Staggered by
THE SENTINEL ..

' An Insect Invasion

UROTE v.ccrionic

| A brand new 12-part story

PLEMERN.

1-Out pPacke




6 MASSIVE HITS IN ONE 6-PACK

PLUS BONUS GAME - DUET

.:|i¢r-l

lfh gpectrum Cassette 9%

M commodore 64 Cassette £9.9

Commodore 64 Disc %
£9.95

Amstrad Cassette
| Amstrad Disc £14%

ust send a cheque

o Mail grder, |
8| or postal order payable 10
ELITE SYSTEMS LTD.

| or quote your credit card No.




(ac]

Lo (LN "d '|:|II
A e (W T L

Cover by Oliver Frey

FEATURES

19 SPECIAL CRASH READERS’' OFFER
Four great Gremlin Graphics games in a not-to-be-missed offer!

48 TAMARA KNIGHT
Mel C Fast-Food Salesperson in Punningly Penurious Shock
Horror Continuation

59 PLAYING TIPS SUPPLEMENT
Lk Mangram ‘you 32 pages of tips, cheats, POKESs, solutions
and maps — all EXTRA in thisissue of CRASH.

123CRASHTIONNAIRE
Yes folks, it's the annual question-time beano. You tell us what you think!
Thera's a prize draw tool

135THE TERMINAL MAN RETURNS
A hgimpag& feature update of the first twelve episodes, just to get youin
the moaod.

REGULARS

7 EDITORIAL
Roger Kean introduces some more new faces on the CRASH team.

10 NEWS

12 FEAR AND LOATHING
More leggy blonds and Gin Martinis from the intrepid ligger

37 LOONAR JETMAN
Lunar-cy leads to lingering liquidation almaost

40 LLOYD MANGRAM'S FORUM
Someone's angry about Arkanoid, plus other hair-raising complaints
from readers in the letters pagas.
50 BREWSTER'S ADVENTURE TRAIL
After leaving Grange Hill, Derak graduates to PAW ing and weird oriental
arts. Plus SIGNPOST, STUMPS and HEROES.
92 PBM MAILBOX
The Latest news from Brendon Kavanagh, plus your letters.
89 PHILIPPA IRVING'S FRONTLINE
Tobruk and Battiefield Garmany reviewed by the Scourge of Japanese
Tourists. Letters and tips too from the bayonet-heeled one.
104CRASH COURSE
Rosetta McLeod pulls some more educational softwarg down from the
school library shelves.
106 COMPETITION WINNERS

109 TECH NICHE _

Jon Bates continues Midi and Franco Frey does some advanced
artwork. '
1=“I'~FhvdyrhlanEwsmt to head up the Preview section with ial

Fam LIms
looks at Magk Hydrofool and ﬁ'u%%mw Thing on a Spring. i
132CRASH READERS’ CHARTS

143THE TERMINAL MAN
Ofiver Frey's comic strip haro, Cross, comes back to life for the start of
a new 12-part adventure in the alien Dyson Sphere.
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39 GHEﬁTE A NEW GREMLIN HERO
win yourself a Spectrum-+31 Games and T-shirts to go too!

94 FEHﬂUEOH'S CRASH TRIVIA
Second of our chances to win a Ferguson MCO5 Monitor, Interface and
a Spectrum+2.
108 WIN A HOME AQUARIUM!
FTL have a fishy prize to celsbrate their next Sweevo release,
142WIN CRASH SECOND-HAND!
Well, almost! A rare opportunity to catch up and get your hands on the
fabled Issue One of , courtesy of a kind reader and his collection.

The next issue of CRASH is on
sale from 28 May, in the Year of
Our Lord Nineteen Hundred and
Eighty Seven or MCMLXOXVII
for Latin scholars — and it's the
lions for anyone who forgets to
buyit...
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ZSHAATOO S
e | F iy 13 4 1 Im this magical game you take control of 3 Thanatos the destroyer, whose eternal desuny hes m
~ ) -

f Y

conflict with thi forces of the underworld, The wihich i very targe and sperbly anerated, fies, wabkd,
\* wwims, and burns it way through the Bndscape. garma features fantasue landscapes with 3 tatilly Rew
=N panoramic wrolling acvion
A e A
A e Ty "Wierw! This game is amazing. astounding, beiliany The tune an the tts scromn i very nice,
r _J"-' o . bt the yﬂn:snmmdr wipark." Dwcember | 986 joverall rating 375

£9.%5 Specirum Cassaite
£9.95 Areatrad cassorte, £11.95 Mmsirad disk (£9.95 by mad order)
£7 8% Commadore &4 casette, £9.95 Commodare 64 duk

DEEP STRIKE

Ar st an oppormnicy 10 iy your hk ihe Red Baron and b flying creus of Wnr'h!WarlFlrng,
stes. This game not only ks takeofl i 3 flly armed fighter, but alio grem you comtrol of the laur
bﬂnhrij DEEP S‘I‘I.Ir.rut-:h foeea, W imet the bt tochnigues 10 bring you 3 wnooth-acrolbog
wmmuummmmnmm

* _abier 8 lew gamies | really got inta it The way you can bomb the ground features (especially churches)
makes the game much more enpoyable than i you just had to shoot planesCverall & game that yau should
come back 1o quite 3 ot in the fuure " AMTIX, ary 1987 (overali rating 71%)

L5995 Spoctium casatie
£9.95 Amstrad cassette, £11.95% Amitrad disk (£5.55 by mail erder)
7,95 Commodare &4 casserne, £9 95 Commodore &4 ditk

(K 1

CECTREETT

iR 13ERE S0 C iacH  anaIsan g

SIGMA

S0 EmE==330
: An sll-acuon wade gane Teaturing AL Sﬂ!-ﬂm ﬁ X M L ., i e
F There we soven ind reasngly more wages 1o the game whic 5y

inposwble Each stage i spln into three phases - firt ko 3 spaco: and blast your way
searean threugh swea r-mine defenced i e tht m&mﬂmﬂmm‘ T
depouts va limatly reach the remate-antraled msn w‘m st be reset within § eraical few secandy

U really -l this - it had three naan mimsgames-all of which are playatie lﬁ#ﬂmm wE
redlly crivg and les with 4 beailul starry backdrog,. " TEARP |97 jovorall ratng 0%

L5 Spectrum cassoiie
£F %5 Arrstrad casette, £ 195 Amarrad dus (€995 by mail order)
{995 Commedore &4 cassorte, £9.95 Commedons Mrdulr

DURELL Sales Dept.,
Castle Lodge,

Castle Green,
TAUNTON, TAI 4AB
Som, England.

Telephone: (0823) 54489




FAT WORM BLOWS A SPARKY

Now lor swemething completely different Tou are an msidious little woemse beng chmed through a Smclair
Specirum by treepers i apitniks and crawlers ob feets. Defend yoursell by shooting burper sparkies at the
crawhers, and blaster sparkies 1o ahe-cut the sputniks. You'll see the computer board in a smeoth-sorotling
30 viewed from above, a5 you orawl around in search of a dith drive on which to clone yourseld

“Playability and addictiveness are of the seancard, bur ag for the graphics — well, what can | say? Aa
far s anemation and sobd 30 poes, this i probably the best | have ever seen™ CRASH, Mevembor | 984

'
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| blows a sparky

{owerall rating 955
£9.95 Specurum caserte only

SABOTEUR IT
Avenging Angel

WoRY

SABOTEUR Il - Avenging Angel

A tolloweup by the orginal author, where s the Minjg's beauilul sater, your mistion & 1o rERENgE YOUr
latally weounded brother Tha rebels have lound that the disk he stole in “SABOTEUR" ako comains dats
lor ore of the dictator's misale sifos, Your job is 1o fly in by hang-ghder, fight your way Mrough the security
fuards. purmas, dogs and radeo-controlied robots, 1o seck Ut somé top seoret punched tpe 1o activale the
missle’s burch control. Lawach g, dinable the electric permeter Tence, then break-out by motor-ikie, Dver
It hundred locstions, three budldmgs. undergroumd caverns, inefligent guard dogs and swupid puards.

L5 95 Speciren casseile
£7.95 Amerad Casserce, £11.95 Aemerad disk (£9.95 by mail arder)
(795 Commadore 64 casseite, £9.95 Commoadare 64 dink

A compilition of Durell’s four greal wmash fers - COMBAT LYNX, SABOTEUR, TURBD ESPRIT, and
CRITICAL MASS.

“Al ol these megagames charted, all of ‘em are wnoees, I pou've spent the last esghteen monthy beggang,

WTEHWM g 1o hold of thes mhes, now you can rekegOnty Boethoven's Quartets
beat this m-ﬁmﬁﬁtmw?musmammm|mzmmmmg'amm:

“Uinkke most compiations where eoe tithe carried the others, the B¥G 4 arg actually lour big ganses. A
collertion worth eollecting.” C & VG, December 1987 ’ i

£9.95 Spectrum cassetos
£9.95 Aparrsd cametie, £11.9% Anvirad disk (£995 by mad order|
£9:95 Commodore &4 casette (sha on two “Duo-Ditks” i £% 95 each)

MAIL ORDER

All Durell games are also available by mail order, with no charge for postage or packing, Just include a postal
order or cheque made payable to “Durell Software Ltd", along with your name and address, your computer,
and the utle of the game you wish to purchase. Your game will be sent by return-of-post. Note: Amstrad

disks are only £9.95 by mail order!




' KONAMI COIN~OP HITS
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MORE NEW
FACES

Hawving announced that | was
returning to the editor's chair in
last month’s issue, and that
Richard Eddy had moved over to
CRASH from AMTIX! to help with
reviews, there are still further new
faces to introduce this month.
Who are the two dashing,
debonaire blades in the picture,
yvou may well ask? Along with
Lioyd Mangram, they have the dis-
tinction of being a touch more
mature than most on the CRASH

reviewing team. lan Phillipson
lives in Ledbury, a town in
Herefordshire almost as beautiful
as sleepy Ludlow (he disagreess,
considering it to be the other way
round). fan's fairly new to com-
puter gaming, and was press-
gan?ed from his happy life as a

eslance journalist because it was
assumed that if he had survived life
this long by seliing word's, he must
be able to write. He's a rural man
but fair, and decided to give joys-
tick bashing a go = it makes a
change (of sorts) from wielding bat
and ball for Herefordshire County
Cricket team.

lan's main function on CRASH
is to write the ‘introductory’ parts
of game reviews — you know, the
bits that start with a large capital
letter to tell you where to start
reading.

The other one in the picture,
looking a bit like he could be vio-
lent any second (probably
because he forgot to take his slip-
pers off before coming in to work),
is the CRASH Sub-Editor, Clarén
Brennan. As you can tell, he's
Irish, and hails from fair Dublin. A
sub’s job is to make sure every-
thing is proof-read and appears in
correct English (don't ask what an
Irishman knows about English, as
Ciaranis likely to reply with the fact
that the Irish are the most literate
and educated populace in the
EEC).

B CRASH newcomers lan Phillipson (left) and Clar&n Brennan,

Ciaran rewrites anything that
needs it and is otherwise gainfully
employed bashing reviewers
around the head to make sure they
actually do the writing in the first
place, s0 he's got something to
correct. Ciaran’s hobbies include

*  Local from Ludlow - Garath Adams,
8 new reviewer for the CRASH team,

drinking {*just the occasional
drop’) and rubbing his shoe heels
on the office nylon carpet and then
dalivering mighty static shocks to
recalcitrant reviewers. If you're
interasted, the funny little accent
over the Ain his first nama is called
a ‘fodder’ (or something like that),
and 'broadens’ the letter to make
it sound like an O .

Another Ludlovian joins the
team this month. Gareth Adams
has been a CRASH reader since
Issue One, and a Spectrum owner
for longer. His attachment to
CRASH up until now has largely
been through serving alcoholic
refreshment to team members in
the Bull Inn, around the comer
from CRASH Towers, but recently
he decided the money was easier
here. Aged 19, he's stud-_.rin%fc:r a
Diploma in Electronics and Com-
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, this accompanied by Issua
0 of ILIM and containing a peek

wiheve they make the magazine
bears Lioyd's initials. Lioyd himssif

You might be and winan
entire set of from Issue
One onwards in this month's

| competition on page 142, On
meoﬂurhnnd.gmmlghtnot.
and you wouldn’t want to miss

looks back over 1986 giving a
rasume of the we all played,
Mel Croucher the saga of

TAMARA - Part One of the

just Spactrum owners who
from the usual reguiar features, we
talked to the ewTown pesianers and
K memeem i
at Trap, game and
locked at musical add-ons. Not
ng the definitive CRASH
| for 1986 and the NEWSFIELD
Reviewers' Challenge . . .
Maps included Infiitrator, Level
One of Scooby Do, all of Heart-
land, The Great Escape, and Druid,

No aT: 1987
The man behind JETMAN is inter-
viewed and reveals a few of his dark
secrets, and we raveal the dark sec-
rets of the trio of reviewers chained
up in the CRASH Dungaon. TAM-
ARA KNIGHT continues her adven-
turas, as doas Franco Fray inthe
world of Video Digitisers. full
match report on the Match Day
Challange Is given, in which we tedl
how one of the programmers
‘tﬂnimﬂmdaﬂai:m

‘sick as a pamot’.
uf"‘“p"’gmxfm e Ao
i ‘. « MVENOEr

Ifthere are any issues you're

because we're rapidly running
out of some earfier issues. Use
the form below, and send it off

to Aggie as guick as you can!

out on anything, would you?

Iwould like to order the following CRASH BACK NUMBERS . ..

N Oa o - — - — — ISSUENO

PRICES
@ Christmas Specials £2.25 including P&P
e
. 80 per magazine
(they cost a small fortune to send)
Name
Addrass
Postcoda
Please make cheques/postal orders to CRASH. Itis best to avold

Mrﬂmﬁl_m enclose ANY order with mail to
% side of the magazine as this will result in DELAYS! Send
your orders to the address below . . .

PLEASE DEBIT MY VISAJACCESS ACCOUNT £

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

Slonuhie Expiry Date
Please Charge My Account No:
Number of issues ordered
TOTAL COSTE

| enclose a CHEQUE or POSTAL ORDER for the TOTAL

BACK NUMBERS,
CRASH MAGAZINE, PO BOX 20,
LUDLOW, SHROPSHIRE SY8 1DB

munications Engineering. Favour-
ite game is still Elife, unless you
count Rugby, which he says he
likes because it allows him to
release the pent up aggressions of
an afternoon spent avoiding
mighty static shocks an being told

three types; Smashes, games of
50 percent and above and games
below 50 percent. The change is
more one of length than style
really. We're making them all a bit
snappier so we can fit more in {in
those months when there are a lot),

to rewrite things. Gareth's name and allow more room for the
will be now appearing at the top of increased number of colour
sevearal review columns along with screen shots.
those of Paul Sumner, Mike An omission from the r.lj';?.n‘am
{Skippy) Dunn, Ben Stone and list is Lioyd Mangram's of
Richard (Ricky —the full name was Slime. It hasn't died — it's just tak-
too long!) Eddy. inga hFIMﬂy while Lioyd does a
spot of rethinking about how it
NEW REVIEW LAYOUT should be presented in the future.
So watch out next month for—waell,
You willalso notice thatthe layout | something a bit different!
of CRASH reviews has changed
slightly. There are now, in effect, Roger Kean
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VIDEO
ACTIVE

Budget Software house, MASTER-
TROMIC, are about to launch two
new labels, but they've nothing to
do with computers. Master Vision
and Master Sound will produce
videos and audio cassettes and
LPs respectively. Some of the
marenotable videos scheduled for
release are Felix the Cat, Creep-
show and Rock, Rock, Rock. The
only cassette CRASH has heard
sp far is Heat Of Soul, a compila-
tion of classic soul tunes —most of
them cropping up in Levi commer-
cials these days. The vids are
hoped to retail around the eight
pounds mark and the LPs at
roughly a fiver,

|

i gL

WL T

High up, an enemy aircraft comes
within killing reach in F-15 Strike
Eagle.

Due to the Easter Holidays, this
issue of CRASH had to be finished
a bit earlier than usual, which
meant that some review copies of
games arrived a wee bit late for a
the full treatment. However, as we
never like to let you lot down here's
asmall taster . . .

Mext month we’ll bring the full
review of Cosmic Shock Absorber
from MARTECH. lt's finished now,
but arrived just too late for a full
review. Essentially, it's a 3D shoot
‘em up using some effective vector

10 CRASHMay 1987

graphics combined with a bit of
puzzle-solving. Strange rumours
also abound about killer car-
rots. ..

The elaborate Tau Ceti system is
once mora a backdrop for a an
arcade shoot 'em up from cAL.
Traxxion, written by Jay Darret,
cantras around a construction
satellite orbiting Reema. However,
after the Tau Getl wars Traxxion
was found to be damaged - and
as an intergalactic satellite repair-
man, your skills are called upon.
Arrhring on Traxxkion reveals afar
more serious problem, the reactor

SUMMER CETI

has started to mettdown. You have
to act quickly.and locate the exit
from Traxxion's monorail system
before the inevitable destruction.

As you may well imagine, the
monorail is plagued with hazards
such as robotic workers and obs-
tacles that make & just that
litthe bit more difficult. CaL are hop-
ingforaJunaereleaseatayettobe
decided price.

RAID IN
MOSCOW

Although the computer industry
isn't axactly huge behind the Iron
E;.lﬂréam, pirates s::'aet :"unnln &m::iq

ucing compllations of West-
ern games and flogging them off
at the equivalent of £5. Even
stranger is that Raid Over Moscow
and the Anti-soviet Ramboappear
to be very popular! Whatever
next . . . will little green men want
copies of Invaders

Virain are releasing their latest
Mow Games compilation— Now 4.
It features Dan Dare, Hacker, Back
to the Future, Mission Omega and
Jonah Barrington's Squash.
Retailing at £9.95, it's good value
for money with Dan Dare and Mis-
sion Omega really taking the

The view from the Gunship
cockpit.

ECTATIONS

cream.

From micro PROSE, who have
recently been let off the us aoLp
leash, comes Gunship, a strategic
helicopter simulation and F-15
Strike Eagle an air combat game.
Full reviews naxt issue.




ALL THE
FUN OF THE
FAIR

No sooner does one ZX Micro-
fair seem to end then another one
is well on its way. The next gather-
ing is to held on May 30th at the
Horticultural Hall in London.
CRASH won't be there this time,
mainly due the factthat we haveto
spand our time doing something
called ‘writing a magazine.” For
Microfair details, give Mike
Jonston a ring on O1 801 9172,

Di’s F16

While microPROSE are happily
battling away with their F15 flight
game, DIGITAL INTEGRATION are cur-
rently developing a new simulation
based on the F16 Fighter Falcon.
They've been working on some
new programming technigques
which enable them to increase the
density and variety of objects on
screen. Missions are planned to
include air superiority as well as
ground attack sequences. The
expected release date is early
Autumn, and as ever we'll bring
you a full preview as soon as pos-
sible.

ACTIVISION CLASSICS

Remember the old days, wna
ACTIVISION released suct

as Back To The Future, | O
Mask and Pitfalis One and Two'
Well, cue music, cue sound ,
because FIREBIRD SILVER have

CHEAPIES

Prism LEISURE have just bought up
ADDICTIVE GAMES — the company
that pushed Kevin Tom's face into
the limelight, and produced the
infinitely popular Football Man-
ager. Prism are re-releasing that
particular classic at £2.99,
although from the amount pPriSM
ara crowing about its immense

bot h'r Thr, rignts 1o .AE'H'M’ISIDN L.
1’ P

tham rhp I'I-E‘r:l! ilJ r'r'rrlnth T'h old-
i85 are going 1o start sparkling
early in the summer

sales figures we can't help won-
dering — is there anyone out there
who hasn't already got a copy?
Also about to be released on
BuBBLEBUS’ Mini BusLineat£1.99
is a previous CRASH Smash,
Wizard's Lair. It's aarcade adven-
ture featuring delightful graphics,
and is still recommended by the
CRASH team. Finally pss’ Swords
and Sorcery is now on release for

a very reasonable £2.99,

THIS L"OULD BE THE FIRST UTILIT'I TO TOP THE CH.PLF\T.‘:;

TRADE HOTLINE 0625 615379

The next release from PALACE is to
be a game worked upon by two of
today's mast respected program-
ming teams — BINARY viSiON and
ELECTRONIC PENCIL COMPANY. I1's
called Stifflip and Co and follows
the fortunes of Sebastion Stifflip
and histhree intrepid c nions

in their tropical quest for Count
Chameleon. The plot and follow-

KEEPING IT STIFF

ing actionis a spoof ontheripping
yams of the 20's and 30's using
many of the cliches of the comics
and movies of the era,

Binary vision describe Stifflip as
a 'multi-role action packed adven-
ture.’ Preview next ish hopefully,
in the meantime we'll leave you to
ogle this screenshot.

'HAVE YOU GOT THE MIDAS TOUCH?

IF SO

MIDAS MARKETING

REQUIRES

YOUR BEST GAMES PROGRAMS

OR

EVALUATION, ASSESSMENT
AND HOPEFULLY PUBLICATION

We offer top payments or royalties,
whichever you prefer!

We also require programmers who have
experience of software conversions from
various formats and an ability to begin
projects from storyboard to finish.

IF YOUR SOFTWARE HAS THAT
GOLDEN TOUCH

THEN DO NOT DELAY, WRITE TOUS AT:
i ) 1 " MARKETING LIMITED
—ﬁﬁq}ﬂﬁé—- 35 West Hill, Dartford, Kent
I e Telephone: 0322-92513/18

CONTACT: PAUL GODDEN-WOODD




| did it in despairl After last time,
when | thought I'd never aver see
another launch, | sold my soul to
MI5, Soheretheyare . . . thecon-
tinuing adventures of Minson -
Super Spy.

It started with a brick which
crashed through the window,
bounced gently off the back of my
bonce and fell to the floor. Appa-
rently this is a new Post Office ser-
vice for the delivery of top secret
messages. As | read the words
‘Odeon Leicester Square — 11am
Sunday,” a chill ran down my
spine. | knew that there was nao
way that | could miss out on this
vital rendezvous, and yet there
was something wrong . . . | don’t
gahrp on Sundays 'til at least mid-

till, | managed to drag myself
from under my duvet for a special
preview of The Fourth Protocol,
courtesy of ArioLASOFT who are
now handling this tale of spies and
skullduggery. A few skulls get dug-
ged inthe movie, as well as a back
g-atting snapped and a throat get-
ting siit . . . ideal Sunday morning
entertainment! Play the game,
watch the movie and get paranoid
about bombs in your backyard|

Than there was tha liaison with
the mysterious woman. Why was
her once blonde hair now darker?
Could it be that she was hiding
from somebody? If so, she
couldn’t have picked a batter
place than the masTERTRONIC Offi-
ces. Titchy little computer casset-
tes are one thing, but now the
company has gonein for great big
video boxes and stacks of 12"
records, the place begins to
resemble a maze.

Luckily the late lamentad mas-
TeRTROMIC Mata Hari, Alison
Beasley (for it was she) spirited me
away to an exotic basement where
ltucked into a steak, she tackled
an oversize cheese salad, and we
disposed of a couple of bottles of
wine,

Over the meal she easily per-
suaded me that Mastersound and
Mastervision will do for your ears
and eyes what good old M-tronic
did for your chips. With soul class-
ics onthe LP and titles like Creep-
showand The Exterminatoron the
VHS, I'm convinced.

‘But what about the new arcade
machines you're producing?
Where will they go?’, | asked. Ali-
son turned pale. "'And MELBOURNE
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HOUSE are moving in, aren't they?'
Listen, if you've gotarocomtalet, |
reckon MASTERTRONIC has a cor-
responding space problem!

More mystery as a foreign
power, whose Ambassadoris a
certain Mr Wright, suggested |
should go to church. By now | was
getting used to meetings in
unlikely locations, and if this mys-
terious blond wanted to slip me
something between the pews, he
was in for a big surprise.

But the church turned out to be
London's chic Limelight Club and
it's now well and truly deconsec-
rated. Boy, actmsion had invited
the world and his uncle to this
extravaganza, thrown specially to
celebrate Flat-top's retum to the
world of PR and, more likely, his
escape from that human waste
disposal unit, Gobbler Liddon.

P Gobbler Liddon and Wonderboy
mﬁdﬂ,hlmmme

Lots of good stuff to vid, such as
Star Raiders Il, Enduro Racer and
the game they named after Andy
himself, Wonderboy. A well
stocked bar too, but it was a pity
the speeches interrupted the meal
— it was a race to see whether the
audience or the food would cool
off first as the hard sell dragged on.

A lavish do indeed, in a setting
that makes The Rocky Horror Pic-
ture Show look subtle. Would you
believe silver candleabra with
black and white candles? And
when wa emerged from the nosh
there was a line of coin ops set to
free play, making this the world's
trendiest arcade.

Still, even | can only take so
much excitement, which is why it
was something of a relief to be

THE SPY WHO CAME
IN FOR A DRINK

Tired out after a long squawk, Minson turns to the world of interna-
tional espionage to eke out a crust. As usual the intrepid ligger finds
a world occupied by leggy blondes and Gin Martinis.

contacted by my superiors and
asked to investigate some odd
goings on near Abingdon. Could it
really be that they suspected HEW-
son of being in league with the
enemy?

It didn’t take long to discover
that the company has indeed got
involved with something strange.
It goes by the name of Christian
Urquhart, a trainee human being
who could give Liddon arunfor his
money in the Gross Out Olympics.
Christian isadamn good program-
mer though, and Gunrunner, his
first project for HEWSON promises
to Fa a mega-blaster shoot-em-
up

'Of course |'llstill have tofilemy .

report with M', | told Andrew
Hewson. Asly look came over his
face . .. 'Atleast let us take you
out to lunch first." "Are you trying
to bribe me?' | asked, but it was
too late = Julia and Debbie were
bundling me into the company car.

We drove at a reckless pace
along deserted country lanes.
Would | ever see Miss Spen-
dapenny again? Did | want to when
| was at thea mercy of these dailight—
ful damsels? By the time they'd
finished feeding my face with
pheasant, I'd forgotten everything
they taught me at spy school. The
best form of brainwashing is
always a meal.

‘There's mora where that came
from next month’, they promised.
By now | falt like a double agent -
as in seeing double! It was almost
by accident that | stumbled into
the seedy Soho cellar that some-
times serves as a film preview
theatre, only to find myself part of
BEYOND's Star Trek IV celebration
—a brave attempt to convince the
hacks that the game will appear

one daz.

The film itself iz odd, to say the
least. Kirk and the reborn Spock
take a day trip back to 1987 in a
Klingon ship to save the Whales! |
bet BevonD wishes they had similar
time-travelling abilities, so they
could capture a copy of the prog-
ram. Okay, so they had the ST ver-
sion there, but what about one far
a computer like a Spectrum, that
real people can afford?

| did notice the two 'love-berks'
(sic) of another magazine billing
and cocing, and all but throwing
the furniture at each other. Seems
he loved the movie, she merely
laughed at it. Somebody should

tell their poor, gullible readers
about them. It looked like there
was going to be more action inthe
audience than on-screen, when |
noticed a tall Scandinavian. Could
this be my secret contact?

Actually it turned out to be none
other than Bo Jangeborg of Fair-
lightand Artist fame. But what was
he doing at a TELECOMSOFT bash,
Seems he's had enough of life on
THE EDGE and has found some-
where new to rest his power sup-
ply. He told me a whole lot more,
but asit was allin Swedish | didn't
understand a word, Maybe | just
wasn't cut out for the secrets lark.

| was on the verge of resigning
when the phone rang and an
unmistakeable titter rang out. ‘Hi,
John', said the titterer, ‘[ bet you
thought the spying lark was all fast
cars and beautiful birds, didn't -
you? Well, it is for some of us.’

“You can't fool me, Michael
Baxter’, | snapped. 'Oh no?" said
the elegant one, ‘Well, ask me
about my date with Maria Whit-
taker."' ‘Pull the otherone ... ', |
cried. 'I've got photographic evi-
dence’, he giggled, happyasadog
with two bones.

»  Maria Whittaker - more next month

At that moment another brick
crashed through my last unbroken
window. A picture was attached to
it. | gasped. So Baxter wasn't
lying . . . what was the explana-
tion’? I'd tell you if it wasn't for the
Officious Secrets Act, but asit is,
you'll have to wait "til next month
for the facts of Baxtie and the Page
ThraeBird, Yours in FAL
(Shaken and Stirred!)

HUNTER S MINSON




Meet the
rinter

nterface
with a gift

for words.

Before vou buy a printer interface, it’s worth
thinking ahead.One day, yvou'll probably want to write
someone a letter. Dralt an essay. Or ereate a report.

With RamPrint, it couldn’t be simpler.

RamPrint gives you a powerflul interface to the
huge range of popular Centronics printers.

I's also the only interface with BamWrite
‘Instant Access” word processing buill in.

Plug in a printer and you're ready lo create,
edit and save professional-looking documents,
quickly and easily.

The RamWrite program uses ‘Instant Access’ so
there's no software to load, and takes none of the
compuler’s precious memory. In faet, it's the
simplest way to write a letter on the Spectrum.

The cost: just £54.95 (cheaper than buying an
interface and software separately). We've included
the printer cable-and even a joystick porl so you
can play games withoul unplugging.

To get your hands on one, simply [ill in the

coupon. Whichever way you look at it, it's a gift.
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Bam Electronics (Fleet) L, Uit 16, Redfields Industrial fark, Redlield Lane,
(chueeh Crookham, Aldershot, Hants GUTS ORE. Telephone: (01252) 850085,

Mease rush me RamPrint for the Spectrum. Remittanee £54.95
+ £ pep (L3 Overseas) TOTAL £35.95, L enclose o cheque/
postal order (I Charge my Acvess/ Visa.

e W 4% Ve T R M M SR
ExpiryDae  /  /

NAME

ADDRESS

POSTCORE TEL:

24 hour despatch far postal orders and eredit cards |7 days for chegues).
HamPrin is fully nimpatible with the Speetrum, Spectrum Plus, 128
and Sineboir Microdrives,

fham Edectronics (Fleet) Lid, Degl | CR . Uit 16, Budfiolds loubustial Park,
Dhetliehd Lome, wireh Crookbam, Sldersdia, Hants GO ORE.
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“Trade and Export enquiries welcome
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R games never quite seem
[/ 1fto lose their thrill, though

in the past have disap-
inted aer raising expectations
ggwnd programming skills. Now,
after plenty of rather early
magazine coverage, AGTIVISION'S
licensed version of SEGA's success-
ful coin-op Enduro Racer is out for
appraisal,

“Well done actvision! At
last someone's come up
with a very realistic arcade
conversion — you feel as
though you're actually sat
on a bike, hurtling along a
race track at over a
hundred miles an hour. The
graphics are amazing, hills,
dips, jumps, trees, rocks
and stones are all well
designed and excellently
animated. One little quirk
though, | wasn't happy with
the annoying tune which
plays while you're racing -
it gets in the way of the
engine's revving sound.
The price is a little high, but
the realism makes this
package well worth the
money. "

II:‘.EJ.I:I:._:I": I-El:" ._ ,-I-:I

c::d,g;‘ﬁ
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Producer: Activision
Retail Price: £9.99
Author: Giga Games
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The action involves a series of
motorcycle races spread over five
courses, each accompanied by its
own background landscape. The
objective is simple; out-race other
riders and successfully complete
all the levels in the shortest possi-
ble time.

The biker is viewed from behind
and slightly :Jl:lla::w.reari_'ir1|5 vanishiﬁalg
int perspective. He's genera
gg'ntmd in the screen, '.?mHE thz
track scrolls sideways as neces-
sary to su t curves, and the
distant lan pe follows suit. The
horizon also moves up and down,
for acmvison have incorporated

the original’s bumps and hills.

The first course, set in a tree-
lined country road, introduces the
player to some of the hazards that
lie ahead on other tracks. There's
only a handful of competitors to
contend with, and few jumps, or
wheslies, to be executed. Control
is straightforward: steer left and

CRITICISM

“ Full Throttle was undoub-
tedly my favourite race
game, but | must confess,
Enduro Racer has converted
me. It knocks the pants off
Spectrum race games. The
graphics are superb, the
bumps and ridges in the
rcads are conveyed excel-
lently. My only moan is the
48K sound; it's been used
endlessly for Formula 1 rac-
ing cars, helicopter rotors
and aircraft engines. They all
sound the same! Still, the
superb front end makes up
for this, it's got a good high
scorefbest time table and
loads of options. Enduro
Racer must stand as one of
the most successful conver-
sions for a long time, and |
think it's a game all road race
fans couldn't survive with-
out. Brilliant. "

right, accelerate, brake and
wheelies (used to awvoid losing
speed on jumps).

At the start of every race a timer
ts set to 60 seconds, the lmit
within which the course must be
completed — the actual time taken
to complete a course is displayed
at the end of each circuit. Oppo-
nent racers pose a threat in as
much as a collision with one flings
your bike aside, losing you valu-
able time as you restart.

The second frack, set in a
desert, i3 made even more
treacherous by the addition of rock
falls, and the presence of a jeep

“ Whoever picked this for
an acTivision licence took a
great risk, but it's certainly
paid off. This is the ultimate
race game on the Spectrum
so far, I've seen nothing
glse that compares with its
graphic realism or playabil-
ity The scenery is well
drawn and moves smoothly
past you in a most lifelike
fashion. What s so
astounding about Enduro
Racer is that it's an almost
perfect copy of the arcade
game (apart from the 10p
siot of course). The land-
scape and playability make
acTivision's latest one of the
most addictive race games
you'll ever see on the Spec-
trum. LE.

PAUL

hurtling around the course
alongside the bikes. The third cir-
cuit tests your skills further by the
inclusion of water on either side of
the track, and the twofinal courses
are even harder — snow on the
fourth, and sea and sand on the
fifth.

Sadly, actnmsion have decided
not to include the arcade original's
bike saddie to sit on while playing
— you'll just have to borrow a
friend’s motor cycle, or imagine
the sensation!

COMMENTS

Control keys: definable
Joystick: Kempston, Cursaor,
Interface 2

Use of colour: generally
monochromatic, with back-
ground colour changed for
each course

Graphics: large, beautifully
drawn, fast and with very
smooth scroiling

Sound: adequate

Skill levels: one, with
increasing difficulty on sub-
sequent courses

Screens: five tracks
General rating: Arisky Spec-
trum conversion that has
paid off handsomely, provid-
ing all the thrills and spilis of
the original.

Presentation 90%
Graphics 949,
Playability 93%

Addictive qualities 91%
Value for money 86%
Overall 92%

his  multi-directional  air-

borne shoot ‘em up is a con-

version of a 1981 Atar
arcade favourite. Having passed
through a time-warp, your ultra
modem jet fighter is confronted by
a multitude of archaic but bellige-
rent aircraft . . . in the year 1925.

There is a way back to your own
time though. The letters W A Rand
P float about, collecting them to
spell the word 'warp' zooms you
forward to the next time zone—and
eventually to the relative safety of
your own era. Collected letters are
displayed in a panel at the bottom
right of the screen.

To collect these letters it is
imperative to avoid the swarms of
attacking aircraft — these evolve
with each time zone, progressing
from bi-planes to helicopters as
the years progress. Your
advanced supa-rl%hter man-
peuvres in all directions, and
blasts the enemy from the sky with
its high-powered cannon. Ten
points are awarded for each "kill',
with the total score displayed bot-
tom left. Also at the bottom left, a
bonus score counts down from
1,000 - the remaining bonus
points are added to the total score
on the completion of each time
zone.

Choosing one of four skill levels,

ou start your mission with three
ives. One of these is lost on each
contact with an enamy aircraft or
missile, with another added on
entry to a new time zone.

@ This was around ages ago
on the BBC many of my school
hours were spent playing it
instead of doing Computer
Studies!) and it was just as bad
then as it is now. Tha sprite's
movement is pathetic, your craft
around at such a speed

t it's possible to kill every-
thing as it comes on screen
{useful for high scores). How-
ME v o ! B % -

S LT

{ CRITICISM ,

Producer: The Power House
Retail Price: £1.99
Author: Steven John Tatlock

@"I'm glad that 1982 only lasted
for the usual 365 days—asthisisa
prime example of the sort of
software released that year. | was
amazed to see that the program-
mer is the same person who wrote

Agent X - he must have written this
as a joke. The graphics are L
ling (especially the collision detec-

tion} and Tg:! key responses are
erratic. packaging's nice,
apart from one dreadful spellin

grror, but the game's really

tacky. "
PAUL

@ " A conversion from the BBC
On our Spectrums? — no thanks!
The graphics are absolutely abys-
mal, with the appalling use of col-
our making the planes almost
invisible on some levels. Even for
two pounds, Time Flight is a gama
that avel:-,rune’s collection can do
without, ™

MIKE

! COMMENTS '

Control keys: top three rows —

left-hand to rotate left; right-hand

to rotate right; bottom row to fire

Joystick: Kempston, Interface 2

L.IH of cﬁ!ounim%nty of variety,
ut appalling clashes

Graphics: minimal and undetailed

Sound: basic spot effects

Skill levels: four

General rating: Unimpressive

clone of a dated arcade machine.




BAGDAD

Producer: Atlantis
Retail Price: £1.99
Author:Productive Playtime

chubby Caliph in the Mid-

die East is having a spot of

bother. On the first day of
each year he must produce the
‘Sceptre of Bagdad' to show his
people that he is fit to govern their
land. However, on one such occa-
sion the Caliph has woken early,
feeling decidedly strange. After a
quick bodily perusal he discovers
that he has shrunk to tiny propor-
tions. Desperately he climbs from
his bed, and clambers up to the
Magic Lamp that sits upon his
dressing table.

Vigorously rubbing it, he awa-
kens and consults his Magic
Genie. In answer to his questions,
the ever helpful phantom tells him
that he is the victim of a spell, cast
by a wicked wizard. The Caliph's
home has now been turned into a
puzziesome palace of shark
infested rivers, burning deserts
and seeamingly impenetrable bar-
riers.

The Sceptre is at the far end of
the palace, if it is not reached
within the ordained time the
Caliph’s reign will come to a pre-
mature end. The Genie promises
to help, but his aid is limited to
advice as he cannot leave the
lamp. Therefore the Caliph begins
his quest alone.

The corpulent ruler can move
left and right, jump upwards and
pass through doors and other
entrances. Objects found en route
are collected by simply walking

SCEPTRE OF

____/GARETH |__

“ Amanmis have come out
with another budget game,
'U%thh!l'thearyousay i D
walt, they've really pulled their
socks up, this is d t |
always like on‘g'rnalg es, and
this is one of the best I've seen
for along time. The well defined
graphics move smoothly, but
the game could do with a tune
and a few maore effects during
play. The difficulty involved
heightens the compulsion to
solve the problems, and I'd
recommend this to those of
yutdj who've got a spare two
quid.

over them. Only two objects can
be carried at once, the last
acquired being displayed at the
bottom of the screen. An inventary
of items carried is accessed by
prassing the space bar,

Sections of the palace and its
grounds can only be crossed if the
Caliph is in possession of certain
objects — the coconut is needed to
crass the desert, but the sling and

____[pauL

____/een]

" Sceptre of Bagdad puts a lot of full priced software to shame.
I'm not sure that the gameplay will appeal to many people, as
some of the problems are hard even when a solution is provided
- then again many players thrive on that sort of masochism. The
graphics are good, but the abundance of static characters gives

less feeling. This is a must if you're an ‘if at first you don't
succeed’ fan — especially at the budget price. "

comfortable form.

P It's either the time of day to pray, or else the sun s withering the Caliph's

pearl are first required to get the
coconut!

The Genie gives a cryptic but
| useful clue when his lamp is rub-

Iz astaal. "

" Scepire of Bagdad has pushed ATLANTIS into the world of big time
budget software. There are a lot of problems to be solved, but thank-
fully this process has to be carried out logically. The graphics are very
attractive and colourful, and though there are problems in this area,
they're not bad enough to put you off. The only thing that this superb
product lacks is a decent title tune — so, for £1.99, Sceptre of Bagdad

» Perhaps the magic lantern can help our corpulent Caliph in his mission for the elusive Sceptre?
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bed with the hankie. His patience
is limited though = rub too hard
and you end up with a clean lamp
and no additional information.

If all of this wasn't bad enough,
the poor Caliph finds that his
palace has been infested by vic-
Ious creatures and monsters.
Should these beasts touch him,
the podgy ruler's life force is
diminished untii he eventually
loses one of his three lives, Tur-
bans at the bottom nght of the
screan depict the Caliph's remain-
ing lives.

A reincarnation potion is hidden
in the palace, saving the player's
position when drunk. This position
can then be returned to by select-
ing the 'Old Game' option on the
main menu.

__|commEnTs|__

Control keys: defineable - left,
right, up, down, select
Joystick: Kempston, Cursor,
Interface [l

Use of colour: effective and
attractive colour scheme
Graphics: well defined and
smoothly animated cartoons
Sound: useful but not extraor-
dinary

Skill levels: one

Screens: forty-five

General rating: An entertain-
ing and puzzling arcade adven-
ture.

Presentation
Graphics
Playability

Addictive qualities
Value for monéy
Overall




GREMLIN

4 GROOVY GREMLIN
GRAPHICS GAMES

I R |N GREAT GRAB

ber 1986

Doncha just hate going
shopping? Bumping into all
those dear Aunties, Great
Aunts and Great Great Aunts
all with the same insane
desire to smother you in
kisses and shriek at the top
of their voices, ‘Oocoooh, is
that our so-and-so? Hasn't
he grown? Well | never
did... | remember you in
nappies . .. ' Hardly makes
it worth going down to your
local Software purveyor to
get all those cut-price
games.

Well, fear no more - no
longer need you dodge and

Dear Aggie,

payable to NEWSFIELD LTD.

[] TRAILBLAZER
[] AVENGER

[] FUTURE KNIGHT
[] BOUNDER

EHASH January
1987

PO BOX 20, LUDLOW,
SHROPSHIRE, SY8 1DB.

PLEASE DEBIT MY VISA/ACCESS ACCOUNTE

GIVEAWAY OFFER!

weave along the streets
avoiding the masses. Do
your sales shopping from
home courtesy of The Aunt
Aggie Fund For Smothered
Spectrum Owners.

This month our Mail Order
entourage have signed up
with GREMLIN GRAPHICS to
bring your four of their finest
games at ridiculous prices.
You can choose any two for
£5.95; any three for £7.45 or
—and this is a once-in-a-
lifetime opportunity — you
can have the whole lot for a
remarkable £8.95!

CRASH/GREMLIN GRAPHICS READER OFFER

Gosh! | just can't bedieve my luck. | would LOVEto have Some GREMLIN GRAPHICS games
toadd tomy collection. 'veticked the boxes to make life easy, coz | know how hard it
ks fior you, and |'ve filled in my name and address, and made my cheque/postal order

Planse tick the game boxes of your chokce, snd then an appropriate Option Box as well.

[] OPTION ONE: Any TWO for £5.95
[] OPTION TWO: Any THREE for £7.45
[] OPTION THREE: All FOUR for £8.95

e R e R e D e g L Ry T L L
b e e e MR R R (PP oyt s PR o LT SRy L e e AT LT

e e
Aggie will ba putting your GREMLIN GRAPHICS Qaimes in the post just as soon as shecan,
but please allow 28 days for delivery. Send your form and payment to:

CRASH/GREMLIN GRAPHICS OFFER,

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

Signature

Expiry Date

Pleasa Charge My Account No:

CRASH SMASH

June 1986

This spacial offer is subject to availability and closes on the 30th of May 1987




gls a bettes view of
H vani -n-.-.u-.---:|--.|--.-|--.1-u.--lulu.|I--.::-:::.---I--Ir

sie |rrr'1u 3 ouldear, -,rurrﬁul::
nae - on@ 0f them mayt turnintoa

um?{ :
\ \ Ym mqlnlgluu 1 \ H l} Iuﬂ‘ "“hl H”]ml l“lil\ﬂh\ﬁﬁlﬂﬂﬁk M 111]:'! 111

| '-1.'.'2..”1 |s

\Lﬂ

l\llﬂq;

\mwu hlmﬁtq i
L e i

i

tnaed an ¢
ptographe ”!'”"'-'U for

i
—

- > L
(0 O
-ﬂﬂiim ”"l"i'l rnin:r!u::‘rri

this one, which probably

1'7 . |
1 -~ 4
' o o P | |
5;‘—::':".':;&:1:-'3-"5 | | -\
AT S
':‘E. 4 “:-"ﬁ:!..- "'J. 1; "ff I -; _F-‘_ﬂ": . J
{ X ﬂi-'i’jﬁ‘%'. 1o J ; ] L: 3
F o -»} Y iy ~ e ';":. -
o lh-h 'RL b : -F-.i::'*- &
/ ’ s

20 CRASHMay 1987




bsorption, says the dictio-

nary, is a process wheraby

ong object disappears
through incorporation in some-
thing else; a sucking in of fluid,
light or nutriment. It also means a
mental engrossment — and gener-
ally, that is the aim of any good
game. In The Sentinel, FIREBIRD
have pared absorption to its mos!
elemental components, and pri-
duced a game which they hope is
absorbing, and is about absorb-
Irkg.

I:]'I'rnrﬂ.l-a of 10,000 planets, merely
a fraction of the known universa,
but almost infinite by man's
reckoning. 9,999 of these worlds
are under the sway of a supremely
powerful malignant being = The
Sentingl. What it is, or what its pur-
pose might be, no one knows.
What it does, however, is well
understood. The Sentinel has
slowly but inexorably travelled
through the galaxy, absorbing the
energies of all the worlds it
touches upon, leaving on each one
an image of itself and, on some
levels, a host of attendant Sen-
ines.

Now it is Earth’s turn. There is
hope, though. The Sentinel can be
attacked by reversing the process,
and absorbing energy from it -
waorld by world. The struggle is ele-
mental — you against the Sentinel
in & battle of wits played out on a
3D landscape where the chess
pieces are your robots, boulders,
trees, sentries and units of raw
ENergy.

Wherz to begin? Any of the

warlds may be chosen, as long as
you have attained its entry code,
thus you are forced 1o play ptansat
by planet, and you are hyper
spaced down to its surface. An
aerial view is displayed, showing
the relative positions of the Sen-
tinel and its Sentries, before you
are placed on the surface. The
Sentinel always occupies the high-
est point of the landscape, you are
transported to the lowest. Look
around for a while, get the feel of
this world. Until yoU start absorb-
ing or expending energy, your
enemies will rermnain inactive,

CRITICISM

“ This is a completely origi-
nal concept, which has
been superbly
implemented to produce
one of the best computer
games ever. It's deceptively
simple, but, like Chess or
any other game of a similar
nature, an awful lot of
thought must come into
play to succeed in the
higher levels. The gamep-
lay is jam-packed with

atmosphere and nail-biting
tension that's sure to keep
you enthralled for a long
time. The Santinel looks sur-
prisingly good; the land-
scape is excellently shaded

- clear, uncluttered and
with superb scrolling.
Sound effects and tunettes
are of a high standard, but
its a shame that there
aren't a few more. This is
state-of-the-art software.

Buyit. "
BEN

When you do, The Sentinel and
its Sentrles begin scanning the
landscape, searching for squares

.containing more than one unit of

energy — that's likely to be you. If
they can clearly see the square on
which you stand, then they reduce
its energy level by one unit at a
time, creating a tree somewhere
alse in the process. In turn you can
absorb the energy units of objects
on the landscape, such astrees or
Sentries, or even The Sentingl
itzetf, as long as you can centre on
the square they stand on, and then
use that energy to create new
abjects.

The point of this is to make new
robots for yourseli, transfer to the
waliting robot, and then absorb the
energy of the robot you have just
left. In this way movemeant around
the landscape is possible. Boul-
ders can be stacked up to create
higher vantage points for observ-

ing and attacking the positions of
Sentries and The Sentinel.

A clear strategy is essential. You
must hide from the absorption
potential of the enemy, yet at the
same time manoeuvre into posi-
tions of attack. Sometimes the
action becomes frenzied. If a Sen-
try or The Sentinel can see the
square you are standing on, a
screan scanner warns, and there
are five seconds to move before
your energy is absorbed. Should
the enemy see you, but find your
squarg obscured by landscape,
tha scanner warns again, then a
tree in a better vantage point for
the job is transformed into a
Meanie to flush you out of hiding.
The Meanie rotates rapidly until it
can see you, then forces you to
hyperspace to a new random loca-
tion, but probably cne not to your
liking.

CRITICISM

“ The Sentinel seems
appears complex to an
onlooker, yat it's fiendishly
simple. The landscape may
look straightforward, but
until you discover The Sen-
tinel's whereabouts and
the location the computer
sends you to, you'll never
know the real task which
lies ahead. The fun of The
Santinel is the clever mix of
occasions when you're
frantically pressing all but-
tons in the hope of escape,
and other times when slow,
deep thought is needed to
find an ideal place to attack
from. The addictive qual-
ities are increased greatly
by the codes, meaning that
you can come back to it
months later and still go to
the landscape where you
left off, without having to go
through the same old
screens over again. The
Sentinel defies all adjec-

tives. "
PAUL

Hyperspacing costs energy
units, because the Meanie creates
a new robot, transfers you toit, but
lzaves the old one behind, wasting
energy. You may be able to re-
absorb it later, however, if it hasn't
already been absorbed by The
Sentinal.

Gaining fluency with the control
of your circumstances is vital for
those moments when all hell
breaks loose. The view may be
panned up or down, left or right
through 3607, or gnap-turns can be
made. A sight may be turned on so

CRITICISM

¥ They told me it would be
good, but | didn't expect
anything like this. The Sen-
tinel is brilliant. It's a weird
sort of game, not a shoot
‘em up, more an absorb "em
up. The concept is not
remotely like anything I've
ever seen before, and one
that is magnificent. If the
graphics are jerky, the
shading and the change
colour option make up for
that ten times over. The
Santinel is so playable that
you go into it for the first
time and come out jn a
trance! "

MIKE

that absorption, creation or a
transfer may take place. And there
are separate controls for creating
trees, robots or boulders.

If you manage to defeat The Sen-
tinel by absoring all its energy,
transfer to its position, the highast
spot on that world, and hyper-
space. You are given a new entry
code for another world, another
battle, another Sentinel.

¥ COMMENTS

Control keys: 5/D pan left/
right, KM pan up/down, Ato
Absorb, T, B and R to create
Trees, Boulders and Robots
respectively, H to Hyper-
space, Q to Transfer
Joystick: Kempston, Inter-
face 2, Cursor

Use of colour: monochrome
effect, but background col-
our-change option
Graphics: excellent line and
cross-hatched shading
creates solid 30, the whole
scrolling smoothly and fast
Sound: some tunes and
limited but effective spot FX
Skill levels: effectively, you
make your own

Screens: 10,000 landscapes
General rating: Highly play-
able and addictive, The Sen-
tinel is one of thosa rare
games that makes owning a
computer a delight.

90%
939%
98%
96%
95%
a7%

Presentation
Graphics
Playability
Addictive qualities
Value for money
Overall
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Producer: Code Masters
Retail Price: £1.99
Author: Owen Brunette

rivate Hamy Jones -
P Brainache to his friands —

has once again left his valu-
able mining equipment down on a
planet's surface. This time it's on
the planet Nesbit, hidden some-
where in the depths of the Stella
mines. Brainache decides that
while he's looking for his forgotten
equipment he’s also going to find
the fabled Anatese diamond.

In this one or two player plat-
form-style game, Brainache
makes his way along the mine's
descending pathways, tunnel sys-
tems and lifts. Our joystick or
keyboard-controlled  adventurer
moves left, right, up and down,
occasionally dropping to lower
levels or climbing up ravines.

Lurking amongst the outcrops
and hollows of planetary rock, he
finds bothersome butterflies, cos-
mic spiders and flying goats. Con-
tact with one of these relieves our
hero of one of his four lives. Runa-
way mining trucks, bounding boul-
ders and pemicious plants also lay
Brainache out for the count.

Brainache carries a blaster for
protection. Points are scored for

blasting insects and other crea-
tures, the total being shown at the
bottom of the screen.

To help him get further into the
ming's shafts and tunnels, the
muddled miner picks up tools and
items he finds about the place.
Brainache's oxygen supply Is
finite, diminishing from the
moment he leaves his shuttle.
Another life is lost when the air
supply reaches zero, with an oxy-
gen indicator at the bottom of the
screen showing the remaining
level of life support.

@" This game's got a really apt
title, as you'll have an aching
brain if you fork out any cash for
it. The copious use of colour
tends to obscure the action -
and for some time after playing
this | was seeing purple spots.
Cope masTeRS have the cheek to
put ‘Why pay more?' on the
loading screen. | think you can
probably answer that one for
yoursaif. "

BEN

@' Brainache's graphics only
look good from a distance. The
characters are badly drawn, and

B Brainy's shuttle's down on Nesbit okay, but the exuberant use of colour obscures

his actions.

Producer: The Power
House

Retail Price: £1.99

Author: Ayyaz Mehmood

he Tomb of Syrinx is an
ancient and deadly place
which no man has aver
attempted to explore... until
now that is.
With the chance to finally show
your true bravery you find yourself
alone in the horrid mausoleum,

armed only with your laser gun.
There is only once chance of
escape from this foul place, the
five keys of the Tomb must be
found and collected. Perhaps an
easy task, if it was not for the
strange Immune Guardians.

On entry to the Tomb, these
Guardians give a few moments of
grace before attacking. Resembl-
ing a collection of sour-faced
suns, rotating crosses and gan-
grenous hands, they bounce off
walls to attack with increasing
ferocity. Contact results in a loss

s e S RS A e e R S
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of life. To avoid them you are able
to move the left and right, or up
and down, through the maze of
corridors and rooms.

The laser gun is used to destroy
Guardians, but some are resilient,
and several shots have to strike
home before these meet their
maker. Points are awarded for
each Kill, the score being dis-
played at the bottom right.

But Immune Guardians are not
the only enemy encountered.
Snakes, scorpions wait o bite or
sting, and bandaged mummies
kill. Five lives are available to you,
the number remaining being
shown at the bottom right corner
of the screen.

#®" There were loads of games
around like this about four years
ago, so it beats me why THE
POWER HOUSE have released one
now. Especially as this leaves a
lot to be desired, the three
character scroll and evil maze
and deadly inanimate objects
make the game infuriatingly
unplayable. The graphics are
well below average, with small
characters and an undetailed
playing area. Even with the free
audio track this doesn't really
offer good value for money. "

the way in which . colour is
splashed about completely ruins
the pleasant spiralling effact. The
way your character gets trapped
in certain areas is really annoying;
try standing on top of a lift for
instance — Harry gets stuck when
you reach the top of the shaft . . .
Aaargh! ™

MIKE

Control keys: Up 3, Down E, Laft
G, RightH, Take U, Drop 8, Fire X,
Climb N

Joystick: Kempston, Cursor,
Interface 2

Use of colour: gaudy, unneces-
sary and eye-straining

Graphics: a confusingly detailed
backdrop with annoyingly small
characters

Sound: loading screen
cacophony and uninspired effects
Skill levels: one

Screens: cne vertically scrolling
landscape .

General rating: Afailed attempt to
bring scrolling colour to the Spec-
trum screen.

Presentation
Graphics
Playability

Addictive qualities
Value for money
Overall

@" THE POWER HOUSE hawven't
made a good impression so far,
and Tomb Of Syrinx does nothing
to cha this. The characters are
badly drawn and the animation is
basic and jerky. There's no tune,
and the little sound that's there is
easily ignored. | had no fun at all
playing this as it seemed to be a
very ordinary fidea which was
badly programmed. Even at the
budget price it should be quickly

ignored. "'
v PAUL

Control keys: Z/X left/right, P/L
up/down, zera to fire

Joystick: Kempston, Interface 2
Cursor

Use of colour: poor

Graphics:

small and simple

Sound: limited spot FX

Skill levels: one
Screens: scrolling play area
General rating: Not very good
value, even at its low price.
Presentation 40%
Graphics 2422
Playability 25
Addictive qualities 22%
Value for money 26%
Overall 26%
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Producer: Ultimate
Retail Price: £9.95
Author:The UltimateTeam

he ‘Markon Dawn' slides
I through deep space - a
vast robot ship sent to
search for new life forms and
knowledge. Cocooned within is
the largest and most powerful
computer known to the Markon
Empire— The Brain of Markon.

As the ship passes through alien
territory it is attacked by Mar-
tiancids. These maggot their way
through The Brain of Markon dis-
rupting its programs, wriggling
between sectors like damp hand
towels,

It is imperative that The Brain is
defended . .

You have control of a defending
droid which can protect and steer
randomly transmitted programs
between Transmitter and Receiver
in each sector, With its destination
successfully reached the program

“ ULTIMATE have gradually
gone down in 's view,
and producing a game as bor-
ing as this just emphasises the
apparent demise u;the ‘once
mighty' company. It's a pity to
see sucha ation fade, but

it's their own m:-m.‘ds
has pratty ; little
else, as i=n't much

interest to be found in it's
walls. "'

[ PAUL |

activates defence mechanisms
preventing further damage to that
Brain section. When all nine sec-
tors are activated The Brain is safe.

The droid itself can come under
attack from Martianoids, to avoid
them it can move tothe left or right,
and forwards. Energy is drained
from the droid by contact with
kamikaze Martianoids, though the
alien's resultant death does give

** Shock, excitement, hysteria . . An ULTIMATE game, hooray! Oh,
miﬂnﬂtmmﬂdh!ﬁﬂhwﬂl we'll have to

someone else now. I've been for ages now
un:llm'tynthhanagitatlﬂ-m most 'Ultimates’
ddhﬁaﬂ.tugut but not this long . The graphics
are and

* ULTIMATE return with a new distributor, but the same old 3D 3
megmpnicshamtakmadfmshcethedaysaf

don't seem to have the
control method is much

fully. | loved the old stuff but this
Don't buy it because of the name.

or the colour of the original stuff. The
slow and unresponsive to use success-

is something completely different.

tLore.

extra points. When energy levels
become low, batteries about the
Brain can be used for recharging.
An indicator at the base of the
screen shows battery level, should
it drop to zero, the droid loses one
of its four lives,

For defence, the droid carries
lasers and blasters capable of
destroying Aliens. Their use
requires care if internal walls,
active components and replace-
ment cones are not to be taken
out. A score is awarded for each
Martianoid killed.

The photon weapons of the
Martianoids can destroy all that is

=

il el
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| IEJ# damp hand towels, the Martianoids maggot their way Into the Brain of Markon. Only your defending droid can save the

in their path. Components that
have received damage can be
substituted using Replacement
Cones and the droid's "pick up and
drop' facility. Should all Active
Components in a sector be
destroyed then that sectoris dead.
Replacement Cones can be used
to block off disposal chutes, if a
program slips down one it is lost,

The droid's position, and that of
the program within The Brain are
displayed on a grid map. The
status of each sector is indicated
by colour — white indicates sector
activation, flashing red and yellow
signifies an attack by Martianoids,
whilst red means sector death,

A scrolling display supplies
updated information on what is
happening in parts of the Brain
which is currently off screen.

__/cOMMENTS [__

Control keys: C BM right,
ASD... ENTER forward,
QETUOIlaser WRYIP
blaster, 12 3..0Z SYMBOL
SHIFT pick up/drop
Joystick: Kempston, Cursor
Interface 2

Use of colour: monochrome
gi;ylng area with decorative

Efﬁfﬂl: smooth 3D anima-
on

Sound: average tune and
effects

Skill levels: ocne

?creum: continuously serol-
ng map

General rating: Nat up to Ulti-

mate's usual standard.




Producer: Melbourne
House
Retail Price: £7.95
Author: Paul Kidd and
Geoff Evans

ot the Destroyer is the first
{ an advanced race of
superbeings with prog-
rammable levels of strength,
endurance, intelligence, luck and
charisma. Each of these attributes
is assigned a value, from a total of
B0 available points. And just as
well too, for the bewildered Doc
now finds himself in a scarcely
habitable Earth of the far future.

Remnants of the human race
five in and around a city sur-
rounded by an energy dome. Soci-
ety has divided into a band of
Priests controlling the Tower of
Knowledge, the populace who live
in the rest of the city, and mutants
cast from its boundaries.

Doc is accused of spying for the
hated priests and becomes the
object of a manhunt. He escapes,
but with little money and only a
wooden club for protection.

Location descriptions scroll
down the right-hand side of the
screen — arcade adventure style —
with a menu window displaying
the available options.

Doc's characteristics detarming
his ease of progress - a high level
of luck enables him to slip past
guards unnoticed, whilst the
higher the degree of intelligence
he possesses, the greater his abil-
ity to influence the minds of other
men. Our hero Is forced into com-
bat with bounty hunters, horrend-
ous hounds, and psychopathic
slugs.

The endurance levels of Doc
and his enemy are depicted as
shrinking bars below the combat
zone, diminishing with each sus-
tained hit. A character dies when
his endurance drops to zero,

! CRITICISM '

@ | was eager to play this new
release from MELBOURNE HOUSE as
I'm a very keen role-player. But |
was really disappointed, this
arcade—adventure places its
emphasis on killing horrible little
nasties and not much thought
has been put into adventuring.
Doc's facial expressions are
nicely animated, as are most of
the graphics — but the gameplay
is abittedious, "

CYROX

Producer: The Power
House

Retail Price: £1.99

Author: Grant Jaquest

consignment of priceless
crystals has been stolen by
Silas Maximillian, the most
wanted man in the galaxy. Only
Luther Irontooth has any chance
of retrieving them from Maximil-
lian's headquarters on a far-off,
dead planet.

The crystals are held in three
storage vaults deep in a labyrinth
of corridors. Two vaults are readily
accessible, but one is locked, and
entry to It can only be made by
finding and using five keys.

Irontooth teleports down to the

lanet clad in full battle armour —

re he's able to move left, nght,
up and down. However, once
moving, momentum keeps him
going until he hits an obstruction,
or uses his blaster-pack to change
direction. Luther possesses nine
freeze bombs to help him avoid the
lethal embrace of vicious robots.
Created in the form of jellyfish or
flop-eared bunnies, they're simply
programmed and only move in

L L s S g e e

basic patterns — but particular care
needs to be taken in the two open
vaults, as the guard robots move a
lot faster than Luther. Using a
freeze bomb gives Luther five sec-
onds in which to dodge the stun-
ned robot and continue on his way.

Remaining freeze bombs are
displayed on screen, along with
Luther's score.

Diminishing energy puts a time
limit on the quest, and Luther’s
energy level is also shown on
screen, with one of four lives lost
when it reaches zero,

f CRITICISM ,

® “ This takes me back. Some
time ago, most Spectrum
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p Doc's well-animated face expresses his emotions as the action rolls along, but

there's little else to see in the game,

1T MmO m

o

@' Doc the Destroyer /s an
interesting concept, bui the idea
has not been developed to its full
potential. The graphics vary from
a superb Doc face that reacls to
your decisions down to a terrible
fighting sequence. The best
screen s without a doubt the
characteristics section — it's a
ﬁg‘fﬁ- within itself. Doc The
troyer doesn 't contain enough
to be fun to play. Doc is a good
character, but the game doesn't
suit him. "'
PAUL

@' The concept appears to be
quite attractive, but its implemen-
tation leaves a lot to be desired.
Why MELBOURNE HOUSE should use
the unattractive Sinclair character
set for a game which relies so
heavily on text lgaves me mys-
tified. The idea of having Doc's
face to convey the characters
emotional responses 1o your
actions is a good one, and that
remains the single best aspect.”

games were similar to this -
playable enough then, but not
now. Did the graphics have to
be as simplistic, undetailed and
uninteresting as they have
turned out? The sound, too, is
well below average with no
tunes and generally dull effects.
Even with the addition of a free
game this represents poor value
for money. " e

® " Budget games are all the rage
this month, so Cyrox has a lot of

»  Clad in his battle armour, Luther
Irontooth resembies the robot from
Poppysoft's classic oidie, Factory
Breakout - and indeed, the game

harks back to that period.,
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! COMMENTS '

Control keys: Q up, Zdown, |
left, P right, SPACE fire
Joystick: Kempston, Interface
2

Use of colour: two colour
playing area, but colourful
illustration left of text window
Graphics: basic and simply
animated

Sound: little more than white
noise

Skill levels: one

Screens: two

General rating: A good con-
cept, let down by a poor
implementation. )

competition. Run-of-the-mill
graphics offer fairly smooth ani-
mation, a few nicely drawn charac-
ters and lots of tasteless colours.
However, despite Cyrox’s many
primitive aspects, | quite enjoyed
playing it for a while. POWER HOUSE
have had a good go at producing
a decent shoot 'em up, and they’re
providing as much as you can
expect for £1.98. "

GARETH

COMMENTS

Control keys: Q up, A down, O
left, P right, M Freeze Bomb
Joystick: Kempston, Cursor,
Interface 2

Use of colour: reasonably clash
free, If a bit tasteless

Graphics: small characters and
jerky scrolling

Sound: varied spot effects

Skill levels: one

Screens: three scrolling screans
General rating: A below average
budget title.

Presentation 40%
Graphics 49%
Playability 42%
Addictive qualities  36%
Value for money 50%
Overall 46%
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NETHER EARTH

Producer: Argus Press
Retail Price: £9.95

arth has been captured by an

evil race, The Insignians, Pat-

rolling the planet in robotic
war machines, they keep the
population in slavery,

As with all dictatorships a seed
of resistance grows. For the first
time since the Insignian domina-
tion, an enemy base, Kerberus,
has been captured by the forces of
Captain  Fergus  McCaffery.
Human hope is rekindled, the
invaders can be deteated, but only
if their three remaining bases can
be destroyed.

_|GARETH |__

“ Nether Earth is great fun,
especially when it comes to
building your own robot — the
inlay card is well worth a read

designing commences.
The graphics are reasonably
good and the characters are
well defined. The layout and
shadowing effects are reminis-
cent of Zaxxon, and make the
position of your anti v vehi-
cle very easy to distinguish.
The best featurs is that there is
no annoying sound to put you
off, axcept when you attack the
enemy which is a great help.
The game is a bit expensive but
well worth it. "

Six enemy war factories are
scattered around the playing area.
Mone are currently in production,
but they are activated by the arrival
of first enemy robot. Putting these
plants out of commission prevents
the Insignians from rebuilding their
stocks of weaponry. Time is
limited, and The longer McCaffery
takes to assemble and deploy his
forces; the stronger the enemy
becomes,

An anti-grav machine is used for
reconnaisance flights, above
enemy territory and across formid-
able landscape. A radar at the
base of the screen shows the pos-
ition of the robot under control, in
relation to other robots and the ter-
rain.

This same machine is used in
the production and control of
Resistance robot forces. Landing
on the anti-grav pad at the home
warbase gives access to the robot
production schedule.

The home forces start with 20
resource units, (labour, parts,
materials and forces) to their cre-
dit, to which units are added each

_ Imxel

"1 didn't really like Nether
Earth the first time | played it —
it wasn't too long before the
game really an to unfold,
and when it did, | found it much
more playable. | especially
enjoyed the robot building
sequence, but the rest is
equally worth looking at. It's
not a fast aggressive shoot 'em
up as tha inlay might lead you
to believe, but it is fun and quite

reasonable at the price. "

® Hours of fun may be had with the Robot Construction Screen.

OENT
CONSTRUCT TN

from arGus. "'

“ ARGUS PRESS seem to be good at releasing original games that
lack severely in gameplay and content. Nether Earth does a lot to
change this though, being a strange mix of strategy and action
that works surprisingly well. This appeal may be short lived
though as it becomes a little monotonous when you start to lose
{and you lose a lot in your first couple of goes). The sound is
above average, there are some effects during the game and the
music on the title screen is very good considering the limitations
of the 48K machine. Well worth a look and a great improvement

day from their factories and war-
bases. War machines are built
from these for combat, defence or
factory capture.

allowed to act independently,
searching for and destroying
enemy targets that come within
their range.
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» The17th World War has begun. Your constructed droid moves against the Insignians
in a desperate attempt to overthrow their dictatorship.

Different robots possess differ-
ent capabilities and functions — a
tracked chassis gives good man-
oeuvrability, but is costly, whilst an
anti-grav chassis can fly over any
ground type, but is mare expen-
sive still. Weapons such as phaser,
missile and nuclear modules all
have different ranges and lethal
forces. Enemy bases and factories
can only be destroyed using the
nuclear capability, but this takes
out anything, including the carry-
ing robot, within an eight mile
radius.

Valuable resources are used as
robots are assembled, with
remaining units shown on the right
hand side of the screen. A
maximum of 24 war machines can
be constructed by either side.

Robots are controllable by land-
ing the anti-grav machine on top
of them, they can then move to the
left or right, up or down, between
buildings, through rough terrain
and around ravines, However only
one can be controlled at a time.

Each of these war machings can
be fed with instructions and

_ |commenTts [__

Control keys: definable; up,
daown, left, right and fire
needed

Joystick: Kempston, Interface
2, Cursor

Use of colour: monachroma-
tic playing area

Graphics: simple perspective,
but effective

Sound: good tune and above
average spot FX

Skill levels: one

General rating: An engaging
game after a few plays, which
rings some fresh changes on
older themes.

Presentation
Graphics
Playability

Addictive qualities
Value for money
Overall
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COMPUTER REPAIRS

QUALITY APPROVED|
| — SI NCLAIR REPAIR CENTRE
W HOW TO GET YOUR SPECTRUM REPAIRED FOR ONLY £19.95

Wiy not upgrade your ordinary Spectrum into
the fantastic D Tronich Typewriter ey Doaro

tor oniy E31.50 inciuging fivhing VAT @nd
redum post and paciking
Wormal recommended relal price

EAB B5 meplacement prmed
DK Tronics by

Y B \
p L) K sets E7.50
irCluting post &

DaCKIng

- : -~
1 Update Your Rubber Keyboard
to a New Spectrum+

Firted for only E31.90 + £1.50 post & packing

(Also O.LY, Kit available for only £24.95
+ E1.50 post & packing)

Your Spectrum repaired and upgraded to
a Spectrum Plus for special offer price of

£50.00 compiete LIMITED OFFER

Same day service ot
NS
| ?ﬁxﬁ“ﬂﬂ

TEN % REPAIR SERVICE

While you wait service including » Five top games worth E38.00 for vou to — KEYBOARD
COMPUtEr spare parts aver the counter enjoy and play with every Spectrum repair = TEMPLATLS E5.50
* Allcomputers fully overhauled and fully « We repalir Commodore g4's, Vic 20's , pPiUsE150pLp
tested before return Commodore 16'sand Plus4's
=« Fullyinsuredfor the return journgy = The mostup to date test equipment
« Fixed low price of £19.95 including post developed by us to fully test and find all
packing and VAT INot a betwesen price faults within your computer j
of really up to £30.00 which some of our « Keyboard repairs, spectrum rubber key ribbon cable to
competitors are guoting! boards only £8.95 extend your ports for
+ Discounts for schools and colleges * Imonth written guarantee on all repairs your peripherals RUBBER MAT

BEST PRICES.’)I 1 pDE £10_95 £6.50 piuse1sonsp

Wiy nert wpgrade your 16K Spectrum (o 3
tar s ime s £17 .95 inciuding VAT posT and pacuing
W i ook e us B0 FeEne s Bor

you just send us £19.95 which 4
. 2 fully iInCilusive prite o DOver
— 2l cost INCludenyg negure
b =i poLtage
i T:' J'I I g NEEING Mstruthionm
wunplied wikh Bvery iR
tsist 7 amd 3 Oniy

ARE YOU ANOTHER CUSTOMER - fed up
waiting weeks for your estimate? _ |
Need your computer repaired fast? Then send it now to the Number One Repailr 1-, 1_'.. «

Company inthe UK., or call in and see us at our fully equipped 2,500 square foot workshop, b |
with all the latest test equipment avallable. You are more than welcome 1 !‘.-" | {

We will repair your computer while yvou walt and help vou with any of your techinical problems.
Commodore computers repaired for only £35.00. Please note we gove you a 100% low fixed
price of £19.95 which includes return post and packing, VAT, not a between price like some
other Repair Companies offer. We don't ask you to send a chegue in for the maximum amaount and
shock you with repalr bilis E30 upwards. Don't forget we are Amstrad aproved for quality and
speed, don't risk your computer to.any other unauthorised repair centre. We dont just repair the
fault and send your computer back, we give your computer a:-

OVERHAUL WITH EVERY REPAIR WE DO:-

T SSNZCPECIAL OFFER!

St (| Baped Fire IRt and

F-::E:r'rxe E\gmu. rum?:f“:ﬂ:w §Ss it power transformer
:::ﬁ%#a":ﬂ ':}n'-ueﬂnlr special offer

ot eniyE16,50ncisaing n & B b B i S

b " i 1T
arscnmme e erf105 \ TousE 0D 4

Blus 150080 J( REPLACEMENT

i Spectrum replacement
2 sultable for allmakes

We carrect Colour, sound, Keyboard, Check the loading and saving chip, Put new feet on £9.00 plus £1 %00 8D
the base if required, Check for full memory, check all sockets including ear/mike and replace
where needed, All for an Inclusive price of £19.95 including VAT, all parts, Insurance and post
and packing. No hidden extras whatsoever. We don't have to boast too much about our
service as we have thousands of customers from all over the world highly delighted with our
service. A first class reputation for speed and accuracy. Don't forget, we also now have a

Service Branch in Manchester City Centre for while you wait service.

Sspectrum keyboard
membranes

ESS50plusE1S0p & p

Spectrum Plus spare
keyboard membranes

]

sending your computer to any other Repalr Centre can serioushy Damage Its Health

140 High Street West, Glossop, Derbyshire SK13 8HJ
Tel: 04574-66555/67761 Head office & access orders, queeries,
Manchester 061- 236 0376 while you wait repair centre only,

¢ Copyright Videovault Ltd. No. 781022

SPECTRUM SPARES COMMODORE SPARES £12.90 plus€1.50p &p
\ 2808 CPU 3 ﬁ 6526-C1A 18,00 Wik ZX B1 membranes
4116 Rams 6540~ Processor 19.00
;iﬁﬁ gﬁ E5A1 —Sig Chip 1800 E£S5.00 plusg1.50p &p
Powet Supply Transformers  8.95 | S06118-House Keeper 18.00
alls - ULABCOOY w50 | 901225-Graphic Rom 19.00
Rom 3850 | 901226-Basic Rom 19.00
CO R N E R Keyboard membrane 801227 - Kermal Ram 19.00
Suegfjr urg 5.50 6569 —VIC 25.00
Keyboard membrane e
We regret we cannot Specirum Pius membrane 12.590 :1 ﬁ nrasl-:s :ﬂE‘mUF'q' o
show all the companents | Metal Templates 530 | S SR 29,00
available, JUST give us 3 BEYDONE AR . Sahisiobiterl
1 membrane A incluge VAT Dut please aon
call and we can quote you Service Manual E30.00 HI%I::E:TE'u Etr;errtc -:-:wur r?mt Commodore
over the phone, delivery i i e i replacement power
by 15t class post transformer £29.00
VIDEOVALULT HEALTH WARNING!!! plusE150p&p

St Nea i e Sy




COMPUTER SPARES

-----------------------
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The Videovault will shortly be releasing the
most up to date and exciting catalogue ever SHOP UNDER —

roduced, our team of experts have scoured y ST
!c}heglggetofipdvuu allthetat%stsnﬁtﬁare ONE ROOF FOR AALVLATPAEEIE
and add on's for your computer, all the ¥
Iatestc;in éﬂystick E:etrihncillo%v, all 11::r§.i- top ar::cl TOP PRODUCTS
tested software titles all atgreat discounts
tg- yeuu. Anyone can apply ?‘lﬂw using the A SAMPLE OF

coupon below and enclosing 2x18p stamps
for your free copy. We have all the top OUR FANTASTIC

';\'51 branded items available, delivery by return DlSCOUNT PRICES
ﬁi’ post (our usual standard). All goods carry Tthe Saga Lo Profile

Ck f our guarantee of satisfaction. Never has  Professional Keyboard

Recommended
such a catalogue ever been produced retail price £39.95
before, videovauit

We will be updating the productsasoonas discount _
we have all the latest news available to us, priceonly £28-50+ £1.50 post + packing, total £30

Computer repair and upgrade to Saga
on all the latest technology. £50.00 complete.

SPECIALEXCITING OFFERS ON EACHISSUE The saga Lo Profile Keyboard has 52 full

Top reviews, a 1st again for the Videovault, ~ travelKeys, featuring a separate nurmeric

keypad and printed keys. Your Spectrum
thE HD1 CDmDUtET CDF‘I‘IDEH? |I"I thE UK. ':WE fits SECUFEVH insicde the housing_

must be as all our competitors keep CoOpying us.) pimensions: 22x44x5cm. Suitable for

Spectrum 16/48K and Spectrum PIus. e
P ASEETEEEEE S S EEEE" .

™ JAS SOON AS IT IS AVAILABLE HOT OFF THE PRESS. |
B! ENCLOSE 2x18p STAMPS TO COVER POSTAGE COSTS
I MR/MRS/MISS

=ADDRESS

i the 15t 500 customers &
ordering from our
. new catalogue will #7
receive free of
charge a quartz
digital watch. No§
minimum order
value required.

J R POST CODE
49 JCUT OUT THIS COUPON AND POST IT TO: BLDEK SRS SIS

"JIDEO‘IMUI.T LTD, CATALOGUE DEPT, 140 HIGH STREET WEST,
GLOSSOP, DERBYSHIRE, SK13 8HJ ENGLAND




Producer: Activision
Retail Price: £7.99
Author: Lucasfilm

bandoned technical sys-

tems are worth big dollars,

s0 techno scavengers like
yourself search unknown worlds
for scrap. At last you have found
the big one, you have discovered
the El Dorado of technology -
Koronis Rift — a mountainous
planet cut by valleys, where the
Ancients once tested their power-
ful weapons.

But first the planet must be
checked out. So with Psytek, the
Science Droid Systems Analyser
controlling the orbiting Scoutcraft,
you descend in a Surface Rover
carrying a Repo-Tech (RT) Robot.

On landing, the planet's surface
is revealed, with an illuminated dot
display indicating the nearest con-
centration of Ancient technology.
Starting at the top of the display,

KORONIS RIFT

_ Imxkel____

" There's a lot to get used to in
Koronis Rift, but it becomes
enjoyable when you get the feel
of it. The graphics are unusual,
and despite being a little je riq.r
they're quite impressive. a8
is a distinct lack of sound; |
didn’t notice a tune and the
effects are minimal - play it
with your Walkman on!! Obvi-
ously, it's not as good as its sis-
ter versions, but taking into
account the fact that it wasn't
damgnedtﬂ run on a Spectrum,
someone's done a job.
Dﬂrl'\‘r'lrtdy worth a look — &
shoot 'em up with a differ-
ence. "

the Rover moves in the direction of
the hulk. A drive system moves the
craft to the left, right and forward,

with speed and engine status

» Fractal graphics from Lucasfilm animate the landscape through which you travel.
Watch out for those dangerous Guardian Saucers!
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of colour. The ship moves
csnmafyammated. The tradii

‘* | feel sorry for the people that had the job of translating this for the
g?acmm-bmmwmmntemﬂmﬂdafrﬁ The
the same type used in Rescue on Fractalus, witha
aﬂ‘gwfy but the robot in mid-section
contains litfle else. The

the gameplay
Spacﬁvmwm’td&mgnuﬂmbawnmedm so0 maybe next ime
LucasFiLm will try something original . .

are
chaoice
fights are fun to start with,
problem is that the

shown at the top of the screen. By
returning to the Scoutcraft and
selecting the appropriate option
the next, or next but one rift can be
investigated.

To help in your efforts, the Rover
carries up to six modules: Laser,
Defensive Shield, Generator,
Power Reserve, Radar, Enemy
Detection equipment, Propulsive
Drive and other, as yet unknown
systems. Additional systems can
be overseen using the supplemen-
tary monitors at the top of the main
screen and are incorporated in the
Rover using an 'Add Module'
option.

Guardian Saucers attack in an
attempt to frustrate your scaveng-
ing plans, thesa can be destroyed,
or evaded by cutting through
passes and staying close to moun-
tains.

The Rover carries a shield and
laser based on one of six different,

# Koronis Rift is the type of
game which takes hours to
get started, there are so
many different functions to
get used to, However, once
mastered it's is great fun to
Flay basically it is a shoot

mwitl'lnlutuf
ndd-om

prnbbgn spi ar;:
bit of a

much colour has b-m put
into the very detailed charac-

ters, generating a flickery

and me
also a nite lack of sound,
but this doesn't cause any

problems.

rrr T —=—>|
TR

electromagnetic energy frequen-
cies, Shields defend best against
a similarly coloured attacking las-
ers but are less effective against
other colours, whilst lasers are
most destructive against dissimi-
larly coloured shields,

" All PRover systems require
power, with 10% being given over
to weapons. Whan non-weapon
systems are  under-utilising
energy, the excess is transfarred
to attack and defence systems.,
Insufficient power causes systems
to operate at reduced efficiency. A
reserve power display at the top of
the screen indicates levels availa-
ble for weapons, if these are low
shield efficiency may be impaired.
The same display is used to deter-
mine the requirements of addi-
tional modules and so avoid
excessive energy drains. The
acquigition of a beefier generator
unit increases power levels.

High radiation levels make it
dangerous for you to leave the
safety of your Rover when ahulk is
discovered. By stopping the Rover
close to the wreck and using on-
screen options, the RT Robot col-
lects and brings back useful sys-
tems. Not all hulks contain useful
equipment, and only by returning
to the Scoutcraft and using the
analysing Psytek can you really
determine what is is of true value.

The Scoutcraft can be returned
to at any time where the science
Droid Psytek assesses collected
modules which pass beforetona
conveyor. An inventory of stored
modules can be called up and indi-
vidual items analysed or disman-
tied.

|COMMENTS |__

Control keys: A/D left/right, 5
to move forward/stop, zero to

fire
ck: Kempston, Interface
2, Cursor
l.hunfmlnur'qwtannh
again, and work 5 I
strika n,a vary we
S&und:notumhndn‘ﬂmm

Skill levels: one

Screens: 20 rifts

General rating: An imagina-
tive science fiction game,
translated to the Spectrum
with reasonable success, |

Presentation
Graphics
Playability
Addictive qualities
Value for money

Overall




Producer: US Gold
Retail Price: £7.95

he Psi 5 trading company
I carries anything, anywhere,
gnytime, it has to... it
needs the money. At present the
big dollars are eamed hauling
freight through the Parvin Frontier
to the beleaguered mining settle-
ments bayond.
As captain you have control of a
freighter headed for that space
quarter. Courses and cargoes can
be chosen to maximise reward —
but the larger the profit the greater
the danger,; space pirates are
active en route, and may attempt
to board. But try and avoid them
and you could be forced onto a
route too long for your perishable

cargo.

Candidates for the six crew are
available, including aliens, droids
and humans. The ability profiles of
potential candidates can be vie-
wed and their suitability for the
mission assessed. Select the crew
with the best abilities for your jour-
ney = success may depand upon
it.

MIKE

* From all the glossy advertis-
ing and packaging, | was really
expecting a good game. Asifl
didn't know better! The con-
cept is brilliant, with stacks of
potential for amega-game, but
us GoLD’s version is far from
that. I'm not saying that it's
bad, but if a game can be both
mhd—hhwlnglr complicated
and still have insufficient con-
tent to make it interesting, then
Psi & I just about as good a
cross as you'll be able to find.
Essentially, it"s a fun, but 1 think
my general feeling, coming
away from it, is one of disap-
pointment. "

PSI5 TRADING
COMPANY

Author: Mike Lorenzen and Mimi Doggett

The mission can now begin,

As ship's captain, you sit before
a two screened communications
console, a space scan on the left
and with the portrait of the crew
member you are commanding dis-

___ [paue]

vV

oraltid

SCANNING DETAILED EXAMINATION LIST
pomage Pr.
underwouy

10 CLas:
HO &M P O

Tup Lock

B The action in the left-hand screen is being monitored by the crew-member seen

in the righi-hand screen.

PO R S

of the game is full of colour (and
method used, and the over-

as it's no fun to play. *

** | was really looking forward to this strange trading game —the thing
is that it's just a bit too strange farm; liking. The whole presentation
:mpansfm'

, but didn't feel that | could get anywhere with it. Psi 5 on the
doesn’'t work at all. I'm extremely disappointed with it

but is let down by the input
keys. | tried all | could for

played on the right. Screen indi-
cators give weapon status,
motion, speed and heading.
Using the ship's communication
system, messages can be passed
between departments, tasks
assigned, priorities changed,
commands added or counter-
manded. Craw members do obay
orders but are a wilful bunch, and
can take it upon themselves to
perform tasks if not instructed
quickly enough.

All departments are under the
Captain’s ultimate control — whilst
giving orders to one department
the status of another can be moni-

| GARETH |

tored on the icon display. From the
navigation department course and
speed can be set and evasive
manouevring performed, a risk
maonitor indicates if insurmounta-
ble odds lie ahead.

The scanning department
tracks and identifies other craft
and works closely with the
weapons section. From here
target information, ammunition
status and past performance of
personnel can be checked. Both
friendly and hostile ships can be
destroyed, so they should be iden-
tified before engaging.

Equipment power is regulated

being som
instruction

any arcade game freaks. "

“ This is not a typical arcade game, but it has plenty of fast
action. To get anywhere you need to persevere, due to there

things to monitor at the same time. The impressive
comes in very handy for the first p
describes each aspect in great detail. The game itself is quite
i each crew member is given character and personal-
ity by well animated and colo
sound, but it's not needed and would be annoying. Overall Psi Sis
addictive with its smooth running, but it probably won't appeal to

, as it

phics. There's little

» From your command console, you can ‘talk’ to the human, alien and androld crew, as well as directing their actions.

from the engineering department.
Engines and defensive shields
(which require a minimum energy
flow to operate effectively) eat into
the ship's power reserve. In order
to efficiently manage the ship's
systems, different departments
can have their power shut off to
CONserve energy.

The repair department under-
takes damage assessment and
rectification to the ship's eguip-
ment. Robodroids can help the
repair department's personnel,
but are not continually available as
time is taken re-allocating them
between tasks, collecting tools or
travelling to damage sites. Certain
crucial itemns should be fixed as
s00n as possible — cargo support
davices, life support systems, and
power reactors are essential to
your operation. Should the ship
ever be allowed to flounder in
space with dead engines, shields
and weapons, pirates can board .
and loot the cargo.

Protect your ship from too much
damage as repair costs are deduc-
tible from your overall profits.

_|commENTS [__

Control : left/right cur-
sors, Caps Shift tofire and cur-
sors plus Enter for crew selec-
tion

: none
Use of colour: lots of colour,
but some inevitable attribute
clash
Graphics: detailed and nicely
animated
Sound: very little
Skill levels: ona
Screens: one main playing
screen with sub-screen detail
General rating: A ?'aat game
that has somehow lost poten-
tial in implementation; more
appealing to strategists than
arcade players.

Presentation
Graphics
Playability

Addictive qualities
Value for money
Overall
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SHORT CIRCUIT

Producer: Ocean
Retail Price: £7.95
Author: Paul Owens

ur hero, Number Five is no

ordinary robot — well, not

any more anyway. All was
fine, until the unfortunate android
was struck by a freak bolt of lightn-
ing which raised his logical cir-
cuitry towards the level of human
consciousness, Now, to all intents
and purposes he is 'alive’ —and he
prefers it that way.

Number Five's creators, tha sci-
entists from the NMova Corporation,
want to pull him apart diode by
diode, in order to find out how his
circuits have been able to assume
human qualities. This doesn't
make the nouveau human particu-
larly happy, and he begins to plot
his escape . ..

“ | don't know what to make
of Short Circuit. The first part
lacks depth, but is somehow
still compelling — and the
second is merely an arcade-
pattern ?nnmu {which also
r some obscure
reason). The graphics are
very good, with the main
character well drawn and
animated — the rooms and
hackgmunds are also pretty
(ifa sparse). The sound
is up to ocean 's usual high
standards; there's a great
tune on the title screen and
some useful effects durin
gry.Shmmrcuﬂ works wel
t I'd recommend a couple
of trial plays before buying. "

The game takes up the story in
the Mova Robotics building, with
The factory complex displayed in
isometric perspective — that is,
three of the current room’s four
walls in view. Number Five is not
yet fully equipped to escape, and
begins by collecting a few itemsto
expand his powers. These add the
capacity to jump and fire a laser to
his basic capability of simply
trundling around. A computer
printer in the status area monitors
Five's activities, and two bar

meters reveal the status of his
laser and mechanical frame.

To escape, Five has to log-on to
the Nova computer. This gives the
robo-hero access to three prog-

ram routines: Search, Read and
Use. Search is the most vital,
enabling Five to examine desks,
cupboards, coat racks — in fact,
anything in the factory where
something useful might be hidden,
Linking doors between the
rooms are occasionally locked,
while others require a security
pass. Therefore, finding keys and
passes is high on Five's agenda.
Before Mumber five can attempt

____[micky|

aut. ™

“ Short Circuit is one of the best film licences for ages and represents
pod value with the inclusion of a second, and very different, game.
e first part, the 3D arcade adventure, is constructed well with lehst
the right amounts of exploration, puzzies and thought involved. The
scrolling printer on the status panel works to good effect givin what
could have been a rather dull information screen a bit of life. The
second part may prove frustrating as Five has only one life and it's
really a matter of gradually leamning what happens when —and making
sure that you're positioned in the right place. Well, worth checking

can jump and fire, but his shots
aren't deadly —the guards are sim-
ply stunned. Other Nova Robots
also, pursue Five, and like the
Guards, they can be temporarily

=
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there without being detected by
the Nova Helicopter, he can make
his escape to freedom. What he
gets up to then is another story
altogether . . .

StﬂRE'E‘ (S EE HE=H)

» Doing a spot of desk work - Number Five attempts logging onto the Nova Robotics central computer in search of his destiny.

to leave he needs to have in his
possession all the correct objects
and components. If anything has
been left uncollected, he's
immediately captured. A success-
ful escape allows the player to load
up the second half of the game-a
frantic chase.

The chase sequence sees Five
dashing over a horizontally scrol-
ling rural landscape. Number five
is 50 sensitive that if he injures a
creature, grief overloads his emo-
tion circuits, immebilising him for
a while and leaving him prey to the

Guards who follow his tracks. Five

disabled by laser fire. While the
fugitive is busy dealing with his
pursuers he must also avoid
hazards such as rocks, logs, pud-
dles and the occasional lake - fal-
ling into the lake is fatal, as it shorts
out the robot’s circuitry.

A van awaits at the end of the
chase, and, providing Five arrives

/ PAUL ko

* Okay, so the film was quite
good for the mast part, but this
tie-in has captured none of its
excitement or  culeness.
Number Five moves much too
slowly for my liking, and takes
far too long to react to joystick
movements. The first stage
contains some nice Scenery,
but the general presentation is
very hard on the eyes. The sec-
ond stage is very repetitive,
and is no funat all. Short Circuit
is very boring, and hasn't used
ﬂ;g qnﬂd points to bring it to
life. ™

_ |commenTts __

Control keys: definable
Joystick: Kempston, Interface
2, Cursor

Use of colour: monochroma-
tic on first game, and reasona-
bly colourful on the second
Graphics: good use of per-
spective, and lively

Sound: funky tune and spot
FX, with more tunes on the 128
varsion

Skill levels: one

Screens: 64

General rating: Takes two
popular aspects of Spectrum
gaming and presents them
both fairly well. Worth a look.

Presentation 1%
Graphics 70%
Playability T0%
Addictive qualities 69%
Value for money B8%

Overall 71%




Producer: Firebird
Retail Price: £1.99
Author: Andrew Rogers

he ensuing battle between

the Federal Resistance

(hooray!) and the imperialis-
tic Galactic Empire (boo, hiss!) is
still raging. After the successful
mission in Thrust you have once
more been deemed fit to take on a
new task: one that takes you to
P2112, a planet captured by the
Resistance sometime earlier in the
war. The planet is atmospherically
incomplete but the Resistance
desperately it as a base, SO your
mission is to collect valuable orbs
imperative for construction of a
purification generator to clear the
atmosphere.

As in the original Thrust the
player controls a small triangular
ship which can be manoeuvred
gither clockwise or anti-clockwise
and then thrust in the appropriate
direction, The screan scrolls in any
direction so your ship generally
remains in the centre while the
landscape moves around it.

The first orbs are found on the
planet's surface and provide man-
oeuvring practice before penetrat-
ing the underground city below.

This is a vast underground net-
work of tunnels and open cavems
guarded by Imperial androids -
colliding with either the walls or the
droids automatically deprives the
player of one of ten shields.
There's a way in which to dispose
of the androids — by using a chem-
ical agent stored in boxes inside
the planet. However, experimen-
tation is necessary as not every
chamical works with every
android.

As orbs are removed from their
holders and collected they are car-
ried along by a force field, rep-
resented by a dotted line sus-
pended from the ship. As the ship
thrusts the orb moves with the
inertia created. An extra problem
is that the orbs all vary in mass so
each has a different level of inertia.
If the orb is destroyed so is the ship
and vice versa. The game finishes
when the purification generator
has been successfully built.

[‘ CRITICISM '

@ “ | didn't think this would be
as good as its predecessor, but
even so | was expecting a little
more in the way of gameplay and

e e

e

2

= Theorbs to be found on the planet’s surface are more for practice than

any thing eise.
content than this. Su some-
one could have thought up a

more original or exciting plot
than this. Thrust || would be bear-
able if the graphics weren't so
awful — as it stands though the
flickery scroliing is enough to
put anyone off playing for more
than a few goes at a time. Even
for budget software this is
below average - not recom-
mended. "

BEN

® ' What a pity that the follow up
ended up looking and playing like
this. I'm not saying it's abad game;
just that the original Spectrum ver-
sion did have its problams, and |
wouldn't have thought they'd be
too difficult to fix on the sequel.
Unfortunately, it seems that
they've just seen fit to update the
scenario and make a few adjust-
ments to gameplay. It still suffers
from some of the worst scrolling of
any Spectrum arcade gama, and
the graphics are small and not par-
ticularly eye-opening. Not one I'd
recommend hastily to Thrust fans,

though at £1.99 some may well
look upon it as good value. ™

f COMMENTS '

Control keys: QW left/right, P to
1E.hru st, L to pick up orbs, Spaceto
ire

Joystick: none

Use of colour:; very limited
Graphics: small and linear with
vary jerky scrolling

Sound: poor

Skill levels: one

Screens: scrolling (of a sort) play

area

General rating: A disappointing
also-ran follow-up.

Presentation
Graphics
Playability

Addictive qualities
Value for money
Overall

TRIVIAL PURSUIT

QUESTION PACKS 1&2...

Domark

The best part of a year has passed
since we first saw a copy of Trivial
Pursuit on the Spectrum. | can
imagine that in this length of time
many coples have been shelved
because the amount of questions
were limited, with repetition set-
ting in as more games were
played.

Surprisingly, DoMmaRk have
walted until now to release another
adult question set, and have fol-
lowed the makers of the board
games quite closely by bringing
out a Baby Boomer edition.

The Baby Boomer edition Is
based on ‘one of the most exciting
periods of our time’, well that's
what the inlay says, and to be fair
it does offer a lot more enjoyment
than the high-brow Genus edition.
The guestions are concerned with
three decades; the fifties, sixties
and seventies, and their entertain-
ment and events. Aimed generally
at the 'baby boomers' (children
bom during the post-war baby
boom) this question pack covers
such topics as the Silver Screen,
Broadcasting, Publishing, News
{or olds even), The life and times
of... and R.P.M which is the
music heading.

Although a little too Yuppie for
my liking, | strongly recommend it
as a replacement for any worm out
Genius | question tapes ... just
who was that last man on the
moon again?

The Young Player edition has
been around since just before

Christmas and is basically a
simplified Genus edition, great for
the seven to eleven year olds, but
not much fun for anyone else. The
different headings are: Games/
Hobbies, People/Places, Good
Times, Nature, Science/Technol-
ogy and (rather surprisingly) Art
and Culture. There’s a great deal
of variation in difficulty between
the guestions, which might put
some of the younger players off.
Here are two typical posers as an
example: ‘How many years are
there in a decade?' and 'In which
film did a nine year old Tatum

0O'Neal receive and Oscar for play-
ing a tom-boy?’. This is not as bad
as it might have been, as harder
problems are more often than not
accompanied by a set of multiple
choice answers.

Both ‘uniload’ packs cost £7.95
and consist of about 3,000 ques-
tions. The new question sets can
only be used in conjunction with
the original game, or alternatively
an whole new pack can be
obtained for £14.95.

So whether you're a baby
boomer or a baby boomer's baby,
or whether you drive a pram or an
¥XR3i, pomark have something to
keep you guessing.

by BenStone.
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AUF WIEDERSEHEN MONTY

Producer: Gremlin
Retail Price: £7.95
Author: Peter Harrap

T he good life is over for Monty
the chubby mole. Having
escaped from prison to a
hideaway in Gibraltar, the villain-
ous burrower from Monty on the
Run finds that he's no longer safe
from the attentions of Intermaole,
the international crime fighting
orgamsaton.

Monty's only hope of salvation
lies on a Greek island, but only if he
can acguire sufficient monies to
buy it. Before he can do that the
rascally digger must pass through
Europe, performing at least one
task in each of its nations. The
continent consists of 80 platform-
filled screens. These can be slip-
pery or sticky; disappear beneath
the mole's paws; blow him into the
air orallow him to go walkabout on
their undersides.

Monty moves left and right, and
travels upwards by bouncing or
using ladders. As he progresses,
tha scratching scoundrel comes
across items to help him to com-
plete the required tasks, these
include airline tickets and even the
Mona Lisa. Such objects must be
picked up (by walking into them)
and taken to the right place before
they can be of use. Up to four of
these articles can be carried at any
one time, with these displayed at
the bottom left of the screen.

Money is gathered in the form of
lost Eurochegues, or earned
whenaver Monty complates a
dodgy bit of business. Points are
also scored, and a further six lives
acquired, by picking up objects.
Mr Mole's account is displayed at
the bottom centre of the screen,
with the points total to its left.

if this excavating escapee s
ever to possess his Greek molehill,
there are hazards which he must
overcome or avoid. Monty isn't a
good swimmer, and can drown in
water, ball bouncing beasts brain
him, flying hamburgers finish him
off, and bottles of drink intoxicate
him. Initially the mole has six lives,

____Imicky !

with those remaining displayed at
the bottom of the screen,

Air tickets let you into the Air Ter-
minals, from here you can fly to
another location and straight into
a dog-fight with the Intermole air-
force. Clock up the points and bro-
ken baddies by shearing off the
Intermole tailplanes.

instantly rec

is essential if iYln:au‘rler going to
a screen and hoping to do

Pﬂc@- "

“ Auf Weidersehen Monty is written in Pete Harrap's usual style,
nisable from the graphics and the infuriating puz-
zles, As usual, it's a case of learning how to complete each
screen in the best way before progressing - itisn't always possi-
ble to return to a screen below the present one. A planned route

t anywhere as just launching into
|is rarely effective. I'm quite happy
with this, and wouldn't object to paying out the eight quid asking

B Like any good tourist Monty likes to get to the top of the Eiffel Tower.

» Monty Mole is back again, bounding, leaping and fiying through Pete Harrap's mean cavemns,
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* It's been a long time coming.
but the latest in the Monty
serigs contains all the attrac-
tive points of its predecessors.
Monty has had some greal
moves added to his repertoire
- the diving is especially
superb, The countries contain
distinctive scenic elements
{such as the Eiffal Tower), but
the screens don’t possass any
real individual characteristics —
for instance there's no
Spaniards walking around the
place or oranges on the trees
in the Spanish section. Auf
Wiedersehen Monty is very
playable —basically more of the
same with a few eéxlra
screens. '’

Only when every task in the
game has been compileted, every
Eurocheque collected and
Monty's Swiss bank account
number discovered, can the
money be called safe and the
island purchased. That done, our
hero can toast his future and look
out for a gangster's mole

____[mikel___

*lt's been quite a while
since there's been a platform
game of this quality bouncing
around, so it makes a pleasant
change from the continuous
flow of arcade adventures and
shoaot "em ups that seem to be
filing the review pafs
recently, Some may moan that
it's the same as the rest of the,
serles, but | think that it's a
good buy; colourful, smooth,
attractive graphics, lots of dif-
farant screens, and an interest-
ing and addictive game
design. "

_ [commENTS |__

Control keys: Q left, Wright, P
up, L down

Joystick: Kempston, Cursar,
Interface 2

Use of colour: a multitude of
colours with few clashes
Graphics: familiar Monty Mole
style

Sound: a happy title tune and
adequate spot effects — 128
version contains nice music
throughout

Skill levels: ocne

Screens: aighty

General g: Afine continu-
ation of the long-standing
Monty Mole theme.

Presentation
Graphics
Playability

Addictive qualities
Value for money
Overall




martech....
LIVE THE GAME! |
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Producer: Code Masters
Retail Price: £1.99
Author: lan Richards

hen the Sun's rays were
no longer strong enough
to heat the earth, Man

burrowed deep beneath the
ground, harnessing the heat gen-
erated by the planet's core to sur-
vive. Each successive generation
burrowed deeper and deeper to
capture what remained of the
diminishing energy force, and as
they moved core-wards, deadly
weapons were left behind to fend
off any alien invaders.

After many years in their subter-
ranean prison, the remains of
Mankind finally left their dead
planet in search of a new home,

TRANSMUTER

“ Transmuter plays quite
well (despite its shoddy
appearance), and with a little
persaverence it proves to be
very compelling. The
graphics are fair, there's alot
of detail in the cavern scenes
and the screen scrolls well,
but your craft flickers horri-
bly. The sound is also well
above average - in fact, the
tune on the title screen
doesn's sound like a Spec-
trum atall "

003 bt

B At times the graphics seem to have returned to those old Penetrator days.

[Tl IR [

LB E

T

" | usually like shoot 'em ups, consequently | enjoyed my first few
games of Transmuter — this didn’t last long though. The more | prog-
ressed, and the more add-ons | collected, the more infuriating it
became to lose a life and have to restart. The graphics are fine,
but!'mafraid that all that stopping and starting put me off for good, **

leaving the deadly legacy of
weaponry in their wake,

Howeaver, it was inevitable that
Man would eventually return to his

his super fighter (top left).

P (Overlord Tenz hurtles through underworld Earth on his mission of reclamation in

Producer: Gremlin
Retail Price: £4.99
Author: Rob Toone

he latest in a long line of

Breakout rewrites comes in

the form of Krakout from
GREMLIN GRAPHICS.

An arrangement of blocks fills a
three sided screen, with a contrall-
able bat at the open end. A ball is
launched into the playing area and
ricochets around the screen,
destraying the blocks on contact.
When the ball approaches the
open side, the player keeps it in
play by moving the bat up or down
into its path. The player starts
with a supply of three bats,

Mot all blocks explode on first
contact — some absorb two or
three hits before they disappear,
while others spin to reveal a letter.
Hitting lettered squares a second
time gives the player an advan-
tage, or 'supercharges’ the bat.

Animated characters float about
the screen, affecting the bat and
ball on impact.

36 CRASHMay 1987

An options screen allows
aspects of the game to be
changed before play, these
include: placing the bat on the left
or right of the screen, varying the
speed of both bat and ball and
switching the effects on and off.

L
|
.
3
5
L
[ |
"

! CRITICISM ’

@" This is dead boring, unplay-
able, and has no lasting appeal.
The graphics are all right, the
sound isn't too bad (although
there could be an in-game tune)
and the options on bat and ball
speed are anice touch - but they
don't help the overall feel, "

old home.

Overlord Tenz, one of the first
people to be bom on the new
world colonies, is despatched to
destroy the defence systems of
underworld Earth and make it safe
for mankind's eventual return.
Tenz travels to Earth in the most
modemn of fighting craft, carrying a
standard photon cannon. The ship
also contains one awesome addi-
tion — the Nucleonic Transmuter —
a device capable of sucking in sur-
rounding raw energy and convert-
ing it into pre-programmed forms.

An energy counter at the bottom
left of the screen gives a running
total of captured energy units.
When a unit has been acquired a
Transmute option appears on
screen, choose this (using the
select key) and the ship is equip-
ped with extra manoeuvring
speed. Otherwise, the anergy unit

e —
KRAKOUT

@' Krakouf's graphics are nice
and fat, and they move smoothly,
but the overall effect is really tedi-
ous. The blame oughtn’t fall on the
programmers; they seem to have
done their job well enough, but the
unfortunate thing is that the origi-
nal concept is neither exciting or
addictive. It is playable, but only
once or twice. "

MIKE

f COMMENTS '

Control keys: P up, L down,
SPACE fire

Joystick: Kempston, Cursor,
Interface ||

Use of colour: bright and distine-
tive

Graphics: well defined, if occa-
sionally flickery

Sound: minimal

General rating: A reasonable buy
if you like the game-type, but the
concept’s an old one.

R .

" Why pay more? Announces
the loading screen logo.
Indeed, why should you when
You can get a perfectly good
Nemesis-type at a budget
price. The only thing that put
me off was the lack of pace
feven collecting extra speed
does little to quicken the pro-
ceedings).

can be saved until another is cal- |
lected and a second transmute
option is offered. This adds fire-
power to the photon cannon, a
third equips the ship with missiles,
four energy units supply a Laser,
five a for a weapons add-on and
six for a shield to protect you from
enemy fire and collision.

As Tenz moves into the caverns.
the dormant defence system kick
into life and attack. Tenz can move
his craft up, down, backwards and
forwards to gvoid these {and the
equally deadly contact with tunnel
walls). One hit is needed to dis-
panse with anamy craft, and sev-
eral to destroy a ground emplace-
ment

__|comments | __

Control keys: defineable: Laft,
Right, Up. Down, Select, Fire
.zln]rstick: Kempston, Interface
Use of colour: black back-
grounds and minimal variety
alsewhere

Graphies: flickery spaceship,
but generally good

Sound: great title tune, aver-
age affects

Skill levels: one

Screens: four

General rating: An interesting
and fairly priced horizontally
scrolling shoot 'em up.

Presentation 65%
Graphics 53%
Playability 50%
Addictive qualities  42%
Value for money 50%
Overall 46%

Presentation 7 1%
Graphics 62%
Playability 67%
Addictive qualities B3%
Value for moneay 73%
Overall BB%:
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ULTIMATE PLAY THE GAME. |

A ZOLUCH. LEICESTERSHIRE LE& SJLL Tel: (05500 41146
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OHUM, er,um. ..
Poor lan Stewart at GREMLIN
GRAPHICS is in a bit of a tizz. And |
know exactly how he feels — this poor
comps minion has to do most of the work
round here as well. You see, amongst all

his other problems (which are probably
more suited to Lm's Hassles column) the

Christmas time, but it's lacking a hero -

as Monty Mole, bouncy Thing ona Spring
(coming to a Spectrum near you soon —
gee Previews this month) or Jack The Nip-
per

So, thought he, wouldn't it give him a
chance to put his feet up on that spiffing
new executive desk of his, sip a cup of
tea, and generally take life just a bit easier
if CRASH readers came up with a new
superhero to star in the aforementioned
game? Yes, it would, lan.

Not only is there every chance of your
invention being put into motion, but
GREMLIN GRAPHICS are throwing ina brand

dear chap has agame comingoutaround “J

someone with the same sort of charisma £

~ ' YOUR GRASP!

new, unused, sparkling and untouched
Sinclair Spectrum + 3intothebargain
(you know, the one witha built-in disk
drive, which everyone is still pretending is
dead secret — no more tape tangling, no
more waiting ages for games to load).
Even if you're not the lucky one, the
next ten commendable attempts drawn
out out of the hat win themselves a GREM-
LIN GRAPHICS T-Shirt and their choice of
any GREMLIN GRAPHICS game.

et

'

What we want are imaginative drawings
of acharacter you must invent, with illust-
rations on how he (she, it, they) move. And
don't forget to show different viewpoints
of your character too, so Mr Stewart can
see the new superhero’s shape and poise
from all angles.

Once you've done that, pop your glori-
ous designs (as many pages as you like,
but no larger than A4 size please) into a
envelope and send it to: GREMLIN
SUPERHERO COMP, CRASH, PO

PLEASE NOTE 3

At time :f writing no date has been set for l_l;_;ne rﬁﬁt

yrum -+ 3 launch, although s ;‘alg to hﬂ Iand i
i tside our control, AAS :

ﬁim&?ﬁuﬂlﬁf s?tlaia that entrants should be pre

L

pared to wait for its arrival.

BOX 10, LUDLOW, SHROPSHIRE
SY8 1DB —to arrive no later than 25 May.
Wadda y'waiting for — get scribbling —
and while you're doing it, don't forget to
scribble down your name and address!




told me there were too man
eaten up 32 pages with the

n
was quite enough s

Hailsham in East Sussex.

Sorry about the reduced number of pages this month, but they
reviews to fit in, and I'd already

ment, and that

for one month, Oh well . . .
There's two related points-of-view debates in this Forum, one
mlng IMAGINE'S Arkanoid, and another on the quality of

from the bunch on

'wchnmﬂﬂsrnnnﬂ:?sprluwinrﬂrmlaﬂw.
mmmmsmmnmmmmmm

N

GUESS.
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ARCADES THE BETTER

Dear Lloyd,

Recently we've seen a burst of
licensed games, both from the
arcades and the entertainment
sector, the cinema, TV, and com-
des.

Some of these games have
turned out to be playable and
addictive, some horrendously
inept. In my opinion, even if a
licensed gama is playabile, it's usu-
ally a disappointrment.

| agree that games such as
Scooby Doo, Top Gun, Rogue
Trooperand The Lord of The Rings
are fun, but in my opinion they are
wasted licenses. This isn't due to
poor programming but the cause
of hardware limitations.

Scooby Doo (the cartoon)
involves some kids rushing about
solving mysteries, accompanied
by acowardly and inept d . They
set disastrous traps, using Scooby
as bait, and through divine inter-
vention apprehend the wrong-
doers, How can anyone hope to
capture this on an 8-bit machine,
running at 50m/s with no indepen-
dent graphics or sound chip, while
trying to make the game joystick
controlled?

Rogue Trooper searches for an
army traitor, and the key factor is
the interaction between him and
his bio-chipped comrades, each
of whom have individual par-
sonalities. These bio-chips oper-
ate in weapons, and can do so
independently of Rogue. Again, a
very difficult concept to capture
with presant micro-computer
technology.

| agree that certain games such
as Highlander, Judge Dredd. and
Tarzan are just examples of stock
games with the main character as
the sprite you control, but my point
still stands. I'm not disputing the
Playability of Scooby, Cabra, Top

Gun and so on, but | don't feel the
games capture the atmosphere
that the main character generates
{Scooby acting brave!),
s it not better for software
houses to obtain licenses for
arcade games if they lack ariginal
ideas of their own? At least the
medium in this case is similar,
makinﬂ the conversion easier,
There have been many excelient
arcade conversions, Ghost 'n’
Goblins, Green Beretand even the
conversion of Space Harrier and
Gauntiet wera very close.
All | am saying is that software
houses should be practical and
realise their own, and the
machine's, limits. | doubt that even
if LEVEL® and INFocOM joined forcas
they could convert the feeling of
Stephen Donaldson's White Gold
Wielder books. Maybe if there was
a cutback on film, TV, comic
licenses, we could see some truly
exciting concepts come out of the
tired software scena.
Shashy Dass, Hailsham, E Sus-
58X

There's no doubt that a licensed
product fram what you call the
entertainment field can hardiy ever
hope to capture the atmosphere or
feeling of its source, and that such
games must remain a markati
exercise. Yes, it's a case of differ-
ent packaging, often similar game
scenario and a redesigned sprite
doing much the same things. |
think, though, that whatever the
source material, it is the games
designers who make the real dif-
ference, and it's their responsibil-
ity ta ring the changes and bring
fresh perspectives. | wonder
whether your view that arcade
licences make better Spectrum
games than TV/Ailm/comic tie-ins
is shared by other readers ?

LM




Dear Lioad,

Graeme Kidd's editorial (Issue 38)
expressed the truth of what has
been happening to the software
ind over the last year. Il has
indead become like a White Dwarf
—a dense source of degenerate
matter active only in the very out-
ermost layers. It has not gone
there on its own however. The
course followed by the software
industry was by no means inevita-
ble and need not have led to this.

The blame doesn't lie at the feet
of the software producers alone.
After all, it’s a tough industry and if
five bad are neaded to
finance one good one, so be-it. In
fact the blame lies also at the feat
of the promotears of the software
industry — the magazines.

Several years ago, at the end of
the highly active, independent era,
magazines of the time were not
slow to sell the 'big bang’ idea -
that the industry might lose many
companies but gain a smaller,
more compact core. And although
it would produce less products,
wondrous games of a higher qual-

than they do now. When tie-ins

ily more silent. Strangely, you all
remained over-enthusiastic about
the quality of the games you

profits. Games without originality
and polish graphically, or in playa-
bility, were give
without warranting them. Truly it

5 re houses to produce a
glowing review.

tha innovative, CRASH, do not
promote games as being the most

ity than before would be produced
because of the calibre of the com-
panies’ in-house programming
teams. Now you yearn for small
companies and freelance prog-
FAMMEers.

Computer magazines actually
used to criticise the industry mora

and licensing deals first appearad
we never heard the end of it. Dur-
ing this period of deterioration tha
magazines seemad to grow stead-

raviewed, seeming to be blinded,
by the h thrust upon you as
companies saturated the market
with new releases and raked inthe

CRASH Smashes
ared you were being paid by

If you really wish for a return to

incredible thing you've ever seen
in your propaganda — sorry, pre-
view section. Most games do not
turn out as good as their mock-up
screans suggest, and if the game
goes on sale before' a final review
is given you could be supplying
software houses with the incentive
to rush a game in the interest of a
quick profit.

CRASH's influence on software
buying miust be great. It's hearten-
ing to see you've decided to trash
the type of game you were giving
60 percent reviews to befora
Christmas, but ultimately the
power to right the industry lies in
the hands of the games-buying
public. Reader! If you wish to see
better games and a future for the
software industry, then buy onigi-
nal ideas from companies who try
{0 produce the best software with
every release. If you wish to see
millions of film tie-ins, a dozen dif-
ferant varsions of the same idea,
and the eventual demise of Spec-
trum computing, buy film tie-ins
before seeing the review, fromthe
companies who place more

THEORY

importance on tha quality of the
advert than in the quality of the

e.
#:Grirn Reaper, Penicuik, Mid-
lothian

For my own pari, | never recall
either crying out for, or promoting
the concept of amalgamiating
smaller independents into larger,
but fewer corporations; and | don't
think CRASH ever prormoted it
aither.

Previews are infended to give
some idea of what's happening
soon, not be propaganda, nor be
critical, and rarely do comments
from CRASH previews get used on
packaging. We don't approve of it
when it does occasionally happen.
Equally, | strangly doubt that a
releasing schedule is hurmed up at
the expense of program quality,
just to take advantage of any hype
afforded by being previewed in
any magazine. It simply doesn't
make commercial sense. Other-
wisa, dear Grim, | support your
fﬁmfes and faelings.

PEN PALS
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e Dark Empire fear has been the price to
iy for the privilege of life. Until now! The
iberation Force has arrived to free the

inhabitants from the rule of this evil force.
All that remains is for you to take command.

Dark Empire is a strategy game for one or two
players from- Lothlorien, the Specialists in
War and Strategy games.




NEW CRASH LOOK

Dear Mr Mangram,
| was just sitting at my computer
deskin a fitof boredom and gazed
upon the Land of Mandragore
poster which | received free with
CRASH one month. And my atten-
tion was brought to bear on the
three logos at the top. One for
CRASH, anather ZZAP! and one
for AMTIX! - that Amstrad ﬂ‘IinggAl
Anyway, | studied the ZZAP!

logo and thought, ‘Wow! Amazing
3D perspectivel’ | looked at the
Amstrad-logo-thingy and thought,
‘Wow! Excellent shading!” Then |
looked upon the CRASH one and
thought, ‘Hmmmmm ... yes, |
like the nice, boring 2D represen-
tation of a few letters and sparks.’
(A heavy tint of sarcasm there),
Justfaceuptoit Lioyd, the CRASH
logo is unimaginative, out of date

and pretty crappy in all other
respects.

| think it's about time CRASH’s
logo had a face-lift (maybe a good
idea for a comp), so get those
scumballs in the art department
drawing. Make it exciting, profes-
sional and get rid of those stupid
little sparks which cheapen the
overall effect and make it look
amateurish.

I know that if this letter is printed
I'll probably get a load of hate mail
from people saying thatit'sfineas
itis, but | will stand by my opinions.

Don Elliot, Beaworthy, N W
Devon

Okay Don, lel's see what the
readership thinks! I'm very
attached to the logo. Sure it's not
very sophisticated, but it was
designed purposefully to be
bright, sharp and slightly crude in
effect. Try standing in a crowded
neawsagent, twenly feel from tha
the magazine stand, and see
which computer mag's title stands
out the most!

LM
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WHATEVER HAPPENED TO?

Dear Lioyd, Whathas happenedto OliF

One of my favourite sections of Hisdrawings are not as impressive
CRASH has disappeared! The as they used to be.

section | refer to is Merely Man- Axe Hall of Slime and print the
gram, written by your illustrious scores as in ZZAP! You could still
salf. It used to be such an interest- print photos of High Scorers for

ing read, telling us all about new
es coming out. | know that

certain games, even including the
score if you feel it's needed.

has Preview es, and Steve, Halesworth, Suffolk

these are very colourful, but not so
many games are covered as in As can see from this issue,
Merely Mangram. Steve, Meraly Mangram has

As the Questionnaires have returned! As for the Comps Min-
shown in the past, Merely Man- ion, don't you know that minipns
gramwas very popularandalways | don't have names? Oli Frey's
came high inthe voting. lknowthat | illustrations seem as as ever
you're pushed for time Lioyd, to me, but of course he is kept
because of Lm, so someone else pretty busy between three

could do it, like one of the review-
ers. Just think you could call it

magazines. The Hall of Slime is
being rethought, and takes a holi-

Merely Mike or Previewer Paul or day this issue after three years of
something! hard work. Discussions take place
Has the Comps Minion got a even as | write about how it will be
:"_an}?e‘? Can we see a picture of bmugm'-" back.
m

ADVENTURE PREVIEWS

Dear Lloyd, as me, and every month
Owver the four years | have owned a CRASH. So please tell me why you
I've collected quite a say 14-157

number of adventure games. But Richard Bailey, Newton-le-Will-

why oh why can you count on one ows

hand the number of adventure

games previewed in CRASH? Your plea will soon reach Derek’s
Please, please, tell Derek ayes when he gets his copy. Actu-

Brewster to get his fingeroutand | ally the average CRASH reader's

give us a few adventure reports, , as defined by last ﬁr's
Another point: In the Apnil edi- stionnaire, is 17.5. the

tion of CRASH you said that the biggest single age group in the

ageofreaderswas 14-15 | readership is 14-15. That's the

{David Shotbolt's letter). | am only | way it is (or was), and that's why |

12 and know quite a lot of Spec- it.

trumowners who arethesameage | LM

Dear Lloyd, tips in an annual devoted solely to
| read Paul Harrison’s letter inthe | ‘cheating' and charge a quid for it.
lastissue, andI'mtotallyinagree- | That way, you please all the rela-
ment. Many Spectrum owners tively recent S owners, and
bought their rums second you get extra cash for your
hand (as | did) and got a load of monthly booze up with the Spiky
games—old ones—throwninfree. | Haired onesl! .
Of course, being previously Daniel Heap, Maidstone, Kent

non-Spectrum owners they would
also have been non-C read-
ers, so they've all got all these It's certainly an idea, and one I've
ancient, mega-difficult and | seen men in several Forum
have notips or POKEs forthem. So | Jetters . Perhaps the extra
the games getthrownontoashelf | Playing Tips this
to gather dust. ] issue will go some way to answer-

0, in comes my amazing idea. mjmur prayers, Daniel
Print all your old Es, mapsand

——

FOOTBALL MANAGEMENT

«3KILL...TACTICS...DECISIONS...STRATEGY...SKILL...TAC T._‘CS...

E & J Software ofler 3 CLASSIC Football Manage-
ment Stralegy Games for all soccer enthusasts
Each ol these QUALITY GAMES uses the full
available memaory ol ur compuler and IS
PACKED with GENUWINE FEATURES 1o make
sach game tha most REALISTIC of its kind!

PREMIER |l : A COMPREHENSIVE AND EXCITING LEAGUE GAME - Can you handle
il of this? — Piay All Teams Homa & Away, Full Squad Details All Teams, Transfer Marke
that allows you 1o buy any player in league/sell your players 1o any olher leam, Pre-Malch
Report, Full Team and itute Selection, Choosa Your Own Team Stybe, All Other Teams
have their own Style, Malch Injunes, Match Substitutions, Hall TimaFull Time Scores All
Matches, Named & Recorded Goal Scorers, Full Leaguee Table, Fixture List, Team Morake {all
teams), Transfer Demands, Opposition Select Their Strongest Team, Injury Time, Financial
Problems, Maich Aftendances, Bank Loans, 7 Skill Levels, Managers Salary, Change
Player Team Mames, Continuing Seasons, Job OHers or Dismissal based on your perfarm-
ance, Primer Option, Save Game and MORE!

EUROPEAN Il : A SUPERB EUROPEAN STYLE COMPETITION — Enjoy the atmos-
phere of Europaan Cup Ties! — Homa & Away Lﬁs Full Squad Listing, Full Penalty Shoot
oul (with SUDDEN DEATH), 2 Substifutes Allowed, Pre-Malch Team News, Full Team Amd
Substiute Selection, Away Goals Count Double, Extra Time, Hall Time & Full Time Scores Al
Ties, 7 Skill Levets, Disciplinary Table (showing any MATCH BANS), Full Resufts List, Full
Random Draw All Rounds, Printer Oplion, Chan Player Team Mames, Save Game,
EUROPEAN Il includes a comprehansive Text Match Simulation with these GREAT FEA-
TURES - Match Timer, Named & Recorded Goal Scoress, Corners, Free Kicks, Goal Times
Injuries, Bookings, Disallowed Goals, injury Time, Penalties, Sending Off and MORE!

* SPECIAL FEATURE — transier your PREMIER il wanning Side into EURCPEAN |i #
Baoth these GREAT games can bé played separalely or as coOmpanion games

WORLD CHAMPIONS : A COMPLETE AND EXCITING WORLD CUP SIMULATION

Takes you nom the first warm up friendlies through the qualitying slages and on fo THE
FINALS| — Salect Team From Squad of 25 Fla_Fvers.. Select Friendly Matches, Full Home &
Away Fodures in I_".‘-ushl',u.lg Round, Pra-Match Team News, 2 Substtutes Allowed, Discipli
nary Table, Select Tour Opponenis. Full League Table, Players gain experence/caps as
competition prnguy,sus, Extra Time, Penalty Shoot-Out, Quarter Final Group, Full Random
Draw, Change FlayerTeam names, 7 Skill Levels, Printer Option, Save Game, Full Results
List, Past Match Ingury Repor, WORLD CHAMPIONS Includes a comprahensive lext match
simulation — Goal Times, Bookings, Injunes, Named'Recorded Goal Scorers, Injury Taim,
Maich Clock, Sending ON, Penalbes, Comers, Free Kicks, and MORE!

All games available for ANY 48K SPECTRUM

Games supplied on tape with full instructions (@
£6.95 Each Inc. P&P (add £1.00 outside U.K.)

Great value - Any 2 Games Deduct £2.00
FANTASTIC VALUE - All 3 Games Deduct £3.00

These games are available by MAIL ORDER ONLY
via our First Class Service. All are available for
IMMEDIATE DESPATCH by 1st Class Post
and are securely packed.

From: E & J SOFTWARE, Room 3 , 37 Westmoor Road, ENFIELD,
Middlesex EN3 TLE
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its fast prmasslng._ngraphics with
256 colours and Amiga-quality
sound, will probably look like the
miost exciting and affordable pros-
pect on the horizon. However, asa
confirmed Acom user (1 own a
Spectrum too) | can almost
rantee that Acorn will fail the

M on price — but there are
always hopes! This bring me con-
veniently to my first point, that
games consoles will probably be
superceded within a year of their
release, in areas of graphics,
sound and programming.

If you have read any profiles on
computer rammers then there
is usually the obligatory paragraph
on their exploits with ZX-80s and

CONSOLING FACT

Dear Lloyd,

Referring to Mr Bailey's letter of
themonth | feel | ought to underline
a few more reasons why games
consoles will not, in my view, suc-

Whilst gameaph mns-::élas have |
superior graphics and sound than
most micros, the Atarl STs and
Amigas demonstrate what the less
axpensive computers will be like
in the next or two. If you saw

Ao FISG Maching (ARM) with

16K RAM-packs, VIC 20s, 16K
Spectrums and other early micros.
With games consoles, new prog-
rammers will become a rarity,
because no one can possibly start
computing programming in X80
machine code or assembler, New
programmers will always start with
programming in BASIC and then
slowly progress by using other

‘s routines to eventually

competent program-

MEers

Most programmers then settle

with a certain computer for a few
years before moving on to more

| machines, the Atari ST,
or example. Console upgrades
are unheard of and attermpts at
making them have been unsuc-
cessful, note the Coleco ADAM
machine whose price dropped
£100 every month!

So no matter how brilliant con-
sole manufacturers make their
machines, the market will always
catch up with them, improve on

them and soon leave them redun-
dant.
F Sasson, London N2 |

You're quite right. What is the cur- i
rent fad for releasing new games |
consoles all about anyway. They
had their day vears ago. Unless, of
course, it's seen as a way of bring-
ing out all those old cartridges
once again ffor about £35 apiece),
ir;ld recouping their losses.

Dear Lloyd,
Concerning the letter in Issue 38
from the Hopeful Editors of a
Magazine; | was particularly
interested since myself and a few
friends decided to start a fanzine
just after Christmas. Although our
publication, Fantasy Uniimited, is
not primarily & Speccy mag, it
does contain some ralevant Spec-
trum computer articles as I'm the
only one in our group remotely into
computers.

| was curious as to how these
Hopeful Editors came to the deci-
gion to want to create amag. Fan-

ON BECOMING A PUBLISHER

tasy Unlimitad's first issue came
out at the end of February and
even then we were very lucky to
get it printed at all.

First of all, make sure you aciu-
ally want to start a mag, then ask
around for photocopying facilities,
asking some business people if
you can use their copiers. This is
the first major hurdle, getting the
mag printed, and at a low price. |
won't go into all the details, but if
you're determined and you have
money to spare, then nothing's to
stuﬁ you. Don't let the production
of the magazine become a drag,

R —— — e e

48k SPECTRUM
Fad up with ordinary fruit machine games?
 NOW +r
A fruit machine simulation with the most up-to-date features,
sound and graphics

FRUIT 2010

r For fruit machine experis to fun players
#r The mosi advanced and realistic fruit machine simulation
FEATURES: Real reals - Gold Rush - Roulette-style-gamble = £100 jackpot
- Holds — easy keys - Nudges — HIGH-speed Spinning Reels — Save Down -
Large Graphics — Mystery Box = USES ALL 48K — 12 different fruits — super
sound — Cash Aun — MULTIPLE ODDS — multi-colour = MAX, NUDGES -
Number board
PLUS LOTS MORE

Please send £6.98 which includesP&P
Chagues or PO, to—
ROSSWARE |[CR), 646 London Road, Westcliff, Essax S50 9HW
FOR FAST DELIVERY

Software from ROSSWARE

R Ve N Wl N S T S R TR T
NEVW TRANSFER PACK 3 — for spectrum

tape to drive

A software system to convert many TAPE based programs to your
DRIVE (no matter what type) + OTHER USEFUL utilities. Most jarky

Frr}grams are EASILY converted to drive. Pack has at least 7 programs!
MCLUDES MANY UTILITIES (e.g "val® creator, bytes chopper/splitter,
TAPE UTILITY — neede to convert baud rates.) Opus/Beta owners add £1
for optional extra program.

State TYPE of m & name of drive when ordering(e.g 128k Spactrum
and Microdrive). £11.98 on TAPE (£12.99 on Cartridge — 48k Spactrum only)
(E6 if updating)

INFORMATION SHEETS — approx 8 transfers of popular programs, per
sheet - neads TP3. Special offeriwith SAE) =MNo's 1 to 20 only £4.50!
MNos 21-30 only £3.50

MICROTRANS 2b - for m/drive to m/drive back-up + easy ERASE, tape
to drive (incl headerless) = doas NOT convert programs. Includes
MICROTAPE and RUN programs. Only £3 on tape. £4.50 on Cart. For
any Spectrum.CODE COMPRESSOR - £3.50

Overseas: add ©1 Europe, £E2 others each product. SAE for details.

HO RISK! - ALL OUR PROGRAMS CARRY OUR MONEY BACK
GUARANTEE (not updates)

|
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EVERYTHING DONE BY : SEAN DORAN . ..

WE Tolhd THE BUES Ina b
DARING  ResScue ATTEMPT I

oF THE PRINCESSII

HAMN UE WEED @ PLAN

BLAST 1N
GRAB HER!
BLAST ouT!

HIS WAY TO HIGH %
ECURITY PRISON

o .,-'_'} L/ -\."-;I

THERE SHE IS
HAN!

44 CRASHMay 1987




Dear Lioyd,
After regh:rf? eles
128 owner, | decided to write in
g of FREBIAD's service. Dis-
covering that Elite wouldn't load

about the Eliteless

(even joystick interface
removed), | rang FIREBIRD and
asked advice. They told me to
send just the tape and they would

‘LITE UP MY LIFE

send back the new version when it
was (Date Feb 86, 128 ver-
sion of Elite expected Maﬁﬁﬁ}-
Two weeks after sending thetape,
| received a letter stating that the
new tapes would bereadyin June
at the earliest, four month wait! My
little brother (rated Dangerous)
suffered severe withdrawal

symptoms until | borrowed an old
rubber key for him to use with a
back up copy.

June arrived and with it, a par-
cal. | aaﬁgalr loaded the new prog-
ram to find that it was different. (In
fact, so different that none of my
brother’s saved positions loaded,
and he became Harmless over-
night. He is now Deadly and it took
him about three weeks, while |
spent two months becoming
Competent (and rich).

you must enjoy it, or there's no
point.

Last, the library should be help-
ful in supplying you with info. Ask
for books about Graphic Design,
they will contain all you need to
know . . .

| hope this letter has been of
some use to prospective fanzine
starters, but don't let ali the hassle
putyou off, you might get lucky as
we did.

Sean Doran, Belfast

PS Fantasy Unlimited is a mixture
of all the major mags around at the
moment it's a sort of 2000 AD

PS Fantasy Unfimited is a mixiure
of allthe major mags around at the
moment it's a sort of 2000 AD

meets White Dwarfmesats CRASH
meets Lmal Any chance of a plug?

Thanks for the practical informa-
tion, Sean. | shouwld say that dedi-
cation and enthusiasm are essen-
tial to a fanzine. Having fun doing
i'trgg!ﬂa!fsmﬁmt . ;3:' tfust becnmewh S
a ; oa : anyone who
would like to kmﬁ more should
get in touch with Sean at 14 Vel-

shada Court, Belfast BT14 7LZ.

UN-BUGGED

- SH. :
Eﬁg:_ E::Etﬁ:‘lﬂ your article on usin
yaur March issue, the E_f.iltﬂflm ¥
Toam of The Bug thought t m;;
few pomts should be E:CIITEE_'.L. o

“Eirst, amd probably the bigges
mistake, was youl refcfren!::i mJ =
The Bug belnarun primarily ;:_]t.
fray Davy with s;::-ns:dﬁmme._ =] ET
from the others. There are T_L!il_ll e
us in the Editorial Tearm (Fiveifyo
include myselt, Parcy!) and El|1li-r.1-,_
the Editorial Team contribule 1;_.
same, and are complataly l:!qU[lin. :
Right, with that over I v.:lzlzifhd F. nl
like to point out that we have .11 an-
lastic Adventure Helplineand nk

All | can suggest to the Eliteless
one is that his parcel, containing all
the proof that he ever owned a

nuine copy of the 48K version is
pst. Unless he tries to get some
cash out of our postal service, he's
going to stay atleast 16 quid out of
et

Andrew Tayior, Calcot, Reading
It's nice to know that for every sad

tale there's a silver lining.
a Strateq

L& B
payable 1o The
Bye for m;.'.-l o
The Potato, g
ﬁnrgcz:im‘.'. 28 Leaside Avenue,
Moswell Hill, London, N10 3BU

= - - =1 af 5 rE‘"ﬂ”}" we
Crikey Editorlal Team v
gol Hf.'ar wroang! [ just Know th...\iJ f
Editorial Team (CRASH brancit :
mambers) would b infurie ..|J.| :
anyo ] 2

LM

o

= | (Yo TWoN k|
- You'VE CUT oFf
MY Ham Ol

YEH! AN' THATS
NOT BLL ILLEMT

|
OfFF !

TAUSE
SAQIETIC

PLEASE LOORE, DOM'T EILL |
| AM Your. FATHER!!L

b [e18!

A
M o |

BASTAR D

STRAMCELY EMOUCH, | O RELIEVE

| MUsST le__*f_%

y BUT

meets White Dwarfmeets CRASH By the way Sean, thank you for
meets LM! Any chance of a plug? the Bug Box cartoon strip as well,
Sean Doran, Belfast LM
% ) NOT SO FAST = CARTH
“? LCOKE BUCWALEER 15: iz RUCCER
TINNNANANST 2= =

t::.

A CRASH SMASH, A ZZAP GOLD MEDAL
AND NOW...

UTILITY OF
THE YEAR

Popular Computing Weekly

THEGRAPHIC ADVENMTURE
FROM INCENTIVE

| WANT ONE! PLEASE RUSH ME (post free)
| Formy: AMSTRADCPCL] BBCBLl COMMODORE 64 [J E |
ELECTRON ] MASTERLC] SPECTRUM [
I The Graphic Adventure Crealor  Tape £229500 Disc£27.95 (] |
The Adventure Creator (Electron, BBC B or Master) £14.95 ]  m
I Accessories |
The G.A.C. Adventure Witers Handbook — packed with information (48pp) £1.25C]

] The G.A.C. Designer Pad - 200 pages double sided E8.200LF I
l Medallion Adventures ; I
The Legend of Apache Gold by Peter Torrance £7.850
I Winter Wondarland €765 ] I
Free Posters Colour Posters Free with any order ]
| | enclose a cheque PrOfor £.........occoocev e OF please debit my Credst Card |

1
PRl DRV T OE e )
| Mame e |
| Address

LT TELEPHOME (07356) 77288,

e

H i 2 MINERVA HOUSE, CALLEVA PARK,
i 2 INCENGive (N AL |
L SOFTWARE
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ARK ANNOYED

Dear :

| wish to complain about the review of IMAGINE's Arkanoid {Issue 39).
Disregarding points about addmhwtr, which seem strange to me (why
should gameplay be 'disturbingly' compelling?}, | would like to
cmw?ent an the question of inality and open up this general
quast on.

ﬁnun Ramage from Milngavie in Glasgow, kicking off on a
su has certainly caused a storm of protest — our Arkanoid

Thla Iattar is aimed at that trio of poor misguided games reviewers
Mike, Paul and Ben, and concerns their less than pleasing review of
Arkanoid by Imagine . . .

Huris the pen of Tony Worrall, w ﬁns to be Editor of
EPROM in Preston, Lancashirs, from Salford G Hamnett

Could this be the same game | have been playing for the last three
weeks? | was amazed to see the pounding it took from your reviewers.
In fact, the question has to be asked — was it Arkanoid they were
reviewing?

Where to start? Perhaps with Magnus Ramage, who feels that . . .

. . - tocall Arkanoidunoriginal is rubbish as the additions to Breakout
are enormous, such as the power pills, aliens and 32 new screens.

But of course, as Tony Worrall points out, Arkanoid is not originalin
the sense that it’s licensed from the arcade machine.

Iwas well pleasad when | saw the Spectrum version. Very little of the
coin-op had been changed, apart from the graphics (which is not all
that surprising) —all the gameplay was still in place. Andif you forget
all that petty and boring ‘Oh yes, very original, just like kout,
another Pong variation, ete,' and just play the game for what it is and
not what it's like, | can’t see how anyong can fail to be hooked.

And G Hamnett agrees tharoughly . .

Arkanoid is a well programmetd nicely paclcaga:i and, surprisingly,
I-u hly addictive piece of software that plays, looks and sounds as

as can be expected on the trum. Sinclair User probably
wam over the top bestowing classic status on the game, but it
cartainly deserved its five star rating.

For those who admire it, its addictive qualities seem unarguable.
Tony agair . . .

| played Arkanoid for four solid hours when | first Ioa;:led it, ?rgu have
played it almost every day since, togei assed level 13). Quite
simply, | consider it to be one u'lm most a dll::twe out of my
callection of over 350 Spectrum games.

So how come Ben, Paul and Mike got it so wrong? Putting aside the
tion that they were reviewing a different game (they weren'tl),
amnett thinks he knows why . . .

it was obvious from your reviewers comments (particularly Paul's)
that tha-{ weren't prepared to enjoy the game even before they had

played it, probably due to the ancient concept behind it.
B N SRR A A Y S, PRI T
AT LAST!

SPECTRUM SPARES

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

ULA6CHHN £11.99 | SPECTRUMK/BOARD MEMBRANE £4.99
128k ROM £11.99 | SPECTRUM K/BOARD MAT £5.49
ZE0A £2.99 | SPECTRUMEK/BOARDTEMPLATE £4.99
T3 REG £1.49 | SPECTRUM+ MEMBRANE £9.99
4116RAM £1.49 | MODULATOR £9.99
SPECPSU £10.49 | SMANUAL £22.99

Remember all prices include P & F, handling and VAT
Full spares list available / Trade enquiries welcome
Access/Visa. 24-hour T.A. service
SPECTRUM REPAIRS £14.99 + PARTS

ELECTRONIC SERVICES

176 VICTORIA ROAD WEST, CLEVELEYS, BLACKPOOL FY5 3NE
Tel. (0253) 822708
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Whereas Tony Worrall puts it down to being ‘opinionated ' withouwt
sufficient background to be so, In fact at one point in the review
he...

. . . laughed out loud when | saw Paul's comment about Homizon's
Thru The Wallgame. If he's serious | feel 5 for him, because
he has either obviously not played Arkanoid, or he has no game

playingsense of adventure. If he is joking, it's not funny at all. Ifan
playing Arkanoid past level four tells me they find it dull unexciting,
unimaginative, | will show you a very baring person,

;Sgg stuffindeed, Tony, but you're not quite finished with themn yet,
|

The terrible trio came across as cynical hacks bored to death by
reviewing X amount of games each issue.

Well it's true that you can become tired when there's 20 or 30 so
games to wade through ina month, but the games aren 't reviewed in

a complete vacuum, more than the three commentators views are
heard during the reviewing period, and in Arkanoid's case, there
seemed to gﬂnerai agreement, However, onto ancther aspect,
Tony is upsef by the 'fibes about programming’, and echoes G
Hamnett's feelings about its qualities when he says .

. simply isn'ttrue. Sometimes the ball does pass thn:-ugh the very
endofthe bat, but i don’ t sea that as a bug. Just don't hit the ball that
warlThammmants about speed variations | find just as strange. The
ball gets faster after 20 or so shots, and if not slowed down by
catching a capsule, gets so fast that iosing a life is almost invevitable.
This is part of the game, just as it was with the coin-op version. Tha
speed of the bat across the screen is, | sus , to aid thepl
reaching the ball quicker (much like the 2ZIPin Thru Ttm M]

The programmers do appear to have kept closely to the.coin-op’s
original qualities of gamepilay, but back to Magnus Ramage and his
argument about the Spectrum version's oviginality . . .

would sgﬁ;geat that all arcade games are based on one of four
: shoot 'em ups, platform games, maze games and bat and
ball games. And there isn’t anarcade game that doesn 't fallinto one
or more of these categories, whatever extra features are added to it
(eg Knightiore, and the many games it has spawned, such as as last
month's smash Head Over , Is merely a platform game with

- fancy graphics and some adventure elements),

Therefore, Arkanoid cannot be described as unoriginal; in fact it is
very ungma! as there haven't been many bat and ball games for the
Spectrum recently,

The mention Magnus makes of Head Over Heels calls into guestioh
the ‘bias’ that G Hamnett feels is at work among the three CRASH
reviewers of Arkanoid. He too was . . .

. .. a bit taken aback to see that Batman /l sorry, Head Over Heels
received an identical rating (87 percent) to that of the superlative,
CRASHiest Smash of them all Dun Darach! Why? Apart from the fact
that you control two characters, sometimes together, the game is
almaost a complate roaﬂplt-ca of Batman. The puzzling thing is, is that
your reviewers slag off Arkanoid because of its old game concept, but
cannot bring themselves to give the same treatment to Head Over
Heeis which employs an admittedly younger but infinitely more used
game concept.

Since the advent of the Spectrum, compare the number of
Breakout clones to the amount of K fore clones that have sprung
up left, right and within six months after the release of that classic
game. So, reviewers, in future don't judge a game by its cover.

A very sound piece of advice, Mr Hamnett, but ironically, one you
don't quite subscribe to yourself . . . |

Finally | would like to re-iterate J M McDonald's views in lssue 39. A
game with wewson on the front is indeed the sign of a quality game,
and, unlike uLTimaTe, the same can be said of the company's C64
releases. HEWSON and GARGOYLE are, sadly, the only two software
companies whose names are actually marks of guality.

Es"yw said, don't judge a game by the quality sign on its cover!
Okay, my somewhat reduced space this month has now expired.

Thank you for m"%a“ and please keep doing so0, otherwise
Derek Brewster will be overtaking me, and we can't have that

now, can we Derek? I'd be really interested to put together a
massive ‘debate’ points-of-view style piece on a subject touched

upon in this Forum - that of what makes games addictive, play-
able and good value. Get the letters going, I'll pile them up and
then compile something in an issue or two's time. Address? The
usual: LLOYD MANGRAM, FORUM, CRASH, PO BOX 10, LUD-
LOW, SHROPSHIRE SY8 1DB.




IN A SERIES FROM
MICROVALUE

ALSO AVAILABLE FOR COMMODORE 64, AMSTRAD,
ELECTRON, ATARI, VIC 20, C16/PLUS 4 -
TITLES WILL VARY BETWEEN FORMATS

MICROVALUE - ADDISON INDUSTRIAL ESTATE,
BLAYDON, TYNE & WEAR NE21 4TE TEL: (091) 414 4611
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La dee do dah dah dah . . . and I must face the final
curtain . , . tetum te la la la de dooby doo of which
I'm certain, How are we doing? 140,255 hours 59
minutes to go including leap vears . . . dah dah do
dah dah dah de dum de each and every highway . . .
dum dum much more than this, [ did ... um,
maybe I can hurry things along for you. If [ hide
mysell under here at the back of this shelf, and
squecze me down into the shadows disguised as, say,
a used piece of chewing pum, I'll wait around for the
sixteen years, vou go off and read the reviews of
crummy software, and I'll get back to you in the next
paragraph, thanks to the space-time continuum - and
of course the fact that nobody ever cleans used chew-
ing from under shelves, Not even on board zero-grav-
ity test-tube baby factories {with robot skivvies),

. . . more than [couldchew . . . butdah dah dah
dumde dedeIdiditmy . . . ohhelloagain. There's
been a mghl hiccup, well more of a major disaster
really, and Tamara is only three years old. She still
can't talk, but you've never seen such beautiful snot
gl‘istening diamond bright as it hangs suspended from

r perfect infant nostril. That's not the disaster -
that's a little bit of descriptive indulgence on my part
— the disaster is that 1 have been eaten by one of
Tamara’s playmates, name of Duane Pipe, and it
should not take a professor of anatomy to predict
where I'm headed. It looks as though I'm in it up to
my neck this time, Not that miniaturised neutron
bombs disguised as used chewing gum have necks.
You see, it's poll;limn!

Here at the baby factory things are highly sched-
uled. Not only are all the infants borm with their
Walkmen already in place, but they owe nine months
paymenis for them on their credit cards. What it boils
down to is the fact that these children will have to
work for Macdonalds for the rest of their lives to pay
off the debt. They charge the kids for potty training
too. Sweet wee tots, sitting in orderly ranks, eyes
mesmerised by video screens which are showin
some ancient laxative called *Surprise! Surprise!’ Igt
works every time, Some weird humanoid trots into
view disguised as a middle-aged haddock and gargles
into a telephone at 12Khz220dB. Spontaneous
bowel movement is assured for anyone within range.

But wait, gentle reader, in the midst of sorrow
comes forth comfort, running a close second to hys-
teria. Let me savour this moment for a moment.
What joy, what bliss. As | am born again via wee
Duane Pipe's dorsal sphincter tiny Tamara smiles a
Fﬂp—tmlh smile and says her first word, This innocent
ittle child, who will bud, flower and bloom into
nubile womanhood has learned to speak. “Pooh!™
she says. Well, what did you expect” You try crap-

pil}} in zero Frﬂvity.

ow can I describe what is happening to me right
now without causing offence? lf cleansing robot is
wiping my expression off his faeces. It's in all the
papers. I'm all washed up. Ex-stinked. Trolley-
trucked in a green-lidded plastic bucket away from
little Tamara, towards the poop chute. Destination
deep space, But there is no need to panic. Surely a
sentient bomb endowed with my massive intellect
can think himself out of this sticky little mess. |
rapidly scan my word processor, cursing the Mexican
who invented Locoscript, in order to establish how
best | can communicate with the robot, win its con-
fidence, and get back to my Tamara’s potty training
HEEHON.

**Your Public school computers
arefullofer... "

My data banks reveal that these cleaning machines
are honest, hard-working immigrants from the planet
Enoch, so | tune into its honest, hard-workin
thought wavelength as we head for the waste disposa
air-lock, and I say “‘Hey mahman gimmeabreak y'all
soulbruthah alrat coolout trousahmeat!” The elec-
tro-mechanical Mr Mopp infra-reds the garbage skip
to the loo, extends a manual dexterity unit towards
my bucket, flips its lid, focuses a scanner on the gently
steaming contents and replies to my message thus:
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“You public school computers are full of . . .
€r... a..." the terminal fricative is lost as the
air-lock irises shut. [ am not believing this! Tamara is
performing on a duck egg blue chamber pot with
thirteen years to go before she is entrusted to my
threat of assassination by the Macdonalds Intergalac-
tic Corporation, and | am about 10 be spaced into the
void, coveredin “s . . . 5. .. stupidity.”

Extra mental activity is required hereabouts,
There is a sound like a million Duane Pipes voiding
bowels as the external iris opens, and yours truly is
expelled at 32 feet per second in the company of a
load of juvenile bodily waste, a half eaten word, the
collected words of Instant Sunshine, overdrawn
sperm banks, three score and ten pieces of ancient
used chewing gum, a suicide note from a sharp minor,
the most disgusting thing you can possibly imagine
and a plastic teether in the shape of Tony Heath-
erington. I find the latter intolerable, and shut down
o preserve my batteries, until | am rescued by a
passing coincidence,

v . . lateitupand spatitout , . . de dahbut dah
dahdah . . . 15;.1 it lah way . . . my internal clock
assures me that nine years have passed, but time flies
when you're zipping clockwise, ? have been so insuf-
ferably bored out here. Spinning through space, try-
ing to sing Sid Vicious parodies, with suffocatin
waves of Richard Strauss svmphonies bouncing off
black monoliths indestructible as a Mandela, foetal
planets tipping me the wink, Hal on Earth, and
nothing on the telly except MTV, GCHQ, HRH and
my mind's eve fantasies concerning Tamara's prog-
ress. [ am in orbit around the white dwarf Nabokoy,
sucked into an ol factory satellite codenamed Waoli
Namyrrab, whose function is to sniff out excrement
and recycle it.

What a weird looking construction it is! A sort of
elongated triangle of fleshy pink, spasmodically
twitching and drawing in vast quantities of energy-
rich space-borne debns through twin ventilator fun-
nels coated with sequoia hair- Hideous craters pock
its shiny skin, white grand pianos and canned
applause pump nutrients via throbbing artificial
umbilicals, unstained knickers materialise and are
instantly sucked towards the dual intakes. I don't like
Eit here. Forgive us further for wee nose, not what we

o.

Woh Namyrrab sucks me in, and immediately
breaks, Its on-board computers — normally busy with
universal truths like type pressure, number of Tamils
clinging to the drip-tray and how many ccs of Lada
can rust in a 2-hour car park, wrestles with my 69-bit
brain, throws in the towel, wraps me up in it and
heads for the binary system Lawn-Order, Gimme
another break.

Mistakes I've dah de dah . . . but then again too
few to mention . . . dah dee dah diddle dee , .
Hello again, especially Stephen Graham and Mike
Reed, you're too kind. | have been orbiting Nabokov
wrd in this towel for several years, Absolutely
nothing has happened since 1 last made contact with
you, except the appearance of that space shuttle over
there. 1 wonder how Tamara is getting on. She is
about fifteen or sixteen by now, sporting pigtails and
white socks, which is the only school uniform worn in
& Macdonalds rig. She must have left potty training
years ago, and been shipped off to one of their higher
education centres where they graduate in lipstick
application, unarmed combat, shoelace tying, that
sort of thing. It shouldn't take me long to track her
down. After all it’s just the one known universe
where Macdonalds operate. I've lived a life that's
full . . . dum dum de dee do diddle dah . . . I'll say
it loud not in a shy way . . . tah tah much more than
this Ididitmyw . . .

The shuttle heaves to. Not a pretty sight. A little
bald guy in a pinstripe spacesuil is popping out of the
airlock and shoving a *breach of copyright” writ at me
from some singer-songwriter named Paul Anka.
Funny how some people live up to their surnames. 1
am delighted to report that he thinks it is the towel
who has been singing ‘My Way ' for all these years,
and fails to notice the encrusted chewing gum now
attached to his velero-soled foot. OK folks, I'm on

Part Six

By Mel Croucher

my way to find Tamara! Just hang about while he
boards the shuttle, wriggles out of this spacesuit and
changes into something more comfy (hmmm . . .

nice suspenders) and I'll hack into the shuttles' navi-
gation computers. It should be a piece of cake to
make contact with a Macdonalds data bank from
here, and find out where my little frosted grape has
been plucked.

““Table-decoration? what kind
of career is that! "’

Here we go then, separate the whites from the
volks for the royal icing and gently beat in the four




until the mixture is the consistency of a—hello? hello?
are you receiving me? — melt the chocolate over a
gentle heat but do not boil and - hello? LOUSE to
anything. Come in please —add a pinch of nutmeg, a

inch of cinamon and a pinch of salt then - hello?

ello? who's that? aah, contact! Right! Let's get
hacking. Straight down the microwave le ng:%ls.
bounce off this peostationary satellite, hop down to
the receiving dish, laser to the ground-station, up this
telephone junction, through that mode, out the other
end, into the network, avoid Macdonalds security,

nel files, subrouting to Little Breeders section,
BINGO! flip through the index, A.B,C.D . . . dah
dah were times, I'm sure you knew, when I bit off
more de dah dah doo . . . L ,M!7 what's this pile of
drivel? N,O.P,Q.R,S, aha, T! Tart, no, Table-deco-
ration? what kind of a career is that! Teas-Tech-
Teeto here we are Tele-. Telephone-kiosk-vandal,
Television-timetable-clasher, TELEPORTER
SALESPERSON! In just a few fleeting seconds from
now | will discover what has become of Tamara, just
as soon a5 1 take the cake out of the aven.

Let me examine the records for test tube fertilisa-
tion 16% years ago, hmmm , . . | wonder who
decides on these names for the poor little mites, must
be some kind of a pervert; Justin Thyme, Ray Bees,
Hugh Anchor, Dave Bomber, Aaron Head, Wayne
Gum, Les Behan, Mike Hunt, Adam Cheek, just a
moment, these are all males.  Aha! Here is the list

5lrai%hl through to central records, routing to person-

—7

of female embryos; Phillipa Kettle, Cass Straight,
Beverley Careful, Beth Friend, Honor Bach (1 knew
her sister Helen), Sandi Shaw! oh come on pow, who
in their right mind would name anyone Sandi Shaw?
Violet Krame, May Whey (not a bad title for a song),
TAMARA EKNIGHT! T've found her!! Tamara
Knight, Egg-Donor: Theresa Green, Spermi-Donor:
Orson Cart, imperfections: nil, that’s my Tamara!
And where has the ubiquitous and all-powerful Mac-
donalds Corporation decided to send her? Great
leaping bounds of coincidence! The Nabokav system!
Fifth planet! The one we are passing at this very
moment! LOUSE to Navigation Computer, this is a
failsafe override. Ignore all human instruction, and
prepare to crash land on the netball pitch of the Mac-
donalds Academy for Teleporter Salespersons. Are
you ready? What? I don't give a toss if you try and hit
the basket. Excellent. Then crash us!

**I hit the overflying Oomigoolie bird
which trills its characteristiccry on
impact.”

Those of you who have studied the art and skill of
snooker will appreciate the following exposition of
precision, geometric theorems, the principle of
moments and mathematical certainty, The netball
basket receives the delicate radar podule on the nose-
cone of this shuttle, followed by eleven thousand
metric tonnes of titanium. As the airlock bursts off
and  am catapulted Academywards, Lhit the overfly-
ing Oomigoolie bird which trills its characteristic cry
on impact. 1 am deflected at an anﬁ,ln: of exactly 90
degrees to intercept the bullet which s speedin
towards the head of the nun on the bicycle anﬁ
ricochet through the window of Class X, where [ and
in the box of Livin{% On Unemployable Serving
Employer LOUSE advisory units, which are at this
very moment being allocated to the 16 year-old
graduates of the Academy for permanent symbiosis.

And there she stands, Tamara Knight, exactly as
she was the first time [ ever saw her. Perfection on
two legs. With that creep Duane Pipe hunched offen-
sively close to her rear end. What alittle thug he has
turned out to be. Oh hello! It's my old mate LOUSE
007. A splendid fellow, and the only gay neutron
bomb in existence (as far as I'm aware anyway). |
haven't seen him since the incident with the choir-
master and the hot doughnuts. “Hello there (07,

ou’ll never believe where ['ve been, or rather when
{‘ve been, Sorry [ haven't got time to tell you all
about it, but 1 am just about to be allocated to that
beautiful young lady at the front of the queue, just
like T was sixteen years and five episodes ago. Yes,
that's her, the girl on whose fetlock you have just
been implanted. Isn't she something, Wouldn't you
love to , . . Mein Liebe Gott! STOP! Tamara come
hack! Don't leave me to the mercy of this Macdonalds
selection moron. 1 mean, he tay decide to implant
meon ... on.. . " ohwell, gentle reader. Win a
few losc a few.

So here 1 am then, disguised as a boil on Duane
Pipe's bum, as he smirks up to Tamara and makes a
disgusting proposition. She looks him straight in the
eve, smartly introduces her knee to his post-adoles-
cent centre of gravity, tosses her tresses and says
“Pooh!" -1 do Enp;. that they have taught her a few
more words since potty training.

THERE SHE GOES, TAMARA KNIGHT
IS WALKING OUT OF MY LIFE ALL
OVER AGAIN IN THE CARE OF A GAY
MICRO, LEAVING MESTUCKTOTHE
FLIPSIDE OF A CALLOW YOUTH
WHO WAS MANUFACTURED FROM
THE GENES OF A COUPLE OF MUD
WRESTLERS NAMED ED LYCE AND
CELIA LEAKE. 1 GUESS THERE IS
ONLY ONE THING TO DO. WHAT DO
YOU RECKON, DEAR READER?
SHALL WE? COME ON THEN, ALL
TOGETHER, LOUD AND CLEAR (AND
24 TO PAUL ANKA!) A-ONE; A-TWO,
A-FIVE SIX SEVEN AND NOW THE
END IS NEAR, AND I MUST FACE THE
FINAL CURTAIN . . .

TO BE CONTINUED

CRASH May 1987 49




nonetheless, The program is truly
attempted to write an adventure wil
manuals,

Producer: Infogrames
Price: £8.95
Author: Gilles Blancon

t you suspect this game is
M a Vera Cruz clone then
{ you're quite right, for in
4 just about every way The
< Sidney Affair runs in exact
parallel to its distinguished pre-
decessor,

As Detective Sergeant in the
Crime Squad in 5t Etienne, you've
already shown your ability in the

here's one review this month which stands proud of all
the rest. It's not that the games received this month are
any better or worse than normal, it's just that this release
By will have a bigger impact on the adventure scene than all
q of the rest put together. The program | refer to is The
Frofessional Adventure Writer, or PAW, the familiar
name by which it is already known. It may not have as
interesting a name as the imaginatively titled Quill, the
GusoFT utility released three years ago, ﬁ

rofessional, as anyone who has ever
ealise the moment they delve into the

ut itis an apt title

At firstsight, £22.95 may seem a lot to ask for any Spectrum software, but
the program benefits fram the skills which Tim Gilberts’ team acquired
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while devising The Quill, The Pateh, and The lllustrator.

This month's games list consists of two full-priced products and two
cheapies. Those near the tenner mark are Grange Hill from ARGUS PRESS
SOFTWARE, an exciting adventure featuring the after-hours antics of the Eas-
tenders acting school, and The Sidney Affair, a more Anglicised name after
L'Affaire Veera Cruz from the Gallic software house INFOGRAMES — the new
game is in every way a Vera Cruz Il. At the cheap and cheerful end are Matt
Lucas, a PLavers product (PLAYERS are an INTERCEPTOR MICROS offshoot) and the
mysteriously named Kobyashi Naru, not in fact an African wildlife reserve,
but an icon-driven good-looker from the chaps who just kept awake long
enough to see off ZZZZ. Although Kobyashi Naru may have some failings,
it does introduce an interesting innovation, that of finding the noun to link
up with the icon-selected verb by searching through the text description —
a new idea which works very well,

Vera Cruz case. Your superiors
were most impressed by your
analytical approach and have put
you at the head of the Sidney Inves-
tigation. The game begins with a
chap’s head lined up and centred in
the sites of a rifle eyepiece, pointed
by an assassin from the window of
an apartment across the strest
These twe locations (51 Gueran
Street and the flat opposite) form the
frames through which a magnifying
glass is positioned to find clues and,
much inthe same way as Veera Cruz,
photographs and notes entered in a

| |
THE SIDNEY AFFAIR
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note book provide the starting
points from which the investigation
radiates.

The Spectrum cursor keys glide
the n'l.lgnig/ing glass around the
screen, and it won't lake long to
realise that systematically running
the glass up and down assures no
vital evidence is overlooked. Start-
ing in the street, the man {who you
see being killed in the first frame of
the game] fell with his back to the
pavement, with his briefcase lying
ungpened two or three feet away.
Examining his left-inside pocket you
discover a wallet with a driving
licence, credit cards and an 1D: this
last, apparently, must be carried by
everyone in France to prove they
aren't an alien absconding from
Mars.

The victim was a James Sidney,
which accounts for the title and
rules out any antipodean connota-
tions, who was married with two
children at 5 St James Square, Cler-
maont. In the apartment across the
way you find, guess what, a Camel
cigarette like in Vera Cruz, a spent
cartridge still reeking of cordite, and
an invaluable fingerprint.

As far as | could tell Part Two is
the very same Diamond Computer
System found in Vera Cruz. It's here
that | get the same negative feelings
| had with that earlier game; | just
don’'t think the instructions are
explicit Enﬂu%h and | wonder how
many peaple beyond the superhero
sort get anywhere with these games.
The blinding white background of
Vera has been retained, much to my
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KOBYASHI NARU

Producer: Mastertronic
Price: £1.99

Authors: Clive Wilson & Les
Hogarth

i ve ave, | think I've seen
something like this before.
Referring back to lssue 33
(Oct 86) | find the culprit,
none other than that
qtmp» nHt*rmg from MASTERTRONIC,
ZZZ7Z. And what do you know, that
game was penned by the very same
chaps we see here, namely Clive
Wilson and Les Hogarth. Looking
back to that review last Autumn |
see that although | was impressed
with the game's sophisticated looks
and features the whole thing came
crashing down due to an inept input
system, Even so, sudjl-(mg from my
mail bag, many still sought out
27277 for further investigation, and
they seemed impressed by a smart
icon-driven adventure for only
£1.99. Well the game reviewed this
month should go down even better
for it has no annoying input failings,
and the presenmtation is finer than
was the case with 2227,

LEZF was innovative enough,
but by golly these chaps are offering
even more for the piffling budget
asking price. Here we have a new
slant on adventure-style input. You
still end up with verb/noun coupl-
ings but the way in which you get
there is totally fresh and engagingly
original. Around the borders of the
picture there are well-drawn icons,

much as were seen in ZZZ7 In
MNaru, however, there's the added
bonus of being able to scan through
the text for the noun to team up with
the verb chosen via the icons. If
you've plaved a few adventures in
the past you'll quickly realise just
how clever this system is; it keeps
players’ imagination tightly on the
problem in question as they're
necessarily restricted to the vocabu-
lary in the location description,
Hence, if the game has been
designed well (and it has), there will
be less misunderstanding between
player and program. Again, you can
only marvel at a budget game mak-
ing this kind of real advance in
adventuring.

Kobyashi Maru is the final trial for
those who would be one with the
maortals, You stand in a closed
chamber on the world of Ygor, a
candidate to the Order. Sent here
by Overlord of All, you must com-
plete the Naru in all its phases. Suc-
cess will bring you the knowledge
and power of those who have trans-
cended the need for life itself, Fail-
ure results in extinction,

Ahead are three doors and
behind you a closed portal. It will
not open again until you have com-
pleted the three tasks of Kobyashi
Maru, and obtained the required
objects from each. To help there are
your wits and little else, The stan-
dard wrist terminal you are wearing
may be able to analyse certain items
and provide useful information, but
its use is limited. A chime sounds

chagrin, and the input routine can
be a touch sensitive. Assuming the
instructions | received are the same
as those that come with the game, |
couldn't really go overboard about
Sidney Affair thinking that many
people who buy it wouldn't get
much beyvond Part One,

The Sidney Affairis a superb idea
but I'm not totally convinced it has
been presented that well on the
Spectrum. Given the originality of
these Gilles Blancon games, and the
popular appeal of Who Dunnit
vams, | can't see many Vera Cruz
fans resisting this one.

Difficulty: Part Two is a stone wall
that may leave many non-plussed
Graphics: excellent scenes of the
crime and mug shots
Presentation: good

Input facility: roving icon, struc-
tured sentences

Response: fast

General rating: good

Atmosphere 85%
Vocabulary 76%
Logic B8%
Addictive quality 87%
Owerall 86%

ahd the Maru has begun . .

The three portals you face at the
start are marked Knowledge, Wis-
dom, and Understanding. There's a
special option, SELECT, just for this
move. Mo matter which portal you
select to begin with, the immediate
result is somewhat the same: a
restricted movement between three
or four locations followed by death
when you try to get any further. For
example, in the case of Knowledge,
it's a giant, ugly, flesh-eating Krakod
which engults you with its tentacles.
Chapping one of the tentacles with
the double-edged scimitax only
sees more tentacles holding vou
firm.

While scratching yvour head trying
to progress in each of the three sub-
adventures you may find it profita-

ble ta analyse as much of your envi-
rons as possible by way of the
AMALYSE icon. This command is
similar to EXAMINE in mainstream
adventuring but here EXAMINE is
reserved for those items actually in
your possession. Keeping with the
first portal, Knowledge, it might be
useful to run through this part of the
game to illusteate just how well the
adventure runs.

“You stand on a vast plain, a
myriad of liny creatures scurry
about. The place is teaming with
life. A sweet smell in the air. The
scimitax lies on a mossy plinth’.
Leaving aside the ungrammatical
feel of that passage let's ANALYSE
SCIMITAX. The ANALYSE part is
brought into the verb window via
icans bordering the picture, and the
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noun placed up into its respective
window next to the verb by way of
moving through the text description
until the noun SCIMITAX is highligh-
ted. (The system here likes to return
to the left hand margin of the text,
leaving the left and right cursor keys
to do the fine tuning. Given the way
this adventure plays there's a ot to
be said for using a i:)yﬁtick -
Kempston is cited on the cover).
ANALYSE SCIMITAX results in *“The
divine scimitax of Baal, Etheric War-
lord of Gath. The jewel-encrusted
shaft ends in twin blades honed to

rfection. A runic inscription trans-
ates into, | will always return’,

Pressing zero {or FIRE) releases
the icon mode again so you can
choose another noun. Now if you
decide ANALYSE PLINTH is a good
move the program scrolls a message
across the top of the screen:
STUDIED ANALYSIS REVEALS
NOTHING OF RELEVANCE, which
might seem a little boring, but what
is more interesting is the scrolling
itself which is superbly smooth and
a further touch of class for what is
supposedly a cheap game.

I could go on for some time giving
good examples of how flexible the
game is but suffice to say that the
icons allow much leeway and the

Producer: Argus Press
Software

Price: £9.95

Authors: Matthew Rhodes,
Colin Jones, Jeremy Nelson,
Nick Vincent, John Pickford

g his review was to be the
[ greal exposé on Grange
Hill, the television prog-
iram  everyone's  heard
¥ ‘about but never seen,
Alas, several factors have conspired
against this, the two major iafiinEs
being my inability to find any book-
shop that sells the book this prog-
ram is apparently based upon,
namely Grange Hill After Hours,
and my miiﬁinf the television prog-
ram on several occasions due to a
propensity for scoffing things about
the time it goes out, | thought | had
it beat when | chanced upon as large
a collection of Grange Hill
memaorabilia as could be thought
plausible, covering every aspect of
the cockney rascals’ education (or
lack of it), piled deep in the chil-
dren’s section of Boots (this after
many embarrassing scenes in
learned bookshops where whisper-
ing ‘Grange Hill’ could reduce even
the most composed assistant to
bouts of the giggles - or was | just
imagining itf}.

However there was no sign of
After Hours among the varied
Grange Hill antics, and indeed, the
antics of that famous former pupil,
Tucker. The book continued to
elude me but | did manage to see
the TV program in question this very

i

day, although a certain amount of
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AMNALYSE command in particular
gives many a long and detailed
synopsis way beyond the one-liners
of mainstream adventure.

Kobyashi Naru is a superb piece
of microcomputer programming for
the paltry sum required. | wonder
just how much of a game is left in
memory once that allocated for all
the snazzy programming is totted
up, but this is a small query set
a%ains-t the attractive looks and style
of a progressive cheapie like
Kobyashi Maru.

Difficulty: a head scratcher
Graphics: good icons, adequate
pictures,

Presentation: attractive

Input facility: icons for verbs and
word extraction for nouns,
Response; fast

General rating: innovative

Atmosphere 76%
Vocabulary 83%
Logic 84%
Addictive quality 81%
Overall 83%

my tea gol deposited on the cast list
in the Radio Times so | might just
misspell one or two of the names,

There's been a bit of a fuss
recently about the TV program Tuiti
Frutti, not because it's as boring as
sin (nothing unusual in that), but
because of its thick Scottish accents
(though | wouldn't know, having
never seen more than 15 seconds at
a lime), But what about this here
Grange Hill? Stuck in front of the
television, there’'s me sitting on
every lilt and intonation trying to
decipher words mumbled into jum-
pers and caught in coffee cups leav-
ing only the feeling that something
cockney’s been uttered. | caught an
episode 23 where Mr Scott gets his
revenge on Trevor, Mrs McClusky
punishes some rebels for reasons
lost to some previous programme,
and more to the point, women and
girls want to fight for the right to hurl
lethal red balls at one another, all in
the name of cricket,

The story behind the game is a
piece of cake. Goncho, whose
mush is plastered over the screen
during the early part of loading, has
gone and got his Walkman con-
tiscated for having it on in a lesson:
and this after his last one was con-
fiscated and lost. His mum wasn’t
too pleased at that, and so warned

b )

W

MATT LUCAS

Producer: Players
Price: £1.99
Author: Alex Williams

g att Lucas isn'l a.car emul-
i sion, he's a private inves-
. “y. tigator who zips around in

LQ—*'I a red Ferrari, pulling up
=== now and again to use it as
A prop o pose against, leaning on
the windscreen with gun purpose-
fully pointed at the action (how's
that for a Russell Harty introduc-
tion?).

The tough American city where
this chap ekes his living is none
other than the drugs capital of the
States, Miami, lying luxuriously
white-washed on the eastern sea-
board of the sun-kissed peninsula of
Florida. The curious geography of
this coast probably explains how
Matt always seems to be strolling by
the sea, as inlets, harbour walls and
sand-bars allow great intimacy with
the ocean (sorry folks, | can't quite
seem to kick this Russell Harty
flavour).

In this, the land where red smar-
ties are banned, it's your job to

him he'd be skinned alive if he ever
came home without the replace-
ment she bought him. It's ten-to-
four in the afternoon and Gonch is
about to go home when he realises
that returning home without the cas-
sette player is going to lead to such
a shouting match he probably
wouldn't be able to hear a Walkman
again, The only alternative seems to
be to return to school after hours,
break into the stafiroom, and
retrieve the machine. All this has to
be done before midnight, and with
the help of his trusty schoolpal,
Haolla.

Grange Hill the computer game
has tried its best not to be pigeon-
holed, It can't be said to be an
adventure, as there are occasions
where only deft control of a joystick
or keyboard can guarantee progress
— @ Very rare occurrence in adven-
ture. This isn't the only arcade
aspect either, as sudden deaths
seem lo lie around every comer.
And herein lies one of the game's
maost serious drawbacks. The inabil-
ity to save your position just befare
one of these untimely deaths results
in much monotonous repetition of
routes yvou've already mastered; a
fundamental flaw this.

The upper hali of the screen
depicts tEe scene with your own

character, Ganch, walking around
outside the litter-strewn playing
fields and perimeters of the school,
as often as not accompanied by

infiltrate the seedy drug culture of
Florida and find out what has hap-
ened to your partner in crime-
ighting, John Harpinger. It seems
that the poor chap has been taken
hostage by a ruthless gang, there-
fore it’s your most immediate task to
follow the trail of clues to the kid-
napﬁer’s hideout. Your colleagues
on the precinct are Coshy, Deringer
and Makepeace (| made that last
one up) under the world-weary
direction of Lieutenant Davis.

This program (which appears to
be a GAC clone) doesn’t set the
world alight with innovation, but |
was mostimpressed with its compe-
tence for such a low asking price.
The location descriptions show a
fine writing style, the problems are
interesting (even if the solutions are
unimaginativel, and the program
makes good use “of informative
EXAMINE statements to keep the

me moving along. Try these two
ocation descriptions:

‘Matt is near a T junction. Sud-
denly all the wealth of the city gives
way briefly for the poverty of the
high-rise flats’, and ‘Matt is outside

your sidekick, Hollo, Both you and
he are animated, or maore strictly,
your legs are animated whilst the
upper lorso is rigid, with arms pin-
ned down., The background

raphics are n,.u-]imn;-r-l.g.rwn,ram:?r inmy
Euﬂk, disappointing. Any charac-
ters yvou meet, like the celebrated
drug pusher, also appear in this win-
dow, the text area below giving the
nﬁmﬂunjty to ‘Just say no" {(a
phrase pinched from the trainin
tilms for newly appointed hanE
managers]. *

The speech aspectisn't altogether
successful in Grange Hill, although
you can get Hollo to state how he
would prefer to remain put rather
than follow you any further, at one
stage in the game. I've forgotten to
mention the time element, where
the clock runs at four times normal
rate, which means vou could be

laying this game for (12 - 4) divided
g-,a four hours, which is a long time
to play a game that never quite wins
you over,

Difficulty: deft control of keyboard
or joystick required

Graphics; cheap game standard
Input facifity: menu and sentences
for speech

Response: fas!

General rating: interesting theme
and in some ways, interesting to
play, but fundamentally flawed

Atmosphere 71%
Vocabulary 59%
Legic : 79%
Addictive quality 62%
Overall 70%
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| the precinct. As he looks up at the
familiar building he cannot help but
think of his good friend and col-
league, John Harpinger. '

These passages may seem unre-
markable, but they are representa-
tive of a style which goes some way
bevond the ‘1 am inYou can see’
clichés of lesser games.

The game vocabulary is friendly
without being a pushover; it might
take a little while to get the right

word combinations, but once
achieved the correct solutions
appear to be the most logical, or at
least elegant. In the bulcher's
there's meat, which apparently
must be bought with some presently
non-existent money, and sawdust,
EXAMINE SAWDUST gives Yellow
and dusty, Very interesting!”’ while
TAKE SAWDLST tells you in no
uncertain  terms, “What the hell
for?l’ One non-standard useage is a

reliance on TAKE only, with no GET
option. However, any annoyance
over this omission is somewhal
assuaged by the use of the abbrevia-
tion of T for TAKE

A pood many locations can be
explored before the player hasto do
anything beyond simply mapping
the adventure, and it's quite some
time before the first objects begin to
take an unmistakable associations.,
A car standing in a filling station with
its petrol cap removed, a tube and a
container is one of the more obvious
strings of objects that no doubt can
be brought to bear on the problem
of getting that red Ferrari started -
sadly, it just isn't going to work
when it's found in the very first loca
tion.

Cetting some way into the game
reveals only good things, but some
may gall at the very slow response
times; for example SMASH VASE
isn’t the right way to go about mak-
ing the vase you find in Phil’s place
useful, but it takes the program an
awfully long time to look through its
vocabulary to tell you this. There's
also the small point of missing part
of the game should you play with
TEXT only {(and to be quite honest,
although the graphics are by no

means the worst ['ve seen, repeat-

ing them so often allows the player
to become jaundiced with their
1n,'g'rw!:gllrnirw:*_-.i:r|p|i4'|['_.'.'f.-:'||'r|r1'l,-il'|$:
text-only can't be ruled out). A com-
p-._-,wrhg_',l.|;1nl,-r;url:!q'yki|1'_.'nul'u1rii't'
and inserting a disk (found else-
where) causes a map to show up on
the computer screen. Unfortunately
you won't see this map on the TEXT
option (although, admittedly, il
won't take vou long before you
realise that you've missed some-
thing). But small niggles apart, Mat
Lucas is a really fine game for the
asking price.

Diﬁl'l.'ll"'}': 2asy

Graphics: average

Presentation: redesigned character
se

Input facility: verb/noun
Response: sluggish

General rating: good

Almosphere 82%
Vocabulary 78%
Logic 89%
Addictive quality 85%
Overall 84%

Professional Adventure Writer

Spectrum 48K. Plus. 128.Plus2

Coming soon for Commodore 64 ' / Amstrad
The Professional Adventure Writer is a state-of-the-art
graphic adventure writing  svstem, which allows vou
to design, write and illustrate, fast machine code

adventures with ease,

It provides a powerful sentence parser which allows

complex chained commands 1o be decoded

automatically

Simple to use multiple process tables allow characters

and problems to be created for vour adventures
Versatile graphics editor provides 'rubber banding,,
high speed shading, scaled subroutine's ete ele.
Allows impressive illustrations to be created quickly
and easily
Has many other outstanding features making it probably
the most advanced authoring svstem available vel

Makes full use of all the memary

£2295

(BB V N > park Crescent, Barry, South Glam.Tel; 0446 732765

INTERNATIONAL LTD.
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Producer: Gilsoft

Price: £22.95

Authors: Tim Gilberts,
Graeme Yeandle, Phil
Wade, Alex Williams, Kevin
Maddocks, Dicon Peeke

W T ay back in May 1984 a

: -,"‘5 i voung, lively, fresh and
i ) 1" spirited magazine called
fgi 4| CRASH reviewed a prog-

ramming utility named
The Quill, In that same issue there
wids an introduction to an adventure
trail where adventurers could com-
municate with like-minded
enthusiasts. That was exactly three
years ago, and The Adventure Trail
has now progressed to a sizeable
part of its mother magazine; incor-
porating Reviews, Signpost for let-
ters, Signstumps for queries, and
Superheroes for adventure super-
men and women,

Owver the years The Quill has
supplied many a good game for
review, but it has now begun to fall
behind despite additions such as
The Illustrator, The Patch, and The
Press. iNnCenTive's Graphic Adven-
ture Creator, was supposedly the
answer to the adventure writer's
problems. However, | remained
sceptical as all around praised a util-
ity which | thought lost an opportu-
nity to see adventuring through the
late eighties. With The Professional
Adventure Writer, or PAWfor short,
| now think we have the kind of util-
ity which can lead the way to better
and more imaginative adventure
the beauty of which is that the man-
uals are amazingly accessible, even
for such a m|'|‘||}‘|'|.bx and thorough
microcomputer program.

The manuals are a good place to
start, because although the print is
lightweight (small computer printer
style) it remains immensely reada-
ble. It's hard to explain why though,
as on first glance the introduction
manual looks no different to any
other. | attribute the manual’s ability
to keep the reader interested to Tim
Gilberts’ obvious love of adventur-
ing, and his realisation that the odd
joke or human touch can considera-
bly lighten the load of a heavy pass-
age. For instance, take this piece
which follows a breakneck tour of
your test adventure courtesy of the

arser, " Right, back to the boring
Eit. QUIT from the game so we can
deal with the next chapter in this
saga.' The facl that any part of any
manual can be thought any more
boring (or interesting) than any
other will ruffle purists, but this kind
of humanising is right up my street,
The introduction is a superb publi-
cation, making no use of the pomp-
ous style which blights so many
technical,

Now for a run through what PAW
can actually be expected to
achieve. The major improvements
are in vocabulary handling (includ-
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ing GET and DROP ALL), presenta-
tion options, debugging of your
adventures, ability to write up to the
full 128K of the new Spectrum, allo-
cation of weight to objects which
can be worn, removed and/or form
a container (eg trousers with poc-
kets), interaction of independent
characters, and quick, easily-drawn
raphics with rubber-banding plus
igh speed shading,

In the line of vocabulary PAW
provides a full parser, a device
which converts tﬂe player's input
into logical sentences which evoke
suitable responses. The parser
understands  long,  complex,
chained commands using punctua-
tion marks or the conjugations AND
or THEM, including the ability to
read IT for the last specified noun in
the likes of GET THE SWORD AND
KILL THE ORC WITH IT THEN
DROP IT. The utility knows the
player is referring to the sword with
the pronoun IT due to the way in
which nouns are numbered in its

THE PROFESSIONAL
ADVENTURE WRITER

vocabulary list. In this case ORC has
a value less than 50 and SWORD a
value greater than 49 and hence
knows that SWORD is the object
referred to by the pronoun IT.
Adjectives (GREEN jumper, LIT or
LINLIT torch) adverbs (HAPPILY
married), prepositions (talk TO him)
can all be used to add colour to the

vocabulary, along with the usual
verbs and nouns. Vocabulary
values lower than 20 are termed
conversion nowuns as they are
treated as verbs by the program
(MORTH for example). Many

synonyms can be engaged to ensure
that any input will receive a reply —
forinstance, BUS and TICKET might




be given the same value of 54 while
ANMORAK and COAT are both 56.
Seventy common words are already
catered for in the vocabulary, the
program recognises up to the first
five letters (ensuring speed in pro-
cessing and typing, along with
memory saving), and all-in-all,
PAW has done a very thorough job
in the vocabulary field
The screen display format can be
changed at any time during play and
options open to you are:
1. Full Screen Graphics
2. Continuous Scrolling Text
3. Split Screen Graphics
4_ Fixed Text and Graphic Windows
Further variety lies in the built-in
mulliple character sets. These can
be altered and interchanged during
a game, even when between loca-
tions or in the middle of a sentence
| consider these options to be a
liberating force and an escape from
the cloned look of other uotility
adventures,
Debugging a

near complete

adventure is made easier by two
additions. The first is the use of diag:
nostic flags revealed during the test-
ing of a game. There are 256 flags of
which 220 are free to the user to
add, subtract, copy and compare.
Flags can be used forcharacter loca-
tions, counters in subroutings, or to
hold the locations of objects. Loca-
tions and flags come into their own
when used in Process tables, where
Condacts (Conditions and Actions)
can be grouped to achieve many
weird and wonderful things. Con-
dacts such as HERE (the current
location of the player and flag 38),
CARRIED (location 254), WORN
{location 253) and NOT HERE {any-
where else including the not-
created location 252) can quite
clearly be seen to be related to loca-
tions and flags. This leads us on to
the second feature to aid debug-
gimg, namely those Process tables,
The advantage of using these tables
lies in their aElIity to be nested as in
subroutines, with the option of
devoting, say, one whole table to a
character’s behaviour. This not only
aids debugging, it also has positive
implications for developing and
impraving subsequent adventures
written using PAW.

The face a utility presents to the
world is important, as it is here that
the budding writer confronts the
complexities of adventure composi-
tion for the first time, PAW shows a
very friendly face with bwo pages of
menu options — one primarily con-
cerned with writing the adventure,
the other with saving, loading or
testing a written game. Single,
mainly first letters (V Vocabulary, L

Locations, C Connections, M Mes-
sages etc), lead onto sub-menus
which always remind vou of the
way in which information is
entered

The Locations sub-menu, like
most of the others, allows the Inser-
tion of text, Amendment of text,
Printing on screen (List), LPrint to
printer, and Z to return to the main
menu. PAW checks the syntax of all
entries and ignores superfluous
spaces, therefore | 3 will result in the
Spectrum question mark, as loca-
tions are inserted in~ order and
require no number — deleting 3 with
the usual Spectrum keys sees the
input accepted. On the other hand
Amend does need a number, as
shown by the information at the top
of the sub-menu for locations, for
example A 3 fits the bill of A (Locn)
and is therefore accepted. When
the player turns to Connections,
blank entries will be found corres-
ponding to the locations entered as
this automatic system simply ack-
nowledges the fact that every loca-
tion requires connections o some-
where! Similarly Initially at, and
Weight, open up new entries every

time an itemn in Ohject is borne. To
say this system js child's play might
be asking for trouble, but it is clear
the way in which PAW is con-
structed allows the greatest oppor-
tunities for a' comparitively meagre
outlay in time and effort.

This utility is a remarkable inven-
tion. It is a graphic adventure com-
posing system of some 20K,
released in one format but covering
the entire range of Spectrums: the
48K (rubber keyboard), Spectrum
+ (plastic keys), the 128K, and the
128K Spectrum +2. Disc/micro-
drive versions will be available by
mail order for the Opus Discovery,
DISCIPLE and BETA interfaces.
Anyone purchasing a cassette ver-
sion now who wants to upgrade o
a disc later can do so for the differ-
ence in price. Discs of 3, 3.5, and
5.25 inches will cost £27.95, while
the price for microdrives is yet to be
announced.

The Professional Adventure
Writer is just that, a professional’s
aid, even if only for developing
games for later coding. BASIC or
machine code additions are catered
for and a SAVE'd database can be
verified. | found the program excit-
ing and am excited by its possible
achievements.

Owerall 97%
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BILINGUAL
PROGRAM

Dear Derek,

It's easy to speak Brewster, but there

is another way. Just type in this small

mega ultility:

10 POKE 23658, 8

20  PRINT “INPUT SEN-
TENCEIN BREWSTER"™

30 INPUT A$ : PRINT AS :
PRINT “MEANS IN

ENGLISH (? =
SPACE):"

40 POKE 236086,-8

50 PRINT A$

60 POKE 23606, 0 : GOTO
20

Alexander Herbrand

ARCADE FREAK
BECOMES
ADVENTUROUS

Dear Derek,
| am new to the adventure scene as
| have been an arcade freak all my
life. | realise the scope adventure
mes have, as most of the games |
ought, such as Ghosts & Goblins,
Fist, Avenger etc only kept me
entertained for a week or so. |
recently bought Gremlins and have
been addicted for months,

Iwould like it if you could give me
some information on what to look
for in adventures, and possibly a
few games that could suit an inex-
perienced adventurer.

Anyway, | think your section is
excellent, but it could be a bit longer
and feature more games for inex-

perienced adventurer's like myself.
Giles Kellner, Wirral

I think of the top off my head I'd go
for Terrormolinos, which struck me
as both friendly (it tends to accept
your input) and easy. Matl Lucas,
reviewed this month, allows you to
wonder far and wide, is nol
difficult, and won't break the bank
as it is only £1.99. Furthermore, it
should be in the shops by the time
you read this.

DB

NOVICE HURDLES

Dear Derek,

With the two recent additions to the
adventure making world (Adven-
fture Creator and CAC) | was won-
dering what is best for the novice to
get started on. Could you please
advise me?

Chris Counsell, Southampton

A ftimely question indeed. As you
will glean from the Professional
Adventure Writer - review  this
month | have never been a greal
fan of the Graphic Adventure
Creator (having bought one in the
early Amstrad-only days). Could |

therefore draw r attention fo
PAW which | consider to be a work
of genius.

DB

MORELIFEON THE
GRANGE, OR
OVER THE HILL?

Dear CRASH,
| have just completed a game from
ARGUS Press called Crange Hill, at
least | think | have! You see | got the
Walkman and went home, and
when | came to the part where
Gonch's mother stands, this is what
happened . . . 'Hello mum’, you
smile. ‘Before you ask, look.” You
point at yourAValkman, ‘Oh that’,
she replies, ‘I'd forgotten about the
thing." Your heart sinks. ‘But that
reminds me’, she continues, ‘the
school asked me to fill in a form for
the insurance on the other one you
had stolen, They need it tomorrow.’
You feel sick — it means you must
return the formto school. And when
you do the staff are bound to
remember the other Walkman
being confiscated. They'll notice it’'s
gone too, and who will they sus-
ect? Your only hope is to put it
Eack by morming by breaking in
again’. Does this mean I've com-
eted the game or is there going to
EE a follow-up?
Paul Goodwin, a proud 128 +2
owner,

NO MAGIC IN
THESE POKES

Dear Derek,

Having completed the first three
parts of The Colour of Magic, bul
come completely unstuck on Part
4,.my wife and | were delighted to
see the program sent in by Paul
Matthews to list the vocabulary




[£20 software prize for March).
Imagine our disappointment when
my Spectrum + 2 would not accept
lines 60 and 80. Is it possible for you
to let me know the full correct prog-
ram, and how to run it with the
game in order to list the vocabulary,
as I'm sure this would help us
towards completing what has been
a good adventure. Also any hints or
tips that have been sent in for this
adventure, or one of the oldies Cas-
the Blackstar, which is currently pro-
ving a real challenge.

P Perrin, Wilts

I don't know what the exact
lem is here but I'm be;mm;? to
wonder just how compatible all the
different Spectrums — I've had one
or two problems with programs
myself. As for your adventure
queries, | can only realistically ans-
wer specific questions, and it may
be worth reminding readers here
that the Trail is a magazine column
only, and on no account should
addressed envelopes be
senf in as | am far too busy to indi-
vidually answer any queries.
Perhaps your letter g:{rﬁ me the
opportunity to point out two |
on my mind at the moment.
first is the way in which puzzled
adventures should hunt oul past
i as there may

*m;chm".s.em@g;

Stumps, try to be as fic as pos-

sible, as one of the main problems |

face is ﬁnhngﬂduup vague queries to
.E rl

sheels sent in
by readers.
DB

FROM GACTO
FAME AND
FORTUNE

Dear Derek,
Recently, | purchased the Graphic
Adventure Creator. | have spent
many hours on the program, writing
5nnalrand mostly uninspiring adven-
tures as well as fiddling around with
the graphics. | have, however,
designed a very large adventure
with graphics and character interac-
tion. It isn’t exactly Lever 9 standard
but | would like to try and sell it 1o a
small budget company. Please
could you give me some advice on
how to approach a company so that
they would take me seriously? Also,
what if they disown me, claiming
they wrote it themselves?

| Sunter, Essex

First things first, and it’s worth noi-

ing that the largest budgel house
mguumm, has a no-utility p_m‘:

? 1-‘5““" :n"m’mi
fgldin.l -ty lgﬂerexfhh-
ing the good points of your
game. Do all in your power lo
mmuﬂw*lape you submit will
SE » record
Mvﬂﬁsﬁﬁmmmvﬂ-
sions clearly on the cassetle itself.
Give a telephone number where
can be contacted at almost any
;::r,inﬂﬂmimhavelnptnrhe
computer should a company wan
the game. Sadly, unknown to the
al public (but very well
m to programmers M‘%
myself), some ¥
and late, uﬁﬂecmmm
the programmers altogether. No

wonder so many prog:mmers
wenl back lo owning ir own
companies after the shake-out in
the early eighties! As for your last
point, I have never heard of any
-:cumgany stooping so low as to
pinch a program in this way, so rest
easy on thal score, o

MIDNIGHT
CURFEW

Dear DB,

I'm writing to CRASH Towers in
response to two articles in the
March Signpost section. Firstly, |
was pleasantly surprised at § en
McLear's letter from Glasgow con-
cerning the already fabled Eye of the
Moaon. It's good ta know |'m not the
only Midnight fanatic in the world,
and feel bound to extrapolate the
discussion.

| accidentally came across The
Lords of Midnight a long time agtc:é
and immediately proclaimed it to
‘the most sensational piece of
software to hit the litle Sinclair
micra.' This Mike Singleton's a
genius, | thought, and | watched the
software shelves eagerly for six
maonths or so, snapping up the first
copy of Doomdark’s Revenge that
appeared. It's very rare that | fork
out the traditional tenner for one
game, but again it was worth every
penny — an outstanding mix of
adventure, strategy, and graphical
perfection. The individuality of the
characters was especially excellent.
MNow a certain Damen Andrews of
Watford wrote last month that he
was having problems with, amongst
others, Doomdark’s Revenge, so I'll
come back to that later with some
lips.

However, this supposed Trilogy
business set my pulse racing. Was it

ssible for a third, even better epic
andscaping adventure? Seemingly
not. | wrote o BEYOND explaining
about the Eye of the Moon game,
and a certain Simon Goodwin
{sounds familiar!) replied saying the
third epic was due for release in Sep-
tember 1985, September came and
went and | wrote and phoned many
times, but 8Bevonp had disappeared!

Then lo and behold | reached
them again and was told 'Easter
1986" would be the release date,
Ah ah. Easter came and went — no

ame, Then sevonD must have fal-
en into a bottomless abyss because
| didn’t reach them again until late
last year when | discovered they'd
been bought up by pregirp and the
old team had ‘retired. " At this point
| was awaiting Dark Scepire. They
said that Dark Sceptre could be
expected just before Christmas, and
Eye of the Moon would follow in
1987.

Guess what! They were fibbing
again. It's now February 1987 and |
am told that Dark Sceptre is still
undergoing production difficulties
and Eye of the Moon may have to
be scrapped! Mow | realise that
Mike Singleton s extremely
talented, and therefore very busy.
But | ask you, why set aboul startin
three or more projects (Da
Sceptre, Star Trek, and the meL
BOURNE HOUSE game) when the first
one planned (Midnight 11T} is still to
be finished, or maybe even started!
S0 all | can say to Stephen of Glas-
gow and all other Midnighters is,
we're gonna have a long wait, And

Mike, get your finger out and con-
centrate on one or the other, not
four!

MNow that's out of the way, here
are some tips for Doomdark's
Revenge. In the Lords of Midnight
there were basically two ways to
win: Morkin’s Quest or Military Vic-
tory. In comparison the aptions in
DR are almost unlimited, as you can
attempt to accomplish any number
of the required actions, The full vic-
tory that reveals the hidden watch-
words of Midnight on the Moonring
requires the rescue of Morkin, the
complete destruction of Shareth,
and the safe return of Luxor, Mor-
kin, Tarithel and Rorthron to the
Gate of Varenorn, To attempt to
explain here everything that must be
done would take quite a while, and
some adventurers may prefer to find
out for themselves.

Here are a few basic hints:

1. Recruit as many Lords as pos-
sible: Tarithel begins game in
the Fey realm, and she is an
excellent recruitment officer.
Luxor is not so brilliant,
Rorthron is very good

2 Recruit Fey and Barbarians
first

3 Objects such as Crowns,
Spells and Runes are a great
help, but it's not essential to
discover the whereabouts of
them. Go to towers to seek
guidance

4, Ur:;ike LOM, there is a nevp{er
ending, rejuvenating supply
of warriors and riders at the
various fortresses and cities

around the Icemark. It's
important to  keep your
armies up to strength (1,000

— 1,200 men/riders each)

5 To slay Shareth you'll need a
lot of manpower and many
friends. Don’t necessarily go
looking for her — she’ll come
to you in about nine or so
days time. Consolidate your
position and force in some
stronghaold,

6, Because of the individuality
of characters, they may gang
up together in independent

ups depending on who
ﬁ:gy are aligned to etc,

7.  The rescue of Morkin is a
great puzzle and it stumped
me far some time, Tarithe! is
instrumental in his recovery,
and the third dimension is
also important

8. Don't worry too much about
the lcelords. The manual says
they are most difficult to
recruit. In actual fact, due to
their very treacherous nature,
they can easily be recruited,
especially by Rorthron and
Tarithel = but watch out they
dan't turn traitor and revert
back to Shareth

9.  Bewary of Stones, Gates elc.
Sometimes they may bring
good fortune, sometimes
not. You'll eventually get to
know which ones do what

10. Finally, don't despair. If your
armies are getting trounced
and ?(nur commanders are

rebelling, seek sanctuary in
pits, tunnels, gates, any-
where underground as

Shareth and company will

not follow you underground.

These are just vague hints,

Doomdark’s Revenge is a pheno-

menal game which, apart from its

predecessor Lords of Midnight, has
no equal. Happy hunting!

S | Harding, Tamworth.

GAP — GRAPHIC
ADVENTURE
PROBLEM

Dear Sir,
Although | am not very good at
adventures, | like trying to complete
them (although | rarely do). When |
had gottenn bored of some of my
arcade games | tried to find some-
thing that would be longer lasting. |
thought of adventures . .. no |
couldn't get anywhere in them.
Then | thought, 'why not make my
own adventure.” 5o | trundled off 1o
my local computer shop and spent
all my hard-earned pennies to buy
an adventure maker called GAC. |
ran home and started tinkering with
it. Despite having a few problems, |
have now nearly finished the first
part of my adventure. This brings
me to what | want to say.

1.  Inthe GAC how do you get
random messages. |'ve tried
moast ways but they don't
work,

2, Alsa, how do you make a
multi-load program (like The
Boggit)

3. Can you link The Artist Il to
the GAC (for graphic -pur-
poses) If you can help me
with these, myselfand my co-

writer would be very grateful,
Daniel Ciapnun

I have had many tions con-
cerning the GAC and what it can
and cannot do. Would some kind
soul out there please write in with a
full aisal of what can be realis-
tically achieved with this utility and
I'll see if | can dig oul a prize for the
letter. it

THIS JUST CAN'T
BE!

Dear Derek,
Just a short letter here. In the last
issue of CRASH (38), you printed a
supposed correction for my Mid-
night pokes «first published in
CRASH November 85, It's a pity,
the supposed correction had the
same mistake in it! The mistake was
in line 60, which should read 60
DATA 34, 148, 96, 33, 24, 62

| was hoping 1o do some Doom-
dark’s Revenge pokes for you, but
after all the hard work of breaking
into the protection system (POWER-
LOAD) and finding some pokes (|
found nine in all ranging from no
mist, through always recruiting if
approach used, controlling any
cﬁara::ter ithere are 128 of them!)
and see the screen build up, my
computer broke down before |
could write the pokes program. 5o
yvou'll just have to wait for them.
Hope you have better luck typeset-
ling your pokes programs in the
future. I'll have to be going now, got
a lot of A Levels revision to do for
my exams in June.

Paul Stephenson, Leeds

I hope your university aspirations

come frue, Paul and thanks for
ﬁndm;ﬂ ing the time for your letter.
D

This month’s £20 software is wing-

ing its way to § | Harding for
ol et i+
descended after Midnight.
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¢ UPERHEROE

I vow are beaverin
it icar H
hope of becoming a SUPERHERO,
then sad news for you - but great
mews for two May SLUPERHERCOES,
Philip Hancock for magination and
Robert Adams who gives & full solu-
fron B Koatvyaasfin, He goes on fo say
that the game was not as involved
s the three parls might suggest,
and indeed, was the easiest adven-
ture he has ever played. The
kobivashi Narg SUPERMHERO) date
was the 1st of March. Philip
canfirms his sfalus ol% |'-'|:-.n.;lr:-..lrr| i
SUPERHERCO thus: ‘I am wriling o
claim my place as a SUPERHERO)
for 1'|jr.l'lpl'¢-l'ing Ieridgianatinn from
the rigegien Silver range at 8pm on
Friday the 20th aof February, 1987,
The aimof the game is (o count the
number of stars in the universe, The
game is quite funny but | was disap-
pointed with the end. All that hap-
pened was a shorl message saying
‘1, 2 3. 4. This will take guite a
whife, 5. 6, 7. 8" and Game
Over, ' N Coburn (6th March) and
David Adamson ihought Fth and
sofved] TOLh March) can only
imagine what if would be like to be
4 SUPERHERD). Both provided full
sofutions which will prove imvalu-
able for readers” gueries.

Hie-Mair arved Masters of the Lini
vErrse and | ‘s et have fal-
ten to the one SUPERHERC. Yes,
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folfowing the two dowble
SUPERHERCOES of last month, there
is now another who has taken on
the h..l”l“'ﬂ,_l,"l" b twir advenfures
and come through with the wlli-
malte accolade. Those vital dates
are March 13th (He- Man) and
March 19h (( usterc!) and the
superhuman chap is Andrew C
Edney of London. He confirms:
‘When vou finish Ho-Aan vouw are
told vou have disarmed the
machinery that has been destroving
the land, trapping Skeletor. Well
Done! When vou finish ¢ usterd s
CJuest you are told how vou have
successfully guided Siv Custerd fo
the triumphant end! A truly greal
achievement!.”

And lastly for this month Jet us
salute a joint efforl 1o discover the
(3 200 fronm € OMPASS SOFTWARE,
This game was cracked in two days
by Steven Thompson and Stephen
Robertson of Gateshead, The dale
was Felrwary 24, the time 4,
and the end message, 1
laserat the warhead, 115 effects are
immediate and the missife begins io
shrink. | lose my grip and fall from
the sky into the sea. As ook up at
the shrinking missife it bursts into
harmiess flames. As | swim back 1o
the island | catch a glimps of a very
finy man surfing on a bwig in front
of me, Couldithe . .. ¥

Without further ado let's get stuck
into those puzzles that have you
flummaoxed,

Questrrose games, based v,
comic book characters, are always
popular, and this month sees
gueries on Spiderman and Human
Torch and The Thing, which | will
endeavour o answer.

Jan Hill of Manchester wanis to
know how you deal with Sandman
and is having some difficulty deal-
ing with that (now rather famous)
fan. Trouble is, he ain't even got any
web fluid! Meanwhile, Philip May
from South Wales is in the caves
underneath the tar pit, but he's
scratching his headpf.:ke some
demented monkey at the thought
of not grmmr further.

To defeal Sa , DMING
DFJMJOH befare you enter the
room. On entering the room FYBN
DSIC twice, then TAKE ALL. As for
the fan how about trying DBTU
XFC BU GBO several times until it
slows which allows yvou o DBTU
XFCBU CVULPO. As you're aware
f h, you need some of that web
fluid, so here's a formula to work
on: GET DEMDIVN DESCPOBLUF
and IZESPDIMPS]D BDJE. Make
your way lo the chemistry lab
{where else!) and type in NBLF
GMVIE. To mkimmr interest
in the Human Torch, try to get the
hang of The Thing by waiting until
vour energy is 100%, turn your
GMBNF on high, throw it af the
boulder, GET PEBBLE, and fly dawn
the hole.

Ne month of stumps could ever
pass withoul a Seabase Delta
query, and this merry month is no
exceplion. Mike Hicks is as sunk as
a sub and has been dealt a blow
(groan!) by his inability to enter the
lift shaft or to lever the cannon.
With the cannon problem he won-
ders if the hammer (found in the
reactor room), nails, plank and bar-
rel (from the tavern) have got
something to do with if. He's so
puzzled he thinks he's about to lay

an egg which is more than can be
said for his attempts fo get the hen
to do just that.

Well, let’s start with the shaft,
and who wants to enfer a forbid-
dingly deep lift shaft for heavens
sake? Far beiter io PQFO the
gBDFM with the key that was in

e GPPE GBSN. Examine
UFMFTDPQF and down the shaft
vou will see the small metal disc
used lo play the mmpu:e;gam.
The disc can be got at by ing
a XBTIHOH MJOF with a speaker
NBHOFU attached. First of all you
might find it useful to DIFX HVYN
and stick the buttons for the lift (de-
tails supplied by Matthew Tuck). To
lever the cannon you'll need some-
thing long, it has been suggested
that a h of TUSPOH XPPE
could do the Irick. To remove
the QMBOL in the first place you
need the QJODIFT whereupon you
can QVMM OBIMT. 1 say, I say, |
say, how do you make a hen lay an
ege! Answer: CMPX CVCCMF next
to IFO. (K Miles supplied the ans-
wer o this hen joke).

Time for a quickie here me
thinks, from a regular in the Mid-
lands, | can’t answer.all of Mifan
Petrovich's problems cause yvou lol
out there ain'f sent in the full solu-
tions to Adventure or Claymorgue
Castle {even though fame is now
almost guaranteed due to the new
credit system). However, his ques-
tion on Emerald Isle which goes like
this, ‘I have given the seamstress
the parachute but can solve
nothing else. I can find no use for
the four coins I have’, can be
answered this very month and here
are the words of wisdom which will
soon have the penny dropping.
Insert TIMWFES coin, enler frain.
Purchase the HSBOVMFT with a
CSPOAF coin and the HPME coin
should be given to the OVSTF.
Alright you clever accountant-
types oul there, you've only
counted three cains. Well perhap:
Milan gol his sums wrong {or if
didn’l this excuse should keep him
at bay for another month),

Malcolm Austin wishes fo escape
the rock prison at the beginning of
Rebel Planel and, in a similar vein,

would like o skip the in’s dun-
geon to defeal rre rﬂf:fggm in

The Hobbil. In the jall CFOE CBST
XL XSFODI and then
BDUIWBUF MBTFS before
DMINC UISPVHI IPMF. The gob-
lin’s dungeon might refease you
after the following: SFE EPPS to the
TX, wait until Thorin appears and
say to him ‘POQFO XIOEPX’, 'DCSSZ
NF', then "HP XFTU', THEN GO 5W
and DOWN, wait for the goblin.
fHobbit help — Desmand Corrigan).
In the same game Michael Palmer
wants to find the professor on the
second planel having waited out-
side the university for hours. Leav-
ing the academic for the guard he
finds he can’l keep the museum
attendant happy and wonders if the
display cabinels have any part fo
play. At the entrance to the univer-
sity UBQ DSZTUBM with GPSL.
Examine the exhibits o learn about
the creature. Give CSFX fo HVBRE.
Pm a bit pushed for time this
month but it s rumoured an Adven-
ture Special is in the offing, perhaps
next month, so I'll look ard fo
that. For now, keep sending in your
mast treasured lips and solutions,
as well as any puzzling problems

to:
SIGNSTUMPS, PO BOX 10, LUD-
LOW, SHROPSHIRE SY8 1AQ.
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We did it last year —at least
Robin Candy did it, and I
wrote the introduction —and
it was a great success.
Everyone said they loved the
Special Playing Tips Supple-
ment. However, the last one
was a mere 16 pages; this
year it has grown to a mas-
sive 32, packed with hints,
tips, cheats, POKEs and
maps.

Since the beginning of
time, somewhere around
1983 as far as we are con-
cerned, people have been
spending more time hacking
games than actually playing
them.

Since those days things
have changed. Gone are the
simple POKEs that could be
entered by MERGEing a
loader and sticking the POKE
before the RAND USR state-
ment. Routines are now more
involved, and the competi-
tive rate at which they are
produced js often alarming.
Teams, such as The Haxby
Hackers and the Mega Team
as well as individuals like
Phil Churchyard and Jon
North, have achieved cult
status for their hacking
axplcutst.hmughtﬁepagﬂuf

Mnnjr of the routines in this
special edition just have to
betypedin, runand the tape
loaded as usual, The game
should then run, good typing
willing, normally but with
the POKEs installed, If other
systems need to be employ-
ad, it's stated in the introduc-
tory paragraph.

Thank you everyones who
sent in POKEs and tips to
make this Supplement the
size it is — and please con-
tinue to do so or I'll be out of
& jab!

ELM

Over three months we've col-
lected quite a few tips for
CRL's Academy. For the Spec-
ial Supplement, herethey are
again, plus a few new ones.
Thanks to Camilo Mesias and
Russall Mulcahy.

ACADEMY TIPS
MISSION ONE

‘If It Moves ... "'

You find that your base is sur-
rounded by four sets of Light-
housesin pairs. Do not destroy
these as they are necessary for
navigation. Design your own
ship with as many of the fol-
lowing characteristics as pos-
sible: good lasers; scanner; 4
bombs; 8 missiles; some
ammunition; a compass; good
main drive. Then fly around
close to your base and get rid
of anything that isn't one of
the Lighthouses.

Return to GLV and then
equip. Fly out in between the
sets of Lighthouses. When you
find a ship steer towards it, but
slow right down. There are
groups of ships which thrash
you in close combat, so stop
and pick them off one by one.
If at first they don't come
towards you, inch closer and
that should tempt them into
combat. Use up all your mis-
siles against them and then
turn towards GLV (use ADF)
and burn. Change view to rear
and keep shooting. Drop as
many bombes as possible and
be careful that youdon't crash
into GLV while facing back-
wards (now that would be
embarrassing!). With some
luck the bomb will detonate
your enemy’s ships. If it
doesn't, return to GLV, re-
group, re-equip and repeat.

Repeat this manoeuvre for
each direction of the compass,
destroying Lighthouses so
that you know where you've
been. You should easily get a
pass on this level. If it gets
dark, return to GLV and wait
five minutes until the sun rises
again.

MISSION TWO
Red Dawn

Use the same ship as in Mis-
sion One, but add Jump/door
unit, IR or flares, and 8 rounds
of ammunition. Do not shoot
the jump pads! This is crucial.
First destroy everything
around the GLV except the
jump pads. Re-equip and jump
somewhere. You find yourself
at one of the outposts. Locate
the robot factories and keep
well away from them until the
very last minute or else they'll
thrash you. Shoot everything
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else. Fly between the fac-
tories, bombing as yougo, Use
ADF to return home once you
are sure that the factories are
gone (use scanner). Use your
ammunition because the robot
factories lob robot missgiles at
you very quickly indeed. If you
run out of ammo then burn
home, but face backwards so
that you can use all the mis-
siles. It's a long drive homs,
but don't panic as there is
enocugh fuel for a two-way
journey. Re-fuel, repeat and re-
equip and head back toget the
other factories.

MISSION THREE
Meltdown

This is probably the hardest of
the first four missions. Get a
new ship with: high shield,
high lasers, high AMMs: 4
bombs, scanner, a compass,
and missiles . . .

Avoid the mines which are
shown on the scanner as four
dots, close together in a small
square. Shoot these while they
are still at a distance. Every
now and then slow down, stop
and look at the scanner, Any-
thing stillmoving isashipora
missile so blast it before it gets
you. Avoid the fortresses if
possible or bomb them if you
have to (remember to get well

>LUNCH

Lavnch O0.K.

away from the explosion your-
self or it'll be bye-bye Skim-
mer).

The volcano-shaped objects
are indestructable and NOT
the reactor, so don't waste
your ammo onthem. The reac-
tor is shown on the small map
of this level. Time is the most
important thing in this mis-
sion, therefore you dan't dothe
old trick of waiting for the sun
to come up — perseverance is
the only thing that will get you
through this mission.

MISSION FOUR
Softly Softly

This mission is dead easy. Use
a ship with good lasers, main
drive, shield, scanner and com-
pass. Follow the corridor of
mines carefully and repeat the
process of stopping and check-
ing the scanner for ships —
there are a few. When you get
to a corner be careful not to
turninto the mines. For speed,
try to use missiles on ships
attacking you. Remember,
scoring is on a time basis, but
dock very carefully at the end
or you may waste it alll

GENERAL TIPS

1) Use low power steering — it is
easy to control. If vou become

Flare released
Hissile Fired

. e
gl
mjﬁ
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surrounded, change view to
shoot the ships rather than turn-
ing around. If thereis something
in your way — for example a
building — then stop, otherwise
you needn't change your flight
path.

2) Bombs are extremely useful,
but you rarely need more than
four because you can only
release one at a time and you can
re-equip after destroying some-
thing by returning to the GLV,
3)If ships are attacking you from
a good distance, stop and pick
them off with lasers and mis-
giles, If surrounded, drop a bomb
and burn away, changing view
to shoot as many ships as possi-
ble. They follow you and a bomb
may well get rid of the lot of
them.

4) In the buildings (GLV for
example) vou can abbreviate the
written commands by adding a
full stop.

§) For really high scores, don't
dock with the GLV if you have BS
to 89 percent as it adds b percent
and you will be forced to end the
game.

6) Don't shoot the lasers aim-
lessly: make sure that they are
going to hit something before
you fire. Using this method the
lasers won't overheat too much.
7) Mines are deadly, so shoot
them from a good distance. They
areoften grouped in fours inthe
shape of a square (but not
always).

8) When you complete a mission
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ACADEMY TIPS

with more than 90 percent, save
the game so that you can load it
in the next time you play
Arademy. This way you can
save a lot of time.

MORE ACADEMY
TIPS

Here are some of Russell Mul-
:hlhv': tips for levels two and
ree,

Lewval Two — Cipher
Design a Skimmer with a door
unit and missiles. Follow one
set oflighthouses until you see
the reactors, which are easier
viewed on the scanner.
Approach slowly, shooting
anything that attempts to
blast you, but take care not to
hit the reactor oritwon't allow
you to enter. Dock with the
reactors and get the codes.
Return to the GVL, blasting
the lighthouses as you go so
you know you've been that
way. Re-equip and repeat the
procedure for the other reac-
tors. Once all codes have been
extracted, return to the GVL
and go into the codes system.
To begin with it's best to try
and match one piece of code
with every other piece untila
matchis found. The codeslook
like two numbers when com-
pleted.

At the OK Coral

Lots of missiles and good
shields are required for this.
The missiles are for the
armoured crawlers which are
invulnerable to lasers. Gener-
ally, using scanners, you
should seek out groups of
robots and approach them
slowly. As they attack, zap
them, don't use the missiles.

Hide and Seek

Delay bombs are needed, but
missiles, AAMs or good lasers
are not essential. However, it's
wise to keep a hold on some
good shields. The suppressor
droid is moved by shooting at
it—but they're difficult tocon-
trol. Move one over to a group
of solar discs; close enough so
you can enter the group with-
out being shot. Position your-
self so all discs are visible on
the central blue square of the
SCANnNer.

Turn round and fire at the
suppressor, as you don't want
to destroy it with discs. Keep
firing until the discs return
your fire, then drop the delay
bomb and escape by flying
towards the suppressor — but
don't crash into it. If this is
done correctly the bomb
should destroy all the discs but
not the suppressor.

— WAy

Remember — you only have
two suppressors so don't
waste them.

Level Three — Lasarium
Dead easy! Design a Battle
Skimmer with good lasers,
shields, missiles, scanner,
furry dice . . . No, cut the furry
dice. Don't charge around the
landscape, take it sasy, return-
ing to the GVL if you're dam-
aged. Don't launch too many
missiles at once, as this
increases the chances of a
robot AMM launch. You
should have no trouble in get-
ting 100 percent on this one.

Hades I1

Use the Battle Skimmer from
Laserium, but add a jump unit
if it hasn't already got one. Be
careful not to destroy the jump
pads.

Sands Of Time

To destroy the reactors use
delay bombs or fire a missile at
very close range. Watch out for
solar discs protecting one
reactor as there are no sup-
pressors. In this mission
there's no real point carrying
on after 60 percent, as the
other missions should build up
your score.

Mission Improbable

Similar to Cipher only with
jump pads. A suppressor is
required to use the first jump
pad, as it's surrounded by
solardiscs. Apart from thatit's
quite easy.

AND THE FINAL
INSTALMENT ...

After months of waiting it's
finally here, the final instal-
ment of the tips for the spawn
of Tau Ceti: Academy,
supplied by Russell Mulcahy
from sunny Sheffield. Now,
where did we leave off . . .

LEVEL FOUR

Ceti Revisited

Very like Mission Improbable
axcept there are no solar discs.
Make sure you refuel at every
opertunity as there are a lot of
jump pads. Again, quite easy.

Out of the Frying Pan
Inthis one, the Hunters attack

in groups, so you'll need mis-
siles, good lasers and strong
shields to survive. If you takeit
slowly, it shouldn't be too
difficult.

Don't Panic
You need delay bomb to elmi-

nate the solar discs and robot
factories. The beacons lead to

the supressor 'car park’
{watch out for mines), and the
lighthouses lead to the discs
and factories. Destroy the
discs as in Hide and Seek —
except you won't need to
worry about destroying the
supressors. The easiest way to
the factories is to fly between
them, zapping their missiles
with AAMSs. Drop a bomb in
the centre of the group and fly
away. Don't use lasers toshoot
the missiles as you may
destroy your own delay bomb.

Needle in a Haystack

Rather like 'softly, softly’
except the path through the
mines is quite tortuous, Watch
out for fortresses and don't
worry if you set off a mine -
just wait a while to allow the
shield to recharge. When (if!)
you reach the GVL, remember
toquit if you haven't scored 90
percent or more.

LEVEL FIVE

Coal mine

¥ou need your trusty Battle
Skimmer but this time replace
the jump/door unit with Infra-
red. Use the same tatics as for
the other shoot 'em up's and
you should be okay.

Paz!

Here you meet the rather
interesting super missiles
which cannot be destroyed! At
the beginning, the best thing
todoistorun away —very fast.
Keep firing with your rear las-
ers as you do so, and when
clear slowly return, shooting
things as soon as they come ~
intorange. Try and destroy the
fortress at extreme range —
before they fire those really
awful missiles. if one is fired,
thereis nothing you cando, so
just hope your shields are
strong enough. Quit as soon as
you get a decent score.

Protector

You'll need a high main drive
for this. This way you'll be able
to knock out a few trackers
right at the beginning, before
they escape. Afterthat, simply
‘seak, locate and destroy’—but
watch out for mines.

Shepherd

Watch Towers are moved like
suppressors. You'll know
when you've got one close
enough to the GVL as your
score will increase. Don't put
them tooclose as they may get
in your way while docking.
Watch out for mines. In gen-
eral, you should treat every
‘blip' on the scanner with cau-
tionuntil you cansee whatitis
and then take appropriate
action.

Phew! That's the lot for
Academy| Can there be any-
thing left of the game to play,
I wonder?
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Last month I printed Adam
Thompson's tips for the first
part of Future Knight. Now
with the map for Part Two of
the game, there are more tips,
but just to set the scene, I'll
repeat last month's solution.

First you need the Safe Pass.
go left, then up, left again,
then right and grab the Safe
Pass. Go back right. Go down,
kill the Large Robot and go
through the exit. Now you
have to locate the Securo-Key,
the Platform Key and the Exit
Pass. Goleft, then through the
second opening on the right.
Kill the Robot and go up, left,
up and through the exit. Go
left through four rooms, and
through a secret door on the
left. Go through two more
rooms to the left, and through
the exit.

Go right through five rooms,
get the Securo-Key, leaving
the Safe Pass behind. Retrace
your steps to the exit and go
through. Go left, then down

P On the second level of Future Knight

through three rooms and you
should be presented with the
message; 'This exit is locked,
fool'l Use the Securo-Key and
go back to get the Safe Pass,
then back through the exit. Go
right, get the Platform Key, go
back left, and through the exit
opened with the Securc-Key.

Go down six rooms and
through the exit. Go down a
further six rooms and use the
Platform Key — a Platform
should appear. Go down, get
the Exit Pass, then retrace
your steps to the exit. Go
through and up six rooms to
the exit.

Go through, go right, and
through the exit. Go clean
through six rooms and another
exit. Go down, right, down, kill
the Large Robot, go left, and
through the exit. Go left, right,
down two rooms, left and walk
into the exit —but remember to
use the Exit pass. Walk out of
the exit, then back in, and you
should be on the planet's sur-
face.

The final part of the solution

Knight.
comes from Andrew Johnson,
an intrepid Knight in shining
armour, who comes from
Sheffield, the same place as
the Gremlin programming
team. But I'm sure that has
nothing to do with his
promptness. Eh, Andy?

Go through to section nine ana
collect the Bridge Spell,
through to section ten and use
the Bridge Spell at the begin-

FOREST AND DUNGEON SOLUTION

ning. Through to section 11
and through the exit at the top
of section 12. Now in section
13 collect and use the Glove
and go through to section 14
into 156. Go to the bottom of
section 12 and make your way
back to section ten and collect
the Release Spell. Go right
through to section 20 until you
reach the bars that blow up
the Henchodroid. Use the
Helease and go through to the
last screen and walk through

the Princess and the game is
finished.
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Well, actually it probably won't matter that much, It's a solu-
tion to Ocean's Short Circuit, and although it's reviewed in this
issue, the game has been on the streets for some time (it came
intoolate to be reviewed in last month's CRASH). The sclution
and map come from those Industrious Hackers from Haxby, but
thanks as well to Karl Fudge and lan O'Connor, who also
supplied a solution and map, which were very useful,

E1 Start

E2 Link:Select Search, Use, Read: Search Drawer: Get Blue pass-
card

B1 Use Blue (twice — both sides)

Link: Select Look, Break, Drop

Drop Blue in sofa

Search Desk: Get file key

Use Key: Drop key in Sofa: Search file: Get Pink passcard

Search Desk: Get Red passcard

Use Pink (once)

Lise Red (once)

Use Pink {once)

Drop Pink and Red in Sofa

Search Robot: Get Laser Software: Search Box: Get Jump

Hardware

Drop Laser and Hardware in Drawer

Search Drawer: Get Drawer key; Search Terminal: Get Lit

Cigarette

Use Drawer key

Search Workbench: Get Monkey Wrench

Break Sink: Use Wrench: Drop Wrench in sink

Search Drawer: Get White passcard

Use Cigarette: FIRE! Drop Cigarette in Sofa

Use White (once): Ga right

RRRERE &% S&RRG83RZE

DON’T GET SHORT CIR

B6 Use key: Drop key in Sofa: Search Drawer: Get Grey passcard

A5 Search Sofa: Get Red and Pink passcards: Use Grey

AT Use Red (twice)

AB Use Red (twice)

A10 Use Grey (twice): Drop Gre'l,,f and Red in Sofa

C10 Search Bin: Get Hacking Disk

A9 Use Disk: 2: Low Mode: Drop Disk in Terminal

A5 Search Drawer: Get Laser and Hardware: Avoid Robots (F7, E7,
EB, E10) operating at one minute intervals

H7? Drop Laser and Hardware in Sofa

A9 Search terminal: Get Disk

B9 Use Disk: Set Service Time (about 3 minutes ahead of the pre-
sent tima): Drop Disk in Drawer

H7 Search Sofa: Get Laser and Hardware

HB Wait for Service Time

H7 Follow Robot through the Doar

H9 Drop Laser and Hardware in Sofa

110 Search terminal: Get Drawer key

F10 Use key: Drop key in Sofa: Search Drawer: Get Gold passcard:

Use Gold (twice)
F9 Drop Gold in Terminal
G8 Use Pink (once): ALARM! Drop Pink
F8 Search Workbench: Get White passcard
H9® Get Laser and Jump Hardware
I7  Drop Laser and Hardware: RIGHT!: (E3)?
E3 Now to get the Laser Circuit
B8 Search Drawer: Get Disk: Use Disk: Set Time: Drop Disk in
Drawer
HB Wait for Service Time
HT Follow Service Robot
I7 Search Table: Get Laser Software and Jump Hardware — also
o Earrying the Laser Circuit
it!
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THE GREAT GOLDEN
OLDIE COLLECTION

TABLE OF CLASSICS

Robert Gabriel of Uffculme in Devon has compiled a table of
POKEs for a veritable collection of Golden Oldies. The best
way to use them is to insert them just before the RAN-
DOMIZE USR statement, Alternatively you could use a mul-

As there are so many, | haven't had time to test them all,
sodon't complaintome if the odd one ortwodon't work as
they should — it was either eat, drink and sleep for a few
days or check this mountain out. I think I made the right
choice — and besides, most of the games here are buried so
deep in dust and grime that I can't get at them.

Robert wins last month's WANTED competition and all of
this month's Smashes will soon be winging their way to
him. Hope there are plenty!

POKE

faszzaseeasi

i

ROBOT MOVEMENT

High Mode: E7 & E10
Low Mode: E7 or E8 or E10 or E7

Stationary Robots
aglarms are at: B6 & 18

alerted by

KEYZ H -
A Ll

g X Paim
. A Fouray
Terminal Duq;_

TITLE RESULT
SCUBA DIVE 55711,255 256 Lives
HORACE GOES SKIING 29270,0 No Traffic
MANIC MINER 35136, 0 Infinite Lives
HUNCH BACK 26888,0 Infinite Lives
AH DIDDUMS 24942 255 2565 Lives
PROJECT FUTURE 27662,0 Removes aliens
PSYTRON 28625,0 Endless Fuel
PSYTRON 26143,255 Endless Oxygen
PSYTRON 26144.,0 Endless Oxygen
PYRAMID 44685,0 Endless Energy
ARCADIA 25776,0 Infinite lives
ZIP ZAP 53753,0 Infinite lives
KOKOTONI WILF 42214,255 256 lives
MOON ALERT 42404,255 100 lives
ZZ00OM 24743,0 Infinite lives
FREEZE BEEZ 34610,0 Infinite Lives
FRANK N STEIN 28277,100 100 lives.

° WILD WEST HERO 23821,30 30 lives
MONTY MOLE 36874,255 Fall without dying
MONTY MOLE 38004,0 Infinite lives
ESKIMO EDDIE 24686,24 Infinite Lives
ESKIMO EDDIE 24687,76 Infinite lives
LAZY JONES 56693,0 Infinite lives
KOSMIC KANGA 36212,0 Infinite lives
ANDROID 52250,32 Infinite lives
MUTANT MONTY 54933,0 256 lives
RIVER RESCUE 33420,0 Infinite lives
ZAXXON 48825,250 255 lives
GILLIGANS GOLD 52881,0 Infinite lives
FINDERS KEEPERS 34252,0 Infinite lives
CHILLER 34025,0 Infinite lives
TIR NA NOG 34202,200 No Sidhe
MUGSY 43012,0 Infinite lives
JACK/BEANSTALK 56110,0 Infinite lives
DEFENDA 37531,0 Infinite Lives
DEFENDA 34163,0 Infinite smart bombs
HALLS OF THINGS 32717,0 Infinite energy
PUD PUD 49287,0 Infinite Pud Puds
AD ASTRA 28592 0 Increased fire power
AD ASTRA 368562,0 Infinite lives
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NN
- EXTRAAS

W == DOORWAY
= - [O0CKED DOOR

°7| SECRET PASSAGE

WAYS THROUGH MIRRORS

LEVEL

COMPILED BY B. SWSLOE
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TREASURE CHEST

clock

FOUNTAIN

MIRROK

TABLE

BENCH

IDOL OF A GOD

CABINET

MONEY MACHINE

BOOK -CASE

LONG BOX

| | FIREPLACE

CAULDRON

STATUE OF A LADY ON A BENCH

XA

GRILL DOOR

CRASH Playing Tips Supplement May 1987 69

>




e ¥

LR e | =

THE GREAT GOLDEN
OLDIE COLLECTION

1, OF THE

Looking through Hannah's old mail sack, and through some of
the letters I've already received, there seems to be a growing
demand from newer readers for cheats, tips and POKEs for
older games. Never one to hold back on history, I've got some
out of the cupboard, dusted them off, and here they are . . .

—m_

Nl

3D DEATHCHASE

MASK

The first CRASH Smash, Simply play the Deathch-
unimaginatively known as ase tape past the loader and
you m,“é.,"’.:ﬁ“.:‘é’.w E;f : the tape ﬂx on. ‘-w'ml:lt Yes, siree! POKEs for Electric | well enough. Only problem is
have ... ), was Deathchase now be gifted with invincibil- Dreams' second release ever. | that the game is so W-E-I-R-D
and it does appear rather silly | ity thanks to Tim Deily from They come courtesy of Paul that no-one can remember
that you've had to wait three- | Victoria in Australia. Tie m' Stevenson from Roundhay, how to play it!
and-a-gquarter years for a Kangeroodown, Sport; Tiem' Leeds —ahacker name I know
POEKE to this beauty, Kangeroo down . ., - aonte ez nTaTi s Tal el
REM |, OF THE MASK
e 6 REM BY PAUL STEVENSON o
T el 7  REMCRASH MAY 1987 ::
o' 5  REMDEATHCHASE io o 10 Eg%ﬁg?f;?ﬁ P=38100 o
g 6 BEMTIAE 7 0 ® 0  FORF=1TO14:READAS:FORG=1TO g
o / Lot MM:;ZQ?ESB-HEAD A:POKE * o3 15STEP 2 e
.: 10 EDE EE:X?FE(T‘:GTD \ ! ® l:l 40 LET A= CODE A$ CODE A$(G)-48-(7 :|'
i 5 e ®
- 40 [ | AND CODE A$(G)> 64) °
120  RANDOMIZE USH 3?;; 63 \® ® 50  LETA=A'16+GCODEAS(G+1)-48-(7 |
®i a5  DATA62,255,55,17,72, ; 1 s AND CODE AS(G+1)>64 1@
®| 40 DATA221,33,0,64,205,8 i . LETT-T+ALET 'e
®! 55 DATAS5,62,0,50,95,103,201 | | 60 POKEPA: e IS
i L T P=P+ 1:NEXT G:NEXT WO W
® 70 IFT<>13277 THENPRINT'E e
o DATA'": BEEP 1,0:STOP £
e, 75 POKEP,201 :
-E 80  PRINT #0;AT 0,3;"START |, OF THE |
WIMPY 'N’ EGGS || 7 b= ™ &
e} 90  RANDOMIZE USR E-E-E"ig:m > e
Two quick classics from P through Chuckie Egg's sec- 500 DATA *31 E?i?:%[E)ESDEFEDE 2 :l
Clough who lives in Durham. | urity code. Before loading o1 510 DATA™900 s e
Firstly Ocean's Mr enter the following: 1520 DATA "CD6&CO05C1 30EDT7723 @
o MERGE “": POKE 24501,195: ®1530 DATA "CB7C28FA21359616" e
Euter these POKEs hefore | gopgy i ®i 540 DATA “ASCD3895AF327C97" e
the RANDOMIZE USR state- ol T BCD5896" I
ment in the loader. The first | then begin loading. . . %, 550 DATA i iigg?g;ggﬂ?l 8003" '
misses out the initial screen, | When the OK message 1 560  DATA % e
and the second provides Mr appears enter: ®, 570 DATA"118238CD3D9721CB L e
Wimpy with infinite lives. ®1580 DATA"5CO1 8321 Ei?g;l;gg% ¢
POKE 33501,0 POKE 42873,0: RANDOMIZE ®i 500 DATA "'9532B5E132 ; ¥
POKE 336930,0 HRsh e ®' 600 DATA“2DB43EC932B08231" ‘
an endless supply of lives e 610 DATA “E8742A3D5C36D032 f g
Secondly, F has discovereda | should, fingers crossed, now e 620 DATA “385CFBCO7EEDBTTE o
simple way of getting be yours. o 630 DATA" AA77230B78B120F4" 'e
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INTO THE
EAGLE’S NEST

These following tips from Rajvinder
Johal, who lives in Derby, neatly accom-
pany our map of Into the Eagle's Nest

® Don't pick up ammunition if your gun
is full — it's a waste.
B [fyouare healthy, but have ten hits or

below, take the food instead of a Red

apHoe MIAainced AS <J3ddHwW

=] LOSIVES ~ NEVER. SHooT
EE %?ﬁe — oR PR3 7 @
=] -
o roR WMe, GUN
KEY
FIRGT RIZ - REPUCES HITS To @ @
191  Foul>-RUGSHTS B 10 Sl
i
B  PAwmwe =1
oo PEHDANT o
s vage

Cross parcel which should only be
used when seriously injured.

Never shoot more times than you
need to. Blazing away in all directions
may lead to detonating some explo-
sives.

To complete the game and blow up
the castle, set the detonators on all
eight floors and return to the place
where you started.

To rescue the captives ensure the
game is on level two, three or four and

3= 40

\
T

A= gl R

0

- CAN BE SHaT
m'ﬁ WY

STeeL PooR.-NEEVS KRy
WOtPEN oo - CRY BE
Blu"l"“

STl s

ToILETS

CRASH Playing Tips Supplement May 1987 71

goup through the levels until you find
one. He looks similar to vou but
doesn't possess a gun. When a cap-
tive is found return him to the start
position on the ground floor and go
for the others.

If one of the rescued captives blocks
you into a corner shoot at him and he
should move.

Use barrels and other objects for
cover when attacking the enemy.
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The Scepire of Bagdad
~=-Map-:

SCEPTRE OF BAGDAD HINTS

MEDUSA: Carry the Mirror
DESERT: Carry the Coconut
COCONUT; Carry the
Loaded Sling

PEARL: Carry the Trident
SLING: Load with the Pearl
STATUE: Walk with Wings
PILE OF ROPE: Carry the
Flute

BEE: Catch with Insect Net
WARDROBE: Carry with

K
D%T WELL: Carry the
Fish Helmet

TRAP DOOR: Carry the Fire
s70

MNE DOOR: Carry the
Book

PURSE: Fill with Pile of Coins
WIZARDS SMOKE: Carry
the Whisk (Fan)

BULL: Carry the Whip
SHOPS: Carry the Filled

Purse

CYCLOPS: Carry the Shar-
pened Trunk

TRUNK: Sharpen with Axa
SPIDER: Carry full Insect Net

DRAWBRIDGE: Replace
Broken Axle with Good One
HOT COALS: Carry the Slip-

pers

SWORD: Cut Spider’s
Thread

BOW: String with Spider’s
Thread

QUIVER: Needed to Load
Bow

LADY: Carry the Miner's Hat
SPRING BOARD: Carry
Loaded Bow and Lamp

The Magic Lamp will help you
if you rub it with the hanky.
Take notof the handy cryptic

clues,

» 43,202,201 e
72 CRASH Playing Tips smmﬂwb_n)

SPACE -
R

REM SPACE HARRIE ™

HARANN (4119 Reway stevenpave o

We printed some POKEs for -li 12 e CRASH MSDAD"" CODE s

Space Harrierawhileback,  |g!20 CLEARG4000: LU Coons 193 1@

but unfortunately, it seems |30 POKE 65289,196: PO 50 143 19

they didn't work toowell. 8o |®1 0 pOKE 65449,178:POKE 852502700 1 0\ o

here's another stab at it, o 50 FDHN=E§4BETDEE'494:HE‘E"D .:.

thanks to Steven Payne from .,l N A:NEXT N 3 e
Putney, London. o RANDMIZE USR 6522




A4 - THE FEATHER

A9 - THE WINGS

A10 - THE INSECT NET
A1l - THE FIRE RING
A13 - THE PURSE EMPTY
Al6 - THE SLING

Bl - THE TRUNK BLUNT
B3 - THE QUIVER

B4 - THE HOUR GLASS
B5 - THE COCONUT

BE6 - THE BOW UNSTRUNG
B8 - THE KEYS
Bl1l-THE TRIDENT

B12 - THE SWORD

B13 - THE FLUTE

B14 - THE WHIP

4

=

I}
;ﬁmu#rﬂm-
“ THE FIEE
() PING

C18 - THE WHOLE AXLE
D& - THE SCEPTRE
D11 - THE ARMOUR
D12 - THE CARPET
D16 — THE SLIPPERS
D17 - THE AXE

B15 - THE LAMP

C2 - THE MIRROR

C3 - THE PEARL

C4 - THE BAD AXLE

C5 - THE FISH HELMET
C13 - THE ALI-BABA BOOK

FOOTBALL FORTUNES

Not so much a tip, more a way of saving from Javid Karim of
Royston, Herts. When you have decided to finish the game
return to the normal menu screen. press break and type SAVE
"FILENAME"' and save it to a blank tape. Remember to make
a note of of all the players men, money and immunity cards.
The next time you wish to play, simply load in the saved
version and type GOTO 60. The program then begins from
where it left off.

| STARGLIDER

Both Matthew Bauer from Whitworth in Lancs, and Robert
Gabriel from Devon both sent in this tip — on the same day.
However, Phil Churchyard told me a few days before ...
Play the game until you enter the high score table, and
when asked to enter your initials, type ‘GBIORGS'—incaps
— and with the space.
Mow, start the game and pause it, then while it's in pause
mode press any of these keys . ..
takes you forward to the next level.
puts you in indestructible mode.
takes you out of indestructible maede.
provides you with two missiles.

F Ay L
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TO A SHEET OF THIN CARD

. @ CUTOUT THE SIX SHAPES

@ REMOVE PRGES ANF GLUE
@ FoLP AS SHOWNON RIGHT

AND 6LUE

. (@ CUTOUT INSIPES OF DoORS !

TO ASSEMBLE Youg 3D-Map: |
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DON’T GET SINGED!
o camea iciea

If you've been experiencing problems with Software Projects’
follow up to Dragon’s Lair then try this simple little tip from Mr
Software Projects himself, Paul Patterson.

Just load up the game, and before pressing the Space key to
start, hold down the Q W.E R,T keys — and before you can say
‘Software Projects are the best of the lot' you'll be graced with
infinite lives. Was that plug okay Paul?

HIGH: @Paeae ooy

Regular CRASH hacker, Phil Churchyard, has been at it again
and provides an 'interesting’ hack for the original Dragon's Lair
game. It completes the first screen for you and makes others
easy — it does a lot more besides, but you'll just have to use it to
find out exactly what.

o

: RAGON'S LAIR CHEAT i

.l . :E:i BY PHIL CHURCHYARD e

e'3g REM CRASH MAY 1987 s

.: i et EAE-SZ\;ETH AS 1" NEXT | ‘I-

o' 50 FORI=1TO9: POKE : .
e!60 LOAD"”

And from Ashley Harrison, Mansfield, comes a quick tipette.
On the first disk, when the wind blows, press all four direc-
tional keys at once and Dirk should move the right way with-

out falling off.

CHEMICAL

KEY AGENT

¢ ors

—Swu 1M AWIES L Ly JHW

THRUST I

There's a rather helpful bug
in Firebird's Thrust IT as dis-
covered by Pierre Scotney
from Bristol — a city near
France, judging by his christ-
ian name . . .

When you've collected an
orb from the surface of the
planet, fily back to the empty
pylon and press the pick up
key. You should now have
another orb! Deposit it and
you finish the game in next
to no time. 4
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THE JON NORTH QUARTET

SIGMA SEVEN

Yep, guess who? Jon North the necessary orbs. And yes,
returns with a neat POKE there's even more, you get
routine that allows access to | infinite lives into the bargain
any ship without collecting as well!
e

o REM TRAP ia

° HE REM BY JONNORTH 1 :
®i14 REMCRASH MAY 1987 :
e!o0 CLEARG65530 e
e'30 LOAD""SCREENS el
ol40 LOAD""SCREENS e
e'50 LOAD “" CODE 1..
o160 POKE27126,0 .

170 POKE 39558,0 '®
: RANDOMIZE USR 38700 | g |

Jon North from Sutton in Sur-
rey, is becoming quits aregu-
lar tipster, and looks like
being a serious foe for the

month he's sent in four
routines and this one pro-
vides any Sigma Seven
player with infinite lives.

Hackers from Haxby. This

]

. REM SIGMA SEVEN \e
2 13 REM BY JON NORTH 'e
®i 14 REM CRASH MAY 1987 o
®\ 20 CLEAR25067: POKE 236240 1e
e 30 LOAD"" SCREENS .
®i40 LOAD ;;:ggnue o

' POKE ] e
%1% RANDOMIZE USR 61385 +

e TN AN
SHOCKWAY RIDER

Now, I'monly printing thisas
I trust Jon North implicitly.
Someone, who shall remain
nameless, nicked the library
copy of Shockway Rider, so 1
wasn't able to test it out. Now
you wouldn't let me down,
would you Jon? So, cross your
fingers and hope it works . . .

{ o CEM SHOGKWAY RIDER o
®i i REMBYJON NORTH o
o 14 REM CRASH Mpg;gii it

<L
®'p0 CLEAR24799 ® .
F=60408 TO 604 1
::. i?} 2l A: POKE Fﬁ&:ﬁ Efx'r Fole
| RANDOMIZE US s
:1 g DATA 62,183,50,139,180 o
|

SCEPTRE OF BAGDAD

This cheap release from
Players has kept everyone in
the office into the early hours
battling with its puzzles. No
doubt we'll be staying even
later now that Jon North has
sentus his routine for infinite
lives. But we still don't know

how to get past that damned
Gorgon.

1
REM SCEPTRE OF BAGDAD Ii.

™ ‘e
el 4o REM BY JON NOR :
i L=l

° RASH MAY 1987 .
o 1}3 %LEAH 24063: POKE 23624,0 1@
o130 LOAD "' SCREENS e
o' 40 LOAD"" CODE o
o! 50 POKE 598580 ¥

! RANDOMIZE 58002
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BREAKTHRU

Tips from Paul Gilliland . . .
If anybody actually wants to
complete Breakthru, all you
have to do is keep your hand
on the the SPACE key all the
while, and you can jump
throughout the whole gama
- that's it!

And yvet more from the Industnous Hackers from H '~:!-:. indus
trious indeed! This one gives your ship invulnerability and
infinite lives And by the way, Derrick, 1 will try and sort oul
that screen dump for you




e LA =

THE SMASHING ULTIMATE COLLECTION!
Although the latest release from Ultimate, Martianoids, has COOKIE 3
not been met with the usual resounding acclaim, there's no !
way of escaping the fact that Ultimate are a firm legend in the
software world. Sohere, as atribute, isthe complete collection
of hack routines that enabling you to get further into — and
complete, almost every Ultimate game. 9 :
But enough of this merry banter and on with the credits — our 10 CLEAR zaggj,HEEN‘S L:
thanksto ... oAD" i
Paul Hutchinson for his infinite lives routine on Lunar Jet- et et lI;DA “wrCODE 'li
man, his infinite lives and energy for Atic Atac, for infinite LT 30 POKE 08695,62 e
lives on Tranz-Am, for his Jet Pac POKE and (a marvel this .'i 40 E 28696,5 i
kid!) his Cookie routine. o1 50 POK BE'EI?.D :I
Then there'sK R Walker for his Alien 8 routine and Robert \ g0 POKE 28639/, 1]
Gabriel for his super Pentagram infinite lives and mega-leap "i 70 POKE EEFQE-U ™
routine, ® g0 LOAD "' ' GODE 's
i: 90 LOAD " COD e
OAD " CODE ll &
LUNAR JETMAN T
e JET PAC o
e, CLEAR 24575 ; I :
o :"anu PAPER 0:\NK E:EDFIDER 0:CLS e N
L 1 Sn FDH L=1TO i TRE] GGDE ! IE
.'II 40 pg{NTT IinT 6,0;:LOAD :I: \ 2
50 DOKE23439.201 e g
965,0 "
ol 70 POKEZE USR 32768 4 s
- —— 2501 |
_== LOAD * 8.0 iE ;
- |
ATIC ATAC - i
CODE !
PRINT USr 24578 I: 10
]
.l TD LGAD TH}] il ‘I
.'II Eﬂ LDAD i ww gggE‘Eth T II-‘ ; .: 1-1
® 30  POKE 36519, L p, 1
® 40  POKE 353530 i ’
®: 50  POKE 39092 gp e 1
' 60  pR . ! 2T
o, INT USR 23424 19
R II d
~ == S :
oy W 4 . m AT
20 TAPE";
SHADE MhSTEFlE START" \®
TRANZ-AM

\ 24319

®110 oAD" SCREENS 5
|30 LOAD""CODE 4

®i%0 POKE 254460 ®

o L OAD " CODE e
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11,9;"FROM TH

:i% T;..%m‘[ AT 19.':”—0"&@

NEXT N
o g“u POKE 5255D=2i3

POKE 52700,176

el GGDE




LET TOT=0
FOR |=23296 TO 23430

! I

READ A
o o LETTOT=TOT+A
191 60 POKEIA

0B EN PRINT
. ~=>12907 TH
o % ffg;?gon |N DATAIl": BEEP . f

A ﬂ*g;- ~—
Y KEY ART NI

e

HTS

.

e 1010

H ! :
ADE 1o S

TA 955,55,221 .33,
%iTA 06,17.0,1 36,205

DATA 0,205 .Eﬁ+5,1

- =1

—

792,38,99,46.52
"Sih 243,34,1 zu.aiﬁﬁ%gﬁ
le) 1530 DATA201 ,50,23352224;
o! 1240 DATA u.aa.,ﬂﬁT. 5,
o) 1250 DATA3300.17

S \""*—

—— Sl

DATA 205,103,254,205,12

i o BNAEea
io|g > o} 1012 ,125,251,6,

Nl 10 CLEAR 65535 ‘oo 200 KE="Y"THEN pdgﬁf”"ﬁs: IF | g 1014 DATA254,205129,254,175
20 RESTORE 0] gl PRINT $1:AT 5. o 09103,58 | o1 1015 DATA50,30,196,175,50
QP LETTOT=D 7 o8 21 KNIGHTLORE Tapp P ol 1016  DATA63,209,175,50,161
W@ FORI=65024TOBSITD . ocey iof 81 500 [MNDOMIZE Usg g 11017  DATA 195,50,162,195,50

g5 READALETTOT=TO 1981 200 IFINKEYg~ vy 29024 ®! 1018 DATA163,195,1950,97

g (65024 3% POKE 23658 8: | 7 og 010500 | 11019  DATA6,0.167,205,.237

qP FOMELA o KS<>"y ANp s 1O INKEYS:i | ®11020  DATA5,208,201,6,25

e e PRINT |8 550 SOTOS510 <>“N"THEN |®! 1021 DATA118,16,253,243,205
B0 iFTDT«:::::-ET13224THENT AIl"-BEEP 1 ®/ 1000 RETURN ® 1022 DATA5,254,120,254,40
sy a,i;.EFlFlDFIIN DATAN": ® 1001 gﬂ*ﬂ-ﬂ.ﬂe 17,1 ® 1023 DATA56248,1188.2
1,0: o A921,0, 162 ®i 1024 DATA11,120,177,32,
:"’“ PFEI'?.”,;SSHSS%'-EE?J? %ﬁé‘% -:' :3332 ggmzar.ﬁé,‘f%} L;u e} 1025 nmazua.%.zr;;u;g
| b e S0 GET | @1 1004 17,13.462 e 1026 DATA 1,205,95,254,
=N THEN PRINT YOU S ! DATA 255,55 | 1027 DATA95,254,208,120,254
| INFINTETIMEN'GOTO130 | %} 1008 DATA 43,2';;9??_%35-5 ol 1028  DATA 13,203,22,48,242
|10 POKE 65107 58: POKE 65110,55: ! ATA 16,953 ore <18 ' 1020 DATA 126,47,119,35,27
""" POKE 65113,58 e 1007 DATA257¢ 1'50 103,254 ®l 1030 DATA 122,178,32,231,201
1420 PH||~.|T“'.NFIMITET|HEP” ! e ATA253’4'9 118,16 .II STOP
| e B 500:PRINT KS:IFKS | g11009 py 48,255 255 33 o' 9999
| N)?":GOSU TA0,64 17 o o0
'| _uN" THEN POKE 65099,58 »17,0,27
___._.1,-.I 3 = _,1 Bt '
Sl 8! 65 PGK .,a!;.
! ~ |er 70 Egl?dal;g'ﬁsn 64532 ol
|e! B0 PRINT® 1 @ e
e =EL.L STARTUNDERWURLDE ~ {®|
LUAD iy |-
. z=1T0 - I
ETE““?%@E?S: TEXTZ:IF ol o) 100 i) >
O RE205 THEN PRINT ol [ 91.5’0.15?'339';%%5%5‘%3&f1.sz, o
“ »-.STOP . 86, ey 124,176,96,237 A i
ol SiTeone  felfel  DREREa e (o)
: y - . s 1y 19,2
_.5450?1:05:‘ L .:l 11[] ¥ -23?.? ’2 ?154,25112u1 a?,T?E @) .-
33,9,91,34,214 243
i i 1 ¥ '1957166,24
1.50.11?.144.195.242.103- vy
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GUN FRIGHT

This one's a bit long, but type e, 1003 DATA 17 1,64,1 25; :
it in and it tiirns the town 1t ! 1004 DATA 26117 54 o
one of the safest in the Wild ' 1005 1 11:237,176,205

goac Y DATA 11 7,250,205,117,250

e, 1006  DATA 205, 1 17,250,205,0

: 1 1007  DATA 94,205, 1
10  CLEAR65535 0| [® ,205,117,250,205
®. o0  RESTORE o ':11333 gﬂiﬁﬂﬂﬁﬂ-ﬂﬂﬁ.ﬁ?.em ®, 1032 DATA 65
o % romi-6a000T064283 . igllel {013 gﬂ: 91205,117,250,205 @i 1034 paTA ;'S-fgg-ra.m.m X
™1 ; t t=tot +a+a' < 11 ?.25“. 1 95, I ' .??,55,?
i 50 READ a:LET to ® .I' 1012 DATAS«?.ED1,5[],2E};?1€£1 e, 1035 DATA ?T.EE,EE,EGE,BS \

e £4000)

@' 10368 p
® g0 POKEia ' ATA 69,82,69,203 66

r ¥ L] '

L
®(® 1014 DATA188 201
. . 201,42,120),
| 70 NEXT! 342031 THENPRINTFLASH 198! 1015  DATA 220,33 14 50,17 | ®1 1038  DATA69.210,65,85,84
® gy IFtot<> el ®1 1016 o017 1911039 DAT ‘a5
o 1- “ERROR IN DATA!":BEEP : .: 1013 gﬂ: ; 66,180,1,146.0 ®; 1040 it : gg.gnu.a?,ﬁﬁ.aa
o 49, 37,176,2 e! :73,68,217
* 1'D'STC-::F:': ou want any women (Y/ |Je1 1018  DATA 92,195 0 92;5%.129 o; 1041 DATA 82,6583 200 g;
o) 100 E?::?'IIGD;JB 500: PRINT kS$: IF | 1019 DATA33,0,91,17,17 o gia? DATA 77,65,83.72 69
LN S ‘" THEN POKE 64062,58 i@ 1020  DATA 0,175,55,205,86 L] imf DATA 210,84,72,197, 75
o PRINT * Easier fast draw {\f’é$ & o 1133; gﬂn 5,221,23,0,91 ®! 1045 g:;: ;13.63, 196,82,79
LY . -
B 500:PRINT ° A 42,83,92 205, | 69,210,75,69
.| N O THEN POKE 6406833 g1 1023  DATAB201,201 aa532  |o! 1046  DATA65206,79,76,20;
e \NT AT 0,6: Start Gunfright Tape™ | o} 1024  DATA 253,17,17.0,175 11047 DATA 70,82 69,217 87
o) 190 Bo N DOMIZE USR 64000 11025  DATA 55,205,86.5.48 311048 DATA73,76,196,87.69 |
| 200 RAN - OTO500 [®' 1026  DATA 245 25 45 : ® 1049 DATA83,84,69,82 2 ¢
® 500 IFINKEY$<>""THENG /1027 DATA 92'221,42.245253 | 911050 DATA 75 7g oo 02206 :
® .10 POKE 236580 <> “Y" AND [®! 1028 DATA sg 291 24325355 411051 pATA ?3'?5';" oy R
o 520 LET Ks:iNKE&EJESTD 520 ®1029 DATA 43'233 '53?'3 5 /1052  DATA 73204 ?g .gg.;z f
o K$<>“N"T e 1030 D 240,201,66,85 ! 1053 e T )
ATA 70,70,65,76.20 % DATA 78,69,217,74,69
®! gap RETURN I +IU,00, 78,207 11054 p ) o4,
® 1000 DATA33,18292,1,58 o1 1055 nfrr: %’ég'ggfgg-gg

.L'l: 1031 DATA 66,73,76,204,67

i o e, g _}:__-

205
e, 1001 DATA 0,205,232,25,
-: 1002 DATA 94,250,33,0,64

11057 DATA210,77,210,67 70

@
1058 DATA 87,66,79,21

FOR N=230000 TO 30028 :. & i

' READ A:POKE N A:NEXT N ™ i LOAD “* cope.
o :_za,g PRINT “START RECORDINGAND g :'; - g:-i?ﬁ DE:RANDOMIZE (15 ;"
® PHESS ANY KEY" s ER 0: pr a P
o 40 IFINKEY$=""THEN GOTO 40 is o 33 LD;?‘D-:--CDDEAT‘IQID: !
e 50 RANDOMIZE USR 30000 e ::- o Eg:;. 53446'52.

o 3 991.33,60,117,17,17,0,175,205,184,4.2 :: 1 60 poke 175

lli o 1.- _

: DATA .

:'. 5 0.65.76,73,69,78,32,32,32,32,32,141.5, E: 5

S

REM PENTAG
e'30 E:!EEAF?.E“UE“ i e
¢/40  POKp 4oos ODELOAD " CopE 500 19
f 4991 ?-D:PDKE 50751 0. 24064
e USR 24064 LO:PRINT 1

"'\\..'h.‘:\::_. .‘..,“ e
e, 3
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poO
201
NDOMIZ us
01
KEJ,SSEEEU
E 43
KE
P 4
| : RANDO SR 3¢
o |01 5 LETwEIG ®\ 500 221 3312
i. ] 43 '-ETT4t::t‘i‘=}:;-1“-r:T -'* 510 DATA62.255.55.?G535 ;

: * 50 EET WE‘GHrzu.T =TOT+A'WEIGHT | StRione. ot the len: A
Lh 55 OKE | A EIGHT+1 HT :. = way, unlike m'ﬂﬂﬂ?—
i 1o < g

INT 4 1:AT 0,6.1g o end Mabges %h;:?mm
8;“START DAN DARE | ® both, independantly, worked
e out this rather neat cheat.
When a high sco
ARKANOID - st e PORAIR 2
Po o, g E;:E:t art the game as usual.
KE ® 120  RANDMOIZE USR 50000 0] - il apmeer T penns e prasas
b $: 1000 DATA 62,255,55,221,33 e hainL et gk ol g
r'?nﬂ“muldn'tluvnthn .:1{:-15 DATA 203,92,17,234,6 ) “'!'ﬁmuntha,;g:ﬁtﬂﬁ
ﬁ'm'“Hmmmvm “mHackam o 1%% DATA 205,86,5,48,241 ‘e gﬁﬁ:ﬂ:ﬁrum¢umﬂ
tips, could you? mm!lng 'II DATA 243 237,94,33,124 Y on the first mthﬂ game starts
mw.m“mm e 11040 DATA 195229,33,163,98 i Sx Al
s g iregpnston, b o) 1050 DATA229,51,51,17,163
G it DaAS YOURISH0 YOu e! 1060 DATA?252,1,12,3,33
.Tf.mwwsm e! 1070 DATA 253,94,62,202,237 ESE
mmmmm&'mm e 1080 DATA79,195,163,98,33 ¢ T S T S D I B T
TRVttt i sty o} 1000 DATA150,195229.33.199 =
wmmm,‘_m o) 1100 DATA 252,229,51,51,17
Jmf,;mmm - sm!!m-m o! 1110 DATA 209,252,33,209,262
nBean and Derrick Austn o! 1120 DATA 1,222,2,62,224
m‘“‘m‘* ick &8 in the things they o) 1180 DATA 237,79,195,199,252
mlﬂmmﬂuj and o! 1140 DATA 33,209,252,17,193
— 1911160 DATA 176,33,212,138,34
i 10 REM ARKANOID i *i 1170 DATA 217,138,34,221,138
| 20 REMBYTHEHP«CKEHSFHD .:11&3 DATA 33,202,138,34,229
%) 25 CRASH MAY 1987 ' 1190 DATA 138,33,239,138,34
9, 30 RESTORE ®! 1200 DATA 249,138,62,195,50
o 40 CLEAR 65535 o! 1210 DATA 13,139,33,196,195
9} 50 LET TOT=0:LET W=1 e! 1220 DATA34,14,139,195,193
o 80 FDHF—;EUD{K}TGED"EE - o) 1230 DATA 138,33,223,195,17 i
e} 70 HEADA:LETTDTﬁTDT*WA o 1240 DATA 192,255,1,22,0 io| 1 youbave s Multiface On
o} 80 PDKEF.A:LETW=W+'I o' 1250 DATA 237,176,243,49,255 @ m"-‘?thmthhm.?m'
| g0 NEXTF $11260 DATA255,62,195,50,96 lg| Empler. Thanks to Paul Cook
¢ jo0 IFTOT <> 168350 THEN PRETOP_[#1 1280 DATA 255,33,192,255,229 | o |- EE A RS 598 1y
" “ERROR IN Dh‘rﬁ: ?ﬁEE? | AKANOID o! 1280 DATA 195,59,255,175,50 \® POKE 33702,0
110 PRINT#1AT16: A i Iggg DATA 16,131,33,0,0 e !
PR DATA 34,171,131,50,173 'e| Tips S
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4> bwiare! & powrrshells
& oneway Q2 loug heart
<> two way A ammunition

S5 frampoline A deadlyFriangle
4 deadly drips ¥ Kreezer

{5J monster K%W i

L g, s S

: e —— L APEIAN LILES
BUTCH HARD GUY HACK BOMBJACK Il POKES

I've had a couple of Hard : an progress ont .

m‘... "ﬂ“ﬁ:? mmﬁ g Okay, okay, so Jack may be a | now, courtesy of Jon North —

superhero — but for some the super hacker from Button
people that just isn't encugh. | in Surrey. For some peculiar
They want infinite lives tool | reason all of Jon's routines
Luckily, I came across this

POKE o seem to have an aversion to
routine nestled com- remaining at the bottom of
fortably at the bottom of the my sack.

tips sack. I bring it to you

a

el RD GUY HACK
10 REM BUTCH HA

Y o0 REM BY DAVE THOMPSON

o 55 REM CRASH MAY 1087

e 30 BORDER 0: PAPER 0:INK0: CLS

e! 40 LETC=0 :

c:, 50 FOR X=32768 TO 32826:READ A:POKE

X A:LET C=C+A:NEXT X :
:': 60 IF C<>5875 THEN PRINT AT 10,10;
! “ERROR'":STOP

' 20 LOAD "' CODE 16384
® 50 RANDOMIZE USR 32768

o1 17.19,91,1,45,0

. :lavﬂlz::L Eﬂiaa,mﬂa

. 237.176,195,0,91,175,50,64,138,33,48

®i 110 DATA

o 91.17.18,202,1,13,0,237,176,33,61,91

®! 120 DATA : l

o 17.63,161,1,3,0,237,176,195,133,158,6 le T ',:

. BATA :: o' 11 REMBYJON rﬁﬂga? i
| 130 DATA : BY 10N

:1 254.230,1,192,62,1,50,201,91,201,105, ig o 12% EEE‘AH oot LGAD”"GDDE':'
LBt = 30 POKE 65226,250 »
1 :‘. 40 FEOR F=64e3 TO'64006 - o

| 50 READA:POKEFANEXTF e

° A700 e
RANDOMIZE USR 6
o 50 DATA175,50,35.99,195,091 o




-

f%_-__

AN

)

As this is a Special Edition of
Playing Tips, here's an easier
solution to Ocean's manic
platform game, Cobra, along
with the infinite lives routine.
The solution is courtesy of
Richard Kidd (no relation to
the ex-Ed, I'm assured) from
Rotherham in South York-
ghire, and the hack from The
Skunk (stinks suppliaed extra
with an SAE)!

Whenonlevelthree, leave the
beefburger containing the
invinecibility pill until the siren
starts to sound. Now, go up

slasher enters, lobbing knives
left, right and centre. Simply
jump down to groundlevel and
crouch, and when he's near
enough, headbutt him from
that position. This works every
time! The pill makes sure the
knives don't hurt you, so you
can concentrate on the
Slasher.

There is a drawback to this,
you MUST headbutt him -
allow him to walk through and
he explodes —just like a normal
baddie. But the game doesn't
realise it's the Night Slasher

and get the pill and the night

and simply goes on and on

ave % _Hrm
wﬁ"u—- e

COBRA — The lot!

ANFRACTUOS

This infinite everything
routine from Jon North
arrived in the Towers awhile
ago, before we had even

heard about the game. Simply
type it in, run it and play the

Anfractuous tape from the
atart.

until you pull the plug.

£
£

(e

REM ANFRACTUOS |
e 11 REMBY JON NORTH @
o\ 12 REM CRASHMAY 1987 o |
o' 20 LOAD""CODELETT=0 >
o 30 FGHF-:EBEE}ETE P.:aaam .
5 '11 ;ﬂ ?gg:%'i?égsésammmF =
!
; i 70 = 5 SR |
“ EAR 65000:LET T20 ® {0 IFA=999 THEN RANDOMIZE USR |
. £ A=64223 TO 1EQ:READ SiIF o 53508 : e
& $<999 THEN POKE | o0 POKEFANEXTE r
I LT R ®i 00 DATA62,255,50,203, 1
* ASLET=T=+S | o 2009
N IF S<>T THEN PRINT “ERROR IN o 10 DATAG149134115 e
« DATA S ®i 120 DATA255,19588,255, W
o RANDOMIZE USR 64225 o130 DATABZII b |
o DATA 24,46,33,89,5,93 i lio DATASO4ASE o
o DATA 22,250,1,134,0,213 e}150 DATAS0.261,12 o
. DATA 237,176,235,35,35 o' 160 DATAE“'?ngﬂ o
. DATA 34,95,2450,346,122 217 OATAsOI24
DATA 112,46,215,116,46 . O 105,248 117,
DATA 207,54,188,33,38
DATA 210,34,126,250,225
DATA 49,61,251,221,225
DATA 209,191,55,8,249

DATA 233,49.55,251 221
DATA 225.2[!9,59,225. 193
DATA 205,29,251 24 43
DATA 221 ,11[!.3.124,1?{1
DATA 171,221 ,1?2%23; -
DATA 173,173,221, g |
D 3% 146,28 | HERBERT’S DUMMY RUN CHEAT
DATA 129.131,146.1

DATA 103,221 .35.2?,122

1 ro araat WC Fields, I think babies should .
To paraphrase Lm:. ll" & I.J-| I“._x t]; 'tI;11|=:1 l|1'm-uH::Tt.-r-.r' Heaven |

DATA 122%%28235?5; 198.9¢ 88,152 e TI\.!;"JEIII;-I :.III:;]::;E '-Irl';-llil 1’«.‘ :.1'5'.:\.:1}'. wants to provide Wally il
A 4 o 126, o knows wihy with infinite lives

EEAT‘lPé% E‘B 52. 183& 5{}1 1':!9, 135. E‘Eu 'l.|'~h'-l'_"l"'|". 5 :.IT':.I:'."' 1 I'-E'!""-'T ._,n,‘.;_!_:.]- I_I-_-;_I:_I1I .:-II;:.-P:‘{-“-: - I“II-“H” ,_.L,!}..m:_ =

2['!.1 513’1(}'_2:} 136 62.201,50,187,154, e ,*-.r-.vvj-fgvj ::|:|1pllr: ulw:l I:f\.'l:uh Do o out CHEAT There's a

95 2 : : 13,237, 19 and hold down the keys wi
33,95,251.1?,!].91,1,14,0,2 s

|f_'j:_.|_|:i. ah?

176, 201, 33,
33, 152, 237, 184,

200, 249, 17,254, 255, 1, .
195, 16, 175, 18062 1 g

buzz and hey prest 1 = yon've got infinite lives
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TRANSMUTER POKES

As [ write, some time in mid-
march, Transmuter has only
been on sale for a week, and
yet Dave Thompson has man-

aged to hack his way through
it and produce a POKE routine
which provides infinite
everything . .. Ithink.

19
PAPER 0:INK 0:CLS e

o 30 BORDERO:

(]

- ' E1®
<3 IEETH%'E.:USETEE 170 32788:READ A:POK e
o) 50 L LET C=C+ANEXT >:T = o
® o IFC<>2048 THEN PRIN e
. 10 1u;“EP.HDH"~.5ToP s
®l .0 1O "CDDEmsesaTﬁa .
oo meNCOMEE S 0. s
®190 DATATY o1 175,50,206,112,199, e
L& 176, 195, 0,91, 175,50, o l

LEADERBOARD TIPS

I haven't been out for a quick 18 holes on the course for ages.
Well, there's hardly much chance of that these days with all
the work they pile on my shoulders! But that's all beside the

point — Chris Lee from Langdon Hills in Essex has worked
out some

P

VS b

MIN

MIN+1 HALF MAX

CcLuB POWER POWER POWER POWER
1 Wood 150 160 220 260

3 Wood 110 140 180 235

2 Wood 105 120 170 230
1iron 100 110 165 2156

2 Iron 0 100 150 200

3 Iron 80 80 140 185

4 lron 70 70 130 180
51Iron &0 65 120 180

B Iron 50 60 100 170

7 Iron 40 85 a0 1560
Blron 30 40 80 135

9 lron 20 30 70 125 °

Putter 10 15 40 80
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ASTERIX
TIPS AND
SOLUTION

Just in case anyone is still
struggling with the some-
what disappointing Asterix
from Melbourne House, Mark
Lindsay from Bream in Some-
rset sent in this map, hints

and solution. Take it away
Mark . ..

The potion is used in the
arena, so if you're hit, you
don't lose a life, And in the
arena, if you kill ten men, you
get a prize and a piece of the
cauldron. To surrender, waitin
a corner when fighting a
Roman. This lets you explore
the Dungeons if you have a
key. To kill Romans, stand
close to them and use low
kicks.

Tokill pigs, use aleft or right
punch.

Inthe arena you can't move,
50 be ready to use a low kick.
And to get to the arena, just
wait in a cell until the door
turns whita,

There are only five pieces to
the cauldron, and you do not
havetoreturntothe village to
complete the game,

SOLUTION

From the start you go, right,
right, up, up, get cauldron, left,
down, down, right, up, right,
right, right, get key, down, left,
up, up, up, up, up, left, down,
left, get cauldron, down, sur-
render, left to next set of cells,
In first cell, get cauldron, wait
in cell until door changes col-
our, go out the door, use
potion, kill ten Romans, get
cauldron, go out door, down,
move to bottom of screen and
goleft, get cauldron—and then
you've done it!

g
* =Fieee of (auldron
%=y to celle
O=Bit fm Areng
— =Momal gween connection

~ =Nomal gnnetion One way
EE = On¢ way page

GAULISH

Bl = Cell you cannot: enter
¢ =G4
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THE GREAT GOLDEN
OLDIE COLLECTION

start the JSW tape right from the beginning.

R

-]

o' 10  REMJSW LOADER
ol 20 CLEAR32767
e, 30
o 40
o 100
o! 1000

LOAD “' CODE
RANDOMIZE USR 33792

To get rid of all the monsters: POKE 35123,0
: POKE 363568,0

Lets Willy fall without dying: POKE 36477,1

Hn‘m%ﬁhﬁrth&ﬁdmrpﬂm:m

Disables the Attic bug: POKE 69900,2556

All objects are collected when a room is

entered: POKE 37874,0

Infinite lives: POKE 356899,0 .

Makes the banyan tree easier: POKE 36645,0

Only have to collect the tap to see the final

effect: POKE 41983,266

Allows you to get past Maria: POKE 37925,0
Blocks of Hades: POKE 50612,168: POKE
50520,168

First you'll need this BASIC loader. Just insert the approp-
riate POKE or POKEs in line 100, then run the program and

wﬁ

PRINT “JETSETWILLY IS LOADING™

REM STICK YOUR POKES IN HERE!

™
e
e
’I'l
.
e

FOR D=60000 TO 60098: READ
o W:POKE D,W:NEXT D -
o) 30 DATA221 033,000,250,0
DATA 017,000,055,062,255
DATA 205,086,005,221,033
DATA 000,250,017,132,000
DATA 055,062,255,205,086
DATA 005,221,033,000,064
DATA 017,000,027,055,062
DATA 255,205,086,005,221
DATA 033,000,250,017,000
DATA 002,055,062,255,205
DATA 086,005,221,033,000
DATA 064,017,000,027 055
DATA 062,255,205,086,005
o! 160 DATA 049,255,093,221,033
DATA 000,094,017,050,091
DATA 055,062,255,205,086
DATA 121,062,000,050,032
DATA 121,062,000,050,033
DATA 121,195,183,124

START
RANDOMIZE USR 60000

RS e B
Microsphere's follow-up to
the immensely popular
School Daze has provoked
quite a lot of interest over the
past few months, and after
rummaging around in my
Tips Sack Anthony Dixon from
Walsall gets the credit for his
complete solution. All you
havetodois...

When the game starts go to
the girls school and search the
desks for a water pistol and
stink bombs. If you can't find
them here search the boys
school desks instead.

Catch a mouse as scon as
you can. Use the water pistol
to fill the three cups on the
ledge next to the flight of steps
that lead to the boys school
classrooms. To get the num-
bers that unlock the bike from
the conker tree, stand on the
third step and face the three
cups. When a teacher is walk-
ing towards you, as soon as he
is under the hinge furthest
away from you, fire the
catapult. Hit him and he tells
you the number.

When you have the four
numbers, find a clean
blackboard and write them on
it — the bike is then unlocked.
You have to wait until no
teachers are on the steps lead-
ing to the headmaster's study.
Go up to his study and turn
around. When the headmas-
ter's on the second step lead-
ing towards you, drop &
stinkbomb. He'll tell you off
and open the top window.
This is the tricky part. You
have to fire the catapult out of
the top window and hit Albert
on the head. The best chance
is when playtime is nearly over
and Albert is inside the boys
school. If you look at the open
door that lets you into the
playground you can see a line
running down it where the
two walls meet. When Albert
has just passed that line, fire
the catapult, and with a bit of
luck he'll be knocked out.

Next playtime get on the
bike and cycle to the gate. If
Albert hasn't already opened
it, crash into it. This ensures
that you can jump over the
gate easily when you have to.
Now, for another tricky part.
When playtime is over stay by

“M

x

Let him lockit and keepin front
of him as he goes to lock the
boys school door. Albert won't
lock the door until you have
gone inside, so you have to go
guickly into the boys school
and then back into the playg-
round. If you have timed it cor-
rectly. Albert shuts the door
leaving youin the playground.
Go to the bike, mount it and
then stand on it. Jump from it
and you should land on the
gate and be able to get over it.
If you are lucky the headmis-
tress will be in a class, so you
can get into her study and fill
the water pistol with the
sherry. If she comes after you
release the mouse and run.
Usually a teacher gives
chase. They can open the door
and the gate allowing you to
return to the boys school. Back
at the boys school, fill your
water pistol as before. Use the
same procedure as before but
stand on the third step this
time — they should provide you
with some letters. When four
letters have been collected
write them on a blackboard,
and then you have a key. Go to
the room at the back of the sci-
ence lab. Collect the frog and
wait until the next playtime.
When playtime is over, stay
by the gate until Albert comes.
Get on the bike and cycle into
the girls school. The headmis-
tress should be in her study
now, Position the bike under-
neath the cup, and do as you
did to jump over the locked
gate. When you manage to get
the frog into the cup, cycle
back to the boys school.
At the next playtime, cycle
back to the girls school and fire
the catapult at the headmis-
tress and knock her down
while she's underneath the
cup. Fire the catapult again
and the missgile will hit her and
go upwards. If the headmis-
tress is underneath the cup
the missile will hit it and the
frog is released.
You are now in possession
of the key to the headmaster's
safe. All you have to do is fol-
low him into his study, then
jump and touch the safe to
complete the game.
Incidentally, five thousand
lines are deducted when Haley

.—‘ ‘r l.l‘

the gate until Albert arrives.
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kisses you — this comes in very
handy.




2 BT e AND THE POKES . . .
‘g_,-w-"“"--""‘" - Now, that solution is wery
vt / long, my fingers are feaeling
/J\\f\r 8 the strain of it, and just to |
—— make sure that you'll get it |
.r&'__ I first time around Paul

Stephenson has supplied the

KOOL

<o ACKTOS
% 5 R eoRTD Srepnenson %
~ = =1 CRASH MAY 1987 4
= LETT= s
i% 8! on FDHF;JI TT%1125 SEEEE AND i
—Zle 30 "Fg‘ G lCoDE ASG-48-(
—4e' 40 i ¥y i
! ASG)Y"97) . opE AS(GH1)-48 (719}
rl'——--,..I LET A=A 151’00 ‘1.
*":; e, 50 AND ,a&{G*'ﬂ’“g"} 1: LETT—:TJrPt 1@ |
3|e) OKE P.A: LET P=P+1: ®
] .'!I gn - F . EXTF

And there we have it — the next few weeks. Don't forget, (and losing the library

thirty-second page s upon
me. At the start I wondered
whether I would be able to fill
the space; but it wasn't hard,
and there could have been
more pages!

these are your pages, and it's
yvour tips, and maps that keep
it alive and kicking me in the
teeth. I'd just like to say thank
you to everyone who made it
possible, the CRASH review

copies), the art departmeant
cartographers for tidying up
the maps and not blinking
whean all the typesetting
arrived, and of course the
readers who wrote in with the

I hope everyone enjoyed
the Supplement and will find
the contants useful in the

hacks.

So I'll sign off now, and
leave you with Sigournay
Weaver, as she prepares for
battle in Aliens.

team for trying things out
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JON RITMAN AND
PRESENT DOUBLE

ENTHRALLING+=COMICAL+DAZZLING=
Hil My name’s Mr. Head. Some say I'm the one with the brains but [ don't think my flat footed
fiend would agree. I'm a real sharp shooter, but without my pal Mr. Heels 1d get nowhere

st orslow! I can jump like a flea and even glide but Heels is the Daley Thompson of

the two of us — he's FAST! Together, if we can find each other, we really do make an

wwesome twosome, and that's the only way we can overcome the emperor

Blacktooth. The last time we entered Castle Blacktooth we found the crowns of THREE

sfthe supressed kingdoms but by that time I'd run out of doughnut ammunition and my
buddy was lost somewhere in the Safari world — it was the closest we had come to defeating that
mpscallion — we were jumping for joy, splitting our sides, dying with
laughter...we were Head over Heels!

~ =P ey AF F 5°9%
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Ocean Software - 6 Central Street Manchester - M2 5NS
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Hello again. This issue

| have some good offers
for a fewluckyreaders,
and some greatreading
forthe rest of you -

| hope. Read on

and write in!

JADE GAMES -
THEFALL
AND RISE

As some of you will already know,
JADE GAMES have just stopped
running their very popular game,
Arcadia, following a legal clash
with KJc over Earthwood and a
certain copyright law. Kuc
accused Jape of infringement of
copyright and sapg, not having the
finance to fight, have conceded to
KJc's demand: to close Arcadia
down. This done, JAbE now hope
torise from the ashes by launching
anew computer moderated game
— Shattered World,

WOZZAT?

Shattered Worldis a sci-fistrategy
game, spiced with fantasy and
%D"-"ﬂmﬂd by a yellow rulebook.
he game is set upon the world of
Flindar, a once sentient planet
which is now being torn apart by

=== GIRO TANK
- \ 7

FIRST POST

| . 1l En£1
3 s |8 Zing C I-I'_-::":

( n: FIRST POST, K G

k, Walnut Tree Lodge, 9

Kings Meadow Lane, Higham
Ferrers, Northamptonshire,
NN3 8JE.
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gravitational forces. These have
beeninduced by a rogue planetoid
now orbiting as a moon. As ever,
sillyvisation has collapsed, leaving
a radioactive and mutant-infasted
landscape behind. Into this you
are hurled, as commander of a
Tentralith {(a big machine created
to cope with the changin
anvironment). You must fight for
survival, and plot to maintain a
regular income of energy -:r'_.rstals
by mining the surface. The need
for power is great. You gotta fight
to win, or else you don't. If you .
know what | mean.

OWZAT?

Shattared World is a deadline
game, played on the ever-popular
hexagonal map. Many types of
giant machines exist to be found
or captured — or even destroyed,
and movement is not quite so
limited as it was in Arcadia; these
beasties have quite respectable
ranges of movement for each turn.
The game works on a point
system: the obvious way to win Is
to hit a secret score and wham
bam — you win a doomed planet,
Mot much use, eh? JApe report that
there's anather way . . .
something to do with a plateau and
acure of the world's troubles. Nice
touch, if you ask me.

SCIENCE FANTASY * ot =
PLAY BY MAIL gamE > =%

WOZZIT COST?

Mot a lot. Turn costs are £1.50
each, for which you receive a well
laid out and informative computer
printout. For details of set up, write
to: JADE GAMES, Freepost, PO Box
54, Southsea, Hants, PO4 ONA.,

FOREIGN WARS

Dear Brendon,

I've been reading your column for
some time now and find it very
interesting. 1°d like to join Vorcon
Wars, but | am worried whether or
not my arder would reach England
in time. Is there a special
international version? Also, are
games with opan deadlines more
difficult to play for players outside
of the UK? Finally — do
international games cost more?

I wish you luck with your column
and hope that it will expand
quickly!

R van Alteren, Holland

Maost deadline games offer what is
fermed a 'slow tumaround’
version to accommodate
Europeans {and even beyond).
These games tend to cost a bit
more to play where heawvier letters
are concerned, although small
letters (up to 60g) can be posted to
EEC countries at the same charge
as forinland first class mail, so this
is not necessarily the common
case; write and find out!

Extra UK players can suffer in
open-ended games which operate
in a form of realtime, This need not
hamper your enjoyment of a game,
however. In fact, if you wish to play
the game properiy, StarGlobe is
more realistic for international
players than for us Brits (simulated
time delays, etc... ).

BK
DIPLO DIRECTORY:
GOOD OR BAD?
Dear Brendon,

Please do not print my name and
address in the next issue of the
Diplomatic Directory as | had
previously asked, the reason
being that | have received a letter
from TIME PATTERNS threatening to

«»« SOCCERTWO -
STILL NOT VERY

S Edwards, Cardiff

Ad
{ f A
LY & Wi

throw me out of StarGlobe Four if
it is printed. | hope you see the
importance of this and act on this

letter accordingly.
DB, London

TIME PATTERNS have informed
me of the action they are taking
against certain members of the
directory — | believe it to be just. It
appears that some members have
been ruining the game for others
{and rhanma!msfgy giving away
coveted secrels and information
modules away willy-nilly. This is
not the way to play a game; the
objectis toleam by your mistakes,
not by joining some half-baked
alliance created solely for
information swapping rather than
for strategic strength. StarGlobe
players mentioned in the directory
who have not been engaged in
such goings on need not worry,
and to help the GMs of all games
the format of the di will be
changed from the next issue: to
getintouch with members, a note
will have to be passed via the
game control (if the facility exists)
as no more addresses will be

iven. Sorry, but those who spoil it

or some spoil it forall . . .
BK

READER’S
REVIEWS

Dear Brendon,
I'm just writing to give you an idea.
| think that some room should be
devoted to Reader's Reviews of
various PBM games: big and
small. Why not try for some more
space to accommodate such a
section! .

Patrick Walsh, Berks

Good idea Patrick, | have been
considering doing this for some
timé now, and you will be pleased
to hear that | have just received the
go-ahead from the Ed! Over the

o 1o e R SR e E



next few months | shall be offering
reviewer positions in any game
which I can gain them, preferably
two per e. Come on now GMs
—send those offers to oureditorial
address! This month | have two
places in Crisis, 8 game of world
destruction/domination by M.A.G,
and Shattered World (a game
which could well be set in the
aftermath of Crisis) by JADE GAMES.
All | need from my reviewers is a
500 word review after two months,
and a final report at the end of the
game. If you ‘re interested, write to;
CRASH PEM REVIEWERS, PO

?g;iﬂ. Ludiow Shropshire S5Y8
' DB

TURF MAPPER

F;:ugmm 'd write and let

know of a fou

have written for the _

aimed at players of I's a Crime!

The program is a turf p
ﬂﬂtmuﬂh’ghm 1

ing postage. If CRASH
readers are Interested | will
send them their 8% 500N &5
possible after | va their

request.

A Rosey, East Sussex
Seemsa fair offer; Andrew
BOPears sentme a
ﬁgﬂ'ﬂf & programyj—why not try
BK

GHIHE! A CRIME?

playing ft's A
!Hﬂumis
""?P

March is a merry month for maraud-
ing maniacs (who are, no doubt, all
as mad as a March PBMer . . . ).
Anyway and anyhow, here lies this
month’s list of successful candidates
for the DIPLOMATIC
DIRECTORY . . .

*001 Adrian Neal

GAMES: Vorcom Wars 72 & 78; Capital
15; Earthwood 52; Arcadia 6; Star Emgpires
Comgquest

*002 Jason French

78 Princes Road, Ellacombe, Torquay
TQ1 IPA

GAMES: Vorcon Wars 75 (Commander
BLITAD)

*03 Travis Smith

27 Sharmon Crescent, Braunstone Frith,
Leicester LE3 6MW.

GAMES: .S'nrghh#{ﬁ Belie Fulie)

w04 Robert Darbyshire
ZZN'IMW Cate, l:lﬂkﬂ: Lancs, FY5

1
JAHES: It's A Crime) | {Death War-
riors); It's A Crime! 4 (Megacity Blues)

*005 Stuart Millinship
17 Graveney Gardens, Arnold, Nottin-
NGS5 60W
AMES: Vorcon Wars 75 (Commander
SHUTUN)

*006 Mr G G Manganoni
:}% ings Road, Farncombe, Surrey
GAMES: Samwmmalia; Cranmoff’s World;

Explorers of Orion; Imd.r the Crimson
Sum; Aes; Mark of Chaos; Untamed Land;
Vesumian

*007 Mr C J McCarthy

394 Seaview , Liscard, Wallesey,
M ide L45 4QN

5 1 .S‘mrEm;pm .i‘.
Vorcon Wars | mmhn,
oevores P1OT

*008 Scott Macfarlane
2 Broomside Terrace, Costorphine, Edin-

EHI2TLL
Eﬂﬁas: Vercon Wars 60; Super Vorcon
Wars 77

* 0% Paul Davidson

51 Warerloo Road, Prestwick, Ayrshire,
Scotland KAS ZAA

GAMES: Vorcon Wars 60 (Commander
PEPISH); Arcadia; Conguest

rersen T andon W11 J0P oo
tersea n
GAMES:
#011 lan Hudson
53 Close, Alrewas, Mr Burton-
gun- rent, Staffs

AMES: Vorcon Wars 65 (Commander
PESTIB); § Vorcon Wars 77 (Com-
mander FRUGAD); World of Vengeance
{(Tan's Inmncibles nr Bury St )

Gms ‘ﬂm wm::ﬂﬂmJI’li
C The ':'i Im",:l

w014 David Lane
23 Florence Road, West Bndgford, Not-

tingham N92 SHR
GAMES: Carus Belli 5; Player 16

;l%%“ﬁmﬁy Merseyside

GAMES: Vorcon Wars 72; It's A Crime/! 4

*016 Chiff Frost
175 Road, Leicester LE2 3FN
G *Snumﬁ.n Arcada; Ear-

tknnﬂﬂ,ﬂ'maf&‘m”? Arcadia; It's
A Crime!; Swords and Shields

*017 lnH:] ;-;.lzdugxnd
Smaragdlaan 172, 2332 BX Leidch, Zuid
Holland, Netherlands

GAMES: Vorcon Wars 72 (Commander
TRERIN); Starglobe 3 ( The Dutchman)

Cae Mari Pwn House, Thomastown,
Muﬂgerydﬁl Mid Glamorgan, Suurh

GAMES: It's A Crime! 2 (Death)

;GGFP Court, Harrogate HG2 0BB
winton

GAMES: Soccer Smr, Sarurnalia; I't's A
Crime! 4; World of Chaos

*020 Barnaby Dellar
%llil];rinryﬂmn,ﬁtﬂckwﬂll, Loadon 5W8
GAMES: Starglobe 4

*021
3? Rnld 8 » Nor-
NR7 8
AMI?.‘S Vorcon Wars 61 {Commander
BRIDER); It's A Crime! 4 ( Fighting
Urruk-Hai)

;m Kevin Pack

alnut Tree Lodge, 9 Kings Meadow
Lane, Ferrers, Northampton-
shire NN9 8]E

GAMES: Earthwoad; Sammalia;
Starglobe 4; Orion iFrnxn-, It's A Crime!
3; Casus Belli; Aes

#0023 Maithew Hanson

10 Denby Lane Crescent, Moor,
Walkefield, West Yorkshire WF4 4EB
GAMES: Swurglobe 4 (55 Obndian Fox);
Arcadia

#0124 Gavin Marshall
36 Spur Road, Orpington, Kent BR&
L

%?luss: Vorcon Wars 71

*025 Owen Whitehead

213 Park Road, Barnsley, 570 1QW
GAMES: Ass (*Rillion” - E Side), Samur-
nalia (Grendl of the Web), Enchirodem

( Brathers in Arms), fr's A Crime { Brothers
i Arms), From The Mouth of Hell (Elf),
World afﬂhn: {Rillion Kerr), Soccer Star
(Morning Star RS League)

#0126 Damisn Manning

12 Warden Road, Sutton Coldfield,
West Midlands, B73 55B

G.F_I.MES: Starglobe (585 Alvom), fr's A
Crime (Merry Moh)

#027 John Preen
12 Underdale Avenve, Shrewsbury,

s ire, Y2 5DY
em’? Fow'tS5 Broadstuond
ranice), Varcon Wars 78

* 028 John Kemp
% Wold View, Caistor, Lincoln, LN7

GAMES; [t's A Crime! 4 (New York
Assassing), Arcadia B (Lord Centarrus at
Yihad Ciry, P27)

2, e

ngs Norton,
ham, B30 2HZ T,
GAHE Arcadia 13 (Draug Dhur)

#*030 JC Fowler

11 Beaconsfield Place, 5t Agnes,
Cormnwall, TRS 0SZ

GAMES: Swarglobe Three, Arcadia §

*031 Kevin Edwards

521 Woodlands Road, Irchester, North-
ants NN9 TBU

GAMES: Vorcon 60, I1's A Crime! 4, City
of Serife.

#0321 Jasom Cottrell

;;gu-k Lane, Barrington, Cambs, CB2
GAMES: Sammalia (Axd Taranus),
Tyranny (P5)

#033 Michael R Stannard

44 Harrington Street, Cluth;g:u.
South Humberside, DN35 7
GAMES: Arcadia 10 (Mordran the
Unknown at Seven Springs City)

*(34Malcolm Sums

76 Mount Road, Canterbury, Kent,
CT11YF

GAMES: Soccer Star { Kilmore Ohilers),
Bradley’s Foorball ( Houston Ohlers)

035 Paul Davidson

51 Waterloo Road, Prestwick, Avrshire,

Scotland, KA9 2AA

GAMES: Vorcon Wars ﬁﬂ{Peguh},
Arcadia 7 (Ped at Moriguendi City), Ci
quest {Anar Narion, maps 18/19)

#036 S Davies

16 Clara Street, Ton-Pentre, Rhondda,

Mid Glam, S. Wales, CF41 THQ
GAMES: I's A Crime! 4 (gang 315, Vor-
com Wars 64 (Chorub )

*037 S Wyatt

60 51 Andrews Road, Shoeburyness,
Essex, 553 9])

GAMES: Vorcon Wars 73 ( Prifum), Vor-
con Wars 78 (Sathal), I''s A Crime! 4 [ Mer-
cenaries), Kmgs of Sreel ( Woodland
Alliznee)

#*038 Richard Goff
ng!ll};ﬂ: Road, Colchester, Essex, CO3
3

GAME: Arcadia 12 (plaver I7)

#039 Jason H

35 Garratis Lane, tead, Surrey,
SM7 ZED

GAME: Saturnalia ( Vemrex)

So ends another ﬂ:pimuatlc Directory
= don’t forget to send your applications
g‘ mﬂ chie é)i fomat m‘;

RENDOM
ﬁﬂm. CRASH, PO BOX
SY8 1DB
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For the second month running,
those generous people from
FERGUSON, famous for their tele-
visions and monitors, are offer-
ing CRASH readers the chance
to win an MCOS Monitor and the
necessary Interface to link it up
to a Spectrum. And to show that
we're just as willing, we've
thrownin another Spectrum + 2
for the outright winner our our
CRASH Trivia competition.

The MCO5is a very neat piece
of equipment, allowing you to
enjoy afirst class colour display
for your games, and it also dou-

bles as a telly — so when you tire
of searching drawers, picking
up keys and using passcards, a
prod of a button, a twiddle of a
knob, and you can tune in to East
Enders.

As you can imagine, this kind
of technology doesn't come
cheap - the Monitor and Inter-
face would normally set you
back around £245, and when
you throw in the Spectrum + 2,
you're talking in the region of
£375,

To win this prize all you have
to do is write down the correct
answer to the eight following
CRASH Trivia questions on the

o Y
= . A
p < e
- ia - o
= P P o~
- . - - _~
= - 5 &
= -
B E
ﬂ'ﬁ.“,,.
-
=

back of a postcard (or outside of
asealed envelope) and send itto
us at: CRASH TRIVIA COMP,
CRASH, PO BOX 10, LUD-
LOOW, SHROPSHIRE SY8 1DB
to arrive no later than 30 May.
First correct entry out of the
boot of Roger Kean's Porsche
wins the Monitor, Interface and
Computer. The next ten run-
ners-up will each get CRASH
Hats and T-shirts for being
clever — and lucky.

CRASH TRIVIA

1. Name the Terminal Man’'s
two companions in the first
story.

. Which of these three got the

highest CRASH Owverall rat-
ing? Shadowfire, Starglider,
Frankie Goes To Hollywood?

. Which of Lioyd's Hermes

typewriters is the most
recent?

. Which was the first issue of

CRASH that Graeme Kidd
edited?

. In which issue of CRASH did

Derek Brewster first appear
in Adventure Trail?

. Who did Frontline before

Sean Masterson?

Which was the hit game
CRASH never rated in its
review?

. What was the first full title of

CRASH magazine?

-
Sx:cnc:r,‘ 777
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seem,
pelievable as it may
: ﬂn don't have a8 subsC Thll iFs situation life is made
yirtually compu 5 bscription Queen, whose isn't up
Sty (that's you, dear reede?
percent every month.

"t any
mti? :ﬂtnthgnf the six Ocean games I‘.;I;I" g d
anés, Tai-Pan and Mag Max) are so n
time of writing that they're still being

to
m:;nu:a%ﬁ :I?i:;ugh they're due for release
around

the end of April.

All you have to do is make
your choice of free gam
the form and enclose a payment of £15 forruurx il uqu:

(€22 if you live outside
Denise’s day for her. the mainland UK), and make Gury

DEAR GURU DENISE |

This Is lllgflrlv incredible! How do you keep it up, providing me with
so much choice that | want to subscribe every month?! I've chosen
my free Ocean game and been kind enough to tick an appropriate
box below to let you know which one it is. | understand that if I've
ticked one the of the first three games on offer, | might have to wait
just a little bit longer for it, as it's very new.

Please tick the game of your choics — one only naw . ... |

] ARMY MOVES []HEAD OVER HEELS |
[ TAI-PAN [] ARKANOID |
[JMAG MAX [] SHORT CIRCUIT

Denise will be sending off your free OCEAN game, just as soon as
she can after receiving your CRASH subscription payment of £15.
Just fill out the form below, make out your cheque or postal order to |
NEWSFIELD LTD, and whizz it off in the post to us at: |

GURU DENISE, CRASH SUBSCRIPTIONS,
FEBBDX 20, LUDLOW, SHROPSHIRE SY8
1DB.

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

|||||||||

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

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

[]1 enclose £15.00 » |
enclose £22.00 (Foreign
Sub scribers)

= BN

PLEASE NOTE THE

NEW ADDRESS!

PLEASE DEBIT MY VISA/ACCESS ACCOUNT £

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

Signature Expiry Date

Pleass Charge My Account No:

This offer is subject to availability and closes on 25 June 1987
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SPECTRUM £7.95 AMSTRAD :EB.B%

AVAILABLE MID-MAY

Fresh from his dismal triumph on Knutz Folly, Sweevo is thrust onto th
watery world of DEATHBOWL, a planet which, for no good reason, has
been converted into a gigantic aquarium. '-

Will Sweevo succeed in his mysterious mission — or will the Great Bo '
Keeper pull the plug on him?

HYDROFOOL is a fast, 3-D, seek, chase, puzzle and laugh game, featuri
the fabulous but irrelevant HYDROMATION. e

FTL FASTER THAN LIGHT, CARTER FOLLIS GROUP OF COMPANIES, SEDGLEY ROAD EAST, TIPTON, WEST MIDLANDS DY4 7UJ. Tel: 021-557 2981 (4 lines) 1



My Finals are looming closer, and like everyone else, |'ve drawn out an
impressive revision timetable which | shall spend the next three months
noring. Next term, Trinity term, brings so many distractions. The balls!
'he punting! Productions of ‘Hamlet’ in the pm.gzng rainl CRASH dead-
lines . .. And very soon | shall be appearing in P! too, doing battle
with the enemy via a Commodore and disc drive (apologies to all you
Spectrum purists, but someone has to pay for all the balls and punﬂnw.

FRONTLINE may have a title which su?gaets the battlefield, and it's
true that nearly all of the games I've had for review since | started have
been wargames, but | am supposed to be here to cover strategy
aswell. That is, strategy games other than wargames; and these have not
been very inspiring in the past. One thinks of the bannana republic, of
starving or revolting peasants, of general election and taxes. One thinks
of Football Manager and, though hopefully not too hard, of The Great
Space Race. These are the sort of games which can be played in terms
of simple numerical input. Yes/No responses and multiple choices, and
they are on the whole momentously unsatisfying. Alot of imagination has
to go into the concept toa make the numbers meaningful and the objec-
lives the strateqgy achieves interesting to the player; getting these factors
right made Football Manager a playable and addictive game. The Graat
Space Race, in contrast, s a complete failure because of the confused
mass of irrelevant statistics it generates in response to a minimum of
playerinput, and the tangled, open-ended rewards offered. The limited-
input statistic garme can benefit greatly from good design but it can never
be a living, moving work of computer entertainment. format has
limited potential,

Theoretically, however, strategy needn't mean bannana republics or
wargames only. There is potential within the standard wargame format
to treat a different scenario, which is an area of gaming almost entirely
unexplored and undeveloped. Adventure games are quite often fantasy
or science fiction - ‘whoadunnits’ and related thrillers might these days be
added as a third standard background - but there are certainly a fair
number of notable exceptions which treat 'alternative’ plot-lines. The
novelty and quite often the humour of these - Hampstead, forinstance -
can be extrememly appealing; and, what is more important to the

STRATEGY PLEASE

software producers, commercially successful. The comparison between
wargames and standard adventures isn't exactly a parallel one, because
adventures are related to written literature and wargames are specifically
designed to simulate battle situations. Any other concept which rides on
the back of the ‘cardboard counters' set-up will probably seem artificial;
wal es also define their own conclusion and reward by their closed,
combative gameplay, and this might be rather hard to transfer to an alter-
native context.

But what s a strategy game anyway? It is not merely a game which
requires the use of the mind rather than the reflexes to play successfully.
Marsport and its companion games are solveable, not zappable, but
have a solution which s arrived at by working out an inter-connected set
of puzzles and involves the player in no subtle decision making. At the
other extreme the cheerfully genccidal Uridium needs some careful
thinking and planning to play well; shooting the waves of wotsits is easy,
it's working out an individual approach to each level, and deciding which
to gofor and which to leave alone, that gets the highest scores and makes
the gameplay satisfying and involving.

Decision maklng is a fundamental component of a strategy game. In
The Great Space Race it is the only component, which probably
demanstrates the point as well as any; nobody would deny that, however
appalling, TGSR is a strategy game. Wargames require the player to
make many subtle decisions every game tumn, balancing rigks, preserving
supply, and, in some games, spending resource poirits. It would be pos-
sible - not easy, but game &asigning is not easy - to construct a
which was neither too closely based on the potentially stifing wargame
format, nor of the branching ana republic type, are cartainly
board games which present some intriguing ideas, and could be adapted
anden ta the computer; the old-fashioned, eternally-valid games
like Monopoly and Diplomacy and the newer, more complex systems like
liurminati, It's true that some of these rely on diplomatic interaction, but
there must be some ideas, suitable to the computer, which don't.

_Timeto return to Middle English and Shakespeare. Next month, if | sur-
vive this weeks ravision programme, |'ll be complaining about the
Software Scene,

BATTLEFIELD GERMANY

It seems to me that pss produce
two types of {?ame; one blandly
well-presented, fast and playable
with a pretty awful but nicely-writ-
ien arcade seguence, and the

other uneven, unexpected in con-

Producer: PSS :

: ' tent and vaguely unprofessional.
Price: £12.95 Annals of Rome, which | liked a lot,
Author: Cybercon was of the latter type, and sois this
Eﬂhrpﬁﬂﬂs gama, most inappropriately enti-

tled Battlefield Germany. Here we
have no real-time gameplay, no
arcade sequence, and pracious lit-
tle machine code. What we do
have is a literal, cumbersome
simulation of a board wargame,
envisaging a mostly conventional
war between NATO and the War-

saw Pact.

The axplanation of the scenario
is brutally exact, given asitis inthe
form of a countdown dated to
begin next summer. lran wins the
war with Irag, which seems
reasonable. What seems unlikely
{to me, anyway) is that Egypt also
comes under Islamic law and an
Islamic pact is formed = this then
invades Israel. The superpowers
intervena and the situation esca-
lates to full-scale conventional war

in Europe. The point of dating this
account of the escalation so closa
to home is presumably to shock
the pl‘?_ﬁer into a sense of immedi-
acy. This has worked to some
extent as, at least superficially, it
has an air of uneasy credibility
about it. The atmosphere created
by reading this while the game
loads is dispersed somewhal by
the first appearance of the game
on the screen, and soon evapo-
rated antirely in the fifteen-minute
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wait before play.

The map is hex-based rather
than square, which in theory is a
good idea as it allows for equiva-
lent movement in six directions. In
practice, the hex composition of
this particular map seems to waste
a lot of space. The main playing
area scarcely fills half of the screen
at once, andis'ja "around the
edges to avoid half hexes. A small
representation of the entire play-
ing area of Central Europe shows
where units are deployed; this
would be mora useful if it were
possible to tell from the tiny dots
which units belonged to which
side, as it is difficult to gat a sense
of location from the main, scrolling
map and | found it wasn't easy to
keep track of how my forces were
moving overall. MNothing on the
map s identified by name,
although each hex is some sort of
terrain type including the cities
which are vital for victory points,
and this is the major reason why
the map looks and feels anonym-
ous and unexciting.

The game makes no visual app-
eal to the intellect or the imagina-
tion. Cities have no chance of
becoming real cities with popula-
tions and histories; they're no
more than ‘city hexes', which take
one movemant point to enter and
are worth 20 victory points.

The player’s units and the com-
puter's are represented by the
traditional a.mr:marhﬁI counters
depicting a sometimes unrecog-
nisglbla ;?r&m of military hardware.
There are seven types of unit in
Battlefield Germany and it takes a
bit of working out at first to decide
which is which, as the works of art
are not reproduced in the
rulebook. Each unit has a set of
statistics which Is displayed to the
right of the screen, and define in
interesting detail attributes like
combat strength, fatigue, effi-
ciency, supply and movement

points. The information i5 pre-
sented cryptically but clearly, this
is a good thing, as frequent refer-
ence to the rules is initially neces-
sary. Units can be stacked four to
a hex, and the statistics of all units
in a hex are displayed when the
cursor is moved into it. This is all
interesting and satisfying, and
reminiscent of  precariously
balanced cardboard counters, but
the effort which has been put into
detailing the statistical definition of
the counters seems o have been
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at the expense of any other sort of
detail giving life to the board. The
units are just that — counters.

I'm sure it's a psychologically-
determined fact that most players
when loading up a wargame forthe
:}rstﬁmdmmtntptl:y 'thaim
i a against the com i
M Germany has its one-
pm and two-player game on
different sides of the tape, and it
interrupts the loading on side one
to allow the player to input options:

one or two player, gama )
MATO or Warsaw Pact. Most

players will choose NATO, for their
first attempt anyway. These
players will find themselves

ching the screen for 15 to 20
minutes while the Warsaw Pact.
which goes first, plods through its
‘action phase.’

If you've played Annals of Rome
and thought the computer took
too long about its moves, then
Battlefieid Germany will drive you
mad. At least Annals of Rome's

ACT ION PHASE
PRCT ROUND

maovements are  moderately
interesting to watch. Battlefield
Germany offers nothing but a vast
number of counters maving one by
one through a blank landscape,
and certainly on a first loading the
whole process will be meaningless
to the player. if you decide, after
five minutes, to give up on it and
go and make a cup of coffee,
phone Australia or take a walk
down the street while Warsaw is

etting on with things, you are
likely to come back to find that a

minute aftar you left, the opposi-
tion decided to engage in combat
and the computer will be smugly
waiting for a key-press from you.
If anyone survives the boredom
and frustration of the computer’s
tum, there is a further shock; a
saved game position can't be
loaded until that turn is over, asthe
player s given the option of 'ad-
vancefload/save’ before carrying
on. Useless to think that you can
choose to play Warsaw Instead
next time and avoid this wait,
because you must load a saved

ACT ION PHAS
PRECT ROUND

game into the same set of options.
Patience is the cardinal virtue of
war%wmrs. and it may be true that
ou have to wait half an hour for a
uman opponent to complete a
turn, but there really is no excuse
for the excessive slowness of
Battlefield Germany; particularly
as~ occasional Intervention ig
required by the human player, an
no waming of this is sounded by
the computer to wake the player

up.

When the player does eventually
get a chance to paricipate, a
rapid, computer-handled ‘supply
phase' is followed by the action
phase. This allows a mixture
of movement and combat, which
I'm not sure is a idea; some
Fdaym may like the free-form, but

found it was confusing. It does at
lgast allow victories in battle to be
followed up by advances of units
which were not involved in the
ming. Movement is easy and
ient, effected by means of a
cursor which can select and de-
salect units freely and move them
while their movement counter
decreases to zero. As usual, cer-
tain types of terrain incur move-
ment penalties, and these are
explained in the rules, Combat can
be initiated at any time during the
action phase between adjacent
units, and the method of doing so
is clumsy and initially most confus-
ing; any mistake results in the

‘attack aborted.'

Both sides can choose how
much air support to give the
attack, from a fixed pool allocated
each turn, and this has a signifi-
cant effect on outcome. The com-
puter seams to be sparing of its air
support supplies, and a few heavy
attacks turn will be sure to
obliterate its units. Units can be
destr or forced to retreat, and
if they have no way of retreating —
or if you accidently make them

retreat in the wrong direction —
th%am vaporised, graphically.

e nuclear option is not offered
in the one player game, which
seems unfair; | should like to know
how many people commonly play
two-player wargamas on their
computers. It s, says the
rulebook, included for authenticity
mora than anything else, and the
way is handled is one of the few
colourful features in a colourless
game. The player can choose to
escalate or de-escalate the level
of nuclear confiict, but whether or
not the decision will be
implemented depends on the
state of affairs on the battlefield,;
the ruling powers can overrule the
military’s wishes. If escalation is
permitted, the player is allocated a
certain number of warheads and
may choose where to drop them
(not a difficult decision, asit iseasy
to examine the opponants’s units
as thoroughly as ‘your own).
Unsurprisingly, the = warhead
annihilates everything in the hex,
and turns it into a blackened radia-
tion zone which takes up more
maovement points to enter thereaf-
ter. But, for some reason, the
designers saw fit not to incorpo-
rate this interesting feature into the
one player game.

The rulebook is perfectly
adequate, describing the
sequence of play in order and giv-
ing charts of terrain effects. It also
makes clear what is a maximum
level of supply and strength and
the like, something too many
games ara inclined to leave to the
player's imagination. It is well-pro-
duced in pss's usual commenda-
ble style. | have already received
letters from people who have
bought this game and enjoyed it,
but to be honest | can't recom-
mend it to anyone who doesn't
have a lot of patience and toler-
ance enough to ignore the shoddy,
ragged programming. This game
is dull, unwieldy and dry, and it cer-
tainly doesn’t work for me.

PRESENTATION 30%
Thereasonablapackaging is over-
shadowed by the excruciating
slowness of the computer’s action
phase

RULES 75%
Effective scane-setting and
above-average rule description

PLAYABILITY 49%

The player's movement phase s
efficient, the computer's is diabol-
ical and likely to provoke a pulled
plug

AUTHENTICITY 60%

The scenario is credible and the
large scale machanised anonym-
ity of modern warfare is simulated
by default

OPPONENT 50%

Aggressive but unintelligent

VALUE 45%

If this game does appeal to you
then there seems to be hours of
play {and waiting) in it, but £12.95
is a lot to pay for something you
may dislike

GRAPHICS 40%

Clear enough . . . but very, very
dull

OVERALL 42%
Limited appeal in every sense




Producer: PSS
Retail Price: £9.95

The Clash of Armouris the subtitle
of this latest game from the admir-
ably prolific pss, and we're In the
desert once more; a locality
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N

increasingly familiar to wargam-
ars. But there's no need to worry
about getting sand in your boots
playing Tobruk, because, as the
packaging suggests, tanks ara the
main fighting units in this cam-
paign.

AL ',i,’[fl?j
=P ]

L

ig a medium-range
simulation of Rommel's attempt to
break through a vast minefield laid
by the Allies in North Africa
between Gazala and Bir Hachieim
to defend Tobruk, a key Mediterra-
nean supply point. By medium-
range | mean that it doesn't
recreate a single battle, nor does it
present the player with a long-term
extended campaign. The action
covers a little over a month, start-

Tt Ty T Ay

s

e

e e

e n

5%

A

e

ol

SRS

"ty
i

R

o

ing on May 26th 1942, and combat
is resolved in a single tum. The
aim, when playing against the
computer = as the Axis side, for
you do not have a choice — is to
capture as many of the Allied
pases as possible. Tobruk, up at
the top right-hand corner, is the
ultimate goal.

The main display map is a visu-
ally uninspiring representation of
Cyrenaica, with the Gazala Line —
the Allied minefield — cutting the
desert in half. According to the
rulebook the minefield was only
half-completed when the offen-
sive began, and it is presumably
because of this that there is a way
round the bottom of the line. The
Axis troops begin the game on
their side of the line, and all the
pasis targets — and the Allied
forces — are on the other. Identifi-
cation of every part of the map is
easy, because a Com Box, similar
to that in Battle of Britain, can be
moved over any feature, whether
unit or landscape, for an instant
report. There are few features on
the map anyway. It is sand, sand
everywhere,

Enemy units can be examined
by use of the Com Box just as eas-
ily as friendly units, and the defen-
siva strength of cases is displayed
too. The system is smooth to oper-
ate. easy to understand, and
unambiguous. Data given on units
includes their strength in terms of
supply of infantry, provisions and
artillery, and the number of moves
the unit can make that turn.

There are two turns a day, pre-
dictably divided into Movement
and Combat Phases; a Supply
Phase and a8 Command Phase
occur every second tum, at the
end of the day. LUnits can be
moved at the player's leisure by
means of the Com Box, in a way
which is again identical to the Bat-
tie of Britain system. Units do not
have the option of committing
suicide by passing over the
minefield, unfortunately, it's
treated as an impassable obsta-
cle. Entering an enemy zone of
control {for the relatively unin-
itiated, that means the squares
immediately surrounding the
enemy umt) arrests movement,
though combat is not inevitable.

The Com Box doesn't et you
plot out a movement further than
the movement allowance of a unit,
which | found a useful restriction
and reminder. Movement orders
are executed immediataly, some-
thing else which helps in organis-
ing forces. When all units have
been moved, pressing the space
bar movesthe game onto the com-
bat phase. In this phase, unusu-
ally, combat is an option which has
to be selected. And here, unless
you've turmned the thing off in the
start-up menu, we hit the infamous
pssToken Arcade Seguence.

| gave my views on this in my
Battle of Britain review in my first
column. In Battle of Britain, which
is a fast-moving, real-time game,
the distinctly tacky arcade
sequencea did not seemimpossibly
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out of place. In the middle of this
traditional  cardboard-counters
strategy wargame, which has no
other element of moving action,
this sequence clashes stylistically
on every level. As might be
imagined, you are put in charge of
a tank. As is not so self-evident,
you are presented with an icon-
menu of tank functions; the gun
turret, shell loading and firing and
navigation.

To turn the tank round you have
to select the navigation mode, and
trundle the vehicle about defence-
less while being fired upon, then
switch hurriedly to the gun turret
to fire back without being able to
move. | found | was just able to
pick tanks off by firing shells at
them, because the shell-firing
mode allows some mobility. The
whole thing is stunningly badly
designed and unplayable. it has
quite an attractive on-screen
appearance, in contrast to the

moving wunits through quickly.
Ground Strike allows the cholce of
one bombing target, which may or
may not have moved by the time
the order is executed.

The instruction booklet is neatly
printed and entirely adequate,
providing a short but informative
summary of the historical situation
and guiding the player briskly
through the mechanics of the
game. There is, however, a lack of
obviousness in the layout which
makes particular things difficult to
find afterwards, but there are lists
of the units and their properties,
command points and their
strengths, and the obligatory bib-
liography 1o show that the
designer has done his research.

Tobruk is easy to pick up, quick
to play, and devoid of long-term
interest. There are no skill levels,
which is a gerious omission, and
on my first bungling attermpt, when

| was just trying to pick up the rules
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I've been overwhelmed by the volume of mail I've
received this month. Keep the letters coming! I’'m only
sorry that severe lack of space allows me to print only
two or three. The non-appearance of ‘Briefing’ last
month was entirely my fauit; my reviews were too long,
and the powers that be at CRASH Towers obliterated
it. I'll try to make sure it doesn't happen again! Many
thanks to several people who wrote with instructions
for Chaos. I'll be passing them on.

main body of the game, and bears
all the hallmarks — though | don't
know the inside story — of quite
separate authorship. Tobruk loads
with the arcade sequence de-
selected, and | would advise you
leave it like that.

Unless you're trying the arcade
sequence, combat is resolved
speedily and simultaneously and
retreats and surrenders reported.
Units always seem to surrender;
you aren't given the satisfaction of
a "division completely obiiterated”
report. The supply phase follows,
and the player is asked to decide
which units will receive the limited
resources available. The impor-
tance of supply in a desert war is
emphasised by the fact that the
Axis forces have to trundle their
mobile supply bases after their
forces, and protect them from the
enermy. This factor adds a lot of
interest to the gameplay, because
if both of the supply dumps are
dastroyed - and they are
axtremely vulnerable — the Axis
side automatically loses.

The command phase moves
onto another screen, whare
strategic disposition of resource
points is declded. Points can be
put into things like AFV (armoured
fighting wehicle) recovery to
minimise losses after battle, and,
importantly, into ground strikes
and mine laying or lifting. Putting a
sufficiant num of points into
mine lifting allows the Axis side to
make a neat break in the Gazala
Line, to get some of the slower-
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and wasn't sure exactly what | was
doing until a couple of tums in, |
won. The game has a bit of a hook
in its wery smoothness and
simplicity of objective, but desplte
the strategic trimmings of the
command phase, there's nothing
in it to satisfy for more than an
afternoon,

PRESENTATION 80%

The game runs smoothly and with-
out interruption, unless you count
the arcade sequence , .
RULES 70%

Adequate — rather unatmospheric

PLAYABILITY 70%

Mildly attractive in the short term,
and very easy to start playing

AUTHENTICITY 69%

Lacking in that elusive quality,
atmosphere

OPPONENT 60%

They need to be woken up, and
even then they do very

little

VALUE FOR MONEY 55%
With no skill levels you get little
mileage for your money
GRAPHICS 69%
Uninspiring. The arcade graphics
are better,

OVERALL 65%

Mot a bad game, but not particu-

larly interesting either.
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thought nobody but myseif had
ever played enjoyed!
Andrew advises pric all
i p by s
artist. Later on, not to take the
pirates to court but to join the
anti-pirate r:mm:nt. and 3
mega-hits.

Paul

not send an address, sent in

WMMGW&&
V wﬂgwﬂﬂ'm
will surround the but they
will only be able to attack the entr-
ance one at a time and the wizards
can fire at will while they tackle
your wariors. Eventually the fire
demon will join the fight, and he
can be off.
_ In the Forest Scenario arm most
of your side with spears. Wizards
cannot be wused effectivaly
because of the large number of
obstacles

Finally a telex has arrived from
Churchill to all hackers. 'UR-
GENT ... STOP. .. SEND
POKES TO STOP CRIPPLING
LOSSES IN ARMOLURED
BRIGADES WHILE MOVING OR
POKES WILL ALLOW ALLIES TO
TAKE °~ OFFENSIVE AGAINST
b e

Ay kn
LmDmﬂ'ram enthusias-

tic hackers out there willing to have
a go at Desert Rats and help K J
Care of Birmingham? ]




SOFTWARE
CLASSIFIED

Dear Philippa,
I'm pleased to ses that the new
broom intends to begin her clean
sweep by examining the relation-
ahlgwbﬂ'hlreen ‘strategy’ and other
software classifications.
At the most popular extreme are
‘arcade type' games, demanding
hot reflexes and quick thinking.
The action is fast and furious with
little in the way of overall plan—eg
Uridium, Xevious and Lightforce.
Change the player into a charac-
ter within various atmospheric
scenarios and one has the making
of an ‘adventure.' Here, the attri-
butes of different localities involve
the player in the hunt for clues to
solve puzzles and sub-plots — red
herrings typically abound. While
an overall plan may be helpful, itis
usually only Incidental to the
gnjoyment involved in the game.
The real *winner' is the player who
roams the author's world, rather
than seeking to solve or complete
the game (eg. Lord of the Rings,
Bugsy and Kayleth).
Purists demand thal a strategy
game should have a definite
objective, requiring the player to
formulate short-term tactics and
plans. It requires time for reflection
and planning, usually involving
turns to break the game
into manageable sections.
The explicit accompanying rules
and guidelines should allow for a
certain amount of logic and pre-

dictability, requiring the player to
call upon great depth of thought
asin Amhem, Deser Ratsand Vui-
can.

Although my persanal favour-
ites are pure Strategy :
some deviations do provide an
entertaining mix. Lords of Mid-
night cleverly brought together
aspects of both adventure and
mmﬁy in a unigue manner.
Rebeistar is an excellent mix of
arcade and strategy, combining
the best parts of both classifica-
tions. Here, the player has plenty
of time to study his moves, but
when the action starts it is fast and
very graphic — a winning combina-
tion. If only the gameplay of
Rebelstar could be appliedin a dif-
ferent wargame scenario (for
example, cavalry guarding a small
laager of wagon trains against
attacking Indians, or perhaps the
British defending a fort in the Zulu
Wars... )

Unfortunately, pure strategy
games tend to appeal only to a
minority. Perhaps the clever mix of
strategy and other classifications
is important if wider appeal is to be
aﬁtahlkﬂhed and the genre kept
alive.

Mr F D Beilby, Doncaster

All successful games have some
strategy in them, as you can see
when you examine even the most
mindfess of temibly addictive
games. As a pretentious English
student I'm heavily into defining
genres, and I'l be talking more
about this next month!

Pl

Spectrum 48/128K

Historical simulation of Gettysburg and Chickamauga with
high degree of computer intelligence allowing game to be
played at strategic and tactical levels over a scrolling map
with hidden mowvement, for 1 player. Price £9.95.

AVAILABLE MAIL ORDER - 48HR. DELIVERY — FROM
Cases Computer Simulations Ltd., 14 Langton Way, London SE3 7TL.

Strategy Games. They're no pushover.

STRATEGY OR ADVENTURE

Dear Philippa,

My interest in strategy and war-

g‘qming game began with Lords of
idnight, an adventure game

whinhmmmntnina:: a :_:unsfdarabr::

amou strategy. Despite t

fact that it was the adventure

that attracted me ta it, | found the

strategy route much more enter-

taining.

There iz a very subtle blend
between strategy and adventure in
my opinion: for, In an adventure,
an intelligent strategy is needed. A
strategy game is a8 complicated
adventure on a larger scale, with
more possibilties and even-
tualities,

| think the blend between fan-
tasy strategy is even greater, as
they both usually centre around a
quest (good evil), and an indi-
vidual as to an army (the
o e el
rest, ree principle

ames, Lord, Bgmdark and

words of Bane are 'individuals’

games).
| must agree with Ally Hume
about a strategy game creator, but
| do see your point about weaken-
ing the market. Although some
excellent nﬁy be produc-
ed, | think there could be many duff
ones produced.
| would also like to congratulate
mu on your excellent column. You
ve already equalled, and maybe
even surpassed, Angus and Sean.
Duncan Maclean, Newcastle
PS | was wondering about pur-

Fast interactive game simulating battle of Ulundi in 1879
on Side 1 and a ‘what if' battle of Umlalazi on Side 2.
Scrolling map over varied terrain, for 1

Price £8.95.

chasing ccs's Vulcan and LoTHLD-
RIEN'S h in Russia. Are either
of these worth buying, or can you
suggest better?

Vulean is certainly worth buying,
but I'm afraid | don't know any-
thing about Death in Russia! | think
that Lords of Midnight is nothing
more than a cardboard-counters
wargame with pretty pictures, not
an adventure at all = I'm surprised
how few people have realised that!
It's a work of art though... a
classic of computer software.

player,
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CasES COMPUTER SIMULATIONS have
produced a range of educational
software programs covering a
variety of subject disciplines,
including ‘minarity " subjects such
as agriculture and political studies.
The programs follow a set format,
involving assimilating a wealth of
information, and using it to make
comect decisions at critical
moments. Relevant information is
presented in a vaniety of ways: bar
charts, histograms and maps are
used to very good effect, and
maintain the players’ interest
throughout. Different levels of diffi-
culty are also offered, and the
games can be used by one player
at a time or by small groups work-
ing in competition.

Aimed at older pupils and col-
legefuniversity students, these
programs are realistic simulations
of real-life situations, providing the
user with valuable practice in the
application of their acquired
knowledge. Schools and Colleges
are placing more and more
emphasis on the importance of
information skills, and ces's range
of educational software certainly
fills a gap in the market — there are
very few educational programs
available for college students, and
tewer still for the minority subjects.

The programs are all for the 48K
Spectrum and cost £5.95 each,
They can be obtained from; cases
COMPUTER SIMULATIONS, 14 Langton
Way, London SE3 7TL.

AIRLINE

Ifit"s your ambition to be the chair-
man of a large company, now is
your chance to assess your poten-
tial, In this simulation, you adopt
the role of chairman of L-Air, an
airline which starts up business
with £3 million. You have 7 years
1o increase your net assets to the
£30 million necessary to take over
British Airways! You have 1o
decide on the number of aircraft to
operate, whether to buy or charter,
the level of staffing and mainte-
nance necessary, the duration of
fuel contracts and when to repay
loans.

Problems encountered include
tax demands, increases in fuel
costs, and loss of revenue result-
ing from cancelled flights, strikes,
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hijacks, air crashes and sabotage.

The information is presented
thraugh histograms, bar charis
and graphics. The first chart dis-
played 1s a2 bar chart showing a
forecast of the passenger payload
for each level of activity. Using this
information, the player must
decide on the best aircraft to use,
and then finalise his choices after
looking at the level of revenue
expected, When this is above nor-
mal, it may be cheaper to borrow
money and buy aircraft instead of
chartering.

The market rate for each DC10
& £10 million, and when aircraft
are purchased for more than this
amount, the additional cost is
debited against the capital
reserves, thus reducing net
assels. Crew costs are fixed at
£50.000 per DC10 while the cost
of maintenance is £90,000 for
each aircraft. Resuls of trading
are shown in the form of profit and
loss accounts and balance sheets.

The graphics are excellent, and
the player’s interest is maintained
throughout by the constantly
changing information — you can
even read Financial Times reports
and recelve Telex messages. If
you succeed in reaching the target
of £30 million, then perhaps
Richard Branson may have a rivall

by Rosetta McLeod

BUSINESS IN THE
CLASSROOM

EASY

POSSIBLE

IMPOSSIBLE

CORN
CROPPER

Aimed at students of Geography
or Agriculture, Corn Cropper is a
simulation of a commercial wheat
farm. The player begins with cash
resources of £50,000, 30 acres of
rich arable land, a tractor and two
farm workers. He must then build
up his assets to £250,000.

The menu allows the user to call

(E.E.C

(R Dorset

=

B

13 PIFFICULT (& Scottish Farm)
=8 HARD (Wi thdrawa L

1}

Support Grant)

Farm)

From E.E.C)

(NO Import
Restrictions)

up information of different types:
the weather forecast shows the
likely rainfall and average temper-
ature for each month, but — as with
all weather reports — this cannot
be relied upon totally; the crop
status histogram shows the stage
of growth that the crops have
reached, together withinformation
on whether or not a fertiliser has
been used; a farm map, showing
the cultivated areas, must be refer-
red to before decisions to plant are
made; and the cash account
shows the monthly expenditure
and receipts. All in all, a wealth of
iMformation must be accessed
before the player decides to take
any action,

A report is shown at the end of
each month, detailing the results
af the decisions taken. Unforeseen
problems arise from time to time,
including such disasters as frost
damage, rats eating the seed com,
and even the dreaded fire. The
accompanying notes include
some useful hints: players are told
for instance, that crops need an
optimum level of water each
month, and that fertilising two
month old crops doubles the yield.

The program contains five levels
of difficulty. providing students
with a wvery realistic and com-
prehensive simulation. It certainly
drives home the point that farming
is a highly technical and special-
ised industry! Cormn Cropperis cur-
rently uwsed for the secondary
school Geography syllabus and in
Agricultural Colleges. Amazingly
enough, a French version is also
available!
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OLIGOPOLY

According to my dictionary,
‘oligopoly’ means ' a market situa-
tion in which control aver the sup-
ply of a commodity is held by a
small number of producers, each
of whom is able to influence prices
and thus directly affect the posi-
tion of competitors. ™

This game is a management
simulation for one to six players,
and the objective Is for each par-
ticipant to create wealth at a faster
rate than his competitors. The
computer gives each player a bal-
ance sheet for the year, generates
a forecast for demand and costs,
and tells each manager about the
capital goods industry.

Using the computer's informa-
tion on price, production, market-
ing, research and development,
new equipment and dividends, the
managers have to make decisions.
When each has done so, the com-
puter compares these and dis-
plays two reports for all firms.
Results may be kept secrel Dy
agreement, as the program
includes the option of using a
printer for annual reports, fore-
casts and newsflashes.

A bar chart compares the share
values for each firm, and a pie
chart shows each firm's share of
the market. Occasionally, news of
imports, overtime and changes in

taxes may be flashed up on
screen, and this new information
may make it necessary lo alter
decisions.
A duration of between 2 and 50
ears is selected before play
ins, and a useful feature is that
even if a game were to be played
twice with exactly the same deci-
sions, the results would be likely to
differ as the computer generates
random factors. | also like the way
in which shareholders demands
have to be taken into considera-
tion as the managers decide how
much of their profits to share with
them! i you think you have entrep-
reneurial skills, try them out with

Oligopoly!

PRINT SHOP

A simulation aimed at Business
Studies students, Print Shop
covers a period of 12 weeks in
which the student becomes sole
proprietor of a small printing
works. The prospective
businessman is asked to make
judgements on the following: the
number and category of staff to
employ; the amount and type of
paper to purchase; the quotation
for each job and the sch&duljr%?f
work in an optimum week. The
objective is to produce a net profit

of over £4,000 in the first three
months of trading, making deci-
sions based on the weekly trading
accounts, profit and loss, and bal-
ance sheets,

A great many factors must be
taken into account when, for
example, hiring staff. A supervisor
must be employed for every five
production staff, and new prem-
ises are required (at double the
rent) when this number rises to ten,
It has to be remembered that addi-
tional staff will be needed when
orders start to increase, but as it
takes three weeks to frain new
pmployees, production will not
increase  immediately. It may
therefore be necessary to contract
oul certain jobs.

This is a particularly good simu-
lation, in which students have 1o
make a large number of decisions
after having assessed a wealth of
information, The Information is
presented clearly both on the
gcreen and in the brief accom-
panying notes. There are three
levels of difficulty, but I'm afraid |
wasn't even successful at the
easiest of these — to be honest, |
managed to incur losses, which
resulted in the net assels becom-
ing negative. The banker forec-
losed and the business ceased!

Print Shop certainly tests your
business acumen to the full, and
creates a feeling of true involve-
ment in the world of commerce.
An enjoyable and challenging pro-
gram.

SUPERPOWER

Superpower is a strategy game
showing the superpowers’ influ-
ence over Third World countries,
and is intended to supplement a
Political Studies course. Each
player runs the intelligence agency
of a major world power, with the
ultimate aim of protecting his
power's assets in a continent of
developing countries.

At the beginning, each player
has assets in the nine Third World
countries, and each is struggling
to achieve the highest rate of profit
growth. This might be brought
about by peaceful strategies, such
as building a defensive alliance
among the strong countries, or by
more aggressive means such as
encouraging nations to nationalise
a rival’s assets. A variety of infor-
mation is available: a report onany
country shows its stability, wealth,
foreign relations and government
spending; a comparison can be
obtained between nationsin terms
of industry, debt and government
spending; or a study can be made
of a superpowers’ assets table.
This information should help the
player to make decisions, includ-
ng what to do about investment,
foreign policy, taxes and the
armed forces.

Annual budgets must be
adhered to, and the players must
therefore indulge in a variety of
strategies, either to maximise the
growth rate of their own country or
to minimise that of the others. A
player might, for example, find
himself weighing up the argu-

ments and counter-arguments for
persuading a friendly nation to
spend more on welfare. While this
might reduce expenditure on the
hated police force, it could mean
that the country is left unprotected
from coup oOr assassination
attempts.

A detailed understanding of
political theory is a pre-requisite
for the successful tackling of this
program, but it is useful in extend-
ing a student's depth of under-
standing.

MANAGE

This is an interactive management
game for two players which can be
used to supplement a Business
Studies curriculum. Alternatively,
it could have a part to play in man-
agement training and economic
studies. The aim is to teach the
users, by placing them in a role-
playing situation, about the signifi-
cance of pricing policy and the
comrect  allocations  of  cash
resources.

Participants begin with £7.,601
in cash, and 71 units of stock val-
ued at £35.35 each. They must
then make decisions covering the
price of goods, marketing expen-
diture, production/research costs
and plant additions. The resuits of
trading are shown by slatements
and by a line graph of orders and
sales.

An excellent feature is that the
players’ decisions interact with
each other, leading to a strong ele-
ment of competition. It's interest-
ing that players are forced to make
immediate decisions, while always
bearing in mind the long-term
objectives for improving the per-
formance of the company.

Although no detailed financial
knnwie:t?e is required, it Is
assumed that players will be able
to assimilate the fairly detailed
information supplied. The game
may be played with or without a
printer, but if one is used, the
results are not displayed on the
screen, thus ensuring the con-
fidentiality of information, and
making things more difficult for an
opponent!

The instructions are clearly
explained on the inlay, and as this
game does nol depend on luck,
the winner can be sure that it is his
knowledge and acumen which has
made him successtul!

Control keys: clearly explained
and kept as simple as possible
Keyboard play: very good
Graphics: sensible use of graphs
and tables in most programs. The
graphics in Airline are particularly

ood
Use of Colour: limited
General rating: interesting and
realistic simulations of different
business situations, useful for
encouraging the users to handle a
wealth of diferent information
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AND PROCESSING PROCEDURES

Afomatic Test equipment is used 1o assist in the repair of all
leading computer products. Many of these have been designed
and built by Verran and subsequently sold throughout the world.
The advanced technology allows us to offer our repair serices at
tock-battom prices to all our costomers. No one can match us in
performance and price

Guaranteed reliability is one of the most imporiant points in
fhe selaction of who should repair your computer. We are proud to
pifer cur SIX GUARANTEE. Within the first three months
we will repair any fault FREE. From three to six months only half
the quoted Irade prices would be charged if your computer
dewaloped a fault

To record the safe recaipt and despatch of your computer we
nave nvested in the most advanced computer system available
Bach customer unit is logged and checked before return. Whilst
JOUT COmputer S in Our pOsSSession, Of in transt to you, our
{rirance provides comprehansive cover.

To be assured that the service you get is the best available —
=2 Verran, We always remember that QUALITY IS NEVER AN
ACCIDENT, IT IS ALWRYS THE RESULT OF INTELLIGENT

SOAK RACK TESTING subjects your compuler 10 a nigorous
series of tests over a period of between 2-8 hours. Stringent quality
procedures like the soak rack ensure the high standard of service
our customers have come o expect.

UNBEATABLE DISCOUNT
ON ALL COMPONENTS

Over £500,000 worth of components currently in stoclk.
Unforfunately we are unable to display our complete
range, il you require items not displayed just give us a call
on 0276-66266 and we will be pleased to quote including

delivery by first class post.

SPECTEUM SPARES COMMODORE SFARES
ZEICPU 2.80 6810 Processor 12.00
ULA 60001 100 6526 CLA 12.00
Power Supply 6.50 6581 Sid Chip 15.00
oM 7.00 801225 Graphic ROM 10,00
4116 RAMS 19 901226 Basic ROM 1000
TTX e50 40 901227 Kernal ROM 15.00
IrX 213 40 906114 House Keeper 10,00
Esyboard Membrane 6568 - VIC 18.00
Spectrum 3.00 4164 RAMS - Memory 100
Epecirum Flus B.OD Fower Supplies
Meial Templates 3.00 e 18.50
Keyboard Mats 2.00 CeX 15.00

Al the above prices include VAT but please enclose a further £1.50
post and packing on all componeant orders

EUROPE’S LEADING

COMPUTER REPAIR CENTRE

TELEPHONE (0216) 66266  TRADE ENQUIRES (0216) 62611

MICRO-MAINTENANCE LIMITED

TELEX 858139 Verran G

OVER 3500 PRODUCTS
REPAIRED EACH DAY...

At our Head Office in Camberley, Surrey, we provide repair
facilities for leading companies such as Amstrad ple,
Commodore Business Machines, Sinclair Research, Rank
Xerox, Dixons, Currys, Boots, WH Smiths, John Menzies and
many more. Now we are going to offer you the consumer
high quality repair services at TRADE PRICES.

In the UK we employ 200 staff to fulfil our customers re-
quirements in a quick and efficient manner. Factory space
of 32,000sq.ft. and offices in Switzerland and Germany now
make us the largest and most advanced computer repair
centre in Europe. Your computer and software is worth hun-
dreds of pounds —send it to Verran and you will undoub-
tedly receive the best service available.

FANTASTIC LOW PRICES

ON ALL LEADING COMPUTERS

OMMEy,

Q (7,
&7 ap 2
APPROVED BY
AMSTRAD

APPROVED BY

BBCH

APPROVED BY
COMMODORE

To obtain a quotation on any other product just call (0276) 66266
guoting the advertisement reference number.
(See bottom/Teft)
TO OBTAIN THE BEST REPAIR SERVICE EVAILARLE JUST FOLLOW THESE STEPS:-

l. Send your compuier secursly packed, sccompenisd by cheque, postal order (made
payahbis to Verran Micro-Makntenanoe Lid) ar quote your Access or Barclaycard Number,

2. Quate the special offer reference mumbser displayed at the bottom of this advertisement

your £5.00 DISCOUNT on the trade prices M E
I really feit I must write and thank yew for the exceillon! servioe [ received. (J
ki | Gilbert, Plymowth <<.!' <.<\
 am axtremely delighted and would lke o thenk you again for the quick and efffcient service 'Q:‘ “::}
of your cormpany”. Paul Denald, Abardoen

APPROVED BY

SINCLAIR /
e

MICRO-MAINTENANCE LIMITED

erran

UNIT 2H & 2] - ALBANY PARK - FRIMLEY ROAD
CAMBERLEY ‘- SURREY GU15 2PL

NCE — CRA 047
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THE ADVANCED
OCP ART STUDIO

Our resident artechnist FRANCO FREY, takes pallette
and mouse in hand to assess the potential for this
updated utility which will cost you £24.95

ack in 1985 oxFORD COMPUTER

PUBLISHING LTD brought the flair

of Macintosh into the Spectrum
world by releasing Artsfudio. Nobady
really thought it possible to create an
icon- and mouse-driven drawing utility
sprouting pull down menus all over the

screen, and yet ammer James
Hutchby did just that, and brought the
new working technigue to th;%pec
trum,

Sadly, the program's success didn't
save the terminally ill oce, and
Artstudio and its derivalives is mar-
keted by runeiep. They're doing &
good job of too, and are now releasing
an advanced version incongruously
called The Advanced OCP Art Studio
{TACAS for short). Contrary to befief,
this does not require a major house
extension to accommodate it, but to
savour all the advanced features, it is
necessary 1o own an Interface One
and Microdrive [cassetie-based own-
ers still get some benefits).

The original Arfstudio was reviewed
donkeys years ago, but to refresh
readers’ memories, the Features
Tab’la should be indicative of the origi-
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nal's power.

Cramming more features into tha
advanced version didn’t entail
sgueezing more memaory out of the
48K but the asking of Spectrum own-
ers 1o upgrade 1o the 128 machine.
This can be either the old Sinclair black
128K or the new Alan Sugar grey
Spectrum 128 + 2. Having bought an
gxtension lead to connect the Inter-
face One to the Plus Two {talking of a
tight squeeze . . . J, tha loading
instructions read like a Tolstoi novel,
and the sooner the program [s trans-
ferred onta Microdrive the better.

All the facilities of Artstudio are
available on the advanced version with
the addition of the ZX Microdrive con-
trols, filing facilities for user-defined
Fill Patterns and Paint Brushes, Ram-
disk and Scrapbook plus anextra 'arc’
ghape in the SHAPES manu.

THE RAMDISK

TAOAS uses part of the computer’s
extra memory as Ramdisk, which
behaves just like a normal random
access mass storage device. Files are
saved in it by name and can be
catalogued, loaded, saved, merged
and erased in a fraction of the time
compared to Microdrives. Its only
problem is its \rulatii'rt# Should the
power be switched off, don’t blame
anyone but yoursedl. So for storage
you have the choice of Ramdisk and
cassette, or Ramdisk and a maximum
of four Microdrives. The Ramadisk facil-
ity is available via the filing options of
FILE, PAINT, FONT ECITOR and
SCRAPBOOK by selecting tha M-
drive option.

eizeclsines [iv

cOLOUr

FILING

TAOAS maintains a RAM-based
catalogua of files that can be displayed
and accessed without the nead to read
the cartridge each time, Selecting one
of the above mentioned filing options,
displays a storage command pull-
down menu. Selecting the storags
device (R,1,2,3 4) and Catalogue Car-
tridge, displays the avallablefiles. The
required file can be highlightad and
saved, loaded, (with the mem-
ory contents) or erased by selecting
the correct function box.

Up to 49 entries can be accommao-
dated in the RAM catal .Newfiles
can be craated by the R
FILENAME option. Al files are verified
after saving. Apart from the screen
files TAQAS can handle fites for User-
created Textured Fill Patterns, This is
accessed from the FILL menu. Pattern
files are automatically saved with a
.pat extension, a this can be
overridden (these files however will not
be displayed in the Fill RAM
catalogue).

Similarly TAQAS caters for user-
designed brushes under the PAINT
menu. All files here receive a .brs
axtension unless ovemidden. This
leaves the user-designed Text Fonts,
which are accessed in the FONT
EDEI":DFI menu. Default extension here
5 .fnt.

SCRAPBOOK

TAQAS provides a facility to create a
library of designa which can be saved
o tape, Microdrive or Ramdisk for
future use. Parts of pictures, logos or
special symbols can belifted from the
main screen and stored in the Scrap-

'_.
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book to be later pasted on to any work-
ing screen. Up to 16K of rnataxa

be stored. Access to Scrapbook is
through the MIST menu.

The file option enables loading and
saving of Scrapbooks to and from the
Microdrives or Ramdisk. The report
box on the right-hand side of the
screen lays the Scrapbook statis-
tics (number of items, free memory
and used memory). Scrolling through
the Scrapbook is achievad by clicking
the up and down arrow boxes, and
enables selection of the comrect
design. In order tobe able to lift a detail
fromthe main screen it's necessaryto
defineawindow in tha WINDOW menu

FEATURES TABLE

All infarmation on screen

Maousa option
Dot ma

Save and load pictures to cassatta
Full control over attributes

Attribute grids
UNDO facility
Salid fil

root tiles elo,
Wash texture tacility

TYY YYYY ¥YY YYYYYYYYYYYY

snap and elashc shapes

Three fevels of magnification with pixel edit,
Text - ning character sizes, two directions,

Windows - leons - pull-down menus - pointing devices

Woaorks with keyboard and Kempston, cursar, Interface 2 joysticks
x printer dumps - five sizes plus grey-scale

1? Centronics and AS232 interfaces

16 pens, 8 random sprays, 16 user-definable brushes

Windows can be cleared, inverted, cut & pasted, anlarged, reduced,
stuashed, stratched, liipped and rotated

Textured fill - 32 user-definable patterns include stipplas, hatches, bricks,

an and zoom

ways, boid
Fort editor - clear, invert, Hlip, rotate characters or while font, copy ROM,
capture fant from window
Save &nd load lonts to cassatn

Lines, ractangles, tnangles, circles and rays




Cont. Line

Rectangles

Triangles
|CircLes

ELastic X

15nap hrz. x
Snap vrt. x

g8 O3 Toggle

i

=

Menu |

s ==,

before selecting the INSERT option.
For paste-up it may be necessary to
salect one of four perimeter boxes,
which provides access to any part of
the main screen edges when dumping
Scrapbook designs on the main
screan. Delete can be accomplished
on a single design or on the whale
Scrapbook,

The ARC functicn has been added to
the SHAPES menu. This is a fractional
part of a circle. The first two points
define the extremities of the are, and
the third point defines the curvature,
although the arc does not necessanly
fink up to the third point for some
obscure reason.

CONCLUSION

The Advanced OCP Art Studiois a
positive extension to Artstudic. Ram-
disk goes a long way to providing a
disk-like anvironment to the Spectrum
128K and increases the working speed
enormously. The addition of a Scrap-
book enables designs to be trans-
ported without much fuss from one
screan to another and makes this user-
friendly package user-loving. Dimitri
Koveos is responsible for the 128K
extensions and has done a worthwhile
addition to Mark Hutchby's criginal
program. |t makes a desirable prog-
ram even more desirabla , . .

Once again CHEETAH have
made devastating inroads
Into the hi-tech end of the
music business with their
latest product, the Mid/
Interface. Jon Bates glves it
a definite thumbs-up and
reckons that you will too.

Selling at well under half the price ofits
nearest rival, it offers eight-track raal
and step-time recording, merging,
looping, overdubbing, patch memory,
velocity, pitch and modulation mem-
ory, aftertouch, data dump, and trans-
posing facilities. And if that isn't
enough it can also act as a real-time
midi echo unit,

The story back nearly twelve
months to when it was first rumoured
that cHEETAH were In the process of
developing a midi interface. As it was,
other projects like the MKS keyboard
got in the path of its refinement and
over Christmas they assured me that it
was really going to happen soon. Well
|am prepared to stick my neck out and
say the wait has been worth it. It offers
an awful lot for £49.95 and rivals bes-
poke sequencers selling for over four
times the price. Ok.ay.amh drooling
- down to the program itself.

You get the usual cHEETAM type
interface box, equipped with midi ‘in’,
‘out’, and ‘through’ plus amidi lead to
getyou started. The software transfers
to microdrive, and on loading you get
the extensive main menu. I'll try to do
each department justice and talk you
through it.

Real tima recording is first, in sec-
tiong that you predetermine from 1to
64 bars inlength—known as "Verses.'
| found this name a bit odd at first, but
| quickly got used to it. The real time
optionis called *Record a Verse': high-
light that part of the menu and away
you go, the pop-up menu appears and
the border changes to magenta. You
will hear a metronome beat either from
the bleeper or the television set. Each
first beat of the bar s emphasised and
mg&t a twio bar count-in. The beat

ore you need to start the border
ums yellow and on the first beat of the
bar to be recorded it tums red. Thera
is & constant representation of beats
executed by a quaint arrangament of
nashm? squares. The time defaults to
4/4 at 118 beats per minute and for a
length of four bars only. At this point it
ghould be mentioned that it has agood
set of quantisation (timing correction)
options from none at all to half notes
{minims), taking all the triplet notes into
account as well-mostimportant if you
are playing with what drum machines
call ‘swing’ {sort of like Status Quo
‘dum da dum da dum’). Having played
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THE CHEETAH

your four bars you have several
options. ‘Restart” which lets hear
whal you have done and more
over the top of it -if you are really con-
fident don't stop and the whole thing
will repeat anyway complete with the
two bar count-in. A point to remember
is that the recording process can only
be halted at the end of the defined
number of bars. So if you have set up
64 bars you've a longish wait. | found
that you can overcome this by crank-
ing the tempo up to full whack, tempo
and ﬂuaniisauun being alterable in
mid-flight as you go along.

*Merge’' puts the recorded section
into the permanent memory: ' Append'
adds the recording tothe currant verse
already set in the memory. You can
alsotranspose up or down a semitone
asyou append sothat the new section
isinadifferent key. If you've fouled up
the whole issue, aim for *Quit' and start
all over again,

, you've staried your mini-ditty.
Mﬁalmwﬂfﬂnﬂth&iﬁ
first etforts have actually been entered
by default into Track One, verse A, The
CHEETAH package allows eight tracks,
assignable to any midi channel. Each
track can have up to 16 verses labelled
Ato P, A verse can be up to 64 bars
long. That's a lot of notes. There is no
need to panic about running order at
this stage bacause at the moment all
you are doing is committing sections
to a track. Thase can be re-ordered at
a later stage to complete the whole
magnum opus. Duff or unwanted ver-
ses can be deleted to make more
room. You Can BVen reverse a verse —
play it backwards, the notes will sound
forwards (unlike reverse tape) but just
playedin reverse order. A verse canbe
shifted up or down by up to 12
samitones — that's one octave. The
only thing that you can't do is end-
lessly improvise a solo as you are
restricted to a maximum of 64 bars -
depending on whether you are playing
real fast and using lots of memory-
extravagant things like velocity and
pitch bend, These can be filtered out
as you will see. Mind you, 84 bars can
be quite along time and you ¢an chop
the best bits from your sweatings over
the keys and boil them down to sense
the following moming as it were,

‘Define Sequence Tracks' allows
youto definethe tracks and verses you

MIDI INTERFACE

wish to hear whilst recording new ver-
ses. Just to keep things in order you
can opt to switch off a track which
would be counterproductive at any
point to the whole proceedings.

It has occurred to cHEETAH that we
can't play as weli as wa think or would
like, 50 there is a step-time write/edit
option — this has to be one of the
easiest noteeditors | have used. Notes
arerepresented by oblongs of propor-
tional length and the music scrolls lefl
to riEET'l, bars and beats indicated by
verticallines. By cunning use of mova-
ble horizontal and vertical axis, notes
can be deleted, added, aftered or
moved anywhere over a range of 11
octaves, the particular octave you are
inis displayed on a mini keyboard with
the name of the note displayed centre
screen. it is very accurate and simple
to use. In fact | guess you could step-
write the exacting bits first, play them
back and liven them up with'a few
alfresco notes here and there. The
‘Playback’ mode lets you hera the bits
you have done so far from the begin-
ning, but you can stop and restart at

paint.

When the business of committing
notes to memory has finished you
retumn to edit mpde and select ‘song
page.’ Once again utilising a very sim-
ple display, tha track assembly is really
easy to use. Simply move the cursor
around the screen and line it up with
the pasition you want in the track,
enter the ietter name of the varse (sec-
tion) that should go there and that's it.

I've discoverad a few hints and tips
overa long weekend with this
interface. Try to map out your piece
beforehand as it may save you frustra-
tion |ater. Keep anote of the particular
sections and their track number and
verse letter—if you think of it rather like
an eight track recorder you will then
keep the individual instruments fairly
separate. Perhaps | should mention
that when | ran this test | was being
super extravagant and ligged a load of
lone modubes and synths plus a
YAMAHA CX5music computer so | really
gave it a hard time. | also found it a
goodidea to record the note first, cor-
rect any blunders, drop them in to the
memory and then use the ‘merge’
option to add any program changes,
pitch band, or modulation that | might
want on that track.

you posted.

Simon Goodwin’s Tech Niche piece failed to appear
this month due to unforeseen health problems. Get
well soon Simon, and speedy return . .. we'll keep
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HUNICH

The metronome can be altered 1o
most time signatures: although it
:gjuhuvamagectmwth;munl
gs recorded, it may you get
mumhﬁmaardwﬁhthaﬁgmtagﬂ.ln
oy i i
ory the program opt
fmﬂmmmmmmﬁmm
siream. You can add more and mora
of the data datastream to the memory:
record pitch wheel, record modulation
wheel, record any another sound con-
trofler, record all of the midi mode -
systerns exclusive and also key pres-
sure., The latter two are very greedy on
memory, and CHEETAH have a less
greedy option for key velocity/pres-
sure (| assume that here they mean
aftertouch) which is called ‘channel
pressure.’ This s useful inmaono mode
and saves a bit of space.

The autput datastream can be simi-

filtered with the addition of a
filter, Instead of conti
pumping out data telling the sy
what mode it is receiving in, it will only
send this when a change of patch or

systemns exclusive is imminent.

One really useful device is the real-
time midi echo. What it does is to delay
the nate and then throw it back to the
synth just after you have played it, vari-

Iz in 10ths of a second up to five
seconds. As it stands it only does one
repeat but | would love to seethisasa
separate software package which
could give you multiple midi acho
perhaps fading away —by juggling with
note lengths in the data stream
should be possible to give a reverb
effect. This would be a real first, saving
tons of money on other effect units if

you use nﬂdiﬂiui gear.
| particularly liked the synchronisa-

tion page that allowed a selection !:é'l"
48 mQE, as mp?rmanmml cantrol of
either the midi-clock or stop and start
controls. The instruction manual tells
you what pins on "Midi Through' will
pick up these pulses which means that
?rhu&.man iwmmomsummamuhm~

match to pre-midi sequencers,
drum machines and soon. What'st
betting that there will be a way to hook
:'l'nl.f t?, the Specdrum in the near

re?

All in all it is a very well thought out
package, that has been economical
where nece but not to the detn-
ment of the facilities available. The
simplicity of operation makes it fun to
use, it has features that rival most of
the mid-price sequencers available in
any music shop and what's more it"s
Brtish. Say no more - get one now,

CHEETAH are moving up the jungle
to: Norbury House,

Fairwater, Cardiff CF5 3AS, but can
still be raised on 0222 555525,

110 CRASHMay 1987

Producer: Konami
Retail Price: £7.95

T he inhabitants of the planet
Nemesis are under attack
from the forces of Bacterion.
You command a protecting
squadron of three space fighters
in a brave attempt to destroy the
invading fleet. To succeed in your
mission you must pass success-
fully through four sections —forest,
space islands, an alien graveyard
and the interior of a Bacterion bat-
tle cruiser. The Mother Ship at
each section's end must be
destroyed before you and your
squadron can pass onto the next.

Your craft flys up, down back-
wards or forwards. As your space
craft progresses through each
saction you come under attack
from Bacterion craft, surface walk-
ing tanks and cavern emplace-
ments. A direct hit from an alien
ship or missile causes the loss of
one of your threa ships.

For initial protection your craft
carries only a cannon, but as
opposing attackers are destroyed,
illuminated credits are occasion-
ally released for collection. Each
successive credit gives an
increasingly powerful additional
feature — extra speed, air-to-
ground missiles, double (a cannon
enhancement), laser, multiple fire
unit and a defensive shiald. As this
i5 done an appropriate icon is
illuminated at the base of the
screen. Up to four speed bursts
and air to ground missiles, two

PAUL

" Nemesis had the sort of app-
eal in the arcades that cost a
lot of people a lot of ten pence
pieces. However, the Spec-
frum conversion seems tohave
lost all the appeal of its bi

brother, andits lack of playabil-
ity loses any of the original's
addictiveness. The ship is very
unvesponsive fo Kk key
presses, and collision detec-
tion is very suspect. The visual
effect is ruined by the stupid
scrofling stars in the back-
ground - they are very hard to
distinguish from the bullets, "

____[mike|___

" Gosh ... Transmuter's twin
brother! Nemesis however, isa
touch less playable than its
cheaper rival, It's a pity that this
canversion by komami is so
poor, as the arcade original
was both fun and addictive.
The graphics are reasonably
good, the backgrounds and
enemy craft are nicely
designed and animated, but
it's a pity that your ship flickers
so much. Essentially, the game
is no more than an overly
difficult, overpriced and mostly
unplayable ot 'em up. "

multiple fire units, a single shisld
and either lasers or double air-to-
ground missiles can be carried
When a feature has been added to
the space ship's armoury the icon

eoassne \IEITIESES/ T,

The islaughably d
mh?:maplws ughably

" This is a disappointment, but having seen xonam’s Jail Break,
I'm thankful that it's not totally abysmal. The presentation is
awful, response to keyboard input on the title screens is much

too slow and the redefine l:g option leaves a lot to be desired.

tto that of the Arcade ariginal,

a shame as the feeling of the machine has not been cap-
tured in the Spectrum version. Without this feel, Nemesis is just

another shoot "em up and for near eight quid not a cheap one. "

S .":l" &' .‘:l‘-a.l =1, U
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becomes inessential. When a ship
is lost all the features that it has
gathered have to be collected
ance again

__/coMMENTS [__

Control keys: dafinable, up/
down, left/right, fire and select
required

gﬂﬁtlck: Kempston, Interface

Use of colour: fairly colourful,
some clashes but not serious
Graphics: small with adequate
detail
Sound: average title tune,
ood spot FX
kill levels: one
Screens: scrolling play area
over five levels
General rating: A disappoint-
ment for Nemesis addicts,
largely through its implementa-
tion,




HOW TO BE A HERO

Producer: MAD
Retail Price: £2.99
Author: Stuart Middleton

ndiana Jones, lan Botham, and

Roland Rat eat out your hearts.

Think you're real heroes huh,
but wait until you've seen this guy
action. And the guy —well he's you!
There's a choice of three locations
and a predicament in each — to be
a hero or a gutless wonder?

In the land of Pharoahs, camels
and an awful lot of sand lies an
ancient tomb — and you're locked
in it. An escape through its pass-
ages and rooms must be made if
you're to be home in time for tea.
Within the mausoleum are seven
types of doors, each requiring its
own key. When all seven have
been unlocked out you can stag-
ger into the bright Egyptian sun.

____|GARETH |

characters are well defined.
is somewhat off- ing. A neat trick

*“ | think | like this! Nice big ﬁ:\‘ms with plenty of colour, and most
nasties tend to flicker, though, which

level. The game’s rather slow, making play a bit boring but its addic-
tion is great. | fail to understand how deteriorating pineapples

your health status; is our hero a secret pineapple eater? As a shoot it
if it moves game it's quite good and worth the money. '

Is to let you select the starting
reflect

But the museum you work for

| MIKE |

wants 24 pieces of ancient tablet
collected from the tomb. Retum-
ing without them would not only
look rather cowardly, but put you
on the dole, and in these UB40
days, there aren't many openings
for Egyptologists.

You make the decision.

Whatever you decide, you'll find
some aggressive spiders, snakes

and mummies after you, and your
health is seriously affected by their
bites. Two pineapples on the right
of the screen wither when bites are
sustained. Protect yourself with
accurate gun fire and enjoy the bits
of food left by previous explorers
toc see those decaying fruit
restored.

Once out of the tomb, rather
incredibly, you find yourself the

" How to be a Hero looks . The
colourful, and though the aliens flicker they're quite bearable. It's
essentially playable, and therefore, asitisn't too difficult, and you can
select your starting level, it's pretty addictive. The instructions are too
hard to read; but this doesn™ ruin what is a brilliantly simple game that
doesn’t take any skill to understand or even to enjoy. Good for the

price.

graphics are big, bold and

» Seen from above, our hero in blue seeks for scattered pieces of the ancient tablet, while mummies gather in the gioom.
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sole survivor of a space ship
uncontrollably off course. Finding
and using the correct security
passes opens locked doors to
reach the escape craft. However a
real hero wouldn't just abandon
ship, he'd find the 24 pieces of cir-
cuit board required to fix the ship,
bring it under control, and still have
time to send a postcard home to
maother. Again watch out for alien
attackers, your life's in danger.
Shoot them quickly and collect
supplies as you go in order to
restore your health.

Hero or space-wimp, the choice

iS yOurs.

en, just when you thought

that space was the final frontier,
ypu're transported into a mutant
city, searching for a vital docu-
ment. The document has been
tom up and hidden in (guess what)
- 24 |locations. Lying about the city
are keys, which allow passage
between buildings in search of an
escape route. But escaping with-
out the document results in a court
martial and a docked pension Is
inevitable,

In all scenarios you can pause to

save position.

__/commENTS[__

Control T n, i

S SR e
Joystick: Kempston, Interface 2
Use of colour: average but bold in

use
Graphics: large but undetailed
Sound: no tunes, minimum variety

of ubiquitous FX
Skill lavels: one
Screens: three scanarios
rating: Mixed reviewer

feelings, but on the whole a simple,

ive game.
T
Playability 64%
Addictive qualities 69%
Value for money TT%
Overall 70%

CRASH May 1987
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Producer:
Melbourne House
Retail Price: £7.95
Author: Consult

ealousy and the desire for

Power is the backdrop to

Mike Singleton's |atest cre-
ation = Throne Of Fire. The Story
tells of The Burning Citadel, a for-
tress high above the desolate
planes of Carakesh, where stands
an empty seat, the Throne of Fire,
vacated by the late King Atherik.
His three sons, Alorn, CGordin and
Karag, desire the seat of the

THRONE OF FIRE

The action takes place within
the 100 rooms of The Burning

]
g

to make it as

14
.ﬂ.ggg
gi2
:
i
i_

game puts

his dirty work.

18 MEN RAJ FARMS

JE TE. T4

Throne and power of the land, and
are prepared to battle it out to a
bloodthirsty end.

The game can be played in two
ways — either two players taking
control of two of the three Princes
and the computer taking the third,
or a sole player taking on two com-
puter opponents.

PAUL

* Mike Singleton doesn't half
come up with some good ideas
= and the programmers have
done a great job of implement-
ing his designs. lit
screen works well, ng
plenty of tension in the atmos-
phere — much like Spy Vs Spy.
The ane player game is a bit
weak — being much too easy to
be of any chaliange. Where
Thrane of Fire really scores
high is when playing against a
human opponent, the chal-
lenge to beat the other playeris
immense. If you're a single par-
ent of your Spectrum then think
first, as you may end up com-
pleting it first time and be left
with another unused game. "

112 CRASHMay 1987

» Karag decides to go it alone, while cowardly Alom relies on his henchmen to do

HJ FARMS
IDH WMODE

Citadel. The screen is split verti-
cally from top to bottom, display-
ing the character currently control-
led, the action window — which
illustrates the movements of thea
characters, the castle map indicat-
ing the positions of your charac-
ters, and your additional support.

mﬁmhlmdﬁmmmmWWI,
problem though, it's muc easy ay and com-
the difficulty levels up, but not

ble or addictive as it should

beautifully animated characters and the atten-
il of the castle help make Throne of Fire look excep-

leton (of

Rooms are shown in perspective
{looking front to back), side doors
lead left or right and doors at the
back of the room indicate stairs
leading either up or down.

To begin with, there are nine
men-at-arms under the control of
each Prince. However, as play
progresses, this may increase or
decrease as some are killed off
and reinforcements are brought in.
Men-at-arms come in handy for
doing the Prince's dirty work —
bumping off the other claimants
for the Throne. The selection mode
is entered to take control of one of
the men-at-arms, allowing a player
control of the horizontally scrolling
Citadel map at the bottom of the
screen. The Citadel is scanned
using a cursor, and rooms may be
entered as long as they are the
same colour as the heart at the top
of the screen. The selected room

L
.

L]

then appears in the room display
window.

Characters who are in
allegiance with a player, but not
specifically under control, are
unable to move from room to room

P Karag and Alorn engage in hand to hand combat in the battle to become their

father's heir.
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B Fratricide rules OK! Prince Alorn dies at the hands of his brother Karag.

m LR

RICKY

it bacomes too simple. . .
aﬂnuying

same compulsion and depth,

of their own accord. They are,
however, able to defend them-
selves. Additional weapons are
found scattered throughout the
Citadel and can be picked up for
later use. Strength and energy are
measured by a beating heart — it
the hearts stops the character
pops his chainmail socks. Charac-
ters regain their lost strength by
resting, or by entering the Throne
Room, Gate Rooms or using
magic potions.

Reinforcements appear in the
Gate Rooms, they enter empty
rooms and automatically take side
with the last character to be in that
room. If no player has been in the
room the new arrivals join the
ranks of the King's Guard.

The objective is to seize the
power of the Citadel; achieved by
a8 player taking his Prince to the
Throne Room after disposing of
the other two. On gaining the
Throne, that Prince becomes King,
power is his and the crown is pre-

if santed,

s HoT "
M)

" Throne Of Fire Is most enjoyable as a two player game,
and therefore tiresome,
feature is the sequence where your character walks up
stairs, it's a bit long and pointless. The compact screan works well -
everything is on screen at once, so there's no messing

pulling down awkward menus. Throne Of Fire is a very good three-
s.vda::ﬂh' battle which has the same degree of

Singleton games but, having said that, it doesn’t appear to have the

, otherwise
The only really
ing about with

as other Mike

COMMENTS

Control definable
mDatm, Interface

2, Cursor

Use of colour: main play area

monochrome, but bright and

S e, ve
raphics: ;large,

detailed o

Sound: good tune, otherwise

not much

Skill levels: three different

Princes to play

Screens: 100

General rating: Amarvellous

game, spoiled by being too

Easy.

STAR RAIDERS II

Producer: Electric Dreams
Retail Price: £9.99
Author: Simon Freeman

he Federation is in trouble
and they need you back.
Teris is under attack from
the dreaded Zylons — led by Chut,
the man you defeated solong ago.
Your mission is thus, to defend
your home star system of Celos 1V
{the glacial planet Arcanum; the
desert world of Seridus; Teris itself
and it's moon Imbri), obliterate
Chut's Master Force, pierce their
stronghold in the star system of
Procyon, and prevent replenish-
ment of their space fleets by
destroying their Attack Bases,
The Liberty Star, the latest in
space fighter technology is at your
disposal. A scanner shows the
view from its cockpit, with a con-
sole above indicating the status of
the craft and weapons systems.
Available weaponry consists of
three computer-aided offensive

systems. Fly fighters are
destroyed by the Pulse Laser Can-
non, with 100 points awarded for

each. Prolonged firing of the laser
causes overhealing and leads to
malfunction — the heat level is
monitored from the central dis-
play. Fly Fighters are followed into
the fray the larger Zylon
Destroyers. Here, the Liberty
Star's laser automatically changes
to the more powerful lon Cannon,
with 500 points earmed for each
Kill. The Command Ships in tumn
ara worth 5,000 points. The third

on s the Surface Star Burst
(SSB); this is a double missile,
used to destroy Zylon ground
installations.

Defensive shields are also car-
ried, with their status indicated by
switching to the Weapons Sys-
tems Mode on the Tactical Scan-
ner. Damaged shields are repaired
at one of three friendly space sta-
tions. Whilst there, the ship's
energy levels are replenished, and
any used SSB's replaced.

Switching to the star chart gives
the position of planets, space sta-
tions, Zylon squadrons, the liberty
Star, and displays warp trajec-
tories plotted to distant objectives,

When in enemy territory, land
bases are picked off with a combi-
nation of the Tactical Scanner and

S88's. A status report is given on
each planet before and after each
attack.

! CRITICISM ’

® “ It wouldn't be much of a
compliment if | said that Star
Raiders |l is just as good as its
predecessor — because | didn't
like the original very much! This
shoot "em up is reminiscent of
the excellent Code Name Mat,
but not as much fun to play. The
only enjoyment to be had iz in
blasting anything that moves.”

GARETH

® “Why ELECTRIC DREAMS
ever bought this is a complete
mystery tome, it's one of the most
boring games that I've ever seen, |
can see how all the blasting
dppealed in the days of other
ATAR! classics such as Space
Invaders and Planetoids, but now-
adays people want a bit more than
pointless pixel-pulping. The planet
grapihics are fiickery and littie
imagination has been used in the
deep space section — the explo-
sions are nice,but that's afm:'.;iﬁl

Z COMMENTS i

Control Keys: Cursor

Joystick: Kempston, Cursor,
Interface 2

Use of colour: varied and bright
Graphics: effective explosions
and smooth scrolling

Sound: irritating white noise
Skill levels: one

Screens: eight: seven planets and
the star chart

General rating: A dated arcade
conversion of the ‘left, right and
fira® variety.

Presentation
Graphics
Playability

Addictive qualities
Value for money
Overall

P In search of Terls - the wicked 2ylons are at it again,




Producer: Martech
Retail Price: £7.95
Author: Creative Reality

The very latest in licensing
deals finds MARTECH trans-
forming 2000 AD's Nemesis
the Warlock from pen and ink into
pixilated state. As ever the strug-
gle between good and evil forms
the plot, with Nemesis as Clint
Eastwood, Thomas de Tor-
guemada as Lee Van Cleef and
Torquemada's castle as the wild
west.

Defeating evil is the name of the
game, and taking the part of
MNemesis, the idea's to top the man
at the top by infiltrating his bastille.
Mot an easy trick that, as Tor-

____Imike]____

" Fans of the 2000 AD comic

strip may be a little disap-
pointed by this release from
MARTECH, as all it really

amounts to is a simple shoot
'em up scenario, worked
around the cult characters.
Even when viewed as such, it's
only an average hacking game,
the action being ultimately
repetitive. The attribute clash
as figures walk along the piat-
forms is really annoying, and
leaves the screen looking
massy and unfinished. Unfor-
tunately, there is little real con-
nection batween the game and
the comic strip: gone are Grob-
bendonk, Ro-Jaws and the
ABC Warriors, and possibly
any lasting interest with

guemada's whacky fanatics are
on the loose. Being a sensitive,
socially aware type of superhero,
the warlock finds that the only way
to get to the heart of the problem
| istohack a fair few minions to bits,

Mot that Nemesis needs to hack
them apart with his bare hooves;
equipped with a swinging sword,
venemous acid spit (look out Jan
Leeming) and a death dealing
firearm, our hero can blow 'em
away with the best of them.

On screen this is how the action
happens: left and right controls
Memesis in those directions while
Up and Down means jump and
duck. Platforms are the backing
for the big man's heroic exploits,
with his movements limited by the
screen’s boundaries. Only when
an alloted number of denizens are
destroyed is the passageway to
the next level opened — however,
this doorway is not obvious and

____/GARETH [

must be searched for. As the
bodies pile up it's possible, and
sometimes necessary, to use the
corpses as stepping stones to new
heights.

If you're lucky enough to have
bullets in your gun, pressing the
fire button sends them in the gen-
eral direction of your enemy —
otherwise it activates a swiping
sword. Extra ammunition can be
picked up about the landscape,
but quantities are finite so it's nifty
to be thrifty. A display at the bot-
tom of the screen keeps you
informed by delivering a host of
useful information. This includes
the amount of ammo remaining,
the required number of terminated

platform. The mighty

in very bad taste! "'

"' Dear me! Nemesis the Warlock must be one of the most pitiful
platform games I've ever seen, The graphics are so horrific that when
Nemesis is walking, his head disappears into the bottom of another
sword Excessus looks more like 2 bamboo
cane, and flickers on and off when
?mm:cba ics are certainly not for the weak stomached, and | found them
0

fighting. The computer-nasty
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BEN

“ Although a lot better than
MELBOURNE'S Judge Dredd,
MNemesis the Warlock is still
not as good as it could (or
sho have been. The

ic-
e ty comic-strip

adequately
recreated, but the graphics
still leave a lot to be desired.
Fighting off the Terminators
offers no real challenge as
they don’t do much damage
- if you obliterate eno of
them fast enough
shouldn't be any real hassle,
until the later levels where
deadly swords and bottom-
less pits make an appear-
ance. Nemesis the Warlock is

a slightly above plat-
form hack "em up, with the
added of a big-
name licence,

terminators and a particularly
gruesome depiction of a hand
squeezing a heart. This bloody
graphic relates to Memesis'
strength, each time he comes into
contact with a terminator the hand
squeezes a little tighter — eventu-
ally wringing out all of the war-
lock's life blood, and thereby end-
ing the game.

Also worth attention is the ever-
changing icon of Torquemada,
which dictates his spiritual pre-
sence., This effects his minion's

fanaticism so that even after dis- |

embowelment Torquemada’s
goons are often prone to transfor-
mation into axe wielding Zombies
when their master is near.

As the levels progress mew
hazards threaten our hero. Flying
swords appear and bottomless
pits open, waiting for a careless

step. Torquemada's terminators |

are fanaticalin their quest to purify
the universe — so be pure, be vigil-
ant. .. but most of all BEHAVE!

/coMMENTS |__

Control : definable, left/
right, duck/jump, fire and spit
fiery acid needed

gnﬁﬂcﬁ: Kempston, Interface

Use of colour: basic colour
scheme with appalling clashes
Graphics: indistinct as sprites
marge with background
Sound: below average, but an
excellent Rob Hubbard 128
tune

General ratin?: Somewhat
disappointing licence with just
enough game to be above
average.
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Only the honourable wuill
Survive the bloody conitlict of

E PACK FOR DETAILS.

1
4

SUPERB 24"x 16" FINE ART PRINT OFFER Sk

In an age in which honour was revered, from a time when grace and beauty were virtues, a class of warriors setl
themselves apart to dedicate their lives to a perfection in combat thal in itself was an artform, to a discipline of
mind that became a religion. The attaining of such excellence required an extraordinary diligence in selfdenial
and training in order to achieve the ultimate accolade ‘War Lord'. Kendo, Karate and finally Samurai are the
lests that must be mastered before such honour can be bestowed.

Amsirad £9.99 1ape, £14.99 disk
CBM64/128 £9.99 tape, £14.99 disk
Spectrum £7.99 tape

Gremlin Graphics Software Lid., g8

Alpha House, 10 Carver Streel, ShefTield
Tel: 0742 7534213



COLONY

Producer: Bulldog Soft
Retail Price: £1.99
Author: lcon Design

an versus pest — the
eternal battle for survi-
val —threatens a far-off

colony. It's a continual struggle to
keep food supplies from being
consumed by voracious crea-
tures,

A fence is built to keep them
from the human compound, but
still they get through. A mainte-
nance droid patrols the com-
pound, consisting of seven stor-
age and control buildings. Moving
between all the buildings, and able
to carry up to four items at a time,
the droid's job is to fix fences,
destroy pests that get in, harvest
the crop and store it, and use the
planet's homing beacon for the
safe arrival of supply ships.

Fences are repaired with wire
mesh, wood or barbed wire, all
taken from their respective stores
via an option screen, and carried
to the damaged site. Anything
1?amn:n..rvad from a store must be paid
or,

Portable death traps can be
used to block off galloping gour-
met paths, but the creatures can
be predatory, even lethal if the
droid's shield energy is too low.
It's equipped with a laser of limited
charge, although time must be
taken to recharge shield and laser
levels in the droid charger room,

Maost operations use power, and
if too much is consumed things
switch off, use too little and the
generator overlopads. The com-
pound’s supply is expanded by
increasing the number of solar
panels, available from the general
store.

Credits are awarded for harvest-
ing crops, but to generate a future
yield, seeds must be taken from
the stores and planted on the com-
pound’s grassy sections,

When the colony's supplies run
low, more are ordered from Earth.
The droid activates a homing
beacon as the ship approaches,
but the longer it's switchad on, the
more power is used. Even then,
the job isn't over. The supplies
must be unpacked from crates in
the appropriate buildings —and all
the while, the hungry horrors are
breaking in through the fence.

Z. CRITICISM '

@" Colony is annoying, not just
a little bit infuriating you under-
stand, it"s an inducer of full-
blown ‘screaming blue tearing
out hair @', and it's
great — for a bit. Appeal will be
short lived once you've
memorised the map and disco-
vered the wvarious
After an afternoon's I'd just
about had enough of it, but |

say I'll come back to it after a
couple of weeks. For two quid
you can't really go wrong. " i

©“After starting with the great |
Feud, | would have thought |

BULLDOG would know whata game |

needs to be ! Here the

raphics are badly drawn, show-
igﬁﬂfethaughrarwﬁmm&cm- i
our should be used, and character |
detection is mediocre. Colony is
no fun to play at all. The game’s

fdea is boring and fve, soits
S e o
PAUL

@ There is an element of playa-
bility here, but unfortunately the
poor implementation means it has
to struggle to make itself known.
flermltingly, Colonyisntmuchofa
un game. "'

MIKE

Z. COMMENTS ' 2

Control keys: definable
Joystick: Kempston, Interface 2,
Cursor
Use of colour: basic and oddly
defined
Graphics: simple forced perspec-
tive and averge definition

: average
Skill levels: one
General rating: Could have been |
an addictive idea, but poor
implementation spoils.

Presentation 59%
Graphics 48%
Playability 46%

rgotien, but in

b > mﬁmﬂMaumdﬂlﬂfﬂ




A M-A-U-R-O-T°E

Producer: MAD

Retail Price: £2.99

Author: Binary
Design

orgotten Amaurote is a met-
rupulls Inva:lad a lethal
of insects. city's

25 awtmm under the mandible,
with an insect colony, ruled by its
own Queen, established in each.
The Queen's job is simply to pﬂ}-
duce an ammy of scouts
drones. Whilu she ramains
immaobile, the scouts fly about and
the drones {the most common —
and expendable) patrol the
ground.

Asector is selected from the title
screan, after which the action
begins (except on the 128 or + 2,
when an animated sequence illus-
trates the hero entering Arachnus
4, the spider-like combat craft
under your control).

The objective is to rid the sector
of every insect, before progressing
onto the next, and repeating the
same procedure, Sectors are illus-
trated in forced 3D perspective,

not serolling, but with a
technique where the ﬂigﬁ—sm appens
just before reaching the screen's

&
emgt::c:ui;s and drones are extermi-
nated by shooting, but as each one

dies the Queen wastes no time in

army tstrangmt%:mum’
up to

also cgntajns bombs, although

thmcan'theﬁrﬂdunﬂlthnpmvi

ous one has det

‘ ZRITICISM

nadmg Amaurote on

the 128K reveals a
host of enhance-
ments. For a start
there’s a standard
David Whittaker title track,
which blares out whilst the
usual 48K attract mode
goes through its scrolly
paces. Once a sector has
been selected from the
map, & beautifully ani-
mated sequence of the
Arachnus being manned
and lowered to the planet's
surface is accompanied by
another Whittaker piece.
Gameplay is made infinitely
more atmospheric by an
axploding queean
sequence, and the weird
soundtrack As the 128
version is a significant
improvement over the 48K,

I've supplied saparate
ratings:

Presentation 98%
Graphics 94%
Playability 93%
Addictive Qualities 91%
Value for Money 96%
Overall 949,

Iloﬂgﬂh mgfuﬁmcu

¥ s a : power-
ful ¢ to kil a Queen costs
5000 s of Dosh. This Is
requested over the 'Radio Menu',
where additional options such as

CRITICISM

" Amaurote's concept is an
old and simple one - seek,
locate and destroy. How-
aver, with BINARY DESIGN'S
now familiar style of pres-
entation Amaurcte is
remarkably slick. The
effects are pleasant to
watch; the way the letters
fade from the screen is
superb, and the freaky use
of colour linking front end
and the game has to be
seen to be believed. The
graphics, although monoc-
hrome, appear solid and
are suitably futuristic, mak-
ing exploration of the 2,500
locations really enjoyable.
You can change the preset
colour too, so there
shouldn't be much diffi-
culty in finding one that
suits you. There's plenty of
action and thought
Inunlwed in Amaurcte to

ur attantlun for a

gnnd w weeks. "

mare Bombs, Rescue and a Repair
Service are “:fai: 'n\railnhtlﬂ‘ gn:a
requested, Supabomb is drop-
ped somewhere within the sector
and must be located. The com-
pass used for this task is also use-
ful in discovering the whereabouts

CRITICISM

“ Well! What can | say, this
game is just brilliant. |
always like original games,
and I've never seen any-
thing like this before. There
are so many different fea-
tures to Amaurcte that they
would take too long to
explain. The graphics are
superb and the animation is
unbelievably smooth - the
only real disappointment is
a lack of colour, but it's not
needed anyway. | almost
fell off my chair when |
heard that this is a budget
game — how can such a
well-designed game be so
cheap? It's a must for any
Spectrum owner's collec-

tion. "
GARETH

CRITICISM

“ Now this is more like it. |
haven't seen a game as
original as this for ages.
Graphically, Amaurcte is
superb, although lacking in
colour variation. It's also
great fun to play. The scen-
ery is densely detailed with
all the objects decently
sized, although | could
have done with more land-
scape and less of the mas-
sive border around the
screen's edge. Amaurote is
full of little features - the
‘Radio’ being the best of
them — and it has lots of
content. But | did find the
playing keys strangely
situated and very hard to
get used to. That said, you'd
be foolish to miss this tre-
mendous game at such a

cheap price. "
PALL

of a Queen or the scouts and
drones.

When the Queen and her hive of
insect subjects has been been
destroyed, the Arachnus progres-
ses onto anather sector, and then
another, until all 25 have been

cleared. I the City
Personal Da e metars reach 99
parcant, you va failed, and
mrﬂ not even worthy to swat a
pesky flies et alone daal with
horror of Amaurote,

COMMENTS

Damage and

Control keys: ¥-P up/right,
Q-T upfeft, H-ENTER down//
right, A-G down/left, B-
SPACE to fire, CAPS SHIFT
for Radio

Joystick: none

Use of colour; monoc-
hrome, but background col-
our change option
Graphics: syperb, original,
well-designed and animated
Sound: uninspiring on 48K,
quite extracrdinary on 128
Skill levels: one

Screens: 100 in each of 25
sectors

General rating: An amazing
achievement in budget
software, highly playable and
addictive.

Presentation 83%
Graphics 93%
Playability 82%
Addictive qualities 91%
Value for money 04 %
Overall 92%
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Producer: Mastertronic
Retail Price: £1.99
Author: John Pickford

asterscan, a large damaged
Rspacegh:p, drifts uncontroll-

ably towards a tugging star.
The craft can be repaired and
flown away from its prospective
death plunge, but the only means
of doing this is using a globular
maintenance droid called MSB.
But the rounded 'bot has a busted
brain, its one remaining sound
program is how to repair a pop up
toaster, and It has no knowledge
of how to operate a space ship.

You have control of this limbless
droid, and can move it to the left or
rnght, up and down, through a
labyrinth of coloured power cables
and piping. A display at the battom
left of the screen shows MSB's
position within the ship.

Once repaired the droid can
plug into, and operate the ship's
machinery and instruments. Every
piece of equipment has a function,
and once repaired it can be con-
nected to the ship's power supply
and this purpose defined.

MSB's passage through the
ship is not unobstructed. Locked

____|GaRETH | __

" At first | found Rasterscan
very frustrating, | didn't have
aclue as to what | was meant
to be doing, even reading the
inlay didn’t help. After delv-
ing into this for a long time |
finally found the secret and
consequently enjoyed
myself a lot. The ball moves
around the screen wvery
smoothly and has a neat trick
of bouncing off walls, making
the atmosphere realistic. It's
a great pity that there's no
sound, il:u.:lt yf-ll:_lu can't expect
everything from a budget
game. Wellworthalook at. "

— YT

" | found Rasterscan very annoying. The graphics are absolutely

RASTERSCAN

doors block certain sections of the
ship. By manoeuvring MSB into
the jaws of upturmed spanner
heads logic puzzles are revealed,

differing from lock to lock. Once
solved, the door is opened and
MSE is free to bounce on its way.,

The bridge contains a scanner,
showing the ship's position as a
flashing point, the star to which it
is being drawn and several plan-
ets. The scanner is triggered by
flicking on, in the right order, a
series of three switches contained

brilliant (digitised | presume), and

is limited to a single tune on the
game would have made /s much

o E
» L

-

X ‘.. 5'

Muny

)

AN
5.\il"t"_. { '

MASTE
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represents good value at £1,99

splattering of colour in as well. Just the right amount of momentum is
given making the gameplay feel right. I'm disappointed that the sound

each of the doors are all very easy, until you come to the useful ones
which are practically impossible to solve. There's lots there, and it

they remembered to put a decent

title screen, as effects during the
more atmospheric. The locks on

— Imike____

" The first thing that hits you
about Rasterscan is the excel-
lent graphics. The ball moves
smoothly, and some of the
scenery, like the cassette rec-
order, and the hand which you
start upon, is really nice. |
enjoyed it, except for the occa-
sional crash. It's not bad, but
it's worth a look, even if only
because it's one of the better
cheapies, "'

B The limbless droid called MSB (the

segmented globe seen behind the red line)

can be moved around the crippled vessel, its position seen in the scanner

bottom-left.

P By manoeuvring MSB into the jaws of
revealed, which, when solved, open doors to locked parts of the ship,

the spanner-shaped objects, puzzles are

in a locked room close to the
bridge,

MSE pilots the craft from a con-
trol room near the scanner. Here
four indicators show the speed of
each engine, and a central circular
display gives the Rasterscan’s
direction and relative speed.

__|comments|__

Control keys: Qup, Adown, O
]I‘;aft, P right, SYMBOL SHIFT

re
Joystick: Kempston, Cursor,
Interface 2

Use of colour: subtle but
effective pastel shades
Graphics: unusually hazy
backgrounds and smooth ani-
mation

Sound: limited

Skill levels; one

Screens: one large playing
area

General rating: An unusual
concept which has been dona
|ustice in its execution,

Presentation
Graphics
S EETTHTAY

Addictive qualities
Value for money
Overall
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ENTER THE TUBE IF YOU DARE!

. SURVIVE THE TRANSFER ZONE, STEER THROUGH THE
INNER TUBE DEFENCE MECHANISM TO REACH THE
CAPTURE AREA. :

THE TUBE IS AN AMAZING FAST AU'.IEiOH SHOOT EM UP,
. WITH SUPERB GRAPHICS AND SOUND.

ONLY THOSE WITH NERVES OF STEEL SHOULD APPLY.

a9 | Victory House,
| Leicester Place,
wnine | LONdon, WC2H 7NB
el Tel: 01-439 0666




Producer: Firebird
Retail Price: £7.95

s you attempt to circum-
navigate a planet, vour
space ship comes under

the influence of a strange set of
changeable physical laws. Your
craft moves left, right, up and
down, but control is imprecise and
variable. With this limitation, you
fly through a corridor of flora, sur-
face outcrops and planetary
inhabitants,

The characters P,A and X lie on
the planet’s surface and are col-
lected when flown over. A Latin

TP

__[mike

"1 wasn't very pleased with
Kinetik. It didn't really appeal
to me at first, and | didn't find
much fun in it later either, The
graphics are colourful, but too
small and undetailed for my lik-
ing. Rather than finding that the
movement effect added to the
playability, | found them
annoying on some of the
screens. Having said that, |
think that a lot of pecple will
find it worthwhile, especially as
it's one of ARERIAD's cheaper
games. ”

Bl L T

& Struggling against the eflects of gravity is only one of the problems encountered
in the brilliantly coloured screens of Kinatik,

___[pauLl

" The standard of production
al FIREBIRD has increased con-
siderably over the first few
months of this year. It takes
quite a while to get used to the
weird control and the massive
amount of magnetism on some
screens - but it's certainly
worth the persistence, There
are some great little baddies —
gvary one of them guickly and
smoothly animated, although
they did seem to reappear
quite often. The full price was a
bit of a shock, but then again
50 was the game! "'

word is then formed, completing
your mission when presented to
the hand of the Kinemator in the
final screen. Should the word be
spelled incorrectly the game con-
tinues, if the letters are not col-
lected your mission is doomed.
Thirty-three points are awarded

____|/GARETH |

for every one of the 44 screens
moved to on the right, and 33 lost
for every screen entered to the left.

Power is limited and continually
diminishing, with energy drain
increasing when walls or planetary
inhabitants are touched, One of
three ships is lost when power falls
to zero, but ancther is gained on
reaching 1,000 points. Flying
through water replenishes power,
whilst full power and 500 points
are generated by picking up a
bonus symbol,

“ Kinetik seemed boring and unexciting at first, but after a while
it began to grow on me. The gravitational effect is absolutely
brilliant, just crossing a screen is a fight between player and
computer! The graphics are very smooth and well animated, with
the only problem being that the same nasties a
the screens. FIREBIRD have really made a good
but maybe it is a little overpriced? "

r on most of
of this game,

120 CRASH May 1987

Mavigational and defence sys-
tems are available as follows —
Safety Shields protect the ship
from lethal objects and energy-
sapping inhabitants; a Powder
Sprayer frightens the aliens and
destroys walls, an Anti-Gravity
mechanism counteracts gravity;
whilst the Anti-Physics device nul-
lifies gravity, bounce, friction,
gravitational and repulsive objects
and saves some energy; a8 once-
off teleporter moves between
screens — but not all screens can
be teleported to.

Instruments are acquired and
stored in an activated instrument
box, with a maximum of thres
instruments carried simultane-
ously. Collecting an instrument in
an already utilised box loses the
previously acquired device. The
Safety Shield offers no protection
from an occasionally appearing
cube, any contact with this causes
the loss of one collected device.

__|commENTS |__

Control keys: a up, z down, 8
left, O right, Q-P select instru-
ment box, X - SYMBOL SHIFT
action,

Joystick: Kempston, Cursor,
Interface 2

Use of colour: extracrdinarify
bright, and many used
Graphics: smallish, but
detailed, though nasties lackin
varniety

Sound: above average

Skill levels; one

General rating: An unusual
and playable game despite the
powerful gravity!




BIG TROUBLE

IN LITTLE CHINA

Producer: Electric Dreams
Retail Price: £9.99

reen eyed girls are in big
demand, for only by marry-
ing and sacrificing one can
the villainous, Mandarin Lo Pan
sscure a mortal . The
girlfriends of Jack Burton and
Wang Chi are captured for this
very purpose, and taken down into
the underground world lying
beneath San Francisco's
Chinatown.
In order to rescue Gracie Law
and Miao Yin, our heroes, accom-
panied by their friend Egg Shen,

must fight a way through
Chinatown and into the Manda-
rin's sewer world.

Jack Burton at first defends
himsetf only with his fists, though if
he can get far enough into the
Mandarin's lair he can pick up and
use a Bushmaster gun and
ammunition.

Wang Chi is a martial arts expert

___|GARETH [

whao is able to pick up and use any
sword he finds. Blades become
fragile and eventually break, but
replacements are found en route.
Unlike his two walking compan-
ions, Egg Shen floats along on a
cushion of mystical vapour. Magi-
cal powers are his forté though ini-
tially the magic bolts he fires have
limited range and strength. On
finding a potion bottle he can
shoot devastating lightning bolts
over greater distances. Shen's
zapping ability has a limited life,
but picking up fresh potion
supplies revives his strong magic.
Controlling all three characters,
you can switch between them at
any time — by typing the initial letter
of the characters name you want
to take the lead. He is then leap-
frogged to the front with the other
two following. Each prospective
hero is able to move forwards or
backwards, jump, duck and attack
at different heights, (from low to
highj). Weapons are picked up by

ing the

a change from
conversions. are not the usual run—off-mill either,
uhwm-:mnwnlm

: Ty eier a different

“ I'm sure that all the martial arts will love this one.
BigTrnuhhh-uqodmwﬂum

running around pulveris-
the usual sub-standard

PAUL

contains e eise.
fmmmmﬁmaﬁtw

“ What a disappointment Big Trouble is . . .
and very appropriate for the game. The effects are crunching, even if
they aren't very varied. The graphics are very detailed and well drawn
scrofling smoothly. But that's about it! The game
uickly bored with j t blowing up every
in wy.&garéprﬂsenrarmn,mﬂnn

game. If you pay ten pounds for this you'll be di

The music’s excellent

isappointed. "

walking the appropriate character
over them.

As they progress the status of
each hero is given, Burton to the
left, Chi in the centre and Shen to
the right. In each character's win-
dow, together with their portraits
are three entwined yin and yang
signs — the male and female
Chinese symbols of destiny.
These indicate stamina levels and
are reduced by exertion and con-
tact with the Mandarin's guardians
and his magic — food replenishes
these reserves. A character dies
when his entire stock of Yin and
Yang signs vanishes. Collecting a
potion bottle adds strength to all
three heroes.

The scenario unfolds over four
levels. On the streets of Chinatown
the Mandarin's hoodlums are
encountered. Highly skilled in the
martial arts or carrying guns and
swords, some of these evasive,
somersaulting thugs do not allow
our rescuers to pass without a
fight,

Street warriors also patrol the
sawers of the next level, but now
they are accompanied by energy
sapping sewer monsters that can-
not be killed, only evaded.

Lo Pan's Headguarters make up
the third level, populated by hat
wearing elemental beings called
Storms. At every level when
gangsters or thugs are killed they
evaporate into a smoke-puff.
Points are credited at the base of
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the screen, on the death of each.
Weapon-wielding thugs and
Storms. give more points when
destroyaed. Defeat these and the
other henchmen and Lo Pan him-
self can be faced in combat.

—_Imike]____

" This isn't a particularly amaz-
ing game; the graphics are only
adequate, but the playability is
there and there’s a few hours
enjoyable scrap to be had.
| haven't seen the film (and if
friends’ comments are any-
thing to go on, then I'm one of
the lucky ones!) so | can't draw
any comparisons, but the
game is reasonable; the only
problem being its high price. |
doubt its lastability — maybe a
few days, maybe a bit more -
but cerainly not ten quid's
worth. Have a look, if only
because there haven't been
t{l.'in;wmmr good beat 'em ups

__|commenTts [__

The Marriage Chamber at the
headquarters heart is thelast level,
Here Armoured warriors appear,
accompanied by Lo Pan who
fioats on a flying cloud. The united
skills of all three heroes are
required to defeat the Mandarin,
for Lo Pan must be shot, pierced
and zapped before he is eventually
killed. On his death Miao Yin and
Gracie Law can embrace their men
once more,

Control keys: /O left/right, ¥/
H up/down, P to fire o
E-Inruﬂnkrﬂampatan. Interface

Use of colour: very good
Graphics: smoath moving,
animated foreground sprites
‘with detailed but unvarying
backgounds

Skill levels:

Screens;

four level

General rating: A well
implemented licence with
plenty going forit, but its a high
%@a to pay for slick presenta-

Sound: ﬁood play tune and
w.ﬂtah“ ly hefty spot FX
one

Presentation
Graphics
FPlayability

Addictive qualities
Value for money
Overall
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____|GARETH [ __

“1 couldn't believe that
Knuckiebusters was a full-
price release, you certainly
don't get much for your
E7.95. The graphics are
pretty basic, and the charac-
:arsd l:ti‘mut gh mll daﬁlnud}
end to repeat themselves,
adding no depth to the
gameplay. There is some
good animation though,
especially the smoothness of
the central character. The
titie tune is very original, but
listening to it is the only real
pleasure to be gained from
this program. | don't think
that Knucklebusters will get
'Uﬂl'}"fﬁ'l'. o

Producer: Melbourne
House
Retail Price: £7.95
Author: Steve Taylor and
Paul Gomm

y the aarly 21st century one
in three adults are in prison.
To reduce these numbers,
long sentences have been
replaced by rehabilitation surgery
which removes a criminal’'s anti-
social tendencies. Rehabilitated
criminals (the Re-Formed or
Androids), cannot think indepen-
dently and take up menial posi-
tions in police no-go areas and
Penal Re-Form centras.
Faced with the prospect of a
reforming lobotomy, Deke has
escaped from his holding prison.

easily and require a sustained bat-
tering with kicks and punches
before they die. Others can be dis-
posed of merely by running into

In so doing he damages the city's : Q0000000000 RBEB0 | them. Points are awarded for kil-

central computer, thus ensuring ling the lobotomised individuals,

the inevitable destruction of the If Deke reaches city limits he is f f with an accumulating points total
city itself. safa, but to do that he must pass MIKE shown on screen

through six hostile zones - the call v . Combat with androids reduces

f P‘U‘. ;‘ blocks, guard area and prison wall, K::;:k.fgbu;':grs mlcsi‘t gﬁﬂnﬁi our escapee's energy levels, dis-

the city, down town precinct, outer ; played on the right of the screen
“ MELBOURNE HOUSE have come city wall, and via a single exit the gggﬂgpiigqmﬂﬁz gflgag:aﬁ Should these fall to zero Dske

with something that we've city wall itself, With the city head- imation : loses one of his three lives. His
_:'ﬁmn bafore. BAY b g‘s?: Em'; II5n3!h‘ 'dEI'StrL;CEDI.L: Deke's ;nainafzﬁa'raﬁ;tr,ﬁﬂgﬁ ?]r;;hg energy reserve is topped up by
fota of Knucklebusters that's s SE . it t'g_” . h runnmg problem finding much playabil- ;mcmersng dkian a3 gt s
completely  original.  The i hre.ﬁ!'l -:ln%n own shows the ity in there. The basic storyline ood and drink. The.:a.e together
RIS Sre vary borng and Five t agseof' android lie in wait is okay (if slightly short), but the i""”tzeé‘egﬁ for passing through
littie Imagination has been || Dekeb'rg in wai game Itself seems to lack any oc oors, extra points and
used on the backgrounds. § @scape route, each can amount of new Ideas or lives are concealed beneath boxes

Dekois wellanimated,butsion | | J5sing androidsaiows Doke g | | Mileresting bits, The tuneiand | | 7150 <> anc Do doors. By
The title mt.rsfc!gr's seq,a,],' fsr. explore further. To do that he can = e gonndee'dsm gt ing objects these items are
But d duri h i run to the left or right, jump Bﬂrﬂmﬁ u, I 9ame | a0 Wan revealed, automatically picked up
mgﬁﬁ,ﬁ"m ‘;;?ngg 'Df-j f;ﬁ:g upwards or drop down to other %usiﬂ tgrggh ﬁl ggﬁ-mﬂ;ﬂ; and displayed in the box at the top
noise effects. Knucklebusters | | !€vels and pass through doors in ot ndiy sl right of the screen.

5 e his multi-level platform world, ' However, some of thesa hidin
is repetitive and represents low Mot the best gam : g
valfug.e e Some androids cannot be prn-t:{]gad. SIS e e places conceal ambushing

avoided, they do not let Deke pass androids, nothing at all or are
booby trapped,(when they are, a
life is lost and a deaths-head
gppears In the acquisition box).
Deke is not able to uncover any
object or escape through a door
whilst being attacked.

_ |commeENTS |

Control keys: definable

Joystick: Kempston, Interface

2, Cursor

{ Use of colour: unimaginative

Graphics: some good anima-

tiopn on large characters, but

Hy Tacking in variation

nd: reasonable title tune,

popooooOoOoOoooOoooon

Cap®

o little else of note
= Skill levels: one
Screens: continuous scrolling

0000000000000 00| || Generalrating: A platform-

cum-beal "em up which soon
becomes tedious.

C
Presenta “ 78%
e aaiios 503
Value for money 49%
Overall 52%
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Yes, it's another one of those psuedo-nosey form things. But Ques-
tionnaires have their uses — we want to know what you think about
CRASH and the additions we have planned, and whether you wantus
to change anything. Perhaps you like things as they are—-it'sup toyou

Please fill out this form to the best of your ability, then send it (or a
photocopy if you don’t want to cut up your CRASH) to

CRASHTIONNAIRE,CRASH, FREEPOST (nostamp required) Ludlow,

:(:'Jt‘-.:"' E-fj-t'i. i g A

<P AL o b =

NI AT

to tell us.

Shropshire SY8 1BR to arrive here before 28 May 1987
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, T-Shirt
and Sweatshirt. The next four forms drawn earn their senders £10
worth of software, plus a cap and T-Shirt.
Thanking you in advance for your help . ..

How old are you?

OCCUPATION

Areyou...
A) At school : :
B) At College/University
C) Working Full Time
orking Part Time

e

Roger Kean

Do you intend to purchase a |
utility in the NEXT six

months?

YES ]
NO [ E
If YES, please statetype . ..

Have you purchased a
peripheral in the LAST six

months?
YES

NO
If YES, please statetype . . .

Do you intend to purchase a |

peripheral in the NEXT six

months?
YES

NO
If YES, please statetype . ..

Do you intend to buy a new
computer in the next six

months?
L]
L]

If YES, please state make of |

computer you intend to

I 1 Ty

When did you first
CRASH? By

How many issues have

o
bought since then? i
ALL (]
SOME = a1l
If some, How many? BE

On average,
how many other people read
your copy of CRASH? [T ]

How do you get CRAS
Siul:lusn::ripth:mg i
Reserved/delivered by
newsagent

Off the shelf

In order of preference, which
other computer magazines |!

g;: you buy orread? (points 1- [4

Computer & Video Games

Computer Gamer
Popular Computing Weekl

Popular Com puting World
Sinclair User

Your Sinclair
Other (Please Specify)




IN GENERAL . ..

Please award marks out of

ten for each of the following

features in CRASH
Adventure Trail
Advertisements
Charts
Competitions
CRASH Course
Editorial

Fear & Loathing
Forum

Frontline

Lunar Jetman
News

PBM Mailbox
Playing Tips
Previews

Reviews

Money Saving Offers
subscription Offers
Tech Niche

Tech Tips

Any comments about any or

all of the above?

Are the revie

ws
enough? detailed
YES

Are the revie
ﬂnDUQh?
YES

NO =

ws long

iﬂgs system eh

NO [ NG
D If YESJ huw? i

What do you think of the

standard of CRASH’s
covers?

GREAT
OK
RUBBISH

What do you think of features 4

o such as Tamara Knight and
Terminal Man?
GREAT
OK

RUBBISH

= Would you be interested in
seeing a Readers’ Game
B Challenge?
i YES
NO

to you most. ..

Reader Vs Reviewer E] 3,._'.*
Reader Vs Reader LB

Which reviewer do you most

often find yourself in agree-
ment with?

Ben Stone m’

Paul Sumner

Mike Dunn E :."_'
ml:

4 Richard Eddy

etoseethe rat-

@8 Drinks?

:[.-.'.-
: B
IfYES, which format appeals [

AND
FINALLY ...

il
A really nosey bit which wil 4
help us work out whoyouare g
and what you're about. If you &g

 feel strongly about it, don't
A fill in this part—it's more ‘i
§ importantwe know whatyou g
 feel about CRASH —but we

would appreciate itif you did! §8

How much money do you
spend EACH WEEK on Soft

-_1_7.'2':'_: e ;:J n A

E
e

H -...ALI‘*}'J'JFJ

AT

How much money do you
spend EACH WEEK on :
packet foods like ‘crisps’?
£1

£2-£5

£6-£10

Over £10

How much money do you _
spend EACH WEEK on ham- |
burgers or other ‘fast foods'?
£1

£2-£5

£6-£10

Over £10

1

¥
H
T
P
.-
i
vk
I
b
- |
¥

Which TV Station do you

"

T LA LN
el F

]

WEEK

do you watch TV? !
Which Radio Station do you ke
listen to most? .
BBC Radio 1 _
Independent Commercial [ ]
Local BBC ]
Radio Luxemburg

! And how many hours EACH :_:.___
WEEK _ £
do you listen to radio? (1 1

Ll <ba
FQHUEE{HQA
4 SH
Shztt:‘: ¢ enough screen 33:; ce of referancgavfhaa n
ngs
o Always Oftware?
Never




Sentinel Awaits Your Challenge. It's What You've Come To
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"A néw breed. . . the best game ever”.
AMTIX
“The ultimate in game satisfaction”.
C.&V.G.

“The best game ever written for a compuier”,
ZZAP!64

BBC ' - SPECTRUM
COMMODORE 64 E[REE[RG AMSTRAD CPC

|
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Producer: US Gold/Epyx
Retail Price: £7.95
Author: Choice

ow's your chance to be a
N sporting superhero by tak-

ing part in eight interna-
tional events, representing one of
18 countries. You decide how
many events to participate in, and
results are checked against the
world record by selecting the
appropriate option. The eight
eventsare . . .

1. Russian Weightlifting -
Competition is in two classes,
the ‘snatch’ and 'clean and
jark.’ Three lifts are made in
each, followed by a judges
assessment. The lifter who
raises the greatest weight
wins the contest.

2. German Barrel Jumping - A
pre-selected number of bar-
rels stretches across an ice-
rink. Competitors skate
towards them, using their tim-
ing and skill to clear them with
a mighty leap. Whoever clears
the most is the winner.

____|GARETH |__

“ I'm not as impressed with
this as | was with its v
because of the :ﬂtwlm

WORLD GAMES

____/mike |

P Log rolling is just one of eight
events. Here, the unlucky

contestant is about to be attacked

by a shark.

* I've waited along time for some sort of follow-up to Winter games,
as we never saw any of the Summer Games on the Spectrum —so this
isit. .. The graphics are very nice, but | felt it was a little bit annoying
having to load the events in one by one, especially as they were able
to load half of them at the same time on the predecessor. This is one
of the better sports sims available, and | reckon that for the price, the
amount of playability and lastability you get are matched just about
right, Worth looking at. "

wait between events. The

American Bull Riding —Hold-
ing on by a piece of rope, you
must stay on the back of a
spinning bull for eight sec-
onds, Points are scored for
style, with the length of your
rope and the unpleasantness

. Scottish Caber Tossing -

Here a small tree-trunk is lited
and thrown. The caber must
flip over after it has been
thrown, and the furthest throw
Wwins.

Japanese Sumo Wrestling -

to force your opponent out of
a tiny ring. The contest's
length and the reaction time of
combatants determines the
SCOre.

The Grand+Champion of these

3. Mexican Cliff Diving — Here
you choose the height from
which to dive from the cliffs of
Acapulco. The wind speed
affecting each dive is shown
by an arrow's length at the top
of the screen, and points are
scored for style and height.

4. French Slalom Skiing — A
series of flags run down a
snow covered hillside. Good
reflexes, agility and precision
are used to ski through these
in the guickest time possible.
A five second penalty is added
for hitting a gate, whilst a fall
results in disqualification.

5, Canadian Log Rolling — Here
you have to stay balanced on
a fioating log which is being
rotated in either direction by
the feet of a lumberjack. Three
attermpts are allowed to com-
plete the event, the last lum-
berjack to stay onthe logis the
winner,
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of your chosen bull taken into

account.

PAUL

Taking the part of an obese
oriental matman, you attempt

. It seems ke an

as if you are using a

games. '

“ I'm sorry to say ﬂ?afwmdﬁamafsnamspmdasmmﬁmnas.
ﬂmm‘aphicsdan'ﬂmkasmaﬁqﬁcanqﬂwgs nota mg&m&wg
anywhere. eternity waiting for each game )
when it does ifhn?mﬂ&rmhmamlza':&mamnmnﬂemm
computer aciua a sport.
Perﬁaps!henex:nminthﬂsmmﬂbrhgbankmmammm

Control keys: definable
3 k: Kempston, Interface
or

Use of colour: adequate for

the job
Graphics: uneven in quality

P Looks like ace sumo photographer Cameron has won a lucky fall.

from event to event

Sound: meagre spot FX

Skill levels: vary

events

Screens: eight events
General rating: A bit disap-
pointing compared to previous
games in the series, but

nevertheless, a worthwhile
package for the money.

World Games is chosen on the
basis of five points for each gold
medal received, three points for
silver and a single point for bronze,

__|commenTs |__

Presentation
Graphics
Playability

Addictive qualities
Value for money

Overall

CAMERON D }Err’{', COMPUTER




MULTIPLE ENTRES
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FISHY GOING ON COMP




BOOZE

A deadly drug?
EYE SPY

PRINCE
A right royal

retrospective
MANIN A
SUITCASE

catches The Tube
in Newcastle

SOAP OPERAS

GRIPPING
INTERVIEWS

The Star Trek pilot
A Tomato camera
Pretty In Pink vids and LPs

ON SALE NOW!
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SPEC'I'I!UH
Hospital&Services

. DIREC'I'O“-
| EASTANGUA T GiST
1l

R. A. ELECTRONICS MICRO-MEND

133 London Road South, Main Street, Farcet,
Lowestoft, Suffolk PE7 3DB
=0502 66289 = (0733) 241718
Spectru - Spectrum £17, Widrive
£17 Mlymmall: - 'E:':E:].m%a. 2% Printer £18.
Keyboard £12 AMlinc + PP E1.80
1 SPECTRUM IIHHIIL
£180 for 6 mon(hs: CENTRALISED $ un
Get read by 000
of Spectrum owners! “'I:,;". = m 751153
M\"tﬂlﬁt "mlll‘ SEI'VIC’ES Spectrum repairs £17.00, microdrivefinertace
here! £17.00, also keyboard reapirs. All prices Inchude

insufed retum delivery. 24 hour service.

£180 for 6 months!
Get read by 000’s
of Spectrum owners!
Advertise your services
here!

£180 for 6 months!
Get read by 000's
of Spectrum owners!
Advertise your services
here!

£180 for 6 months!
Get read by 000
of Spectrum owners!
Advertise your services
here!

~ NORTH EAST |

For details of advertising in this
section, contact Nick Wild on
(0584) 4603 or write to him at

Mewsfiald Publications,
1/2 King Street, Ludiow,
Shropshire, 5Y8 1DB

£180 for 6 months!
Get read by 000’s
of Spectrum owners!
Advertise your services
here!

1. T. WESTERN ELECTRONICS

Unkt S2A & $3, Avonside Enter-
prise Park, Newbroughton Rd,
Melksham, Wilts. 20225 705017
Repairs: Spectrum/Plus £12.00, keyboard

£8.30, interface & Microdrive £17.00 each. Al
fully inclusive, Callers welcome,

£180 for 6 months! mw SERVICES
Get read by 000’s Rd hitmmmm"sg
of Spectrum owners! '
. 8 ‘= Cardift (0222) 461801
Advertise your services Spectrum repairs £17 fully inc. 3 month
here! warranty, fast and reliable service
1 W ]
-ﬂm_ |__NO MI‘JE_
MICRO SERY H. S. COMPUTER SERVICES
95 DeerdykesView, Westfleldind. ||  Unit 2, The Orchard, Warton,
Area, Cumbemauld 668 9HN Preston, Lancashire PR4 1BE
= 02367 3110 = (0772) 632686
Repairs to all Sinclalr range, inc. interface, Repairs £14.95 fully inc; 24 hrs urn-round. 3
Microdrive, monitors. 3 month warranty. MO quarantee.
Free estimates. Why pay more?




Aﬂmr many moons, and
having answered the
prayers of at least one
reader (see FORUM 1), I've found
the time to do a more newsy pre-
views intro. Over the page there's
aspread of three games, two from
GREMLIN GRAPHICS — One almaost
ready, Thing Bounces Back, and
Mask well In development —and
Which o called Fyeofool, bt

ichisca I, but is
really Sweevo’s ll. Meanwhile,
back on this page . . .

It's London, the swinging Twen-
ties, and the Charleston is all the
rage — except in one small settle-
ment — Arkham. What ever hap-
pened to the pleasant country vil-
lage of Arkham? One minute a
guiet place, barely on the map,
and now . . . Well, somathing
strange has happened — and
nobody knows quite what's going
an,

That's where you enter the
scene, a reporter for the London
Chronicle in search of that elusive
exciusive and perhaps an answer
lothe Mystery of Arkham Manor, a
two-part adventure thriller from
MELBOURNE HOUSE.

The first part is set in the village
itsalf, the second In the surround-
ing countryside, There's plenty of
interaction here as communicat-
ing with the inhabitants is essential
for ferreting out snippets of infor-
mation. The screen's split into
four, the largest section being an
action window illustrating the
reporter's movements. On its right
is an option window displaying the
possible actions, and at the bot-
tom sit object and information win-
dows, the latter for conversations
with other characters. Will the
intrepid CRASH journalists be
capable of solving the mystery?
More action, adventure, and
intrigue next month.

Staying with MELBOURNE HOUSE,
it seams that the only way for
upstart Hobbit Frodo Baggins to
prevent Thorin from sitting down
and singing about gold is to sign
up another licence deal. So, forthe
third time, here comes an adven-
ture based on Tolkien's Middle
Earth series. Described by MeL-
BOURNE HOUSE (with commendable
adjectival restraint) as 'a brilliant
piece of fantasy software’,
Shadows of Mordor centres round
Sam and Frodo's escapades as
told in the second Lord Of The
Rings book, The Two Towers.
Inputs are made in standard seam
soFTwaRE Inglish with an 800-word
vocabulary; so now you can say
virtually anything you want with
sentences of up to 128 characters
in length.

Derek will be casting an eye over
itnext month. Inthe meantime, get
your taste buds jangling for yet
another Hobbit game from MEL-

MERELY MANGRAM

B A taster from Middie Earth and the Shadows of Mordor - but where's Thorin?

BOURNE — a Lord Of The Rings
arcade game dealing heavily with
the battles. For more information
on that, tune in next month when
CRASH has a natter with the
game's designer, veteran prog-
rammer Mike Singleton and the
programming tearm.

Talkin_cbgf vetarans, if you
enjoyed Don Priestly's Trapdoor,
then you'll be delighted to hear
that he's currently developing his
next graphical masterpiece for
PIRANHA, called Flaunting Flunky.

And a right royal game it Is too.
Designed to appeal to those who
can't get enough Royalty from the
pages of the Sun or Paris Match, it
aims to give you an insight into the
goings on down at old Buck
House. Take control of Flunky the
sarvant, and perform endless
tasks for the Royal household. Get
itright, or end up on the streets
being chased by savage Flunky-
eating corgis.

Aswe go o press, all we've seen
isavery early running demo, and a
lot of Flunky's tasks haven't been
firmiy deci upon yat. In the
meantime I'll leave you with a
couple of shots of Andy and Fergie
as they prepare for a night out on
the town.

b Batitime for HAM Prince Andréw allows time to axamine the fluff in his naval and
pliay with a boat! (Geddit? Naval - Boat?! Sheesh)

#  Poor old Fargle Pilstop: 'Hayipl
Hayhp! My frackies - they're-a-gonel
For the last lims HAYLP ... ®

5 h E

FLIKRY,

I MANT SOWE FRECRLES

CRASH May 1987

129



—
=)

[lhe office
like the dump
sas beside a ta
vindow,
usy
1ieavy ol
rorner

Jelma“s deslk,

sprawled around me
it was,
: 11. arched

looking out onto the
cit street below,
safe crouched
e and a frosted glass
sartition with a door 1

My desk

The
in the
5

ed out tc

*LODK OUT OF THE HWIHDOMW

B Early one morning, just as the day was dewning . . . it looked ke a bomb had

decided to hit the office.

Royals always need a detective
nearby, to keep them secure, but
they probably wouldn't want
PIRANHA'S Sam Spillade within
miles — he just attracts mayhem
naturally. Sam stars in their sec-
ond advanture release, The Big
Sleaze, currently being program-
med by DELTA 4, the team headed
up by McNeil, creator of
Elomd of Rings and The Bog-

[
$ It's a spoof of the Great Amer-
ican Detective, set in New York of
the Thirties. Sam Spillade's a pri-
vate dick operating from a sleazy
NY office, home to a million
cigarette butts, half-eaten Danish
Pastries and a plle of unpaid bills.
His cases provide loads of adven-
tures, travelling around the game's
many locations. Solve them if pos-
sible, stay alive at all costs.

DeLTa 4 have also included the
third installment of Fergus' micro
magazine, Sceptical, in the pack-
age. It's a sort of Teletext program
written with familiar DELTA 4 Over-
tones.

From over the sea, Spain to be
exact, comes Allen Evolution, to
be released by GREMLIN GRAPHICS
{(busy bunch at the moment) on
their £4.99 label. The action's set
in the aftermath of a nuclear
holocaust. Earth's surface is unin-
habitable - but it suits somea nasty
allens just final in an under-

round complex scientists have

inally discoverad a means to

andraid to attack the four alien
mﬂﬂﬁ - whr?n all four have buth
w outt nerate, but this
tima thera's ?r{rﬁr?ms as many!

The main scrolling area is pure
blue monochrome, featuring fast,
multi-direction scrolling and locads
of manic blasting action. OQlé&! Oh,
and apologies for the screen shot
quality = it's not Cameron's fault,
these came from a video.

Just to round off, have a quick
look at Leviathan, coming soon
from ENGLISH SOFTWARE.

Leviathan is the most up-to-date
space craft you can imagine, with
aboutthe same appeal as an XR4i
today, Blast your way through
three planet zones and up to ten
attack waves on each planet. The
ship can bank, turn, climb, swoop,
roll, reverse, land, refuel and then
promptly disappear up its own
exhaust pipe.

Socan|—back next month with
more previews.
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P Hurtling through the ventilator shafts at the back of the factory, that's Thing in
the top one. The green bullet-shapead object is an entrance/exit

BOUNCING
BACK FOR
THE FIRST

TIME

THING BOUNCES BACK
Gremlin Graphics

n the Spectrum this

Thing's a bit contradic-

tory. Allow CRASH to
explain.
A Long time ago a Commodore
star simply named Thing was born,
Thing had had to save the world
from an evil Goblin who had run
amok in the Toy Factory. Thanks
to all your Commodorg-owning
friends Thing on a Spring was
quite a success — but he never
appeared in a Spectrum version.

There was bound to be A Sequel
= and there is, and this time a
Spectrum one as well. So there
you have it, a sequel without a pre-
quel — that's computer games for
you!

The Toy Factory was eventually
saved, you'll be pleased to hear,
but unfortunately the central com-
puter was left running and it con-
tinued to produce toys, all having
an evil life of their own. (Re}-Enter

Thing.

Thing, his spring as sprung as
before, bounces around a factory
consisting of platforms, slides,
power fountains and tubes col-
lecting pleces of software, eventu-
ally to use them in the destruction
of the haywire computer. Of
course, the evil toys have different
ideas, so it's as well Thing can
bounce over them.

Additionally, he can sneak into
the factory's ventilation shafts
wherein he hurtles. round, head
over heels, until reaching an axit to
another part of the factory. In the
shafts his direction may be con-
trolled, but you've got to be quick.
And the action Is pretty fast, so
you've got to keep Thing well oiled
too, or his spring siezes up with
unfortunate conseguences. And if
that happens there will never be
another Thing to bounce back.

#* In Thing Bounces Back Thing pauses for breath on a blue pipe. The pipes are a
source of great humour - and frustration; should he drop into one, he rolis along
inside like a cartoon creature until reaching the end, pops out and promptly falis
back inside unless you're réady 1o Spring him away. Some of the pipes go for
miles!

make the planet habitable, but first

the aliens must be exterminated.
Aftar months of development

they've created a sophisticated

= Tomormow's XR4i - the swooping Leviathan.

]

=g '
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000000043




» The Thundercat seen from above.
To pick up things, il has to be positioned
cor rectly and then backed over the object.

MASK

Gremlin Graphics

eroic Matt Trackker makes

it to the computer screan in

July. Based on IPC’s MASK
action comic, the gameafollows the
fortunes of intrepid MASK agent
Matt, a lone force against the evil
forces of VENOM jous, Ewvil
Natwork Of Mayhem).

Following a bloody battle, the
rest of the MASK team have been
captured by Miles Mayhem and his
VENOM squad. Matt now has the
perilous task of rescuing his fellow
agents, who are not only lost in
space but also in time. What is to
be done? Simple, hop inta tha
trusty Thundercat jeepand trundle
around a multi-directional scrol-
ling landscape in search of the
other MASKeteers.

But, wait, it's not going to be that
easy: VENOM have sent opposing
craft out to defeat him. Kill or avoid
- two words to be remembered,

A VENOI
STRIKE

although kill is probably the best
one to keep at the front of your
mind!

Two of Matt's colleagues reside
on each of the many levels which
axistin different time zones. But,
without theirmasks they're power-
less — s0, recovering those is top
of Matt’s list. Having retrieved the
masks, it's off to locate four pars
to a key. A complete key setsup a
scanner guiding Matt to  his
agents. When both MASK agents
arg found, Matt progresses onto
the next level, further on in the
future, where the same procedure
s repeated — only this time
VENOM are meaner, stronger,
harder and have even sillier
acronymic names. More news
from the CRASH (Creative "Riting
And Silly Hactivities) téam as we
get it.

P  VENOM apents drive tanks, but Miles Mayhem himself gets a sieek machine, seen

here (left) attacking the Thundercat.

SWEEVO’S
 UNDERWATER
FOOLERY

HYDROFOOL

Tl

argoyle Games launched

their FTL label at last year's

PCW Show, and sincethen
both FTL products, Lightforce and
Shockway Rider, have been
futuristic games. However, the
latest release, Hydrofool, returns
to one of Gargoyle's best loved
heroes - Sweevo: star of
Sweevo's World,

In his new graphical adventure
Sweevo is caught up in the watery
world of Deathbowl - a planet
lotally submerged by the old wet
stuff,. MNow, here comes the
interesting part — this is such an
garly preview that Greg Follis,
Sweevo's creator, hasn't quite
decided on a game objective! Well,
thera's two possibiliies — either
Sweevo can try to remove all the
water from Deathbowl, or he can
attenpt to keep it in.

‘It all depends whether thera's
enough memory left,’ explains

Greq, 'If there is, it would be great
to have the water continually
draining out. That would mean not
all the rooms could be accessed
all the time, so tasks would have to
be performed in a definite order.’
Greq's hoping to have a mammoth
200 inner-space cavemns to
axplore, and maybe an extra 50 on
the 128 version.

H foof should feature a great
deal more action than Sweevo's
World, and perhaps a few less
puzzles. For instance Sweevo will
be equipped with a harpoon, of
sorts, so anything he doesn't like
the look of can be blasted. And it
should last alonger as lives can be
picked up along the way — Greg's
reckoning on an average playing
time of four hours for players
Bxﬂl;:]'tafmd in the action.

k out for our rather fishy
competition , and see if you can
win yourself a copy of Hydrofool.




The HOTLINE AND ADVENTURE CHART compiled from the votes
of CRASH readers is the most realistic chart for gauging the popular-
ity of Spectrum games — it is the games that are being played that get
the votes, not the games that are in the shops this week or month.

And the votes are important. It's up to you tolet us know what you
feal, sofillin the voting forms which live on the RESULTS PAGES and
rmake your voice heard,

Ifyou don't want to carve up your issue of CRASH, we understand.
Use a photocopy if you like, or copy the details fromthe vating forms
onto a postecard, or the back of a sealed envelope, and send that to
us instead

Apart from the satisfaction of registering your vote, there's always
the chance of winning a prize, Each month we draw ten winners from
all the voting forms received — five for the HOTLINE and five for the
ADVENTURE chart.

A top prize of £40 worth of software {rnur choica, not ours) and a
CHASH T-shirt is awarded to the first 5!5 drawn from the HOTLINE
votes, and another £40 of goodies and a Shirt goes to the Adventure
draw winner.

Four runners up from each ballot box collect a CRASH T-shirtand
a CRASH Hat, So get those votes in to the CRASH HOTLINE and
CRASH ADVENTURE TRAIL, PO BOX 10, LUDLOW, SHROP-
SHIRE SY8 1DB.

Ho-ho, wa did have a bit of a giggle with the old Adventure Chart
last month as it was our April issue. Did you notice that THE
PAWN from Rainbird crept in atnumber 307 You did! itisn'teven
finished although most Sinclair users think itis. Anyway, back to
this month and after along time slowiy clambering to the top THE
BOGGIT has made it. The most significant shuffie this month is
Rainbird's Level 9 compilation — JEWELS OF DARKNESS which
leaps an amazing 22 places into the number 7 slot.

And the Advanture Trall £40 of software goes to Michaesl Bailey from
Wheaton Aston in Staffordshire. The four runners up are: A Davidason
from Westheat, Birmingham; Adrian Liles from w, Essex;
Jonathon Leach from Sidmouth, Devon and Cralg Ruxton from
Dalrymple, Scotland.

Mo change for the games in the top five slot, all ing onin
thare. Eight new enirias this month, with QUAZA

ana g reappearance at number 14 after baing out of the
charts for some time. As far as the Software Houses themselves
go, Elite appear to be doing pretty well for themselves, claim

six slots in the chart. A few surprises this month, but, like theg )
say, favourite games never die - they just get included on comp
lations.

This month's winner of £40 of software for the Hotline Chart fs And
Haywood from Brighton in Sussex. The four runners up are:.J Hai
from Breaston, Derby; Stephen Brassington from Sutton-in-
Ashfield; Shaun Fairbrother from Burton-On-Trent and Matt
Turner from Lexden in Essex.




"ol 24 () SPELLBOUND

Hotline Top 30

US GOLD
OCEAN
ELITE

1) GAUNTLET
2) COB

3] PAPER BOY
7

5

URIDIUM
THE GREAT ESCAPE
10) STARGLIDER
7(6) BOMBJACK
8(7) ELITE
9 (14) COMMANDO
11) MATCHDAY

1
2
3
4
-
6

FIREBIRD
ELITE
OCEAN

MASTERTRONIC
ELITE

SON
MIRRORSOFT

13 (13) GHOSTS AND GOBLINS
14{-) QUAZATRON

15 (-) DYNAMITE DAN

16 (-) DOOMDARK’'S REVENGE
17 (18) TOP GUN

18 (-} BOBBY BEARING

19 (16) SCOOBY DOO

20 (12) TRAPDOOR

21 () FIST2

! 22 (10) LORDS OF MIDNIGHT
23 (17) SPACE HARRIER

MELBOURNE HOUSE
BEYOND

ELITE

MAD

IMAGINE

BUG BYTE
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THE TERMINAL MAN

At long last, and after many

M requas;tsﬁ THE IT’ERI:HIHAL MAN
mori F comic strip is back in a new
e Df‘ ies ﬂf-heat : _ 12-part adventure starting this
Miemories of fire . . . AA giant was dying . . . month. But first, a six-page

resumé of the first 12 episodes

2 to set the scene. ..
4"-. -

THE LINER ARCAPIA DI NOT EXPLODE
IN AN EAR-SPLITTING WHITE BANG —

FUEL THE EXPLOSION @ S -
OR CARRY THE SOUND i/ s \ ' -

- THERE WHAS NO RIR TO %)‘

i1 SHE BURNEP WITH
THE COLOUR OF BLOOD —

FIERCELY ANDP SILENTLY
CONSUMING HERSELF WITH
HER OWHN INTERNAL AIR ;4

WHEN sSHE
HIT THE
PLANET'S
ATMOSPHERE
SHE CARVED
APRETTY
FIREWORK
PISPLAY IM
THE NMIGHT
SKY — .

| MINUTES LATER HER
REMRAINS TORE A GREAT :

SCARRED FURROW IN ’

| THE PLANET'S SURFACE .., |

e -\

" i e - :-i-l::i
tm__.- A

n SHE HAP BEEN H Ble LINER ,
B HER THIL SECTION HIT
AT A SHALLOW HNGLE —

Stricken by an anomalous hyperspatial jump, parts of the great liner Arcadia crashed spec-
tacularly onto the barren surface of the strange planet. Amid the crackling fires a few sur-
vivors stood numbed by shock, yet were still capable of surprise at the sight of a lone man
striding unscathed from the hottest part of the conflagration. :

His uniform tag said he was Cross, one of the Arcadia’s officers. Wielding authority coldly,
he ordered the survivors to find a means of getting away from the wreck. A passenger
protested; in the event of an accident, they were supposed to remain close to the liner. Cross
pointed at the sky . ..
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The system into which they had been
fiung contained thousands of planets
arranged in what Cross explained was
a Dyson Sphere —a feat of technology
far beyond the capabilities of Earth
Federation scientists. But the planet’s
inhabitants were primitive, as the sur-
vivors discovered moments later when
they were attacked by warriors,
Through ingenuity and quick-thinking,
Cross drove them off by releasing a
super-cooled stream of liquid oxygen
from a cylinder. The attackers fled,
camying one prisoner with them.

With the threat removed, Jin Kimas,
agirl with some Psi Powers, examined
Cross' hands for oxygen frost bums,
but she found none. Her suspicions
aroused, she demanded to know who
Cross was — and to her horror, he
showed her . . .

JUST WHO - N
OR WHRAT —

During Arcadia's last dying
moments, in the intense heat of the
fires on board, a strange silicon virusin
the planet’s atmosphere invaded the
ship's computer and reacted with the
partly consumed body of Officer
Cross. The new being ‘rebuilt’ missing
parts of its host body using computer

raphics, so that the computer could
ulfil its primary function — to get the
Arcadia's passengers — or what
remained of them — safely back to
Earth,

Cross began moving the survivors
away from the smouldering hulk,
across the barren landscape. After
many hours they came to a poor mud
village where Cross and Jin spoke fo
an old man and asked him where they
might find the starships that traded
between the Dyson Sphere’s planets.
The ancient was whimsical. It was
blasphemous to utter the word 'star-
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~ THE
ARCADIA HIT
AN ANOMALY
INHER LAST &
JUMP, &

=T

BLACK HOLE
WHICH orRBITS
THAT RED
GIRNT 1

ship®—yet he knew it to be part of their
racial memory. The ships were long
gone and forgotten — almost . , .

In the wicked city of Kebwob, its
despot Vilgarre enjoyed breakfast on
his high balcony, entertained by the
pains of a "heretic’ who was being tor-
tured for talking of flying through
space and visiting other worlds - the
captured prisoner from the Arcadia.
Vilgarre supported his priests — their
religion was another in his arsenal of
political weapons for the oppression
of his subjects—but he had an interest
inthe planet-infested sky above which
was not so Godly.

He hoped the “heretic” from the

blazing wreck could tell him something
of his fiying ship's nature, perhaps
something of the worlds out there that
Vilgarre craved to rule, and more tothe
paint, how a star vessel worked.

Butthe passenger was no physicist.
In his pain he babbled about a man
called Cross, the only one who might
know how to build a space ship for Vil-
game and help him spread his empire
across the sky,

In the village Cross and Jin learned
from the old man that guarded relig-
ious relics lay in the desert, but from

THEN ALL WE
GOT TO PO IS FINP
A FEPERATION
BASE ANDw

" 'TIS A WORD | HAVE
¥ NOT HERR D SINGE MY YOUTH,

STARSHIP —

WE USEDR TO SRY IT TO
ANNOY OUR ELDERS,
BUT THINGS CHANGE -
IT IS BLASPHEMY

MOW 4y,

the way he spoke of them Cross sus-
pected they might be the remains of
old space ships. Leaving the survivors
in the care of the villagers, Cross, Jin
and a gambler called Mandrell set off
in search of the relics.

After many days journeying, they
cama across the ancient hulks, and
approached them unchallenged.
Leaving Mandrell and Jin to keep
watch, Cross located the ship com-
puter's vestigial memory and merged

LOOK
AT THE OTHER
SIDE OF THE
SKYir,

T
COMPLETE mY
ORIGINAL PROGRAM.

| MUST GET MY
PASSENGERS
DDT'-? EARTH,
' OU UNDERS
THAT 7 PO Yo i

J
UNDERSTRAND
_ ME 7

- B B
N

withit. But it was quickly apparent that
the vessels had lain there for centuries
= they would never fly again,

The three returned to the village to
find death all around. One fellow lived
longenough to tell them that Vilgarre's
men had attacked, slain the villagers
and left with thefircadia’s survivors in
chains.

With his peculiar abilities, the
departing soldiers’ infra-red trail
across the desert was still clear to

OH | BELIEVE YOU,HERETIC
WHAT | WANT To KNOW 1S
HOW PO | REACH THEM .
HOW CAN | TREVEL TO
THESE PLANETS '

OF YOURS/

IN STARSHIPS —
VESSELS UHICH MOVE
THROUGH SPACE/ BUT |

B

FINP CROSS —RASK
CROSS —HE KNOWS /|

KEEP TELLING YOU | DON'T |}
KNOW HOW THEY WORK,/
ICAN'T BUILD OME)




— SHIPS 7O SPRERD %
MY EMPIRE ACROSS
THE SK\Y,.» -

THE HUMAN CROSS HAP DIED IN THE CRASH —
THIS ONE WAS A BIZARRE MIXTURE OF

HUMAN, COMPUTER AND VIRUS, HE HAD

SOME EQUALLY BIZARRE POWERS .

icAN T
2o m)
F’RDEESEO — THRT WAY | CAN

INFRARED
B LIGHT,

'SEE' THE TRAIL OF
HEAT LEFT By THE

RAIPING PART'Y..,

-THE PARKEST RETS
RUNNING IN THAT SEWER

WERE THE IMPERIAL GUARP -

FEAREDP ANF HATER BY
EVERY LIVING THING ...

Unaware of the outlander's superhu-
man strength, the Guard Comman-
der's last scrap of awareness, as his
own blade sliced through his throat,
was to discover just how little he knew.
Jin and Mandrell grabbed any
weapons they could lay hands on, Bul

M there were too many enemies, and the

SIMPLY FOLLOW |
THAT HEAT -
SIGNATURE i

FE b

But Cross had different notions.

three were forced to flee through the
rear of the building, out towards a
primitive suspended railway behind
the howel,

Grabbing one of the wooden boxes
that passed for cars on the moving rail-
way, they leapt aboard and were taken
out of the station across the rooftops.
The chasing guards boarded the fol-
lowing car, but suddenly Jin saw
another car approaching from the
oppaosite direction, also filled with
enemies. were trapped|

In desperation, Cross reached up to
the pulley carrying their car on the
overhead rope, and stopped it from

UE TRAIL. LEDP TO THE CITY
F KEBWOB —CENTRE OF
UWER FOR. THE VICIOUS

POT VILGARRE

Cross. S0 he set off with Jin and Man-
drell in pursuit.

The trail lead them to Kebwob, but
with its high, well-guarded walls
Gr:uss' computer mind callglulatad their
chances at getting in as being very
low. Mandrell had a plan however —
one that played on a very human emo-
tion Cross knew nothing about —

The sfory was that Mandrell, a man
rmade mad by gambling and posses-
sed of valuable trinkets (such as digital
watches), only liked to gamble for
bailts. The guards that stopped them
&l a main gate were taken in — what
could they lose but their belts? Inside

the guardhouse Mandrell lost enough
to keep the game going, until Cross
had collected all the guards® belts.
Then he, Jin and Mandrell made a dive
for the street side-door, and es
as the surprised guards tripped over
their collapsing trousers.

Cross, Mandrell and Jin took shetter
in the poorest quarter of Kebwab, a
city terrorised by the fearsome Impe-
rial Guards, Vilgarre's bluntest
weapon of oppression. But their pre-
sence was hard to hide and soon

enough Vilgarre's guards found them.

They were searching for 'tha tall one’
who was required to watch the ‘here-
tics' being purified in the great
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tuming. The friction this created he

used to amplify the virus in his system

and provided power to bum through
the rope. It snapped, plunging their car
a few feet through the flimsy wooden
roof of & house. But the guards plum-
meted much further, down into the
crowded streets below, and were
maimed or killed.

Next day Cross, Jin and Mandrall
made their way, disguised as locals,
toward the great Cathedral for the
"purification’ ceremany. Their first
sight of Vilgarre was of a darkened
figure in the Imperial Box, listening as
the High Priest intoned ritual words.
Huddled together near the high altar
stood the "heretics' - Arcadia's
remaining passengers — awaiting their
sacrifice. Cross stepped forward and
challenged Vilgarre to stop the cere-
mony.

Astonished silence met his demand.
Then the High Priest protested the
sacrilege. But for a moment Vilgarre
remained silent - he had what he
wanted — the man who could make or
find him a Starship.

‘Take him!" he ordered the guards.
The nearest man attacked, sabre
drawn. But Cross merely caught the
weapon by its blade, and forced the
amazed, then temified quard down to
the ground. Cross’s hand showed no
sign of lacerations from the razor sharp
sword, and his ferocity quelled any
further enthusiasm to approach him,

~HI5 BizRrRRE
REPRIR Pam

Again he turned to the despot and
demanded that Vilgarre give him back
his people. Vilgarre sensed a deal
would have to be struck —a starshipin
return for the *heretics’. The bargain
would be easy enough to break later.

In his castle, Vilgarre, having heard
ottheir discovery of the old hulks in the
desert, told Cross of more relics which
he might visit. He told them that they
were to be found in the Buming Lands,
a place from which few men had
emerged alive. And he gave Cross 30
days to return, with a space ship-
otherwise the Arcadia's passengers
would all die.

With no other options open, Cross,
Jin and Mandrell set off on mounts
supplied by Vilgarre for the Buming
Lands. When they had departed, Vil-
garre descended to the depths of his
castle to awaken Karrian, animmortal,
old beyond measure, wrecked,
enslimed in evil and bound to Vilgarre

HYERID CELLS CouLp
AGED TiSSUE MBMY

TIMES FASTER THAN NORMAL —

—BY THE TIME HE REACHED

THE SWORE:, THERE WRS LITTLE
TRACE OF THE TERRIBLE WOUND/

IT 1S OUR BARGAIN,
KARRIAM/ —THERE
IS ONE WHD MUST
BE FOLLOWED - AND

THEN KILLED WHEN
HE FINDS

LSOMETHING —

=

3
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SOMETHING TUBT
FWANT, | THINK
ITISTIME TO
BRARGRIN e

klicks deep. The trio were ponderinga
means of getting across when, sud-
denly, natives heid aloft on hang glid-
ers attacked them,

With his computer-fine instincts for
gauging distance and speed, Cross
leapt down onto the nearest assailant,
knaocked him from his perch and then
glided round frightening off the
remaining attackers, Lower down the
chasm Cross landed and discovered
the natives' village clinging to vertical

S00N THE VORTEX STRRIGHTENED
OuT AND DELIVERED THEM TO R

WIDE SPRCIOUS HALL

by arcane ties. Vilgarre ordered Kar-
rian to follow Cross, watch him, and be
ready to kill all three when the right
moment armived and a working space
ship had been discovered.

Deep in the post-nuclear Buming
Lands, Mandrell was startied when
Cross told him they were looking for
usablefuel cells, nota space ship, Vil-
garre already had the starship within
his grasp, Cross explained, only the
despot didn't realise it. Cross would
say no more and Jin's pre-occupa-
tions were with the evil she sensed fol-
lowing them,

They came to a temifying gorge 20

rocks. It was unnaturally quiet though,
something had slain all its inhabitants,
Jaining him, Jin sensed that the evil
thing following them had dane the kil-
ling. Cross discovered a sailwing, big
enough to carry the three of them, and
mounting it, they headed for the oppo-
site side of the gorge.

Once safely down, the explorers
continued on foot, taking occasional
rests. It was during one such stop that
they were startied by an ancient
cowled figure approaching, offeringto
guide them. Jin urged Cross to ignore
it, knowing that this was the evil pre-
sence she sensed had been following

T VW=




them. But Cross was prepared to
accept the thing's guidance on his

own terms and was sayingsowhenthe

creature was rocked by four Cross-
bow bolts thudding home in its chest.
The killer was Jin . . .

Her actions made Mandrell angry,
their only hope of a guide was dead,
but Jin was unrepentant; the creature,
she said, was a monster with only
death in its mind - theirs,

During the next day the three seek-

-

HAT IS THIS Y
PLACE CROSST |

WHO BUILT £
CTY

ers arrived at the edge of a vast, flat
featureless plain. Cross stepped down
onto it—and immediately began mov-
ing away from the edge and the others.
But he was delighted, recognising that
this was a sophisticated transport 5ys-
tem. Jin and Mandrell joined him, and
together they all moved away from
'land' towards the distant centre
where a gravity ‘whirlpool’ carried
them vertically down into the vast lit
underground hall of an ancient space
port.

Down some less well lit passages,

_—

CANNOT TO
SRR Win
= DEATH/KAR

| Coes & HuRlnEEH[Ea
\ PRINFUL LIFETIMES
. LONGING FoR, &

—

they came across a hangar bay
packed with the essential fuel cells
Cross had been hoping to find. And
they also discovered a flier, old but
waiting to be usad. With the fuel
loaded, Cross up the vehicle
and flew fast, back towards the gravity
vortex in an attempt to escape the

port.

At full speed, to overcome its down-
ward force, the vehicle hurtled at it,
through the sharp bend and up. But
something was coming down, Some-
thing hideous and — spiat. The re-ani-
mated body of Karrian was smeared
over the flier's windshield. To their hor-
ror the ruined figure started speaking,
telling them that nothing could kill Kar-
rian, it was he who brought his friend
death to others . . .

The flier hurtled up out of the gravity
vortex with Karrian incredibly still i
clinging to its windshield. But before
the monster could start clawing his
way in at them, Cross handed control
over to Mandrell, and clambered out-
side to engage Karrian in a scrabbling
fight.

By this time the flier's speed had
carried them back over the city of Keb-
wob. Cross and Karrian battled, pre-
cariously poised on the roof of the
craft, hi%h above the spider web of
streets. Cross caught his opponent off
balance, but clinging to Cross, Kamian
pulled him over the edge so that they
both tumbled towards the ground.

Mandrell put the flier into a steep
dive and screamed down after Cross,
matching speed with his falling mass,
sothat Jin could reach out and pullhim
in. They just managed in time before
Mandrel| had to pull out of the dive to
avoid the ground.

Back aboard, Cross ordered Man-
drell straight to the towering Cathed-
ral, and in through its massive doors.
The flier sto at the high altar and,
getting out, Cross told Jin to load fuel
cells into the 'sacrifice’ chamber,
where he was sure they would fit per-
fectly into slots provided. Meanwhile
he lifted a stone slab off the altartop to
revel a complex of controls beneath.
The Cathedral itself was Vilgarre's
starship!

As Jin completed her task, Vilgarre
arrived with guards and the Arcadia’s
survivors. The despot was furidus. He
wanted a space ship and Cross had
brought him a flying cart. Smiling
grimly, Cross pressed a control which
caused devices all over the Cathedral
to glow and crackle with power. Vil-
garre's guards started fleeing in terror
before their Gods' wrath,

Amidst the gmuringr%anic. a terify-
ing voice cried outto Cross, It was Kar-
rian and he had unfinished busi-
ness. ..

Vilgarre had his starship, his dream
of empires in the sky was nearly
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realised —only Cross stood in his way.
He shouted at Karrian, telling him to
take Cross and his companions, and
having killed them, he would grant Kar-
rian the oblivion the creature craved,

As they struggled Cross told Karrian
that Vilgarre lied, that only he, Cross,
could really provide Karrian with pain-
less oblivion,

Karrian sensed the truth in Cross,
and turned on his master. Grabbing Jin
viciously round the throat, Vilgarre
pulled the girl before him as a shield.

HOPES OF
WHAT?Z? H
LIFE WITHOUT
PURPOSE 7 NO
LOGICAL
TASK TOBE
CARRIED
OUT
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THIS IS WHAT
1DID FOR

But Karrian lashed out, knocked her
aside unconscious, and grasped Vil-
garre in a death hold. The despot had
tricked him all along, used him in their
obscene bargain as a bringer of death
to Vilgarre's opponents. Now he killed
Vilgarre, thrusting a sabre blade clean
through the ruler of Kebwob.

Cross kept his bargain, and sent
Karrian into the ship’s anti-matter
drive field, where the creature's atoms
were painlessly scattered across a mil-
lion universes, making itimpossible for

IT RELAXED THE
IMAGES T™AT
IT GENERATED
TOFILL IN THE
MISSING PARTS
OF THE HUMAN'S
BODY— IT
CERSE[L> MONI-
TORING THE
FUNCTIONS AND
JUST STOPPEPR,

[

PLANET WITH THE

NOISE OF A THOLSAND
THUNDERSTORMS
AND WAS GONE w

them to reform and bring back the
immortal being.

Tuming to Mandrell, Gross told the
gambiler that he must now leave them.

Earier, Cross had discovered the
ship’s firing control was situated out-
side the 'Cathedral’. He preset the
hyperspatial co-ordinates for Earth
while Mandrell tried persuading him to

r

remain with them, But Cross was still
more machine than man, and he felt
the need to be a machine again . . .

With the Arcadia’s remaining pass-
engers inside, Cross went to the
nearby building where lay the ignition
control, remotely sealed ship's doors
and set it for take off. Within the vessal
Jin recovered consciousness and
realised that she had lost Cross
forever.

As the great star ship strained to
reach the sky, the silly clutter of bits
and pieces that had been built on to
her over aeons fell away. The mighty
vessel powered off up into the sky like
a thunderstorm, consuming wicked
Kebwob in the fire of its leaving.

From the flames Cross strode away
into the landscape, searching his com-
ponent parts, a man's soul, virus and
computer brain, his mission as Officer
Cross completed. High on a spike of
rock, far from anywhere, the Terminal
Man finished . . .

To be Continued...
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Long, long ago (We're talking the sort of
time when Ah Diddums was in its hey-day
and long before this particular Comps
Minion was even a twinkle in Mummy
Minion's broom) a rather strange com-
puting magazine appeared on the news
shelves one wet January morning. Even
stranger was the name — CRASH. A
magazine dedicated to assessing the
latest games, it made other magazines
laugh. ‘Ha ha!’ cried they, ‘a mag that
spends most of its time talking about
games - give it a few issues and it'll die".

Anyway, enough of the pretentious 'lit-
tlewouldtheyrealise . . . 'historical style,
40 issues under our proverbial belts and
CRASH is currently the biggest selling
computer magazine in Britain, But what
ever happened to the fabled Issue One?
It sold out at the time, and such back
numbers as Aggie had in stock, disap-
peared a few months later. There isn’t
even a copy floating aout the office, and
hardly anyone at Newsfield Towers has
an idea what Issue One looked like— Until
now.

Through the kindness of a CRASH
reader (who wishes to remain anonym-
ous), wee've obtained one of the last sur-
viving copies of Issue One. The reader
sent us his entire collection from No. 1to
No. 39 1o be used as a prize. Of course,
some of the earlier issues are a tiny bit

‘used’, but on the whole it's in excellent
condition,

Not only that, but we've tucked them
away in three brand new CRASH Binders
— and someaone is gaing to win the lot!
Whoever it is will be winning over £50
worth of CRASH memorabilia for the
price of a stamp!

Simply hunt out all the names in the
wordsquare of the people who have
worked on CRASH over the last three
years, and pop your solution in the post
to ONE WANTS ONE COMP, CRASH,
PO BOX 10, LUDLOW, SHROPSHIRE
SY8 1DB to arrive here by 28 May latest.
First out of the bag wins. You can send in
a photocopy if you don't want to cut up
your magazine.
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i from thé aiihon of tag seller
% SHOGUN. Lances Plasell
cames 27 EA T and a fevedes
combuder game oimalation facken widk action
Qe Wluimeing graghces. T T io the :
ErTliny Ssng o] & man axd ar (HaRd. Bdcomé |
Dk Strsae - apinale a emeagalen. Ll ; ]
wmdiipalarnr of wen dbciicg 1idkes ﬁ'egamf cmgmcz."m-c
Eiten d wornlel of Sovet, tn; Dlédeheniy, condfitiie awed wecereler -
d  gietes .:-.4’ 5;4414#’ .:'Jrﬂr':'!qfnmix.ﬂ"‘ L :

Copright 1986 James Clavell. Tal Pan is & rega!emd'hdumart
21986 de Laurentils Entertainment Inc.
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Now you can experience
the World’s Greatest Sporting Challenge....

Alright. 50 you ve wiped cat the Rassians in Summer Games ® You've scorvd nesr perfecd Hs in Sammer Games 1™
And your perfarmance in Winter Games™ now sends chills down competitar’s spines. Well. just bow far are you wilieg o o
prove you re the best? Does 24 000 miles souml reasonatie®
Visit exotle places,
In Warkd Games.™ oIl wing your way sround the gobe beating e s off foreignees in eight miernstons] events, s one
authenti Io its country of orgsn. You'll see meredible, exntic Incakes a5 oo trvel the warkd circait. Why vou'll even D v e
neracreen loar guide ko smosth your way
The events the (lympics forgol.
T hescomee thie ctiampon, you'll bave to dive off the Ereachemsis olits of Acapulen. G stamach 1 sbimach with a #0 posind Jaaiest
sumnn wrestber Jump barrels in Germany And pump heavy irn in s

Mext, i off to Scatland for the caber toss, Cannda, for the near impossible g mil France, o ik tie Sllom,
And, al fst, the LS. al A, to ride the meanesd ball in (he stales

|
"N{M EP}.H h]‘ing yiou tht‘*ir most Uutﬁ[anding 5"](]rh§ This. then, i a challenge of ghibal proportions. The quesfion is, ane yoo ready 1o/go the distance? !
simulation to date — World ﬂﬂ.mf‘*"n, fl"aturim.f Elqut “ljﬂgmmrhtljuhr!mntr E.'Ilil'al;l:in , Sumo Wrestling, Rull Hiding. Barrel Jumping, Log Rolling, Weight Lifting, i
: i - : - : Stalom Skilng, and. of ¢ . the Caber Toss.
exciting new events from around the world to test your veshspen et Bkoaiming .'
joystick mettle to the full. Zzap 64 Jolei the Warld Hall of Fame. That ks, If you acquire the gold, One o eight players.

Commodore 64/128 59.99 cass. $14.99 disk 15, o ot
Spectrum 48K $8.99 cass. ;3 Holford Way
Amstrad §9.99 cass. §14.99 disk  pmnsham B 7AX

Telephone:

Atari ST §24.95 disk 1256338




