K Spectrum

Presentation
Graphics
Playability
Addictive qualities
OVERALL

—_—




BASKET MASTER

Producer: Imagine
Retail price: £7.95
Authors: Dinamic

ynics may call it just an

American  version of

netball, 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,

At each end of abasketball 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 Master
has been simplified to have just
one on each side, and there are
three skill levels 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; Baskst
Master helps 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 baskst can be

made in various styles, ranging
from the sky-hook to the
spectacular slam-dunk, which can
only be made from the zone
directly beneath the basket and
requires much more enargy than
other shots. A succa-ssﬁr.l? slam-
dunk is followed by a slow-motion
action replay with enlarged

T

* I 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 you can master the
controls) some fantastic trick shot combinations.

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 a into
simulations, but watch out —- that computer is a dirty fouler! "

_ /xan

' Basket Master is an impressive game. The graphics 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.

Strategy is as important as quick reaction (just rushing in and
tackling your opponent only results in fouls), so the initial appeal
should last - the only drawback is that on all the levels, even the
beginner’s, the computer is hard to beat. Still, presumably even
the Harlem Globetrotters had to work hard at first.

If you're looking for an unusual sports simulation and you're
not put off by stiff computer opposition, go for a slam-dunk with
Basket Master, *

P The all-important statistics

BASKE
FOULS

. . 83785 ©
= . . B8
. - BB/ 80
: » » « 3D
.BB/81

A basket full of fun

e
LChM

graphics for you to glory in or
wince at.

After a basket has been scored,
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 hailf
is shown beneath the main screan,
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 (Issue 23/81%),
Gamestar's Championship
Basketball (lssue 44/37%) and
Ariolasoft’s One On One (Issue 21/
39%) Incidentally, cynics still
reading should note that
basketball was invented in 1891 -
a year before netball, which was
also originally American!

— Imarx|

“Go for the two-player
option in Basket Master — the

you

ball he piles in, nicks it, and

often scores a basket before

(e s
asteris g

suffers because it's far too

hard to play properly. "

__|commenTs |__

Joysticks: Cursor, Kempston,
Sinclair

Graphics: well-defined
camn charaf?;grs anda

sU| magni actionre
bring the Egama to life s
Sound: simple title tune; faw

spot s

Options: definable keys; one
or two players

General rating: attractive,
enjoyable and action-packed

- but the computer opponent

ismuch too hard for beginners

Presentation 7%
Graphics 79%
Playability 72%
Addictive qualities  659%
OVERALL T3%
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Producer; Bdlldog
Retail price: £1.99
Author: M Webb

eadly spores, so virulent

that even TCP can‘t

destroy tham, have
overrun a laboratory. One hope
remains: thd strong pasticide held
i barrels throughout the building.
And the task in Spore is to collect
all the barrels on each level.

But the spores are continually
released from generator blocks,
and you must always be ready to
destroy them with your blaster -

before they infact you.
Rejuvenating flasks and protective
pills also help in the fight against
sporadom.

Flashing yellow barriers can
imprison you or block routes to the
vital pesticide — and though you
can destroy them by blasting

—___/mike]

appropriate mirrors and squares
that, too, could release more

torrents of spores.

_ [commENTS | __

Joysticks: Cursor, Kempston,
Grapma B o
Sound: like dried i

H peas ti
Options: definable heysn Pat
Ewhuzh. like the joysticks, don't
bt ion); maze-construction

General rating: don't be
off by the simgle lay-ﬁ
caontrol problems — i
very addictive

Presentation
Graphics
Playability
Addictive qualities
OVERALL

GRAND PRIX TENNIS

Producer: M.A.D.
Retail price: £2.99

ver dreamead of playing the

Wimbledon final on centre |

court? 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
computer!).

The contest is fought on a yellow
monochrome tennis court,
complete with umpire and players'
chairs. Each match consists of
three sets, and s played according
to the rules of lawn tennis with a
couple of minor alterations:
players don’t change ends, and
the score table always shows
player 1's score as the first (in the
real game the server’s score is the
first).

Strokes ranging from simple
forehands and backhands to
complex smashes and lobs are
available. 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 can be extended
indefinitely to act almost as a
pause option — though real stars

shouldn't need a rest.

110 CRASH April 1988

f CRITICISM ,

@ “ The graphics are dismal and
the little bzmpls are barely
recognisable; Grand Prix Tennis
is just a mixture of yellow and
black wﬂh white text, a waste of
everything the Spectrum s
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 is
:rﬂ below average. "

@® " The inlay calls this a ‘fully
accurate simulation' - but |if
Wimbledon were like Grand Prix
Tenmis no-one would bother to
come. Thare'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

controls makes things worse. The
ic;ystick directions are the reverse
of the obvious: playing a forehand,
naturally to the right of the player,
is effected by pulling the joystick
to 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 look impressive on
the glossy inlay (the same could
be said of Konami's Tennis), but
the programmer apparently didn't
know the first thing about accurate
collision-detection and smooth
animation.

And the very awkward control
method is unresponsive as well as
illogical.

If people must produce [awn-
tennis games, surely they should
learn by others ' mistakes — | mean,

[

who's ever heard of a 3-D
isometric tennis game?! "
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%
Graphics 30%
Playability 20%
Addictive qualities  20%
OVERALL 23%




pr T —

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 battlaground is
an interconnecting arid which
spans an optional background of
scrolling 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 is
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 axtra life is
awarded every time a lavel is
completed and thus the game only

ends when all lives are lost during
alevel.

f CRITICISM '

® " Yawn, there aren't many
games that | aimost fall asleep in
the middle of, but POD is one of
the exceptions; within a few
games it had bored me to tears. All
it seems to consist of is a few
psychedelic, eye wrenching
screens with tons of aliens pouring
out bullets at your craft. This goes
an screen after screen; blam,
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. Just to make
it even more confusing your ship
looks like the aliens' The
simplistic and difficult nature of

the gameplay soon proves
rapetitive and ultimately
baoring. " |
NICK I
|

@ ' Take a basic shoot 'em up, |
strip it of irrelevant scenario, take |
away the sound, throw in a flashy |
background and you're left with
POD. The grid is an innovative |
idea, controls are smoath and the
aliens fly in suitably devious
formations. Unfortunately there is
no atmosphere to complement the
gameplay: sound effects are
extremely limited and the rainbow
scrolling merely obscures the
action. Remove this and you're left
with an uninspiring grid plus some
very repetitive gameplay. One to
avoid.

KATI
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per min. off peak.

DESIRE
LONDON E14 9TW

I RECKON I'LL 5TAY N

THIS EVENING, T'VE GOT A
FEEL NG SOMETHINGS GOWNG
TO HAFPREN!

‘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

SHCH Flav!

——

B
<=,

[ | PESIFE LETS ME CONTALT
HUNDREDPS OF NEW FRIENDS
I NEVER THOUGHT THAT

COMPUTERS COULD BE 4

WHO COULD THAT
HAVE BEEN,.? SOUNDS
b INTERESTING! '

ITS REEN NICE
TALKING TO vou

0J8)o)8]

"HOW DEBBIE 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.

|
|
|
EEEEET]
COMMENTS ‘
|
|
Joysticks: Cursor, Kempston, |
Sinclair
Graphics: the garish
backgrounds make POD a strain
on the eyes
Sound: below average, lacking |
ariginality
Options: definable keys, one or
two players
General rating: a very poor shoot
'em up with little lastability |

Presentation < |
Graphics
Playability

Addictive qualities
OVERALL

NOW THAT T HAVE
'DESIRE." TLL NEVER
SPEND ANOTHER

EVENING IV ALONE !

555 E)E)E
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VIDEOFACE digitiser takes pictures from
a video camera or recorder and turns them
into standard hi- res Spectrum screens.

YR CELEBRATION OF THE YEAR OF THE ROBOT

T PRESENT AMOTHER SET OF LINID FFERS Ti
FRS: £25 off the WIDEC I S COFF THE UL TIPRIM
T MULTIFACE 128 YOU NEVER | SO GOX

\ \ THE M .
VIPRINT
2 ' '
AT LAST: THE MOST VERSATILE AND YET
TERﬁACE

e

-

i
ol SHOULD HAVE ONE

welMiluce: A 4 A28

As long as you know how to koad a game, H-L.'[I’TFACE. will COPY it at a touch of a button! 9
Having saved a game, you can continue it or re-save later as you progress. Programs will re-load even 9
without MULTIFACE attached and run where you stopped and SAVED, r

MULTIFACE can also save SCREENS only and COPY SCREENS to printers.
It has a built-in MULTI-TOOLKIT with unique facilities to study/modify programs - essential for hackers! .
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SPECTRUM + E BEST ADD™ “ "
F:: :ULTT':ME 3 THE PLUS 3 DISC SOLUTION” s..........

dumps. " =
Spectrum. Lots of people bought 128K 3 Basic does, but it does i in ‘\”““‘E‘*"m

one. Lots of other people wrote  the middie of programs.
games for the Spectrum, and lots of The main purpose of the
people bought those as well. Multiface is to get things on to disc.
But there was a snag — everything  As well as the simple Save and Load,
used cassette tapes, which ware it's got a few other tricks up its
fine for Depeche Mode but not for so  interface. You can, for example, use
hot for computer software. Slow, the disc from 48K mode. Lots of
unreliable and frustrating were pecple get excited by this.
some of the kinder terms used for Other things that the Multitace
the medium. can do is allow you to erase a file to

Mow there's the 128K + 3, a games  make room on a disc, in case you

machine that has all its software on  need to save something in mid-game
tape and buill in disc drive . . | and can't get to Basic to do the
Guess what Romantic Robot has deed. You can't Formaf a disc from
produced? the Multiface, alas.

Multitface 3, that's what. Plug it Multiface also compresses stuff
automatically, and doesn’t Save
empty areas of memory. These two

you can port it on to disc at any features mean that you can get (for
stage, yours to load in a trice at a  example] more than three games on
whim's notice. Multiface works by the 170-0dd K allowed you per disc
waiting for the program to load and ~ Side. But you can turn those

run. Then it takes a copy, and as the  features off, if need be.

program was running at the time, it Everything is accessed by the

will run when the copy is loaded traditional one- or two-line menu and
back later. single keypresses. Multiface 3 is

The tape to disc function of the  Very careful about invalid inputs,

Multiface 3 would be enough to and didn’t crash or otherwise
recommend it to anyone. But there's  Misbehave at all. And | did try to
more. When the red button is confuse it.

pressed, a whole range of functions More than that, what can | say? |
appears. You can look through the  enjoy a good rant, mast reviewers
128K+ 3's memory, altering it at do, but the Multiface 3 seems set on
will. High scores have never been se  continuing the Romantic Robot
easy to obtain. Memory can be tradition of doing the job reliably. |
displayed 2s hexadecimal, decimal  can't even complain a little.

or text. All of the 128K+ 3's 128K of Any 128K+ 3 owner will find it a
Ram can be fiddled with, not just  wonderful device, indispensible

the 48K's worth that Basic has even - I'm not giving mine back
access to. without a fight. | expect to see the

You can also print out areas of  usual extra programs appear for the

memory and screens in a variety of best in due course (Genie et al),
different forms. The Multiface 3 can whereupon not owning a Multiface 3
do the same types of graphics will brand one a complete loserm
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MY LIVES ARE INFINITE;
I'M PROTEC.TED BY

/
v

T T

oo

e

| 2l s _
LIFEGUARD is an infinite life finder. Install it into
the MULTIFACE | or | 28, load a game, pres:
the MULTIFACE's button and LIFEGUARD 1

ready to look for infinite lives, ammunition, etc
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Once 1t finds it YOI L”'d ying and score will never

e
o

be the same — you'll win again | again

and for £6 95 ONLY'

| enclose a chequefPU' < e e viviseisies incl, p&p to UK & Europe E Overseas

MULTIFACE OME 3 MLULTIFACE 128

MULTIFACE THREE
Name... e Card expiry =

MULTIPRINT F VIDEOFACE DIGIT!ZE:: L44.000
Address I ek A A % LIFEGUARD MUS_IL. TYPEWRITER !_' 1850
SPECTRUM +3 DISCS € 2 75 EI SPEC. +3 TAPE LEAD £ 2850
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zx SPECTRUM

A FREE COPY OF A FAl

WITH EVERY SUBSCH

CHOOSE ONE OF THESE GREAT
GAMES FREE WITH YOUR
CRASH SUBSCRIPTION

TOUR DE
FORCE

Can you gain the coveted yellow jersey in

Gremiin's grand prix cycling game. Tour De
Force s 'a delightfully pla: game..."
“with oniginal and addictive y' sald

the reviewers inlssue 48 (66% Overall), This
humorous litte game will prove popular
with any cycling fan.

BASIL THE
GREAT
MOUSE
DETECTIVE

Inthe first of an exciting new licensing deal
with Walt Disney you can take the rale of the
epanymous radent in this exciting arcade
adventure. Your mission is to find your old
friend Doctor Dawson, whowas kidnapped
by the evil Professor Hangan The

atmo Ic graphics and sound make
Basil The Great Mouse Defectvea
guaranteed favourite with all cartoon fans.
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MASK I

CRASH reviewed MASK Ilback infssue 48
giving it acredibla 81 %, saying ' MASK fis
atop class game'. The tig-in element was
vary strong in this sequel which certainly
proved popular with the reviewers. Youcan
spead over all types of terrain using a
choice of three vehicles - a sports car/jet,
an ammoured truck and an all-terrain
vehicle. Every mission has its own
objectives making MASK il exciling and
addictive,

CYBER NOID
THE

FIGHTING
MACHINE

Through a new marketing deal Gramlin
Graphics have got their hands on Hewson's
|atest amazing game (sae page 12 of this
issue for more infa) — and now so can you.
Raffasle Cecco, of Exolon and Equinay
fame, gained a massive 86% from the
CRASH reviewers far his latest arcade
quakity game, Jump in his amazing fighting
miaching and blast away all and sundry, The
ultimata in shoot "am up funl

BLOOD
VALLEY

Normally Blood Valley (reviewed on pa

41 in this issua) would sat you back £9.
but with a subscription deal you can get the
fantesy game, based on the Dusimaster
series published by Amnada, free. Blood
Valleycan be played by one or two players
= fun for all the family!

DEFLEKTOR

Thia programmer of Highway Encounter
and TLL, Costa Panayi, spawned this
puzziing and addictive game. Using a
series of mirors and other assorted
palarisers, fibre optics and absorbers you
must guide the iaser from one end of the
maze to the home receiver — thus
compleling the circult. The concept is
simpie but the resulling game is fiendishly
difficult. We first lookad at it in lssue 47,
when it gained 77%. 'Simple, but cleverly
effective’, commented one enthusing

reviewer, 'it's very addictive’ said another.

' VENOM
STRIKES
BACK

Toappear on the Spectrumsoon . .. Inthe
third of the MASK series you must
penetrate the VENOM base and rescue
your son, Scott Tracker, Eradication of the
avil Miles Mayhem would also be nice - it
was he who kidnapped Scott in the first
place. Sure lobe anather great gameinthe
MASK series,

NORTHSTAR

Another Exolon clone it may be ~ but there's
no doubting the superd implementation of
this Jon O'Brien programmied game. The
reviewers raved about it in Issue 49—t
gained a CRASH Smash - saying 'the
graphics are superb’ and 'it's compeliing
and successful’. It's not just a simple shoot
'am up - Northstar requires strategic
planning as well as a strong trigger finger.
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GREMLIN AND
SUBSCRIBERS

TASTIC /T GAME
T I o N and just £4._95' to existing subscribers

As all good gremlins know, you can’'t afford to be So be sure of your copy of CRASH every month and
without your latest issue of CRASH if you want the subscribe NOW! Every new subscriber can choose one of
lowdown on the high jinks of the Spectrum computer| the games opposite FREE with their subscription.
world. Missing your issues of CRASH means you'llbe|  If you're already a subscriber then you can renew your
missing outon. .. subscription with this offer and also receive a free Gremlin
Graphics game.

B The most UP-TO-DATE and DETAILED review section If you're a subscriber but don't fancy renewing just yet
B IN-DEPTH and EXTENSIVE tips on the latest games you can choose any one of the games on offer and pay a
B FEATURES packed with the information YOU want ta know mere £4.95,

& B every aspect of Spectrum gaming — strategy, adventure and PBM Justfill in the form and 12 issues of CRASH will be yours.

W hardware reviews by the real EXPERTS REMEMBER all subscribers avoid those embarrassing

i B home entertainment — VIDEOS, BOOKS and TOYS magazine price increases AND are guaranteed a copy of
B hundreds of extras — posters, tapes and 3-D pictures CRASH EVERY MONTH.
B BRITAIN'S BEST SELLING COMPUTER MAGAZINE

SEND THIS FORM TO:
GURU DENISE | FOLLOWED THE GREMLIN SUBS OFFER CRASH PO BOX 20 LUDLOW  SHROPSHIRE SY8 1DB

Dear Guru Denise

| just couldn't resist your generous offer. | hope I've filled the form in
properly. | understand that . . .

L

My choice of game is:

B T T e

I ae : [1 CYBERNOID - THE FIGHTING MACHINE
. If 1 want to join your CRASH subscribers | enclose a cheque or postal
1 order for £18 (or £25 for surface mail outside mainland UK, oreven £38 [ ] BASIL THE GREAT MOUSE DETEGTIVE
for air mail outside Europe) made payable to NEWSFIELDLTD. 've also
1 ticked one of the games below, which | shall be pleased to take off your [ ] NORTHSTAR
hands for no charge.
1 And that if I'm a?rsady a subscriber, and want to have another 12 fun [] MASKII
4 packedissues, | also indicate my subscription number and starting issue.
i But if I'm already a subscriber and don’t want to renew, just take the [[] BLOOD VALLEY
1 game. |understand that | can choose any one of the games and get it for
1 4.95 — a real bargain. | will also quote my subs number. [[] VENOM STRIKES BACK
] DEFLEKTOR
Please tick appropriate box: 1 TOUR DE FORGE

[] |would like to follow the Gremlin's example, joining the CRASH
s b e e o Please fill in your name and the address 1o which your CRASH
[[] I'malreadyasubscriberand like the ideaof a freegame, saI'd like subscription and free game should be sent '
to renew my subscription starting with Issue | L

My present subscription number is Gl PLEASE USE BLOCK CAPITALS!
[[] lam anexisting subscriber and would like to receive my game at a

special subscrber price of £4.95. NAME

My present subscriptionnumberisCPL T T T T 1] = "0 s b agEge R e g e AR En s e
Nea ADDRESS ... P ) ey
I-_] | enclose 18 for a CRASH Eubwipﬂon and freegama S P Ry S - POSTCODE R ik

| enclose £25 for a CRASH subscription and free game for outside
mainiand UK - surface mail

o
[] lenciose £38 for a CRASH subscription and free game for outside VISA
Europe — air mail

| Access

A%

[] lenclose £4.95 for a subscription copy of one of the listed games . —

This offer is subject to availability and closes on May 4 1988,
Subscriptions ordered by April 6 will start with Issue 52.
Subscriptions ordered batween April 8 and May 4 will start
with lssue 53.




OIN-OP
PRODUCERS are
an g away licences
ft, right and centre
this month. Activision
have recently gained the computer
ame rights to four arcade hits.

s Afterburner, the hugel
successful flight simulator, is the
ane that everyone's looking
forward to, but it won't be out until
theend of the aar Theyalsa have
the amazing , licensed
from Irem, in whlch yc:u blast your
way li'ﬂmgh the monstrous Bydo
empire. Saga's other two
Activision deals come in the form
of 8Dl and Time Scanner. In SD!
you must seek out hostile forces,
and Time Scanner puts you at the
controls of a sophisticated pinball
machine.

Ocean, voted the Number One
software house of 1987 by CRASH
readers, try to sustain their

EASTER
EXTRAVAGANZA

success into 1988 with three
tremendous arcade tie-ins. The
game to play in the arcades at the
moment is Taito's tion
Wolf, and in a few months time,
courtesy of the Manchester
software house, it'll be the game
1o play on your home computar,
Ocean are also sitting on
, from the Konamiarcade

ame, and SNK's Guerilla Wars.

| three shoot 'am ups should be
released In autumn.

DEATHWISH

Youcan'tkeepagood game down

and following Ocean's huge

SUCCESSes (89%, Issue

;; and Gr?m Berst (88%, Lssug

come Target Renegade an

Target Renegade Pk
arget you're back on

the streets beating up punks and

IR

| e
J I RHEGLE
STEF
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B The Dark Side: sends your Spectrum to a new dimension

5
250

Beastie Boys fans as only you
know how. What's been seen of it
so far suggests something even
batter than the original. Both
games should be out in the very
near future.

11y, | ©ooccoococa

W

As far as CRASH readers were
concerned the biggest and best
game of 1987 was, without a
doubt, Driller (97 %, Issue 47) —
scooping five awards. Its graphics
generation system, Freescape,

IECD 354, 11|l

“geposoEpooogOo

took 14 months to programme and
Incentive are determined to make
the most of the innovative
technigue. The next game to coma
from the small Aldermaston
software house is The Dark Side,
also programmed by the Major
Developments team. It's set 200
years further Into the future on the
moan Tricuspid (also the name of
a valve in the haart — Biol
minion). Your main objective Is to
prevent the giant weapon known
as Zephyr One from destroying
Tricuapid. Your equipment
n?nses nothing more than a
futuristic space suit, a quad laser,
a protective band, anda jet pack
for extra mobility.

Dark Side makes use of all
its predecessor's features and
several new ones, At £8.95 (E5
‘cheapar than Driller it should sell
as well as CRASH hot off the
press,

GOTHIK
ADVENTURE

IGE awaited Gothik from
is now ieady for release
at £7.95. You play the partof a
young warrior who must find the

}
l
i




six parts of an imprisoned Grand
Wizard and reunite them with his
trusty robe. The parts are trapped
inthe humble abode of an evil lord,
cu\r:ﬁrisdng four dark towers, sach
of which has seven floors. In true
arcade adventure style you can
obtain an array of mediaeval

Halsing (the one usually played b
Peter Cushing in the horror films
must, with your help, try to rid
mankind of the aevil Count Dracula
yet again. Everywhere horrible
beings make their presence
known; the decorations move,
there are faces in the mud, and

> He's Gothik, have you?

objects and spells to help you in
rlnur st; battle your way from

umble ‘pune’ to victorious
battiemaster.

Following in the remarkably
successful sales of Sidewize
(44%, Issue 50) comes Crosswize
= Sldawixze Il from the same

opular programmers, Steve

etherill and Colin Grunes (who
also programmed Nodes Of
Yesod and Heartland). It claims to
be 'the most technically innovative
shoot 'em up ever written for the
Spectrum’ —we'll just have to wait
and see! It features constantly
changing, animated backdrops

th an ominous alien to defeat at
the end of each level — much like
every other Nemesis clone.

GREMLIN BYTES

The Magic Bytes label (previously
distributed ?&sﬂ‘m nmv};.dalunct
Ariolasoft) racently bean
bought by Gremlin Graphics who
will be marketing a whole range of
axchkﬁ products under the title.
First off will be the rinky dink Pink
Panther.

The famous cartoon character
takes a job as the butler.of a
wealthy home owner, but the
devious feline finds the
opportunity too great to miss; he
decides to relieve the rich
employer of all worldly

lons. It's not as easy as
chucking the stuff out of the
window though. Oh no; as in the
popular cartoon series, you must
avoid the detective advances of
the infamous Inspector Clouseau.
The gama is enhanced by a
version of the legendary tune.

The second release on the
Magic Bytes label is the ghoulish
Vampire's Empire. Dr Van

skulls in the very stones. These
powers must be overcomein your
quest to find the light ray with
which youcan bury Count Dracula
for ever. You can trek through the
400+ rooms from mid-April,
There's nothing like a good old
beat ‘'em up to get the crowds
running to the software shops, and

to the Yorkshire moors to see

Shoot or be shot in Cascade’s 18 Part 1 — Boot Camp, out soon, The game
follows a ‘grunt’ (foot soldier) through the rigours of an army training camp
—sequels will feature the recruit in a real war. The programmers went
itwas really like. Can you stand the pace?

s,

Gremlin Graphics have just the
thing. Hercules, that well known
slayer of the damned, comes
chopping his way on to the
Spectrum at the end of April.
Herculas has murdered his
sleeping children due to a curse
laid upon him by his wicked
mother Hera (she won't be getting
much for Mother's Dayl). In
response 1o his pleas for mercy,
the gods send him to the stem
King of Argos (no relation to the

chain store, we trust) who sets
Hercules 12 terrible tasks. He
needs your help to complete them
before the gods get tired of his
attempts.

Gremlin's next release
Alternative World Games, which
should be in the shops now, takes
youall round the world to compete
inarange of national pastimes. It's
obviously a parody of the Epyx
Winter/ World Games series
featuring offbeat events such as

& Another gift from the gods
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pole climbing, boot thrawing, sack
racing and running up walls! Each
country has its own alternative
national anthem —for example the
Can-Canin France. Amultiload, of
course.

20TH CENTURY FOX

Following in the controversial
steps of Game Over (Ocean),
Barbarian (Palace) and The

L of the Amazon Women
(US Gold) from Martech comes
Vixen. This game seems destined
to reach new depths of sexism in
software. You play the part of the
Foxy Lady of Granath (really) who,
with her magic whip (honest!),

must enter a cave complex and
destroy the evil creatures that
prevent her progress. The
animation of Vixen and her fox
double are digitised from the real
thing (whatever that is),

Grand Slam (formerly Argus
Prass Software) have a whole
batch of interesting releases for
the next few months. First off, on
the Quicksilva label, is Chubby
Gristle — a story about a fat man
who wants to get fatter! Then
coming inJune, on the Grand Slam
label, thera's Peter 's
International Football, Basad on
the expioits of the famous
Liverpocl/England foatballer and
from the same programmers that
brought you Gary Lingker's
Football {52%, lssue 49) it's said

over four different landscapes and
should be available in late June.
The latest in armoured vehicles
should be out in August (just m
time for the Motor Show),
Roadstar XRi, which takes you
across land, sea and air, comes
from talented programmer John
Phillips of Nebulus (B5%, Issue 47)
fame. Then, for release in
September comes another shoot
'em up, Netherworld, Asimodius
= The Angel Of Death is another
arcade adventure from Hewson
waiting for a November release.
Following closely after that is
Raffaele Cecco's (CRASH
Smashes, Exclon and C oid
— The Fighting Machine) next
mysterious game, as yet withauta
name.

to be better than Match Day If.

Accolade (the produceis of
Hard Ball, Ace Of Aces and Fsi-5
Trading Co.) have recently signed
up with Electronic Arts for the
release of their next sports
simulation, Mini-Putt. Their latest
sports release s based on the
whacky activity of crazy golf, The
game comes complete with theme
courses (films, countries and
arcade games) and three types of
cbstacles. Power and precision is
needed to master this latest
comical release.

Hewson's releases for the next
year contain many exciting
products. Next from the Abingdon
offices comes Marauder, written

by Mark Kelly, Inthe same style as
Commanda it scrolls vertically

ALTERNATIVE SOFTWARE have
announced their imminent release of
BMX Ninja at £1.99. Using your cycle
ninja you must battle agalnst
skateboardars, fellow BMX riders and
ninja scooters, It's all a test of skill and

CURIOUSER
AND CURIOUSER

endurance; will you be able to produce
the bunny hops, wheelies and back flips
abie to outwit your fellow contestants?
In true budget style, again from
Pontefract-based Alternative, there's
Future Bike Simulator, programmed by

softstorm Developments. Straddle your
|et-powered armoured bike and prepare
1o battle with fellow riders as you race
through death alley. It comes from the
same team that brought you M.A.D.'s
UCM (B7%, Issue 47),

Following Hewson's tremendous
success with thelr first Rack-1t release,
Ocean Conguersr (ssue 45, 77%), comes
Battle Valley. From central HO you must
capture all the terrorist bases and destroy
the enemy missile. You are aided by a
chopper to rebuild broken bridges and a

tank to protect you from the aggressive
enemy forces — all for £2.99!

Budget software names get crazier all
the time. Top Ten Hits have Dusty Droid
And The Garbage Gobblers, 0K Yah!!-
featuring Simaon, the super yuppie and
Don't Say I, Spray It!. Then from
Firebird you'll be seeing Muggins The
Spaceman, Ninfa Scooter Simulator,
Blow Out and Pogo Stick Dlympics
Mastertronic nat wanting to miss out on
the fun, have got Super Trolley
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"PLAY A BATTLE OF WITS IN CORPORATION . .
Encounter a critical race against time for survival

Brilliantly designed, Corporation is a game C e S f&;
of high skill and mental agility - challenging T W i
even for the advanced strategist.
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Mail Order: Activision (UK) Ltd., Umts 3 &4 Lloyds Close, Finedon Road Industrial Estate,

V_LJLN LN, orth n NN84SR.
Commodore programming by Daryl Bowers. Spectrum and Amstrad programming by Simon Freeman. Graphics by Focus.




FUN TO COME

GOGGLE!

DOMINIC HANDY on video

PRIL is going to be one
helluva month as far as
comedy videos go. Kicking
of the month to a
mendous start is the
Fortune

hilarious
(Rank, 15). It stars the wild dwarf,
Bette Midler, alongside the
equally funny Shelley Long. Both
are having an affair with the same
man, then, unexpectedly he diesin
a mysterious accident — this is
when the fun really starts! It's out
now.

Also from Rank this month you
cansee Richard Chamberiain in
the sequel to the poor 1985
second remake of King Solomon's
Mines (it was first made in 1937
550, Al Quateymain And
1 "

The Lost City Of Gold |[Rank, PG).
Both the preguel and sequel were
shot at the same time!

Burt Reynolds can be seen this
manth in the ludicrous Malone.
Reynolds plays an ex-ClA agent
who must stop a megalomaniac
{our own Brendon Kavanagh?) from
taking over America.

In May from Rank comes Matt
Dillon in Big Town (Rank, 18).
Dillon stars as an up and coming
gambler trying to make it big inthe
city. It starts off strongly but the
storyline peters out towards the
end.

Parts Four and Five of the Crime
Story series are on the shelves
now. In Part Four — Vegas
Connection (New World Video,
15) Lieutenant Mike Torello is
given the job of uncovering the
mob's connections in Las Vegas,
Part Five — Luca's Fall sees
Tarello finally set for the Mafia
boss's day of reckoning,

Creepshow 2 New World
Video, 18) enters the rental shops
at the end of Apnil. As in the much
better Creepshow, the superb
harror novelist Stephen King,
provides the three short stories.

120 CRASH April 1988

Sadly even King's undoubted
talent can't rescue this cheap-
Iooking movie. (Watch out for King
in the final segment as a truck
driver.)

And from one horror sequel to
another. A On Elm
Street 3: Dream Warriors

arner, 18}is released on April 18.

n , the
original girl of the street in Part 1,
returns to unravel and rescue the
thoughts of a collection of suicidal
teenagers in a mental asylum. It's
agreat improvement on Part 2, and
well worth watching for the
tremendous visual effects.

After appearing in the terrible
Burglar last month
Goldberg returns with the much
maore 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
miovie on her shoulders — and does
a great job.

David Lynch's superb cuit
maovie, Blue Velvet, should have
reached your screens by now.
Isabella Rossellini and Dennis
Hopper play a kinky nightclub
singer and a sadistic kidnapper/
drug dealer respectively. Blue
Velvet was very powerful in the
cinema, but | have my doubts
whether it can be carried over to
the small screen. Certainly not for
the weak stomached!

The end of April finally sees the
release of the hilarlous Raising
Arizona (CBS/Fox, 15). Starring
Nicholas Cage and Holly Hunter
ina hilarious comedy about an odd
couple who kidnap a child because
they can't have their own. Your
need to have a strange sense of
humour to appreciate it to its full.

Hills Cap I(CIC Videc,
15)is all set for release next month.

Axel Foley (Eddie Murphy), the
wise-cracking Detroit cop, returns
to Beverly Hills to uncover the
Alphabet murders, All the old team
are back, plus a few new ones— like

Nielsen, and the
director, Tony Scott, (of Top Gun
fame) whose influence is very
evident.

CIC also have Brian De
Palma's The Untouchables (CIC
Video, 18) waiting to burst into your
home. Sean Connery (who has
since gained an Oscar nomination
far his performance) stars with
Kevin Costner (who can currently
be seen on the big screen in No
Way Out) as the tough cops in the
age of prohibition. Anyone whose
seen the recently re-run TV series
{on which the film was based) will
know how fascinating and
enthralling the whole story is. Don't
miss it! Ennio 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
nase he has. Then following quickly
in its footsteps comes Woody
Allen's latest self-indulgent, but
comically amusing, film. Radio
Daysis another trip down memory
lane reliving the times when all the
family used to huddle up around
the wireless for a bit of
entertainment and fantasy. All
good, clean fun. | wonder if they'll
bring out Video Days as the follow-
up next century!

Lastly, all of you that have been
waiting for five years since E. T. first
came out in the cinemas will be
happy to hear that CIC Video have
finally gained the video rights for it,
and are set tc releaseitin, .,
Autumn, Well that's more precise
than 'possibly never' which was
Spielberg's first reaction to the
suggestion of a video release. ET.
is the biggest grossing film EVER,
taking an amazing $700 million
worldwide, and gaining nine
Academy Award nominations, so
the release should be quite an
occasion.

ABOUT
TIMES

OR ALL those aspiring

Yuppies out there —thereis

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 a large
amount of illustrations.

Early Timescovers 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
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of TV coverage (mainly on the
soaps) and general informative 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
concerning the younger
generation — like the Winter
Olympics, the televising of the
House of Commons and aven such
issues as the Russian involvernent
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 sait's not
hard to get, thank goodness. But
fifty pence is a large chunk out of
someone's weekly pocket money.
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WINNERS C pRIZES

| | 4RQ; Micholas Swaeenay,
| | ORS; Steven Cooper, Cleveland TS5 8U.J;

Issue 49

Laroy Bagwell of Devon EX10 00U was
owejoyend when we told him that he'd won the
fabulous Philips compact disk portable stereo
sysienm that Hewson ware giving away i 1hi

our Simash Hits wordsquare competition, He
also receives ona of the 51 coples of the Four
Smash Hifs compilation = containing such

et as Exoipn, Rang Rama, Uridium + and

ynapa, Oue ho an sdiforal cock-up wa siated
we were giving away 25 copies of Four Smash
Hits, we are in fact giving away FIFTY. So if
you'rein 1ha bottam 25 of these 50 runners up,
count yoursal! lucky! They happentobe . |
Andrew Wilson, Essex RM2 8QD; Johns
Orr, Scotland ML10 BHT; Peter Wilson,
Cleveland TS526 OHX; James R Bould,

S.Glam CF8 TUG; Gareth H %, Wast
Midlands W52 0A.J; Jonathan Bell, Surrey
KT21 1NG; J M Stewart, West Midlands B90
, Clewveland TS8

Andrew Brookes, 5.Yorks 510 1NL; Sean
O'Donnell, Lincolnshire LN12  1PX:
Nicholas Holland, Berks SL8 2EY; Richard
A Lamb, Surrey GRO BHZ; Simon Penfold,

HERE’S LOOKING AT HEWSON

Shaffiald 530 4WL; Bailey, Dorset BHS
2TX; Stephen Martin, London N135DT; MT ENG
Hannam, Sou S02 9HZ; M Tyler,

Gwent NP2 1GP; A Goode, Birmingham B42
1LW; Matthew B Devon PL16GEP; Mr
A Meliish, Berks RG12 3DA; Jon Stovens,
Suffollk CO70 0OH; David Thomas, Middx
UBS 5DN; Carl Hesketh, i
lan McKay, Leads L514 20.J; Koevin Moses,
Clevaland TS19 BUW; Jonathan Ford, Wilts
SN10 4LN; Mr Colin Davies, Herts 5G1 4HB:
Adam White, Lincoin LNS 0EY; D Wyn
Jones, Morth Wales LL41 3HD; David
Marratt, Essex S58 BMU; 4
Aberdeenshire ABS 6LW; Richard Crump,
Kant CTi18 5PU; Jose Padro Meireles
Ferroira, POATUGAL; Adam “"ﬁ:l'.‘
Narthants NN12 8X0; Mr 5 Walls,

NG18 3HT; D Wands, Scotland IV36 0HD; M
Edwards, Kent ME1 25L; J D Doggett, Herts
2AP; Simon Miller, Herts 564 9PR;
Simon A Blackwell, Coventry CV3 4EX:
James Cockram, Essex CO4 5JF; Piarre
Scotney, Bristol BS20 B8BO: Peter
Robinsan, Kent CT9 4MA; Nicholas Pater,
Cumbria CAZB BXJ; Matthew Sanderson,
Morthampton NN2 8TB; Liam Parnell,
W.Yorks HD? 1XB; Darren Mauger,
Channel Islands; Mr M Conway,

M-ro?-mh LE 5HT; lan Hargreaves,
Oxfordshire OX7 SNT.

Halograms were the order of the day in
Incentiva’s Driller competition. The five lucky
winners whd found the two solutions to lan
Andrew’s problem, will each receive s framed
hologram of the composer OMenbach, They

ang;
Matthew Stott from the West Midlands W10
BUB; David Pearca from Clavetand T58 8H.:
Jay Ford of Bucks 5.2 10F; Wayne Gooch
from Gwynedd LL30 1TF and Michael J
Brown who lives in Yorks. The 30 runners up.
who each receive a h-alc:ﬁ:pnlc homongram
stickar and a copy of Drilar, are

Koith Sali , Surrey KI5 BHG; Carl
Thampson, Tyne & Wear NE10 OHL; Steve
Barge, Glos GLS BBE; Craig Si on,
Scofland KA1 S50X; Robert owa,
HNewcastle NE15 ONR; Anthony Gallagher,
Lincs LN11 BTY; Stewart Anderson,

ITALL ADDS UP TO A TERRIFIC
INCENTIVE

Issue 49

M.ireland BT4 2EG; Jullan Rex, Avon BS9
3BG; Vanbrabant Francis, BELGIUM;
Jorgen Jacobsen, DENMARK: David G
Thompsaon, London B4 8NA; David J Halre,
Staffordshire; David Garland, Norfolk NR19
1NL; James Moor, Cleveland T515 0JZ;
Paul Maclean, W.Sussex AH15 08S; David
Gili, Birmingham B11 1HA; Glen Huckman,
Essex 5512 BAG; John Studholme, W.Y orks
BDT 2PP; K P Foster, Cleveland T518 3LH:
lan Hopper, Kent MEE SEH; David Allison,
Ghlﬂ:w G44 4RAX; Richard Tonswell,
Suflolk IP28 7LG; Andraw Pryde, Cleveland
TS17 8PQ; Craig Rore, Glasgow G468 6GH;
Mr M J Clapton, Lincs NG34 BEP; Simon
Harrison-S8mith, Chester CH4 TEU: Poter
Watson, Lancs BL2 5LX; David Duross,
Staffs STOOEZ; Andrew Watts, Staffs WS14
8BA; Mark Coster, Surrey KT17 3J8.

A SMASHING COMP WITH SYSTEM 3
Issue 49

Allwinners, please allow 28 days for the delivery of your prizes. All queries
regardmg competitions run in CRASH should be sent to Frances Mable,
c

H, PO Box 10, Ludiow, Shro,
Frances as she has enough trouble

15,

pshire SY8 1DB. Please don't ring
reading through all your entries as it
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NEW FANZINE PBM file issue. One

containg if's A hintand
tips. Send 70p and A4 SAE fo: P Rankin,
por Lane, St Wi (ons

T
:
:

PBM

ESTABLISHED SOCCER PBM. Cash
New league starting late

B R

Harlow, Essex CM17 OLH. :

g
:

£

1
igi%
Baz¥

g

g
g

T
=355
i
ELE
i

i
i
4
g2
i3
:

E
E

e
ggag
i

843
3
K

-

posters and a free softwarg and

can always send the ad in again,

It your ad isn't featured this month, don't despair! We'll do our best to get
it in ASAP ono (as they say in classifieds), and if the worst comes to the
worst (which it hasn't for three months now, but we're still waiting) you
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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
sleek, sophisticated ship has an arsenal of weapons to wipe out
the insidious invaders, But imagine for a moment what it must be
like for the pirates: one long round of drudgery, taking bit parts
in other people's games, emptying the Federation coffers with
nothing but a rattling, shuddering heap of junk machinery
between you and the cool, dark sky. The heroes get all the good
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 is not a
happy one.

Wouldn't it be great, therefare, if you could design your own
customised battle machine — one with just as many extras, add-
ons and innovations as Cybemoidhas and more? The Federation
run would be far less dangerous then; you might even make it

122 CRASH April 1988

BE A PIRATE OF
THE AIRWAVES

WITH A CORDLESS TELEPHONE FROM

r

home to enjoy some of your well-deserved spoils in the cosiness
of your personal pirate den.

Would-be pirates look no further - CRASH is giving you the
chance to design your own machine. Just draw the best
equipped pirate ship you can think of, with as many boosters,
blasters, fixtures and fittings as you like.

Two outright winners, whose entries are Ludged 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 Cybernoid
sweatshirt, while 25 runners-up will receive a copy of the game.

So, grab your pencils and send your entry to: COME TELL
HEWSON gﬂl&l’, CRASH, PO Box 10, Ludlow, Shropshire
SY8 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 2/3 Holford Way, Holford, Birmingham B6 7AX. Tel: 021 356 3388
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