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19 SPECIAL CRASH READERS' OFFER
Four great Gramiin Graphics gamas in a not-to-be-missed offer!

48 TAMARA KNIGHT

Mal Fast-Food Salesperson in Punningly Penurious Shock
Horror bon

59 FLAJ’IHG TIPS BgPPLEMEl:eT R
fips, cheats, 5, solutions
R e i :

123CRASHTIONNAIRE
Yas folks, it's tha annual guestion-tima baano. You tell us what you think!
There's a prize draw too!

13§ THE TERMINAL MAN RETURNS

A six-page feature update of the first twelve episodes, just to get you in
the mood.

REGULARS

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

10 NEWS

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

37 LOONAR JETMAN
Lunar-cy leads to lingering liquidation almost

40 LLOYD MANGRAM'S FORUM
Someone's angry about Arkanoid, plus other hair-raising complaints
from readers in the letters pages.

50 BREWSTER'S ADVENTURE TRAIL
After laaving Grange Hill, Derak uates to PAW ing and weird orlantal
arts. Plus SIGN T, STUMPS and HEROES.

92 PBM MAILBOX
The Latast news from Brendon Kavanagh, plus your letters.

99 PHILIPPA IRVING'S FRONTLINE
Tobruk and Battiefield Germany reviewed by the Scourge of Japanese
Tourists, Letters and tips toa from the bayonet-heeled one.

104 CRASH COURSE
Rosetta McLeod pulls someémore educational softwang down from the
achool library shelves.,

106 COMPETITION WINNERS

108 TECH NICHE

Jon Bates continues Midi and Franco Frey does some advanced
120 PREVIEWS

Meredy Mangram returna to head up mﬁmmﬂ

mhmmmummunmﬁnunwmmmuﬂﬂm
132CRASH READERS’ CHARTS

143THE TERMINAL MAN
Oiiver Frey's comic strip hero, Cross, comes back to life for the start of
anew 12-part adventura in the alien Dyson Sphere.

DO IT YOURSELF

39 GFIEATE A NEW GREMLIN HERO
win yourself a Spectrum + 3 Games and T-shirts 1o go too!

94 WH'S CRASH TRIVIA

Second of our chances to win a Ferguson MCOS Monitor, Interfaceand

a Spectrum +2.

108WIN A HOME AQUARIUM!

FTL have a fishy prize to celebrate their next Sweevo release.
142WIN CRASH SECOND-HAND!

Well, aimost! A rare to eatch up and hands on the
fmmmﬂr-ummwu ﬂlmdrﬁmfhm

The next issue of CRASH is on
sale from 28 May, in the Year of
Qur Lord Nineteen Hundred and
Eighty Seven or MCMLXOOXXVII
for Latin scholars - and it's the
lions for anyone who forgets to
buyit...
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MORE NEW
FACES

Having announced that | was
retuming to the editor’s chair in
last month’s issus, and that
Richard Eddy had moved over to
CRASH from AMTIX! to help with
reviews, there are still further new
faces fo introduce this month,
Who are the two dashing,
debonaire blades in the picturs,
you 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
livaes in Ledbury, a town in
Herefordshire almast as beautiful
as sleepy Ludiow (he disagrees,
considering it to be the other way
round). lan’s fairly new to com-
puter gaming, and was press-
f from his happy life as a
ance journalist because it was
assumed that if he had survived life
this long by selling words, he must
ba 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
t5 to write the “introductory’ parts
of gama reviews = you know, the
bits that start with a large capital
letter to tell you where to stan
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, Clardn
Brennan. As you can tell, ha's
Irish, and hails from fair Dublin. A
sub’s job is to make sure avary-
thing is Ermi -read and appears in
correct English (don't ask what an
Irishman knows about English, as
Ciaran is likely to reply with the fact
that the Irish are the most literate
and educated populace in the
EEC).

» CRASH newcomers lan Phillipson (left) and Clarén Brennan.

Ciarén rewrites anything that
neads it and is otherwise gainfully
employed bashing reviewers
around tha haad to make sure they
actually do the writing in the first
place, s0 ha's gotl something to
correct. Ciaran's hobbies include

» Local from Ludiow - Gareth Adams,
& new reviewer lor the CRASH team.

drinking (" just the occasional
drop’) and rubbing his shoa heals
on the office nylon carpet and then
delivering mighty static shocks to
recalcitramt raviewers. If you're
imterastad, the funny little accent
over the Ain his first name is called
a 'lodder’ or something like that),
and ‘broadens’ the letter to make
it sound like an O |

Another Ludiovian joins the
team this month. Gareth Adams
has been a GRASH reader since
Issue One, and a Spectrum owner
for longer. His attachment to
CRASH up until now has largely
been through serving alcoholic
refreshment 1o team members in
the Bull Inn, around the cormer
from CRASH Towers, but recently
he decided the monay was easiar
here. Aged 19, he's studying for a
Diploma in Electronics and =
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VIDEO
ACTIVE

Budget Software house, MASTER-
TROMIC, are about 1o launch two
new labels, but they've nothi
dowith computers, Master

and Master Sound will produce
videos and audio casseties and
LPs respectively. Some of the
maora notable videos scheduled for
release are Falix the Cat, Creep-
show and Rock, Rock, Rock. The
only cassette CRASH has heard
s0 far is Heal Of Soul, a compila-
tion of classic soul tunes —most of
them cropping up in Levi commser-
cials these days. The vids are
hoped to retail around the aight
pounds mark and the LPs at
roughly a fiver,

LATE EX PE CTATIONS

The elaborate Tau Ceti system is
onca more a foraan
arcade shoot "em up CAL.
Traxxion, written by Jay Darret,
cantres around a construction
satallite orbiting Reema. However,
after the Tau Ceti wars Traxxion

Dram—

man, your skilis are called upon,
on Traxxion reveals a far
more problem, the reactor

SUMMER CETI

has started to meltdown. You have
to act quickly. and locate the axit
from Traxadon's monorall system
belfore the inavitable destruction.
As you well | , the
monorail is hazards
such as robotic workers and obs-
tacles that make Just that
litthe bit more difficult. a.i.nmhnp*
ingfor a Junerelease ata yettobe

RAID IN
MOSCOW

sn't exactly huge behind the lron
Curtain, pirates are runn mmh
produﬁ'ng

mﬂmmm
atﬂ'laaqm ﬁg

tubampomulnr'mim
copies of In

Although the computer industry
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High up, an enamy aircraft comes
within killing reach in F-15 Strike
Eagle

Due to the Easter Holidays, this
issue of CRASH had 1o be finished
a bit earlier than usual, which
meant that some review copiles of
games arrived a wee bit late for a
tha full treatment. However, as we
never like to let you lot down here's
a small taster .

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

10 CRASHMay 1987

graphics combined with a bit of
puzzie-solving. Stranga rumours
also abound about killer car-
rols. ..

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

Tha view from the Gunship

craam.

From mcro PROSE, who have
recently been let off tha us GoLD
leash, comes Gunship, a strategic
helicopter simulation and F-15
Strike Eagle an air combat game
Full reviews next issue.




THIS COULD BE THE FIRST UTILITY TO TOP THE CHARTS
A f‘!-,_‘_‘_ \

ALL THE
FUN OF THE
FAIR

No sooner does one ZX Micro-

DFPs 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

fair seam to and then anothar one naw programming techniques
is well on its way. The next gather- which enable them to increase the
ing is to held on May 30th at the density and vanety of objacts on

Horticuttural Hall in London.
CRASH won't be there this time,
mainty dua the fact that wa have to
spand our tima doing something
called "writing a magazine.' For
Microfair details, give Mike
Jonston a ring on O1 801 9172.

screen. Missions are plannad to
include air superiority as well as
ground attack sagquences. The
expected release date is early
Autumn, and as ever we'll bring
you a full preview as soon as pos-
sible.

ACTIVISION CLASSICS

wan

ind Twa?
e MUSIC, Sound
1 FIREBIRD SILVER have

CHEAPIES

PrisM LEISURE have just bought up
ADDICTIVE GAMES — the company
that pushed Kevin Tom's faceinto
the limalight, and produced tha
infinitely popular Footbail Man-
ager. Prism are re-releasing that
particular classic at £2.99,
although from the amount PrRism

sales figures we can't help won- - - - - — e
dering — is there anyone out there FAS) wsn Cecin : - ADE B TIINE DEIE B TR 179
'Nhl;]g 1 allﬂﬂdj' gﬂtﬂﬂﬂg}"? * s " . i TRADE HWOTLINE 0625 61537
Also about to be releasad on
BusBLEBuUs’ Mini Bus Lineat£1.99
is a previous CRASH Smash,
Wizard's Lair. It's a arcade adven-
ture featuring delightful graphics,
and is still recommended by the
CRASH team. Finally pss' Swords
and Sorcery is now on release for

'HAVE YOU GOT THE MIDAS TOUCH?

ara crowing about its immense a vary reasonable £2.99. IF SO
KEEPING IT STIFF MIDAS MARKETING

The next release from PALACE is to ing action is a spoof on the ripping REQUIRES

tocay s most respectod program-  Many of the ciches of the Gomics

e i Il L T, O YOUR BEST GAMES PROGRAMS
ihe forunes o Sebastion SUMID. fure. Proview next 8 NopaCly. FOR

and his three intrepid in the meantime we'll leave you to

in their tropical quest for t

ogle this screenshot.
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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 TO US AT:

' W | : L MARKETING LIMITED
i:}-#&— 35 West Hill, Dartford, Kent

i - E n Telephone: 0322:-92513/18

CONTACT: PAUL GODDEN-WOOD




| did it in despairl After last time,

when | I'd nerver ever see
another launch, | sold my soul to
Mi5. Soheretheyare . . . thecon-
tinuing adventures of Minson -

It started with a brick which
crashed the window,
bounced off the back of my

gently
bonce and fell to the floor, Appa-
rently this is a new Post Office ser-
vice for the delivery of top secrel
. As | read the words
'UdunnLnimﬁaqum—Hm
. ran down
Smmrmumtmm&wm
way that | could miss out on this
i

up on Su “til at least mid-

ill, | managed to drag mysel!
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. Afew skulls gat dug-
gudlmthammm.ﬁgellﬁl“s&b;g
mgﬂ ideal Sunday morning
entertainment! Play the game,
watch the movie and get paranoid
about bombs in your backyard|

Then there was the liaison with
the mysterious woman. Why was
Could it ba thai ahe was hiding
from somebody? If so, she
couldn't have picked a better
place than the masTERTROMC Offi-
ces. Titchy little computer casset-
tes are ona thing, but now the
company has gone in for great big
video boxes and stacks of 12"
records, the place begins to
resemble a maze.

Luckily the late lamented mas-
TeRTROMIC Mata Hari, Alison
Beasley (for it was she) spirited me
away to an exotic basement where
| tucked into a steak, she lackled
an oversize chaase salad, and wa
ﬂaposadu*ncmm:ﬂboﬂmm‘

ne

suaded me that

Mastervision will do for your ears
and eyes what good old M-tronic
did for your chips. With soul class-
ics onthe LP and tithes like Creap-
showand The Exterminatoron the
VHS, I'm convincad.

*But what about the new arcade
machines you're producing?
Whers will go?’, | asked. Ali-
son tumed . ‘And MELBOURNE

12 CRASHMay 1987

Over the meal she easily per-
Mastersound and

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.

HOUSE are moving in, aren't they?'
Listen, if you've gotaroomtolet, |
reckon MASTERTROMIC has a cor-

" Niore mystory as & foreign
power, whose isa
cartain Mr Wright, ed |
should go to church. By now | was

used to meem?'a in
uni locations, and i this mys-
terious blond wanted to slip me
something between the pews, he
was in for a big surprisa.

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

Lots of good stuffto vid, such as
Star Raiders ll, 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 maal
= it was a race to see whathar the
audience or the food would cool
off first as the hard sell dragged on.

Alavish do indeed, in a selting
that makes The Rocky Horror Pic-
ture Show look subtie. Would you
believe silver candleabra with
AN 0SSR W D T

wa om t
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 axcitemeant, which is why it
was something of a relief to be

contacted by my supenors and
askedtol igate some odd
goings on near Abi .Could it
really be that they suspected HEw.-
son of being in league with the
anaﬂy?

It didn't take long to discover
that the company has indeed got
K ges b 1 oare of Seigian
It goes by the name of
Urquhart, a trainee human being
who could give Liddon a run for his

in the Gross Out Olympics.

Christian is a damn good program-
mer though, and Gunrunner, his
first project for HEWSON promises
ta?aanwga-blmwﬂmtm-
up

'Of course 'l still have to file my
report with M', | told Andrew
Hewson. A sly look came over his

out to lunch first." *Are you trying
to bribe ma?' | asked, but it was
too late - Julla and Debbie were
bundling me into the company car.
We drove at a reckless pace
a deserted country lanes.
Wou lms?’enh:jl?usﬂ'&ﬂ
dapenny again? Did | want to when
Immmanwwufﬂmﬂdaliglﬂv
ful damsels? By the time they'd
Hshadfo?gmmyht:ncewith
school. Tha

times sarves as a film preview

theatre, only to find myself part of
sevonp's Star Trek /V celebration

The film itself is odd, to say the
least. Kirk and the rebom Spock
take a trip back 10 1987 ina
Klingon ship to save the Whales! |
bet sevoMo wishes they had similar
time-travelling abilities, so they
could capture a copy of the
ram. Okay, so they had the ST ver-
slmﬂwﬂ.blh:whgxdbuut one for
a computer like a rum, that
real people can afford?

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

tell their poor, gullible readers
about them. it like thare
was going to be more action in the
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-
Nghtand 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-
whaeare new 1o rest his power sup-
. He told me a whole lot more,
as it was all in Swedish | didn't
understand a word. Mayba | just
w:ar.sn'1ﬂutg.mmfurthﬂu?aﬁ'u_ta!aik.
was on the ver resigni
wrmn'laphonmg:;mdan e
unmisiakeable tittar out. "Hi,
John', said the titterer, | bet
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 no7' said

the one, ‘Well, ask ma
about date with Maria Whit-
taker." " theotherona ... ", |

cried. ‘I've got pholographic evi-
dence’, he giggled, happy as adog
with two bones.

> Maria Whittaker - more next month

At that moment another brick
crashed through my last unbroken
window. A pictura was attached to
it. | gasped. So Baxter wasn't
'1"‘""9"- .. what was the explana-
tion’? I'd tell you if it wasn't for the
Officious Secrets Act, but as it is,

‘Il have to wait "til next month
or the facts of Baxtie and the Page
Thrae Bird. Yours in F&L
(Shaken and Stirrad!)

HUNTER S MINSON




Meet the
Irinter

interface

with a gift

for words.

Before vou buv a printer interface, it's worth
thinking ahead.One day, vou'll probably want te write
someone a letter. Dralt an essay. Or create a report

With BamPrint, it couldn’t be simpler.

HamP'rint gives yvou a powerlul interface to the
huge range ol popular Uentronics prinlers.

Its also the only interface with RamWrite
‘Instant Access” word processing built in.

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

The RamWrite program uses ‘Instant Access’ so
there's no software o load, and takes none of the
compuler’s precious memory. In fael, it's the
simplest way ti wiite a tetter on the Speciriim.

The cost: just £54.95 (cheaper than buying an
mierface and soltware separately). We've included
the printer cable - and even a joystick port so vou
van play games without unplugging.

lo get vour hands an ane, simply Gl in the

eoupon. Whichever way vou look at i, it's a gilL.
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“ Well done acTnason! Al
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 ftrack 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. "
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* Full Throttle was undoub-
tedly my favourite race
ame, but | must confess,
nduro Racer has converted
me. It knocks the pants off
Spectrum race games. The
graphics are superb, the
bumps and ridges in tha
roads are conveyed excel-
lenthy. My only moan is the
48K sound; it's been used
endlessly for Formula 1 rac-
ing cars, helicopter rotors
and aircraft angines. They all
sound the same! Still, the
superb front end makes up
for this, it's got a good high
score/best time table and
loads of options. Enduro
Racaer 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. *
MIKE

t, m{cmmu. mm and
to losing
speed on jumps).

At the start of every race a timer
Is set to 60 seconds, the limit
within which the course must be
W»mmuﬁmm

complete a course is displayed
at the end of each circuil. Oppo-
nent racers pose a threat in as

Muammmmﬂ
mmmmzpm
abia time as you
The second ftrack, set in a
gesert, s made aeven more
treacherous by the addition ol rock
falls, and the presance of a jesp

CRITICISM }

“ Whoever picked this for
an actiision 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
else that compares with its
graphic realism or playabil-
ity, The scenery Is well
drawn and moves smoothly
past you in 8 most lifelike
fashion. What is so
astounding about Endurc
Racer is that it's an almost
parfect copy of the arcade
game (apart from the 10p
slot of course). The land-
scape and playability make
acTivision's latest one of the
maost addictive race games
you'll ever see on the Spec-
trum. "

PALIL

hurting  around course
alongside the bikes. Thaﬂwar
cuit tests your skills further by the
inclusion of water on aither side of
the track, and the two final courses
are avean harder — snow on tha
w.and sea and sand on the

not to include the arcade

bike saddle to sil on while

- you'll just have to borrow a
friend's molor cycle, or imagine
the sensation!

S [ ]

Control keys: delinable
Joystick: Kempston, Cursor,
intértace 2

Use of colour: generally
manochromatic, with back-
ground colour changad for
each course

Graphics: largs, baautifully
drawn, 1ast and with very
smooth scrothng

Sound: adequate

Skill levels: one, with
increasing difficulty on sub
sequant cCourses

Screens: live tracks
General rating: Arisky Spec
trum convarsion that has
paid off handsomealy, provid

ing ail the thinits and spills of
the original

Presentation 90%
Graphics 04%
Playability 93%

Addictive qualities 91%
Value formoney  86%
Overall 92%

[

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

his  multi-directional air-

borne shoot ‘em up is a con-

varsion of @ 1881 Atan
arcade favourite. Having passed
through a time- warp uﬂm
modem jet fighter

rent aircraft . . . 1nﬁ'ha‘faﬂl'1925

Mhawaybmhtumwn
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
eveniually 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
aﬂir:km aircraft — these evolve
wit time zone, progressing
from bi-planes to helicopters as
the vears pr . Your
advanced su ter man-
peuvres in all directions, and
blasts the enemy from the sky with
its high-powered cannon. Ten
points are awarded for aach "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,

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.

Agent X —he must have written this
@. The graphics are -

COMMENTS

Control keys: top three rows —

left-hand to rotate left; right-hand

to rotate right; bottom row to fire
: Kempston, Interface 2




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 né must produce the
‘Scaptre of Bagdad® to show his
people that he is fit to govern their
land. However, on one such occa-
sion the Caliph has woken aarly,
feeling decidedly strange. After a
quick bodily perusal ha discovers
that he has shrunk to tiny propor-
tions. Desperately ha climbs from
his bed, and clambers up to the
Magic Lamp that sits upon his
dressing table

vigorously rubbing i, he awa-
kens and consults his Magic
Genie. In answer to his questions,
the ever helpful phantom talls him
that ha is the victim of a spell, cast
by a wicked wizard. The Caliph's
home has now baen turmned into a
purziesome palace of shark
infested rivers, buming deserls
and seemingly impenetrable bar-
nars

The Scaptre is at the far and of
the palace, f t is notl reached
within the ordamed tme the
Caliph's reign will comea to a pre-
mature end. The Genie promisas
o help, but his aid s imited to
advice as he cannotl leave the
lamp. Therefore the Caliph begins
his guest alona.

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

SCEPTRE OF

___|GARETH |___

‘Ughh !I" I hear you say . . but
wait, they've mllad!halr
socks up, this

always like onginal .and

over them. Only two objects can
ba camied at once, the last
acquired being displayed at the
bottom of the screen. An inventory
of nems carried is accessed by
prassing the space bar

Sections of the palace and its
rounds can only be crossed if the
Ahph 18 In possession of certain
objacts - the coconut is needed to
cross the desert, but the sling and

PAUL

____Isenl

I'm not sure that the

" Sceptre of Bagdad puts a lot of full priced software to shame
gameplay will appeal

gives
feeling. This is a must if you're an "if at first you don't
mmd fan - especially at the budget price. "

1-"'!!-\-1.'1 fﬁ- -1#'1.-'(.1(-.-'-\--1.--',,-1.-'.,-' 1,.-1,...-.,‘,..-

o
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B I's either the time of day to pray, or else the sun is withering the Caliph's

comiort able form.

pearl are first required to get the
coconut!

The Genie gives a cryplic but
useful clua when his lamp is rub-

** Sceptre of

attractive and colourful, and 1
they're not bad

s & steal. "

Bagdad has pushed aTLanTis into the world of
budget softwara. There are a lot of problems to be solved, but t

fully this process has (o be carried out logically, The graphics are very

1o you off. The only thing that this superb
uct lacks is a decent uﬂifm—an. for £1.99, Sceptre of Bagdad

time
ank -

thera are problems in this area,

> Perhaps the magic lantern can help our corpulent Caliph in his mission for the elusive Sceptre?

bad with tha hankie. His patience
5 imited though = rub (oo hard
and you end up with a clean lamp
and no additional information.

it all of this wasn't bad enough,
the poor Caliph finds that his
palace has been infasted by vic
oUs cCreaturas angd monsiars,
Should thesa beasts touch him,
the podgy ruler's life force is
diminished until he eventually
loses one of his three lives. Tur
bans at the bottom right of the
screen depict tha Caliph's remain-
ing lives

A resncamation potion is hidden
in the palace, saving the player's
position when drunk. This position
can then beé returned 1o by salect-
ing the 'Old Game' option on the
main menu

__|cOMMENTS | __

Control keys: defineabile - left,
right, up, down, select

k: Kempston, Cursor,
Interface Il
Use of colour: effective and

smoaathly animated cartoons
Sound: usatul but not extraor-

i
sﬁﬂmm one

Screens: forty-five

General rating: An entertain-

ing and puzzling arcade adven-
ture.

Presentation
Graphics
Playability

A 8 2 5
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Addictive qualities
Value for monéy
Overall
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BOUNDER

Maddening, addic-
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CRASH SMASH
June 1986

4 GROOVY GREMLIN

GRAPHICS GAMES
IN GREAT GRAB

GIVEAWAY OFFER!

Doncha just hate going weave along the streets
shopping? Bumping into all  avoiding the masses. Do
those dear Aunties, Great your sales shopping from
Aunts and GreatGreatAunts  home courtesy of The Aunt
all with the same insane Aggie Fund For Smothered
desire to smother you in Spectrum Owners.
kisses and shriek at the top This month our Mail Order
of their voices, ‘Ocoooh, is  entourage have signed up
that our so-and-so? Hasn't  with GREMLIN GRAPHICS tO
he grown? Well | never bring your four of their finest
did... lrememberyouin  games at ridiculous prices.
nappies ... " Hardly makes  You can choose any two for
it worth going down to your  £5.95; any three for £7.45 or
local Software purveyor to = and this is a once-in-a-
get all those cut-price lifetime opportunity - you
games. can have the whole lot for a
Well, fear no more = no remarkable £8.95!
longer need you dodge and

CRASH/GREMLIN GRAPHICS READER OFFER

Dear Aggie,

Gosh! | just can't bedieve my luck. | would LOVE 15 hawve Some GREMLUIN GRAPHICS

1o add to my coliection. ['ve ticked the boxes to make e easy, coz | inow how hard it

i for you, and I've filled in my name and address, and made my chagque/postal order
payabls to NEWSFIELD LTD

Plaras tick the gams boxes of your chosos, and then an sppropriate Option Bor s well

[ TRAILBLAZER
[ | AVENGER

[ ] FUTURE KNIGHT
] BOUNDER
Address

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

Postcoda

Aggee will be putling your GREMLIN GRAPWICS gammes in thi post just as soon as shecan,
but please allow 28 days for delivery. Sand your form and payment to

CRASH/GREMLIN GRAPHICS OFFER,
= By

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

PLEASE DEBIT MY VISA/ACCESS ACCOUNTE
| wish to pay by Visa/Access (delete as applicable)

Signature
Pioasa Charge My Account No:

Expiry Date

This special offer is subject to availlability and closes on the 30th of May 1987
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bsorption, Says the dichio-

nary, is a procass wheraby

ane object diISappears
through INCorporation m  SOome-
thing sise: a sucking in of fluid
hght or nutnment. I also means a
mental engrossment — and genar-
ally, that is the aim of any good
game. In The Sentingl, FIREBIRD
have pared absorplion 1o ils most
glamental componants, and pro-
gucad a game which hey hope IS
ibsorbing, and 18 about absorb-

Think o1 10,000 planats, menaly
a fraction of the known unverse,
but amost nfimite Dy mans
reckoning. 9,999 of these worlds
are undaer the sway of a supremaly
powerful malignant being - The
Sontingl. What it is, or what its pur-
nosa might be, no ong KNows
What o does, however, 5 wall
undarstood. The Sentinel has
siowly Dul inexorably travverllind
through the galaxy, absorbing the
enempes of all the worids o
touches upon, leaving on éach one
an image of itself and., on soma
levels, a host of atlendam Sen-
tnés

MNow it is Earth's turn. There is
hopa, though. The Sentinel can be
attaced h,: reversing the process,
and absorbing energy from i
world by world, The struggle is ele-
menlal — you agamnst the Santine
in & battle of wils played out on a
30 landscape where the chess
psces are your robots, boulders,
trees, santries and units of raw
enargy

Where to begin? Any of the

worlds may be chosen, as long as
you have attained its entry code,
thus you are lorced to play ptanst
by planel, and you ame hyper-
spacad down 1o its surface. An
penal viow 15 displayed, showing
the relative posihons of the Sen-
tinel and its Sentries, batore you
are placed on the surface. The
Sentingl always cccupies the high-
est point of the landscape, you are
ransported 10 the lowest. Look
around for a while, get the feal of
this waorld. Until yol start absorb-
ing or expending energy, your
enemies will remain inactive

CRITICISM

* This is a completely origi-
nal concept, which has

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. Tha gamep-
lay is jam-packed with
atmosphere and nail-biting
tension that's sure to keep
you enthralled for a long
tima. Tha Santinel looks sur-
prisingly good; the land-
scape is excellently shaded
= clear, uncluttered and
with superb scrolling.
Sound sffects and tunettes
are of a high standard. but
it's a shame that there
aren't a few more. This is
state-of-the-art software.

BurI‘L"
BEN

ing and attacking the positions of
Sentries and The Sentinel

A clear strategy is essential. You
must hide from the absorption
potential of the enamy, yet al the
same hime manoauvre INto posi-
tions of altack. Sometimes the
action becomes Irenzied. If a Sen-
try or The Sentinel can see the
sQuare you are standing on, a
screen scanner warns, and there
are live seconds to move belfore
your energy s absorbed. Should
the enemy see you, but find your
square obscured by landscape,
the scanner warns again, than a
tree in a better vantage point for
the job is transformad into a
Meanie to flush you out of hiding.
The Meanie rotates rapidty until o
can see you, then forces you to
hyperspace to a new random loca-
tion, but probably one Not 1o your
liking

CRITICISM

“ The Sentinel Se6Mms
appaars complex to an
onlooker, yet 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
Sentinel is the clever mix of
occasions when 'ra
frantically pressing all but-
tons in the hope of escape,
deep thought is needed to
find an ideal place to attack
from. The addictive qual-
ities are increased greatly
by the codes, meaning that

.
=

PE——— 'h-l-l—-Hu.T .

When you do, The Sentinel and
its Sentries begin scanning the
landscape, searching for squaras
containing maore than ome unit of
energy — that's likely to be you. If
they can clearly see the square on
which you stand, then they reduce
its enargy level by one unil at a
time, créating a tree somawhera
alsa mn the process. In turm you can
absorb the enargy units of objects
on the landscape, such as trees or
Seniries, or even The Sentinel
itsall, as long as you can centre on
the square they stand on, and than
use that energy to create new
objects

The point of this is 10 make new
robots for yourself, transfer to the
walting robol, and then absorb the
anergy of the robot you have just
left. in this way movement around
the landscape is possible. Boul-
ders can be stacked up 1o create
higher vantage points for obsery-

you can coma back to it
months later and still go to
tha landscape whare you
laft off, without having to go
through the same old
screens over again. The
Sentinel defies all adjec-
tives,

PAUL

Hyperspacing c©osts energy
unils, because the ME‘E{H‘IIE creates
anew robot, transfers you to it, but
leaves the old one behind, wasting
enargy. 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 360°, or snap-turns can be
made. A sight may be turned on 50

CRITICISM

“ They told me it would ba
good, but | didn't expect
anything like this. The Sen-
tingd is brilliant. It's a weird
sort of game, not a shoot
'&m up, more an absorb "am
up. concept is not
remotaely like anything I've

ever seen bafore, +1y7

colour option make up for
that ten times owver. Tha
Santinal is so playable that
you go into it for the first
tima and come out |n a

trance! "
MIKE

thal absorption, creation or a
transfer may take place. And thera
are separate controls for creating
treas, robols or boulders.

if you manage to defeat The San-
tinel by absorbing all its energy,
transtor 10 its position, the highast
spot on that world, and hyper-
sSpace You are QIVEn & New Pﬂf'l"].'
code for another world, another
battle, another Sentinel

COMMENTS

Control keys: 5/D pan left/
ight, K/M panup/down, Ato
sort, T, B and R {0 create
Trees, Boulders and Robots
respectively, H to Hyper-
space, Q to Transfer
Joystick: Kempston, inter-
face 2, Cursor
Use of golour; monochrome
gffect, but background col-
our-changa option
Graphics: excellant line and
cross-hatched shading
croates solid 3D, the whola
scrolling smoothly and fast
Sound:; some tunes and
limited but affective spot FX
Skill levels: sffectivaly, you
maka your own
Screens: 10,000 landscapes
General rating: Highly play-
able and addictive, The San-
tingl is one of thosa rare
games that makes owning a
computer a delight.

80%
93%
9B%
06%
95%
97 %

Presentation

Graphics
Playability
Addictive gualities
Value for money
Overall

CRASHMay 1987 21




— ——
e —

Producer: Code Masters
Retail Price: £1.99
Author: Owen Brunette

rivate Harry Jones -

Brainache to his friends -

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 tha depths of the Stella
mines. Brainache decides that
while ha's looking for his forgottan
equipment he’s also going to find
the fablad 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 joyslick 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 butterfliies, cos-
mic spiders and flying goats. Con-
tact with ona of these relieves our
hero of ane of his four lives. Runa-
way mining trucks, bounding boul-
ders and pamicious plants also lay
Brainache out for the count

Brainache cammes a blaster for
protection. Points are scored for

1

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 ever
attempted to explore ... unti
now that is.
With the chance 1o finally show
your true bravery you find yoursall
alone in the homd mausoleum,

e

BRAINACHE

biast!n?l insects and other crea-
tures, the total being shown at the
bottom of the screen,

To help him get further into the
mine's shafts and tunnels, the
muddied miner picks up tools and
itams 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.

CRITICISM |

@" This gamae's got a really apt
title, as you'll have an aching
brain if you fork out any cash for

e ———

- Brainy's shuttle's down on Nesbit okay, but the exuberant use of colour obscures
his actions.

armed only with your laser gun.
Thera 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. Resambl-
ing a collection of sour-faced
suns, rotating crosses and gan-
grenous hands, they bounce off
walls to attack with increasing
farocity. Contact results in a loss
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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
aach kill, the score being dis-
pla at the bottom right.

t Immune Guardians are not
the only enamy encounterad.
Snakes, scorpions wait 10 bite or
sting. and bandaged mummies
kill, Five lives are available to you,
the number remain being
shown at the bottom right cormer
of the screen,

the way in which . colour is
splaaho& about completely ruins
the pleasant spiralling effect. The
way your character gets trapped
in certain araas is really an -
try standing on top of a lift for
instance — Harry gets stuck when
you reach the top of tha shaft . . .
Aaargh! "

MIKE

COMMENTS |

Control : Up 3, Down E, Left
G, Right H, Take U, Drop B, 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

mrm:dmgsc:mad ff

and uninspired effects
Skill levels: ona

Screens: one vertically scrolling

rating: Afalled attampt to
bring scrolling colour to the Spec-
trum screen.

Prasentation
Graphics
Playability

Addictive gualities
Value for money
Overall

@ THE POWER WOUSE haven't

made a impression so far,
andT o inx doas nothing
o this. characters are
badiy 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 idea which was
badly programmed. Even al the
budget price it should be guickly
ignored. "

PAUL

Control keys: 77X left/daby, P/L
up/down, zero to fire

Joystick: Kempslon, Interface 2
Cursor

Use of colour: poor

Graphics:

small and simple

Sound: limited spot FX

Skill leveis: one

Screens: scrolling play area
General rating: Not very good
value, even at its low price.

Presentation 40%
Addictive 22%
Value for money 26%
Overall 26%

{
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* [/ \.Are you the one in a million who can
o o N X ‘m = -
- ¥\ \thinkin microseconds not minutes?
U GLuAE ...if you are, Metrocross is the challenge that's been
§ designed to inspire you, if you're not t you'd better

fast improve your skill and co-ordination. A chequered
floor riddled with pitholes, a barrage of obstacles

that hinder rnum and no go areas that

bring toa ill make this race against
time asingly impossible. But not everything

is against you. Spri rds are primed to
. catapult you and a speeding
- skateboard waits ready to hurtie you
- along that desperate rush to the
finish line,

If you beat the clock the first
&, . ,ltime there's no guarantee
" ayou'll not be flattened at
the next level.




Producer: Utimate
Retail Price;: £9.95

Author:The UltimateTeam
he 'Markon Dawn’ slides
through deep space — a

I vast robot ship sent to
search for new ife 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-
tianoids. These maggot their way
through The Brain of Markon dis-
rupting its programs, wriggling
betwean sectors like damp hand
toweis.

It is imperative that Tha Brain is
defended . .

¥ou have control of a defending
droid which can protect and steer
randomly transmitted programs
betweaan Transmitter and Recaiver

in each sector. With its destination
successfully reached the program

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, (o avoid
tham it can move to tha left or right,
and forwards. Energy is drained
from the droid by contact with
kamikaze Martianoids, though the
alien's resultant death does give

. | loved the old stuff but this is something completely different.
%‘rm#m:#murm E

axtra 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 livas

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

The photon weapons of the
Martianoids can dastroy all that is

24 CRASHMay 1987
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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 sector is dead
Replacement Cones can be usad
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 aach sector is indicated
by colour — white indicates sector
activation, flashing red and yellow
signifies an attack by Martianoids,
whilst red means sector death

A scroling display supplies
updated information on what is
happening in parts of the Brain
which is currantly off screen

__/|COMMENTS

Control C BM right,
ASD... forward,
QETUOlaser, WRYIP

General rating: Not up to Utti-
mate's usual standard.




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

o< 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
60 available points. And just as
well too, for the bewildered Doc
now finds himsell in a scarcely
habitable Earth of the far future,
Remnants of the human race
ive in and around a cily sur-
rounded by an energy dome. Soci-
ety has divided into a band of
Prests controlling the Tower of
Knowledge, the populace who live
in tha rest of tha city, and mutants
cast from its boundanes
Doc is accused of spying for the
hated priests and bacomes the
objact 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 availabla options.

Doc’s characteristics determine
his ease of progress — a high level
of luck enables him to slip past
guards unnoticed, whilst tha
highar the degrea of intalligance
hé possessas, the greatar his abil-
ity to influence the minds of other
men. Our haro is forced into com-
bat with bounty hunters, horrend-
ous hounds, and psychopathic

QL%.

g endurance levels of Doc
and his enemy are depicted as
shrinking bars below the combal
zone, diminishing with each sus-
tained hit, A character dies when
his endurance drops (o 2ero.,

! CRITICISM ’

@' | was sager to play this new
ralease from MELBOURNE HOUSE B8
I'm a very keen role-player. But |
was really disappointed, this
arcade—adventure places its
emphasis on killing horrible |ittle
nasties and not much thought
has been put into adventuring.
Doc's facial expressions are
nicely animated, as ara most of
the graphics = but the gameplay
is a bit tedious. "

GARETH

CYROX

Producer: The Power
House

Retail Price: £1.99

Author: Grant Jaquest

consignment of priceless
crystals has been stolan Dy
Silas Maximillian, the most
wanted man in the galaxy. Only
Luther lrontooth has any chance
of retrieving them from Maximil-
han's haadquarters on a far-off,
dead planet
Tha crystals are hald in three
storage vaults deep in a labyrinth
of cormidors. Two vaulls 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
planet clad in full battle ammour -
here ha's abla to move left, right,
up and down. However, once
maving, momentum keeps him
going until he hits an obstruction,
or uses his blaster-pack to change
direction. Luther possessas nine
freeze bombs 1o help him avoid the
lathal ambrace of vicious robots
Created in the form of jellyfish or
flop-eared bunnies, they'ra simply
programmed and only move in

basic patterns — but particular care
naeads to be taken in the two open
vaults, as the guard robols 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 enargy puts a time
limit on the quest, and Luther's
energy level s also shown on
screen, with one of four lives lost
whan it reaches zero.

f.‘ CRITICISM '

there's littie eise 1o see in the game.

> Doc's well-animated face expresses his emotions as the action rolis along, but

@' Doc the Destroyer is an
interesting concept, but the idea
has not bean developed o its full
potential. The graphics vary from
a suparb Doc face that reacis 1o
your decisions down 1o a tarrible
fighting sequence. The best
screén is withoul a doubt the
characteristics section — it's a
me within itseif. Doc The
troyer doesn’t contain anough

to be fun to play. Doc is a good
character, but the game doesn't

sudt him. '
PAUL

& The concept appears to be
quite attractive, but its implamen-
tation leaves a lot to be desired.
Why MELBOURNE HOUSE should usa
the unattractive Sinclair character
satl for a gama which relies so
heavily on text leaves me mys-
tified. The idea of having Doc's
face to convey the characters
emotional responsas 0 your
actions is & good one, and that
remains the single best aspect.

games were similar !uht:lﬂt -
playable enough then, not
now. Did the graphics have to
be as simplistic, undetailed and
uninteresting as they have
turmed out? The sound, too, is
well balow average with no
tunes and generally dull effects.
Even with the addition of a free
ame this represents poor value

or monay. "
BEN

@ " Budget games are all the rage
this month, 56 Cyrox has a lot of

»  Cladin his battie armour, Luther

Irontooth resembiles the robot from
Poppysoft's classic oldie, Faclory
@ " This takes me back. Some freakout - and indeed, the game
time ago, most Spectrum harks back to that period.
| B & ~“NERG Y $Z.

! COMMENTS '

Control keys: Q up, Zdown, |
laft, P right, SPACE fire
gmﬂc : Kempston, Interface

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

Sound: littke more than white
noise

Skill levels: ona

Screens: two

General rating: A good con-
cept, let down by a poor
implemeantation

competition. Run-of-the-mill
graphics offer fairly smooth ani-
mation, a few nicely drawn charac-
lers and lots of 1asteless 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 "am up, and thay're
providing as much as you can
expect for £1.99,

GARETH

Control keys: O 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: vaned spot affacts

Skill levels: one

Screens: three scrolling screens
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 This same machine is used .r:
i E” the production and control o
Retail Price: £9.95 Resistance robot forces. Landing
arth has been captured b'g an | on the anti-grav pad at the home
avil race, The Insignians. Pat warbase glves access to the robot
Emlhr'-g the planet in robotic | production schedule.
war machines, they keep the Tha home forces stant with 20
population in slavery resource units, (labour, pans,
As with all dictatorships a seed | materials and forces) (o their cre-
of resistance grows. For the first | dit, to which units are added each
time since the Insignian domina-
tion, an enamy base, Kerbarus,

Captain Fergus McCaffery.

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

agliowed to act independently,
searching for and destroying
enamy targets that come within
their range

TIHE: O8.1%

has hean Eaptu;w b}' th forcag of |l e Ll — . - o |m

Human hope is rekindied, the
invaders can be defaated, but only
if their three remaining bases can
be destroyed.

The game is a bit expensive but
wall worth it, "'

Six enemy war factones are
scattered around the playing area
None are currently in production,
but they are activated by the arrival

of first enemy robot. Putting these

plants out of commission prevents J MIKE 2

the Insignians from rebuilding their

stocks of weaponry. Time is "1 didn't really like Nether
limited, and The longer McCaffery Earth the first time | played it -
takes 1o assemble and deploy his it wasn't too long before the

forces, the stronger the enemy game really to unfold,
and '

becomes when it did, | found it much

An anti-grav machine is used for more playable, | especially
reconnaisance flights, above enjoyed the robot building
enemy termtory and across formid- sequence, bul the rest is
able landscape. A radar at the equally worth looking at. Iit's
base of the screen shows the pos- not a fast shoot "em
ition of the robot under control, in up as the lead you

relation to other robots and the ter- to believe, but it s fun and quite
rain reasonable at the price. "

P Hours of fun may be had with the Robot Construction Screen,

ROENT
CONSTRUCT ION

3 ' -
1A L) LEALA
kot ok Y ot el

»  The 17th World War has begun. Your construcied droid mwhhﬂmm
in a desperate atiempl lo overthrow their dictatorship.

Differant robots possaess 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 more 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 camry-
ing robot, within an eight mile
radis.

Valuable resources are used as
robols are assembied, 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 temain
and around ravines. However only
one can be controlled at a time.

Each of these war machines can
be fed with instructions and

__|comments | __

Control keys: dafinable; up,
down, left, right and fire
neaded

.logtldu Kempston, iInterface
2, Cursor

Presentation
Graphics
Playability
Addictive qualities
Value for money
Overall




continental heists and yet
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LOMPUTER REPAIRS
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'T.@‘I;P“‘ "'% Update Your Rubber Kevbuard
: to a New Spectrum+

L Jnu!:rﬂ
fFitted for onty £51.90 - €1 50 post & packing

(Ao D.1Y. Kit avaitable for only E24.95
+« £150 post & packing)

Your Spectrum repaired and upgraded o
2 Spectrum Plus for special offer price of
ES50.00 compiete LIMITED C"'-FEE

SEME day service

Wty e g BN e W et B B

WHile you wWait service incluging * Five top games worth £59.00 for you to KEY

COMPUTEr SDare parts aver the counter EN0Y and play with every ‘*W”FU“‘”EW” / num ES 50
& AllEcompGuters iy GYErRauieg angfully = WereGaif CoOmmooore &8 s Vit 205 = S RltEIAD

tested before return Commodore 16's and Plusd's 3 |
& FUlly iInsurea ror the retur journey « The most up o date fest equipment |
= Fined low price of £19.95 mCluding post developed Dy us to fully test and fing all

packing and VAT ifNiota between price faults within your Computer Seway P

of really up to £30 00 which some of our + KeyDoard repairs, Spectrum rubber key ricbon cable to

compenitorsare guoting| boards only EB.9% extend your ports for
& Discounts forschosls and soliegps + Imonth written guarantes on i r8pairs vour peripherals | RUBBER MAT

BEST PRICES | |——got |\ £10.95 £6.50 owsi1 0080

ARE YOU ANOTHER CUSTOMER - fed up \ [;E ol e g ! [EEPL&CEMENT
waiting weeks for your estimate? WL POWER SUPPLY| |

-
Need your computer repaired fast? Then send it now to the Number One Repair - '\"
Company In the UK. or call in and see us at our fully equipped 2,500 square foot workshop I
with il the latest test equipment avallable, You are more than welcome
We will repair your computer while you 'walt and help you with any of your technical problems .-i' " \ !
! ._ ,I;‘;-‘:‘;‘1
nnrace COMOETS DUEST  NOFF Spectrum replacemen

Commoadore computers repaired for only £35.00. Pleate note we gove you 2 100% low Mxed
price of £19.95 which inCludes return post and packing, VAT, not a between price like some ""; SPEUM OFFER!
Gun Bk 0 Rage PitR JOVIICH BT

other Repair Companies offer. wWe don't ask you to send a chegue in for the maximum amount and

shock you with repair bills £30 upwards. Don't forget we are Amstrad aproved for guality and

speed don't risk your computer to any other unauthorised repair centre. We dont just repair the retommenDEd reL pron 18 B power transfarmes
fault and send your CoOmputer back. we give your coOmputer a "’ “""i".'l‘s"%n' 1":?: sultatde for all makes

e £ OVERHAUL WITH EVERY REPAIR WE DO:-

RN~/  we correct Colour, sound. Keyboard. Check the loading and saving chip, Put new feet on

—_— .munrr-lr'l""“u“ OF compuiter S9.59
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the base if required, Check for full memory, check all sockets including ear,/mike and replace = '-.. spectrum keyboard
where needed. All for an inclusive price of £19.95 Including VAT, all parts, iInsurance and post ey membranes
and packing NO hioden extras whatsosver We don't have 10 Doast to0 much about our o e ; B\
cervice a5 we have thousands of customers from all over the world highly delighted with our &\ ESS50plus€150pkp |
service. A first class reputation for speed and accuracy. Don't forget. we also now have a \ T L it spectrum Plus spare
s hil . L=t A ¢ ',,'f‘\
Service Branch in Manchester City Centre for while you walt senice II"-.,I } .- ".‘ "-. keyboard membranes
o
SPECTRUM SPARES | COMMODORE SPARES = \ '\ £12.90pluse150p4p
o j“;" 30 | #526-C1A 19.00 p ZX 81 membranes
o Yt uet % — Ay B 10 = Prod s
T 65 5 1 oaet-maCG ne E5.00plus€1.50p&p
FTE s oo | E501-SiaChip 19.00 &
D I Y POWeT SUDDNy TrAOrmers 598 S0E 114 - HOWLE Keapet 1900 -
ale - ULA D0 %0 901225~ Craphic Rom 1900
G 1 30 901 226 - Basic Rom 19.00
CORNER EEyDOra memoe sne 901777 = Kernal Rom 19.00
Lot um %50 BL68 - Wil 5,00
EyDOR O METIDT e 1 T R
W regret we cannot Spectrum Pigt memprans 1290 ?‘F{::"":;E:'m-' ¥ oo
sho il the components Metal Templatey 530 | ¥
avanable JUSLgveUsa | XeypoardMars $50 | Transtormers 2.0
call ana we can quote you | X8} memoeane e | eurSrovmcheds VAT Sut siasie s
G e Geer ok po%e
I3 r J
VIDEOVAULT HEALTH WARNING!! plus E150p & D

Canding vour coOMputer to any Other Repair Centre Can senoutly Damage It Healtn

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
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The Videovaultwill shortly be releasing the

most up to date and exciting catalogue ever
produced, our team of experts have scoured SHOP UNDER

the globe to find you all the latest software
and add on's for your computer, all the
latestin joystick technology, all the top and
tested software titles all at great discounts
to you. Anyone can apply now using the
= Couponbelowand enclosing 2x18p stamps
¥ for your free copy. We have all the top
,,gf) branded items available, delivery by return
e otir guarantee of satisfaction. Never has
such a catalogue ever been produced
before.
We will be updating the products a soon as
we have all the latest news available to us,
on all the latest technology.

SPECIALEXCITING OFFERS ON EACH ISSUE
Top reviews, a 1st again for the Videovaulit,
the No.1 computer company in the UK, (we
must be as all our competitors keep copying us.)

ordering from our
new catalogue will

e rﬂ@mﬁ 55 el
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ONE ROOF FOR ALDTHES=
TOP PRODUCTS AVAILA %

post (our usual standard). All goods carry Tthe saga Lo Profile

" Epectrum 16/48K and Spectrum Plus !
PR - .. e G

A SAMPLE OF
OUR FANTASTIC
DISCOUNT PRICES

professional Keyboard
Recommended

retail price £39.95
Videovault

gﬁgggﬂh E28.5° + E1.50 post + packing, total £350

Computer repair and upgrade to Saga

£50.00 complete. OUERSEAS
S

MOST

The Saga Lo Profile Keyboard has 52 full
WELCOME

travel keys, featuring a separate numeric
kKeypad and printed keys. Your Spectrum
fits securely inside the housing.

Dimensions: 22x44x5cm. Suitable for

BAS SOON AS IT IS AVAILABLE HOT OFF THE PRESS. |
B! ENCLOSE 2x18p STAMPS TO COVER POSTAGE COSTS

the 15t 500 customers - A == =

8 ADDRESS

receive free of
charge a quartz

digital watch. No

POST CODE

minimum order
value required.

CUT OUT THIS COUPON AND POST IT TO:
g VIDEOVAULT LTD, CATALOGUE DEPT, 140 HIGH STREET WEST,

= GLOSSOP, DERBYSHIRE, SK13 8HJ ENGLAND

BLOCK CAPMTALS PLEASE
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KORONIS RIFT
Rotal Price: 67.98 " | redMIKE___

Author: Lucasfilm "

bandoned tachnical sys- mﬁynbhwmn the feel

tems are worth big dollars, of it. The 'Wm.

s0 techno scavengers like and ing a little m
Icr::urseu search unknown worlds they'ra quite impressive.

scrap. At last you have found is a dislinct lack of sound;

the big one, you have discovered didn't notice a tune and the
the El Dorado of technology - affects are minimal - play it
Koronis Rift - a mountainous with your Walkman -
planat cut by valleys, where the ously, it's not as good as its sis-
Ancients once tested their power- ter versions, but taking into
ful weapans. account the fact that it wasn't

But first the planet must be designed to run on a Spectrum,
checked out. So with Psytek, the | | someone

Science Droid Systems Analyser Definitely worth
controlling the orbiting Scoutcraft, shoot ‘em up with a differ-
you descend in a Surface Rover enca, "'
carrying a Repo-Tech (RT) Robot
On landing, the planet’s surface
is ravealed, with an illuminated dot | the Rover moves in the direction of
display indicating the nearest con- | the hulk. A drive system moves the
centration of Ancient technology. | craft to the left, right and forward,
Starting at the top of the display, | with speed and engine slatus

1
3

>  Fractal graphics from Lucasfilm animate the landscape through which you travel.
Watch out for those dangerous Guardian Saucers!

%

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

To help inyour efforis, 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 oversean using the supplamen-
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, thase can be dastroyed,
or evaded by cutting through
passas and staying closa 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
hlim h:m
Eﬂ’ game with a lot of
bit of wm';:
8
much colour has been put
into the very detailed charac-
mm-w
dm:m-uhhﬁdmﬂ.
problems.

=] ] |

alectromagnetic energy frequen-
cies. Shields defend Dest against
a similarly coloured attacking las-
ers but are less effective against
other colows, whilst lasers are
maost destructive against dissimi-
larly coloured shields,

All Rover syslems require
power, with 10% being given over
to weapons. When non-weapon
systems are under-utilising
energy, the excess is transferred
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
shigld efficiency may be impaired.
The same display is usad to deter-
ming the requirements of addi-
tional modules and so avoid
excessive energy drains. The
acquisition of a beefier generator
unit increases power lavels.

High radiation levels make it
dangerous for you to leave the
safaty of your Rover when a hulk is
discoverad. By stopping the Rover
close to the wreck and using on-
screen oplions, the RT Robol col-
lacts and brings back useful sys-
tems. Not all hulks contain usaful
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
lo at any time whare the science
Droid Psytek assesses collected
modules which pass before it on a
conveyor. An inventory of stored
modules can be called up and indi-
vidual items analysed or disman-
tlad,

__/commENTs |__

Control A/D lefuright, S
Eﬂmmw”.mm

Presantation

Graphics :
Playability B
Addictive qualities 58
Value for money B&i
Overall 70%




Producer: US Gold
Retail Price: £7.95
Author: Mike Lorenzen and Mimi Doggett

he Psi 5 trading company

carries anything, amywhera,

anytime, it has to... #
ngads the monay. At present the
big dollars are samed hauling
fre'-?:;t through the Parvin Frontier
to the beleaguered mining settle-
ments bayond.

As captain you have control of a
freighter haaded 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 attempl

to board. But try and avoid them
and you could forced onlo a
route too long for your pernishable

“Cand

idates for the six crew are
available, including allens, droids
and humans. The ability profiles of
potential candidates can be vie-
wad and their suitability for the
mission assessed. Select the crew
with the bast abilities for your jour-
ﬂmy = sucCcess may depend upon

PSI5 TRADING
COMPANY

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
membear you are commanding dis-

CHHH ] HG
1) (L4 r'q'l L O | %
MO M P O

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

in the right-hand screen.

DETAILED EXAMINATION LIST
Damacs Pri PO B
LIMCheEr-aongd

played on the right. Screen indi-
cators give weaapon slatus,
maotion, speed and heading.

Using the ship’s communication

assigned, priorities
commands added or counter-
manded. Crew members do obey
orders but are a wilful bunch, and
can take it upon themselves 1o
perform tasks if not instructed
quickly enough.
All departments are under the
tain's ultimate control — whilst
giving orders to one department
the status of another can ba moni-

tored on the icon display. From the
navigation department course and
speed can be setl and evasive
manouevring performed; a risk
monitor indicates il insurmounta-
ble odds lie ahead.

The scanni departmant
tracks and identifies other craft
and works closely with the
weapons section. From here
target information, ammunition
status and past performance of
parsonnal can be checked. Both
frendly and hostile ships can be
destroyed, so they should be iden-
tified bafora angaging.

Equipment power is regulated

ifrom the enginesnng department.
Engines and defensive shields
(which require a minimum energy
flow to operate eflectively) eat into
tha ship's power resarve. In order
to efficiently manage the ship's
systems, different departments
can have their powar shut off to
CONSanve anargy.

The repair department under-
takes damage assessment and
rectification to the ship's equip-
ment. Robodroids can help the
repair department’s personnel,
bul are not continually available as
time is taken re-allocating them
betwean tasks, collecting tools or
travelling to damage sites. Certain
crucial mems should be fixed as
soon as possible — cargo support
devices, 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.

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

__|COMMENTS [__
Control left/right cur-
sors, Caps to fire and cur-
ﬁmm plus Enter for crew salec-

Joystick: none
Usa of colour: lots of colour,
but some inevitable attribute

clash
Graphics: detailed and nicaly
animated

tialin : more

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 haro, Numbar Five is no
0 ordinary robot = well, not
any more anyway. All was
fina, 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
gndpurposesheis ‘aliva'=and ha
prefers it that way
Number Five's creators, the sci-
entists from tha Nova 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 tha nouveau human particu-
larly happy, and he begins to plot
his escape

of Short Circuit. The first part
lacks depth, but is somahow
still = and the
second Is an arcade-
pattern also
appeals some obscure

The game takes up the story in
the Nova Robotics building, with
The factory complex displayed in
isometric perspective - that is,
three of the curremt room’s four
walls in view. Number Five 1S not
yet fully equipped to ascape, and
begins by collecting a few items to
expand his powears, These add the
capacity 1o jump and fire a laser to
his basic capablity 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 machanical frame

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

ram routines: Search, Read and
Use. Search is the most vital,
anabling Five to axamine 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 Number five can attempt

____[ricky|

tamwrmu!
wol prm!arnnlhasm
could have been a rather

sure that you're

“ Short Circuit is one of tha best mwlmmmw
vulmwﬂhmun:hﬂonufumnd and very different,
mmmmﬂ um-dhmﬂwi

ptnuufmmwuﬁmhu
mngym what -and
really a erof g ﬂymmmﬂm mdtmg

mmmw
good effect giving what
mnscrmnnbﬂnl e. The
one life and it's

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

—. - CLOEK - . CE

thera without being detected by
the Nova Helicopter, he can make
his escape to freadom. What he
gels up to then is another story
altogether

.=I .,:_
SCORE € C - € €

»  Doing a spot of desk work - wmmmmhmm mmmmmrmdmmm

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

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

Guards who follow his tracks. Five

disabled by laser fire. While the
fugitive is busy dealing with his
pursuars 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
oul tha robot’s circuitry.

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

__|coMMENTS |__

Jmkm;mm Interface

Uudnolmrmmchm-

tune and spot
FX, vdmnmtummu'm?a

Skill levels: ona

Screens: 64 PR
mmulgm
bulhflﬂynwnﬂ.m;bok.

A

Z

Presentation T1%
Graphics 70%
Playability T0%
Addictive qualities 69%
Value for monay 68%
Overall 71%




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

he ensuing battle betwesan
the Federal Resistance
(hooray') and the imparialis-
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
néw task: one that takes you to
P2112, a planal captured by the
Res:istance someatime earler in the
war. Tha planat is atmosphaerically
incomplete but the Resistance
desparately 1 as a base, S0 your
mission is 10 collect valuable orbs
imperative for construction of a
purification generator 1o clear the
atmosphere
As in the original Thrust the
player controls a small triangular
ship which can be manoeuvred
aithar clockwise or anti-clockwise
and then thrust in the appropriate
direction. The screen scrolls inany
direction so your ship genarally
remains in the centre while the
landscape moves around it
The first orbs are found on the
planet’s surface and provide man-
oauvring practice before penetrat-
ing the underground city below.

THRUST li

This is a vast underground net-
work of tunnals 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 tha androids — by using a chem-
ical agent stored in boxes inside
the planet. However, axpenmen-
tation is necessary as not every
chamical works with every
android.

As orbs are removed from their
holders and collectad they are car-
ried along by a force field, rep-
resented by a dotted lne sus-
pended from the ship. As the ship
thrusts the orb moves with the
inartia created. An extra problem
is that the orbs all vary in mass so
each has a different level of inertia.
It the orb is destroyed 5o is the ship
and vice versa. The game finishes
when the purification generator
has bean successiully built.

! CRITICISM '

@ " | didn't think this would be
as good as its predecessor, but

aven so | was 1;1;«:&11 a little
more in the way of gameplay and

TRIVIAL PURSUIT

QUESTION PACKS 1&2...

Domark

The best part of a yaar has passed
since we first saw a copy of Trivial
Pursuft on the Spectrum, | can
imagine that in this langth of timea
many copies have bean shelved
bacause tha amount of questions
were limited, with repetition set-
'Llng n as mofé Qgamas wern
played

Surprisingly, pomaRx have
wailed until now o release anothar
adult question sat, and have fol-
lowed the makers of the board
games quile closely by bringing
oul a Baby Boomer adition.

Thae Baby Boomer edition is
based on ‘one of the mos! exciting
periods of our time', well that's
what the inlay says, and to be fair
it doas offer a lot more anjoymaent
than the high-brow Genus edition
The guestions are concermed with
threa decades; the fifties, sixties
and saventies, and theair enteriain-
mant and events. Aimed ganarally
at the 'baby boomers' (childran
bom during the post-war baby
boom) this guestion pack covers
such toplcs as the Silver Screen,
Broadcasting, Publishing, News
(or oids even), The life and times
of... and R.P.M which is the
miusic heading

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

Tha Young Player adition has
been around since just bafore

» Theorbs to be found on the planet's surface are more for practice than
any thing else.

content than this. Surely some-
one could have thought up a
more inal or exciting plot
than this. Thrust |l would be bear-
able if the graphics weren't so
awful - as it stands though the
flickery scroll is enough to
put anyona off ng for mora
than a few goes at a time. Even
for budget software this is
below average - not recom-
mended.

@ " What a pity that the follow up
aended up looking and playing like
this. I'm not saying it's a bad game;
just that the onginal Spectrum ver-
sion did have its problems, 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 game, and
the graphics are small and not par-
ticularty 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: Q/W left/right, P to
thrust, L to pick up orbs, Spaceto
fira

Joystick: none

Use of colour: very limited
Graphics: small and linear with
very 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 gualities
Value for money
Ovarall

Christmas and is basically a
simplified Genus edition, great for
the seven to eleven year oids, but
not much fun for anyone alse, The
differant headings are: Games/
Hobbies, Peopie/Places, Good
Times, Nature, Science/Technol-
ogy and (rather surprisingly) Art
and Culture. Thera's a great deal
of variation in dilficulty between
the questions, which might put
some of the younger players off.
Here are two typical posars as an
example: ‘How many years are
there in a decada?' and 'In which
fim did a nine year old Tatum

O'Neal receive and Oscar for play-
ing a tom-boy?". This is not as bad
as it might have bean, as harder
problems are mora often than not
accompaniad by a set of multiple
choice answears.

Both 'uniload’ packs cost £7.95
and consist of about 3,000 ques-
tions. The new question sets can
only be usad in conjunction with
the original game, or alternatively
an whole new pack can be
obtained for £14.985,

So whether you're a baby
boomer or a baby boomer's baby,
or whether you drive a pram or an
XR3i, pomarx have somathing to
keep you guessing

by BenStona.
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Producer: Gremlin
Retail Price: £7.95

he good life is over for Monty

Author: Peter Harrap
the 1rn..:nt:-.- mole. Having

l ESCE ape il rfln'1| F'lfl[-n'_ll'l o a

hideaway in Gibraltar, the villain-
ous burrower from Monty on the
Run linds that ha's no longer sale
from the attentions of Intermola,
the mtermahona nghtng
OFganisation '
| Maonty's only hope of salvation
hes on a Greel island, but only if he
can acquire sufficient monies to
buy it. Balore he can do that the
rascally digger musl pass through
Europe, performing at least one
task in each ol its nations, The
continent consists of 80 platform-
filled screans. Thesa can be shp
pery or sticky; disappear beneath
the mola’s paws: blow him into tha
air or allow him to go walkabout on
thair undarsides

Manty moves left and nght, and
travels upwards by bouncing or
using lagders. As ha progrésses,
the scratching scoundrel comes
across items 1o help hvm to com-
plate the required tasks, these
include airline tickets and aven the
Mona Lisa. Such objects must be
picked up (by walking into them)
and taken to tha right place balore
they can be of use. Up to four of
thesea articles can be carried at any
one himea, with thesa displayed at
the bottom left of the screen

Money is gathered in the form of
lost Eurccheques or eamed
whanever Monty compleles a
dodgy bit of business. Points ara
also scored, and a furthar six lives
acquired, Dy pCKing up objacts
Mr Mole's account is displayed at
the bottom centre of the screen
with the points total to its laft

crme

if this excavating escapee is
aver 10 possess his Greek molehill
there are hazards which he must
overcome of avoid. Monty isn't a
gt d swimmer, and can drown in
walar, ball bouncing baasts brain

him, fying hamburgers finish him
off, and bottles of drink intoxicate
him, Initially the male has six ives,

: RICKY

with those remaining displayed at
tha bottom of the screen

Air tickets let you into the Air Ter
minals, from hare you can fly to
anothear location and straight into
a dog-fight with the Intermole air-
force. Clock up the points
Kan badaes DYy sheanng alf the
Intarmole tallplanes

" Auf Weldersehan M
instantly i crin

| | zles. As , it's a case of

2 screen and
wiith this, and
price, "

bie to return to a screen below the present one. A

acrunmuuhmmhl!mpmgrnlm-nunﬂf:::?:rw-
is essential if
z re m-‘ml'mn]uﬂwnﬂﬂnnhh

is written in Pete Harrap's usual 8
from the graphics and the <o

mmmmm

route
rarely effective. I'm quite happy
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| » Like any good tourist Monty likes 1o get to the top of the Eitlel Tower.

| » Monty Mole is back again, bounding
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“I'sbeena time coming,
serigs contains all the aftrac-
tive points of its predecessors,
Monty has had some great
mﬁ di ruhww
iving s

superb, The countries contain
distinctive scenic elements
fsuch as the Eiffe! Tower), but
the screens don’f possass any
real indhvidual characteristics -
for instance thara’s no
Spaniards walking ﬂr?;:? the
place or oranges on rees
in the Spanish section. Auf
Wiedersehen Monly is

playable - M&’mdﬂﬂ

sama wnh a few
screens,
Only when every fask in the

game has been compieted, av
Eurocheque collectad
Monty's Swiss bank
number Qiscoverad, can the
money be called safe and the
isiand purchased. That done, our
herg can 1oast his future and look
out for a gangster's mole

ary
and
account

MIKE

“I's been guite a while
since there’'s been a platform
game of this quality bouncing
around, s0 it makes a
change from the continuous

__|commENTS | __

Control keys: Qleft, Wright, P
up, L down

Joystick: Kempston, Cursor,
Interface 2

Use of colour;: a multitude of
colours with lew clashes
ﬁrﬁ?iu familiar Monty Mole
S

Sound: a happy fitle tune and
adequate spot effects - 128
version containg nice music
throughout

Skill levels: ons

Screens: o
General rnm Alfine continu-

ation of the long-standing
Maonty Mole theme.

Presentation
Graphics
Playability

Addictive qualities
Value for money
Overall




Martech

f
Your ‘pulsator’ has no choice. He has been placed in the
heart of & series of frighteningly dangerous complex mazes. To
scape, he must release the fve missing Pulsies’ each one a
c ¢ on & different maze layer
But he |5 nOt alone. A variety of deadly and intelligent er
pulsators patrol the mazes, each with its own devious way of
miaking life Sifficuit
q them to pleces will not always be the right thing to do -
'y, It's easier said than cone
1 and acdiCtive game, nequirndg Quick reactions and
o for those in search of a real challenge! J

Can Hemess the Warkock fight his way through screen after scre
Terminators Lo find and destroy Tomnquemada, cruel 9
er of Termight ?
ve upon wiave of the evil horde lall before his gun o tD crushing
o his mighty sword Execessus, but still they come. As the Dattie
uemada exerts his twisted influence on the ttered corpses
snted lollowers and they burst grotesquely into life as deadly

Become Nemesss the Warlack, from 2000 AD, and enter this nightmare
word = you may never retum!!

IC SHOCK ABSORBER

ol of the Unbeerse (hopefully!

COSM

{ your C7 Neutrozapper fighter (onty four
) ir wiay through the different dimen
he source of life isel the interstellar Lake of Protozoic Slime. If ¥
¢ Linhverse may sundve, and most peopie will pay
wiall a menute it's worse than th he rush
e action — you forgol the 'How to Repair Circuit Boards L
raanal
Mo — Cosmic Catastrophe |11 Can Earth possibly survive T

Spectrum Cassette £7.95 Commodore svis Cassette £8.95
Amstrad Cassette £8.95 Disc £12.95

Disc £1495 MSX Cassette E£B 95

(Pulmatosr & Cosmic Shock Albsorteer only




Producer: Code Masters
Retail Price: £1.99

Author: lan Richards
han the Sun's rays weare
no longer strong enowgh

w to heat the earth, Man

burrowed deep beneath the
ground, harnessing the heat gen-
erated by the planat’'s cora to sur-
vive. Each successive generation
burrowed deeper and deeper 10
capture what remained of the
diminishing energy force, and as
they moved core-wards, deadly
waapons were laft behind to fend
off any alien invaders

After many years in their subler-
rangan prison, the remains of
| Mankind finally left their dead
planet in search of a new homa,

TRANSMUTER

i

Ulsbh o

e

well (despite its

m.fm-m

perseverence

very ing. The > Al times the graphics seem to have returned to those old Penetrator days.

wﬁ-m , there's a lot

of lin the cavern scenas m

and the screen scrolls well MIKE

bly. ,Th-: sound h::n well " I usually lke shool ‘em ups, consequently | enj my first few

above average — in fact, the games of Transmuler - this didn't last long though. The more | prog-

tune on the title screen ressed, and the more add-ons | collecied, the more infuriating it

doesn’s sound like a Spec- became to lose a life and have to restart. The graphics are fine,

trum at all " but I'm afraid that all that stopping and starting put me off for good. *
leaving the deadly legacy ol old home

weaponry in thewr wake
Howeaver, it was ingvitable that
Man would eventually return to his

Cwverlord Tenz, one of the first
people 10 be bom on the new
world colonies, is despatched fto
destroy the defence systems of
undaerworld Earth and make it safe
for mankind's eventual ratum
Tenz travels to Earth in the most
modern of fighting craft, carrying a
standard photon cannon. Tha ship
also contains one awesomea addi-
tion — the Nucleonic Transmuter -
a device capable of sucking in sur-
rounding raw energy and conven
ing it inlo pre-programmed forms

An enargy countar 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
screen, choose this (using the
salect key) and the ship is equip-
ped with extra manoceuvring
speed. Otherwise, the energy unit

on

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

ha latest in a long line of

I Breakout rewrites comes in

l the form of Krakout from
GREMLIN GRAPHICS.

An arrangemant of blocks fills a
three sided screen, with a controill-
able bat at the open end. A ball is
launched into the playing area and
ricochets around the screen,
destroying the blocks on contact.
When the ball approaches thae
open side, the player keeps it in
play by moving the bat up or down
into its path. The player stars
with 8 supply of threeé bats.

Not all blocks explode on first
contact — some absorb two or
thrae hits belore they disappeaar,
whila others spin 1o 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

| KRAKOUT

An options screen allows
aspects of tha game 1o be
changed before play, these

include: placing the bat on the laft
or right of the screen, varying the
speed of both bat and ball and
switching the effects on and off

CRITICISM

®" This is dead boring, unplay-
able, and has no lasting appeal.
Tha 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 a nice touch - but they
don't help the overall feel. ™

@' Krakouf's graphics are nice
and fat, and they move smoothly,
but the overall effect is really tedi-
ous. The blama oughtn't fall on the
programmers; they seem to have
done theair job well enougn, but thea
unfortunate thing is that the ongl-
nal concept is naither axciting ar
addictive. It is playable, but only
once or twice

COMMENTS

Control keys: P up, L down,
SPACE fire

Joystick: Kempstion, Cursos
Iinterface ||

Use of colour: bright and disting-
tve

Graphics: well defined, if occa
sionally fhckery

Sound: minimal

General rating: A reasonabie buy
if you like the game-type, but tha
concapt's an old one

(PRl

" Why pay more? Announces
the loading screen g
Indead, why should you whanmgu
can gel a perfectly good
<type al & Ouoget
price. The only thing that put
me afl was the of pace
feven collecting extra spesd
does littie fo quicken the pro-
coedings)

can be saved untll another s col-
lected and a second transmute
optian Is offerad. This adds fire
power 10 the photon cannon, a
third equips the ship with messias
four energy units supply a Laser
five a for a8 weapons add-on and
six for a shiald to protect you from
enemy fire and collision

As Tanz moves into the caverns,
the dormant defance system kick
into life and attack. Tenz can move
his craft up, down, backwards and
forwards to gvoid these {and the
agually deadly contact with tunnel
walls). One hit is needed 1o dis
pense with enemy crall, and sav-
eral to destroy a ground amplacea-
meam

__|comMmENTS | __

Control keys: defineable; Lefi,
Right, Up, Down, Salact, Fire
gﬂrﬂiﬂt: Kempston, Interface

Use of colour: black back-
grounds and minimal variety
alzgwhere
Eurlpl'ﬂcl: Ltichsgj spaceship,
t generally g
Sound: great title tune, aver-
age effects
Il levels: one
Screens: four
General rating: An interesting
and fairly priced horizontally
scrofling shoot 'am up.

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

Presentation

Graphics B2%
Playability 67!

Addictive qualities B63%
Value for money 73%
Overall 68%,
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EXECLATION, STEPS FOR e ek I
JETMAN AND HIS T

I 1"."". =
T o
e J‘ i AP

30l

i

/S O DA PLACE adw
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m BUBBLER®
Can vou cork the bubbler?
Prevent the wicked alicos from escaping the

ing bottles by collecting corks whg-ﬁrm
will when you fall through 4 trapdoor
The faster you manage to trap the aliens the
SOOMEr you Can progress onlo the next
stage..... The game is played on a true
dimensional scenario feafuring revolution
smooth, fast multi directional masked
- rolfing technigues.

spectrum 48K £8.99 wid
Amstrad disk £74.99 v
Amstrad £9.99
MSX £9.99




O HUM, er, um
H Poor lan Stewart at GREMLIN
GRAPHICS S inabitofatizz. 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
dear chap has a game coming out around
Christmas time, but it's lacking a hero -
someone with the same sort of charisma
as Monty Mole, bouncy Thing on a Spring
(coming to a Spectrum near you soon —
gee Praviews this month) or Jack The Nip-
pér

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
lea, 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 in a brand

PLEASE NOTE : e
At e of wriing 10 dte has DS, Do imminen
um 4 e ouis erl, CRASH and GREs
wiga OUr CONtros, .
xmr?nfui‘:tsmm that antrants should ba pre

pared to wad {or its arrivid

new, unused, sparkling and untouched
Sinclair Spectrum + 3intothe bargain
(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

What we want are imaginative drawings

of acharacter you must invent, withiillust-
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 sirze please) into a
envelope and send it tor GREMLIN
SUPERHERO COMP, CRASH, PO
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!




ARCADES THE BETTER

Dear Lioyd,

Recently we've seen a burst of
licensed games, both "cim the
arcades and the entenainment
saector, the cinema, TV, and com-
4Cs

Some of these a5 have
turmed out 1o be playabile and
adaictive, some hormandously
inept. In my opinion, even if a
licensed game is playable, it's usu-
ally a disappointmaent.

| agree that games such as
Scooby Doo, Tap 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 soma kids rushing about
solving mysteneas, accompanied
by a cowardly and inept %
st disastrous raps, using
as bait, and through divine inter-
vention apprehend the wrong-
doars, How can anyone hope to
captura 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
controfied?

Rogue Trooper searches for an
army tranor, and the key factor is
the interaction between im and
his bio-chipped comradeas, each
of whom have individual per-
sonalities. These bio-chips oper-
ate in weapons, and can do so
independently of Rogue. Again, a
very difficult concept to capture
wilth present micro-computer
technology.

| agres that cerlain 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, Cobra, Tap

Gun and so on, but | don't feal the
games capture the atmosphara
that the main character generates
{Scooby acting brave!),

Is it not better for software
hqgg (] ﬂhtab:j Iu:ar;m for
ar games if 1 ack ongnal
ideas of their uwn% least tlr?e
madium in this case s similar,
making the conversion easiar.
There have been many excellent
arcade conversions, Ghost ‘n”
Goblins, Green Beret and even the
conversion of Space Hamer and
Gauntiet were very close.

All | am saying is that software
houses should be practical and
realise their own, and the
machine’s, imits. | doubt that even
if LEVEL  and inFOCOM joined forces
they could convert the feeling of
Stephen Donaldson's White
Wielder books. Ma if thers was
a cutback on film, TV, comic
licenses, we could see some truly
exciling concepts come out of the
tired software scena
Shashy Dass, Hallsham, E Sus-
S8X

There's no doubt that a licensed
product frorm what you call the
entertainment fieid can hardly ever
hope to capture the atmosphere or
foaling of its source, and that such
games musl remain a marke
exarcise. Yes, it's a case of differ-
ent packaging. offen similar game
scenano and a redesigned sprite
doing much the same things. |
think, though, that whatever the
source matenal, it is the games
designers who make the real oif-
ferance, and it's thelr responsibi-
ity 1o nng the changes and bring
fresh perspectives. | wonder
whether your view that arcade
licences make better

games than TV/film/comic tie-ins
fns-harﬂd by other readers?

40 CRASHMay 1987
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BIG 32 A

Grm% par—
uprmadm;u ial (lssue 38)
been truth of what has
happening to the software
mﬂvﬁml&ﬂrw,um
indead M'm‘lnw
metter source of degenerate
active only In the very out-

| Wi by 10 Means inevi
bl anc nead not have led 1o this.
After all, it's a tough industry and if
one good one, so be-H. In
mﬂ‘mmthahuatMMt
m m‘“""“ﬂm
mﬂl magazines.
highh years ago, at the end of

ity than before would be pr
because “'“W&mthﬂnwcm_
B L Drogranang
. you yeamn for amall

companies and freelance prog-
ramumers.

:u"W|H magazines actually
used 1o criticise the industry
than m do now. Whan “ﬁ"lﬁ!.““ﬁ
and hcensing deats first 2
we never heard the end of it. Dur-
ing this period of deterioration the

magazines
S IO00 SR SNSONY. YU Y
the quality of the games you
g iy il ki
Etl.lmn as
mmmlm!“m‘fﬂu i
with new releases and raked in the
profits. Games without originality
ProlRK Cmas Sabiout cripiity
bility, were give CRASH
ot s
you v
oty s
review.
d "mlu’”“ﬂh‘wa raturn 1o
e ive, CRASH, do not

A.."G

increditie thing you've ever seen
N YOur pr = SOy, pra-
view saction. 1 games do not
tum out as good as their mock-up
MWI.WI‘I‘IMM
Qoes on betore’ a final review
I8 you could be supplying
software houses with the mcentive
torush a in the interest of a
CRASH's influence on software
buying must ba great. it's hearten-
ing 1o see you'va decided lo trash
the type of game you were giving
60 percent reviews 1o before
Christmas, but ultimately the
power to right the industry lies m
the hands of the games-buying
ﬁ:ﬁcﬂmﬂa‘.limmmm
ter games and a future for the
software industry, then buy origi-
nal ideas from companiés who
to produce the best softwara wi
avery release, If you wish to see
milllions of film tie-ins, a dozen dil-
ferant versions of the same idea,
and the eventual demise of Spec-
trum computing, buy film tie-ins
belore seeing the review, from the
companies who place more

THEORY

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

$he Grim Reaper, Penicuik, Mic-
lothian

For my own part, | never recall
mﬂnm-’ of amaigamating

luu-; dependents into larger,
s corporations; and | don't
think CRASH ever promoted it
aither.
m'“:ﬂeﬂgﬁm ended fo give
SO0 I'5

i S8 Dk nar?:a
mm'm“'ﬂ",”ds rarely do comments

. previews get used on
m:rmm"’ﬂ |
E“”""'“’“’Wmﬂrrmg,’ i
releasing schedule is hurmed up at
the axpanse of program ty,
L S v tag0 of an y hype
</ o
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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.




Dear Mr Mangram,
| was just sitting at my computer
desk in a it of 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, another ZZAP! and one
for AMTIX! - that Amstrad thingy
Anyway, | studied the ZZAP! 84

NEW CRASH LOOK

and thought, "Wow! Amazing
tive!" | 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)
Just face up to it Lioyd, the CRASH
logo is unimaginative, out of date

and pretty crappy in all other
respacts.

| 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 arl ment
drawing. Make it exciting, profes-
sional and get rid of those stupid
little sparks which cheapen tha
overall effect and make it look
amateurish,

| know that if this letter is printed
I'li probably get a load of hate mail
from paopla saying that it's fine as
itis, but | will stand by my opinions.

Don Elliot, Beaworthy, N' W
Dewvon

Dikay Don, let’s sea whal the
readership thinks! I'm very
attached lo the logo. Sure it's not
very sophishcated, but it was

d purposafuily to ba
bng:?w sharp and slightly crude in
effect. Try standing in a crowded
newsageant, twenly feet from the
the magazine stand, and see
which computer mag s litie stands
out the most!
LM

1
!

'1

gram, by your illu:

salf. It used to be such an interest-

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

has Preview , and
these are very colourful, but not so
many games are covered as in
As the Questionnaires have
shown in the past, Merely Man-
popular and always
came inthe voting. | know that
i
of Lm, s0 someonea else
could do it, like one of the review-
ars. Just think you could call it
Merely Mike or Previewer Paul or

something!
Has the Comps Minion got a
m‘? Can we see a picture of

-'I oy | ¥
David Gritfin (15), Br
Worcs

.:;m5g-rov¢.

ADVEH TURE PREVIEWS

oh can you count an one
“m%ﬂm

reports,
il edi-
you said that the
age of readers was 14-15
Shotboit's latter). | am only
12 and know quite a lot of Spec-
trum owners who are the same age

Your plea will soon reach Devek's
mu:mfngm Acm-

average
as defined by last
Mﬂ.ﬁ?iﬁh
ufﬂ Tl‘utsthl
mgm wis), and that's why |

OLD POKES FOR NEW

:am le-'rdl ln':ﬂy ag*aa—hm

mun. 'm in
bmSpmmmm

o Toagof
ta'lld:d]lnd a load of
games—oldones—

ers, so they've ali all thesa

anduﬂ.rrm-cﬂlﬂnmm

have no tips or POKEs for them. So

?wmwmm-m
g mm%

Printall your oid

munmw%ﬁg"‘

‘cheating' chargea

That way, you please all the rela-
extra cash for -

iz bommmmﬁsmy

Haired ones!!

Daniel Heap, Maidstone, Kent

it's an idea, and one I've
aaon hma;;m
Pfaﬁu this

issue will go some way o answer-

mrm prayers. Daniel

FOOTBALL MANAGEMENT

. SKILL...TACTICS...DECISIONS...STRATEGY...SKILL...TACTICS...

E & J Softwars ofter 3 CLASSIC Foothball Manage-
ment Strategy Games lor al soccer enthuhasts
Each of thesa QUALITY GAMES uses he

RAviulabie

B N B

PACKED mﬁﬂm o make

ench game tha mos! REALISTIC of s und'

PREMIER Il : A COMPREHENSIVE AND EXCITING LEAGUE GAME — Can you handie
ol of this? — Play Al Teams Home & Away, Full Sguad Detads AN Teams, Transier Mot
tha! allcewrs yOu 10 by any played in Bague sef youd players to any ofhee leam, Pre-Malch
Report, Full Team and Substitute Selechion, Choose Your Own Team . Al Oenar Toams
have ther own Shyle, Madch inpnes. Maich Substhutions, Hall TrmaFull Time Scores Al
Maiches, Named & Recorded Goal Scorers, Full League Table, Firture List. Team Morale (all
teama), Transler Demands, Opposition Sedect Their Strongest Team, injury Time, Financial
Probiems. Malch ARendances. Bank Loans, 7 Skil Livels, Managers Salary, Change
Playet Team Namad, Seasona, Job Ofers or Dismissal based on your parkarm
ance, Printer Option, Save Game and BMORE!

EUROPEAN Il : A SUPERB EUROPEAN STYLE COMPETITION
phere ol Evropsan Cup Ties' - Home & Away L Full Squad Listing, Full Penaity Shool
out (wir SUDDEN DEATH). 2 Substaules Pre-Maich Team News. Full Team And
Sutstitute Selecton, Away Goaks Count Double, Extra Tune, Hall Teve & Full Teme Scones AN
Tiea, 7 Siill Levels, Disciplnary Table (showng any MATCH BANS), Full Results Lisi, Full
Random Draw - All Rownds, Prinler Oplon ¢ Players Team Mames. Save Game
EUROPEAN Il ncludes a comprohensive Tex! Malch Simulation with hase GREAT FEA
TURES - Maich Timer, Named & Recorded Goal Scorers, Comers, Free Kicks, Goal Trmes
Inpunes, Bookings, Dsallowed Goals. yury Time, Penalbes, Sendeng O and MORE!

& SPECIAL FEATURE - fransher your PREMIER || winneng Side indo ELIROPEAN Ii #
Both these GREAT games can be played separately of 8% COMPAnon games

Eryiry T atrmos

WORLD CHAMPIONS : A COMPLETE AND EXCITING WORLD CUP SIMULATION

Takes you lrom the brst warm up inendbes through the qualifying stages and on 1o THE
FINALS! - Sekect Team From Sguad ol 75 Players, Select Frendly Malches Full Home &
Ay Fotures o Ouably eam Nows. 7 Subsbhsles Aliowsd, Dacph
nary Table. Seleci Tour nits, Full League Table, Players gain expanence cCaps as
compabition progresses, Exira Time, Penafty Shool-Out, Guarier Final Group, Full Random
Draw, Change Flayer Team names, 7 Skl Levels, Printer Option, Save Game, Full Results
Lisd le Match injury Aepor, WORLD CHAMPIONS includes & comprehaensive lext mahch

Round, Pre-Maich

T AR Goal Temes, Boongs, injunes, Named Aecorded Goal Scorem., Ingury Tane
Maich Clock Sm'tdlﬁg Of. Penales. Comens, Fres Kices, and MDAE |

All games available tor ANY 48K SPECTRUM

Games supplied on tape with full instructions
£1.00 outside U.K.)

2 Games Deduct £2.00

E - 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 1si Class Posi
and are securely packed.

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

£6.95 Each Inc. PAP (a
Great value - An
FANTASTIC VAL
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CONSOLING FACT

Mmltohiaﬂwuhuumf
Ifeel | ought to underline
a few more reasons why games
consoles will not, in my view, suc-
ceed.

Whilst game consoles have
superior and sound than
maost micros, the Atarl STs and
mmmtmm

computers will be like
in tha next of two. i saw

Aoty AIBC Kiachine (ABM) e

its fast ing, graphics with
256 colours and muﬂlw
sound, will e like the
most exciting pros-
pect on tha horizon. Howaver, as a
confirmed Acom user (| own a

Spectrum too) | can almost

tee that Acom will fail the

on price — but there are
always hopes! This bring me con-
s Criactae Wl Syt b
games
superceded within a year of their
release, in areas of graphics,
sound and programming.

Hyuuhmmudmfpruﬁmun

.,mwm
on their 80s and

15Kmm~pm VIC 20s, 16K
Spacmmmrﬂuiym

rmswﬂl become a rarity,
because no one can possibly start

Frachine Gads o sasermbler, Now

programmers will start with
programming in Bﬁsglmdtmn

ﬁswwmm
‘s routines to eventually
compatent program-

Mers.
Mos! programmens then setthe

— Hobids — aasy koya — Nu
Large Graphics — Myst

Chagques o PO, 10—

48k SPECTRUM
Fed up with ordineary frult machine gamesT
“ NOW &
A fruit machine simulation with the most up-to-date features,
sound and graphics

FRUIT 2010

i For fruif machine sxperts fo fun pla
% ﬂumnldvm'dﬂldrldhﬁchﬂmﬂmﬂﬂon
FEATURES: Real reels — Gold Rush - Roulette-style-gambile — £100 jackpot
5 — HIGH-spaed Spinning Aeels - Save Down -
n - USES ALL 48K - 12 different fruits — s
sound = Cash Run = MULTIPLE ODDS = multi-colour = MAX. NUDGE
MNumber boarg
PLUS LOTS MORE

Please send £6.98 which includes P & P

ROSSWARE (CR), 645 London Aoad, Westclitf, Essax S50 9HW
FOR FAST DELIVERY

Software from ROSSWARE

for optional extra program

(L8 if updating)

Nos M-20 only £3.50

MICROTAPE and RUN

MO RISK! - ALL
GUARANTEE (not updates)

TRANSFER PACK 3 — for spectrum
tape to drive

A software system to convert many TAPE based
DRIVE (no matter what typa) + OTHER USEFUL
ams are EASILY converted to drive. Pack has at loast 7 programas!
INCLUDES MANY UTILITIES (e.g “val® creator, bytes choppear/spiitter,
TAPE UTILITY - neede to convert baud rates.) Opus/Beta owners add £1

State TYPE of Spectrum & name of drive when
and Microdrive). £11.99 on TAPE (£12.99 on Cartridge -

INFORMATION SHEETS - approx 8 transfers of popular programs, per
sheet - needs TPI. Special oferiwih SAE) = No's 1 to 20 only £4.50!

MICROTRANS 2b - for mv/drive 1o mJ/drive back-up + aasy ERASE, taps
to drive (incl headerless) - doas NOT convert pr
ams. Only £3 on tape.
any Spectrum.CODE COMPRESSOR - £3.50

Owverseas: add £1 Europe, £2 others sach product. SAE for details
OUR PROGAAMS CARRY

rams to your
&8, Moat jerky

8. 128k Spactrum
Spectrum only)

rams. Includes
.50 on Cart. For

Wwith a centain computer for afew
years before moving on 1o more
| machines, the Atari ST,

sole manufacturers make their
machines, the markel will always
catch up with them, improve on

1mmmm&mnm
FSmm.LmdnnH!

You're quite right. What is the cur-
rent fad for new games
consoles all about anyway. They
had their day years ago. Uniess, of
course, it's seen as a way of bring-
ing out all those oid

once again (for about £35 apiece),
f-idrmpmg' thair losses.

Dear Lioyd,

the letter in lesue 39
from the Hopedul Edﬂ_cﬂl»ﬂuf a
Magazing, | was particul
mtﬁmaﬂ sinca Eu:g afew
friends decided to start a fanzine
just after Christmas. Although our
publication, Fantasy Uniimited, is
not primarily a Spaccy mag, it
does contain some relevant Spec-
trum computer articlas as I'm the
only one in our group remotely into
computers,

| was curious as to how thesa

Hopatful Editors came to the deci-
sion to want to create a mag. Fan-

ON BECOMING A PUBLISHER

tasy Unlimited s first issue came
out at the and of February and
avan then we were very lucky to
get it printed at all,

First of all, make sure you actu-
ally want to start a mag, then ask
around for photocopying facilities,
asking some business bex ﬂ'
rnu can use their copiers.

g prinkets and ot & low proe. |
s ata A
m'?;“imu all the details, but if
you're determined and you have
money to spara, than nothing's 1o
stop you. Don't let the production
of the magazine become a drag,

EVERTTHING DONE BY iM I
—
! - s - kl,; WE JOIN THE BWES INAj
ety ] DARING  RESCUE  ATTEMPT
[ ) oF THE PRWCESS!]
-. HAMUE NEED @ PLAN '_J II':;,.
] B,

I
BLAST ! [ ’ -‘-f
CRAR HEE! '
ol < ¢
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Dear i
After about the Eliteless
128 owner, | decided to write in
of AreanD's service, Dis-
ing that Elite wouldn't load
(even ick interface
removed), | rang FIREBIRD and
asked advice. told me to
send just the tape and they would

‘LITE UP MY LIFE

send back the new version when it
- (Date Feb 86, 128 ver-
?ﬂnﬁmmﬁ'dﬁi o
m L]
g that the

| received a hﬂgm e
new tapes wou inJune
at the eadiest, four month wait! My
little brother (rated Dangerous)

suffered severe withdrawal

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 1o ive fanzine
stariers, but don't let ali the hassle
put you off, you might get lucky as
we did.

Sean Doran, Belfast

PS Fantasy Uniimited is a mixture
of all the major mags around at the
mament it's a sort of 2000 AD
meets White Dwarf meets CRASH
meets LIM! Any chance of a plug?

Sean Doran, Belfast

o FAST
» L i
, LOOKE BUCWALKER <

7 NAWANAANT 2

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

meets Lmal Any chance of a plug?

Thanks for the practical informa-
tion, Sean. | should say tha! dedi-
cation and enthusiasm are assen-
tial to a fanzine. Having fun doing
itis vital, otherwise it just becomes
a drag. As to a plug: anyone who
would like to know more should
get in touch with Sean at 14 Vel-
shada Court, Belfast BT14 7LZ.
By the way Sean, thank you for
mﬂnq Box cartoon strip as wed.

:- LH“IR‘[ H

=N/

PLEASE LOCKE,DON'T KILL ME, )

| A

JPUCOALRERL] )
: T il

OUR. FATHER!! 5
T T
(':-’ HAT! L 'E"‘f'.i

Aok LOOEE, DopdT KILLME, | AM
BUR FATHER! ————

[V DoNT BELEVE’
b _

#

You, BuT

CELY .i:'.,ﬂ.:';:ﬂ':fi_ 10 ﬂl"_i; "f'.'-\.t-'
| '."-l.:.“lT EiLl o)

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

June arrived and with it, a par-
cal.l wﬂmmm-
ram to find that it was different. (In
fact, so different that none of my
brother's saved ' loaded,
and he bacame over-
night. He is now Deadly and it took
him about three weeks, while |
spant two months
Competent (and rich).

UN-BUGGED

moar GRASH, )
1_-'-':;:!;1 (:{.ﬂr:'lmu your n;:.-.c'.[:; ;}:;:1:‘:‘:”
ar March Issue, Ine g
I#Tl':-:,:.t:”:.fh T Inoug ntthala
I b conacled
First, amd p by 1he bgigest
mistake, was your relorence l'utn'!-
+he Bug being run prmarity oy « n
frizy Davy with t:l:rn-s.-clnal-lhi:.-_mr- P
from tha others. Thare are wi.-u-J,
(s inthia Editorial Team l]f"ﬁ't.t iy |;u.
inclucie mysell, Percy!) an in
the Editonal Team ¢ ot
wama. and are completaly
o Right with thal over I
ik 10 point oul that we i

1astic Adventurs Hadpline and nol

All | can suggest to the Eliteless
oneis that his parcel, containing al
the proot that he ever owned a

g:‘-‘"ﬂ of the 48K version s
- Unless he tries to get some
cashoutof our

postal service, he's
going to stay at least 16 quid out of

pocket.
Andrew Taylor, Calcot, Reading

It's nice to know that for every sad
ﬁ there's a silver fining.

H"I"'—' ot mwy
The Potalo, The Bug
m:::lna, 28 Leaside Avenue,
Moswell Hill, London, N103BU

Cnkpy Echtorial Toeam! Somy w "l'
3! | just Know thal
wam (CRASH branch

atherwist
cash che
either. Life’s |

LM

| enclose a cheque P/O for €
Mo

A

[ 1]

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

UTILITY OF
THE YEAR

Popular Computing Weekly

GAC

THEGRAPHIC ADVENMTURE CREATOR
FROM INCENTIVE

or ploase debit my Credit Card

5 il e I

| WANT ONE! PLEASE RUSH ME (post fraa)
I For my: AMSTRAD CPC [ BBCBL] COMMODORE 64 ’E
ELECTRON MASTER SPECTRUM
| The Graphic Adveriure Crealor ~ Tape £229501 Disc£2795(] |
The Adventure Creator (Electron, BBC B or Master) £14850] |
I Accessories
The G.A.C. Adventure Witers Handbook - packed with information (48pp) £1.25
I The G.A C. Designer Pad - 200 pages double sided £9.20
i Medallion Adventures
The Legend of Apache Gold by Peter Tormance £7.95
| Winter Wondertand £7.95
Free Posters Colour Postars Fiod wath vy ordar

SOF TWARE LTD

| incentive
K

—_— e — —

2 MINERVA HOUSE, CALLEVA PARK,
ALDERMASTON, BERKS. RG7 4QW.
TELEPHONE (07356) 77288.

— — — — —
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ARK ANNOYED

Dear
lwimttj?dmnﬁmmmemmdmsmimfﬂ}
mmmmm which seem strange to me (why
should gameplay be "dist ' compalling?), | would like to
wmmmﬂnqmﬁon and open up this ganeral

mmm Cam0d 5 ok of prooet  ur AancK

This letter is aimed at that trio of poor misguided games
Mike, Paul and Ben, nﬂmmmtmmwm
Arkanoid by Imagine . .

Mﬂumnﬂwﬂmﬂ.m fo be Editor of
EPROM in Preston, Lancashire, from G Hamnett

& &

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

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

« . . to call Arkanoidunariginal is rubbish as the additions to Breakout
are enormous, such as the power pills, aliens and 32 new screens.

Butofcourse, asTony Worrall points out, Munﬂmm
the sense that it" smuadﬁmﬂu arcade machine

Imn-nﬂhﬁauldwhmlmtm version. v[ ﬂtﬂqmmﬂl
adn-m b-mmmwd the graphics is not

gmpuywmutllhplm And if you forget
ﬂthﬂpﬂrmmﬂng ‘Oh yes, very original, just like out,
another variation, etc,’ nndlustplar! minmhammand
not what it's like, Icun*tmhuwmyomnm!aﬂtobehmlmd

And G Hamnett agrees thoroughly . .

Arkanoid is a wall programmed nicely packaged and, surprisingly,
[ hig addicﬂvupdmulauﬁw&athaim looks and sounds as
as can be expected on . Sinciair User

] mmmlmbaﬂmm status on the game, but it
certainly deserved its five star rating.

Faﬂhmndmadﬂm#. its addictive qualities seem unarguable.
Tony again .
mmmmmmnmwnmmmwn and have

almost every day since, trying to level 13). Quite
simply, | consider it to be one of the MWMHW

aulhn‘ﬁm of over 350 Spectrum games.
So how come Ben, Paul and Mike it so wrong? Putting aside the
amﬂm anﬂ diffarent game {they waren'tl),

it was obvious from your reviewers comments (particularly Paul's)
that wm'twmadlnmjwthenmwbﬂmhwhad
played it, probably due to the ancient concept behind it.

L e L T . o)
AT LAST!

SPECTRUM SPARES

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

ULAGCDD]T £11.99 SPECTRUM K'BOARD MEMBRANI £4.99
128k ROM £11.99 | SPECTRUM K/BOARD MAT £5.49
JEOA £2.99 SPECTREUME/BOARDTEMPLATE £4.99
TROS REG £1.49 SPECTRUM+ MEMBRANE £9.99
4116 RAM £1.49 | MODULATOR £9.99
SPECPSU £10.49 | SMANUAL £22 .09

Remember all prices include P & P, 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 ROADWEST, CLEVELEYS, BLACKPOOL FY5 3NE
Tel. (0253) 822708
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Whereas Tony Worrall puts it down to being ‘opinionated ' without
sufficient background to be so. In fact at one point in the review
he...

. laughed out loud when | saw Paul's comment about Horizon's
nuuTh&WH.'n'gnme Ifhe' ssmmliaal wﬁmmm . because
he has eithar obviously not
playing sense of adventure. If he is| ﬂ s not atall. Harryane
playing Arkanoid past level four rnelm»ymu | unexciting,
unimaginative, | will show you a very boring person,

Sﬂ'mgﬂuﬂhinw. Tony, but you're not quite finished with them yet,

ﬂwtﬁmmmmmqﬂm 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

ganm!nwndﬂﬂrwmamm but the games aren 't reviewad in
a complete vacuum, more than the three commentalors views ara

heard during the reviewing period, and in Arkanoid's case, there

wm ' agreament, However, nntawﬂ:rdnsm. a
ony upse the ‘jibas about programming’, achoas
Hamnett's feelings aboul its when he says . ..

Al isn't true. Sometimaes the ball does pass through the very
end of the bat, but | don't see that as abug. Just don't hit the ball that
warlmmabmﬂmmmndjwna:m.m
faster after 20 or so shots, and if not slowed down

hing a . gets 50 fast that alife is almost le.
This is part of the game, just as it was the coin-op version. The
speed of the bat across the screen is, | , to aid the in
reaching the ball quicker (much like the ZIPin Thru The Walff).

ﬂmwﬁwmﬂmmmmmh
original qualities of gameplay, but back t Ramage and his
WMHMWW:

| would that all arcade gameas are based on one of four
formats: ‘em ups, platform games, maze and bat and
ball games. And there isn 't an arcade game that ‘tiallinto one
or more of these categories, whatever exira features are added to it
(eg Knightiore, and the many games it has spawned, such as as last
mnnﬂ‘nsm.'-ﬁmdﬂawﬁmh is merely a platform game with
tancy graphics and somea adventure slements),

Therefore, Arka‘:odmn?ttbadm\bagmaa iginal; mln';trL:
very original, as there haven't been many i games for 1
Spectrum recently.

manmﬂm makes of Head Over Heels calls into question
the ‘bias’ that G M&HMMMINWM
reviewers of Arkanoid. He oo was .

ol nbntﬂmuhacktammatsaﬁmﬂm Head Over Heels
received an identical rating (97 percent) to that of the superiative,
CRASHiest Smash of them all Dun Darach! Why? Apart from the fact
that you control two characters, somatimes together, the game is
almost a complete of Batman. The ing thing is, is that
ynumvhwmﬂm Arkanoid because of its old game concept, but
cannot bring themselves 1o give the same treatment to Head Over
Heels which employs an admitiedly younger but infinitely more used
s (he scivent of the Spechnn; the number of
compare the n
Breakout clones to the amount of clones that have
up left, right and within six months the release of that classic
game. So, raviawm in future don’t judge a game by its cover,

A very sound piece of advice, Mr Hamnett, but ironically, one you
dnn?whmmmbamw % |

Finally | would like to re-iterate J M McDonald"s views in Issue 39. A
mmmmmmmmmmdmw@w
and, unlike uLTIMATE, the same can be said of

releases. HEWSON and GARGOYLE are, sadly, | mlyiwusuﬂwuu
companies whose names are actually marks of quality.

Eamsaﬂ. don't judge a game by the quality sign on its cover!

Qkay, my somewhat reduced space this manth has now expired,
Thank you for writing in, and please keep doing so, otherwise
Deraek 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 plle them up and
then compile something in on issue or two's time. Address? The
usual: LLOYD MANGRAM, FORUM, CRASH, PO BOX 10, LUD-
LOW, SHROPSHIRE SY8 1DB.
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La dee do dah dah dab . . . and | must face the final
curtaim . . . te tum te la la la de dooby doo of which
I'm certain. How are we doing? 140,255 hours 59
minutes 10 go including leap vears . . . dah dah do
dah dah dah de dum de each and mﬁighw:y Y
dum dum much more than this, | did 0. . . um,
maybe | can hurry things along for you. If 1 hide
mysell under here at t& back of this shelf, and

me down into the shadows disguised as, say,
# used piece of chewing gum, 1'll wait around for the
sixteen vears, you 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 continuwm - and
of course the fact thal 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 [ could chew . . . but dah dah dah
dumdedede I diditmy . . . ohbelloagain. There's
been a shight hiccup, well more of & major disaster
really, and Tamara is only three years old. She still
can't talk, but you've never seen such beautiful snot
ﬁmmm,g 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 disasier is that | 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 1t up 10
my meck this time. Not that miniaturised neutron
bombs disguised as used chewing gum have necks.
You see, it's potty time!

Here al the bu{w factory things are highly sched-
uled. Not only are all the infants borm with their
Walkmen already in place, but they owe nine months
payments 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 1o pay
off the debt. They charge the kids for potty training
too. Sweet wee tots, sitting in orderly ranks, eyes
meamerised by video screens which are :hnmnlg
some ancient laxative called 'Surprise! Surprise!” It
works every time. Some weird humanoid trots into
view disguised as a middle-aged haddock and gargles
into & lelephone at 12Khz220dB. Spontancous
bowel movement is assured for anyone within range.

But wait, gentle reader, in the midst of sormow
comes forth comfort, running a close second 1o 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

ap-tooth smile and says her first word. This innocent
ittle child, who will bud, flower and bloom into
nubile womanhood has learmed 10 sPut_ “Pooh!™
she says. Well, what did you expect? You try crap-
ping in zero gravity.
ow can | describe what is happening to me right
now without causing u!lﬁmh;?' :lcarrin& mtﬁlul h’:
Wi my eXpression o aeces. [Us inall t

Fmg. Irm all washed up. Ex-stinked. Trolley-
trucked in a green-lidded ic bucket away from
litthe Tamara, towards the poop chute. Destination
deep space. Bul there is no need to panic. Surely a
sentient bomb endowed with my massive intelled
::;“Hﬁnk himsel{ :dml of this sticky little hrrrn I
r y scan my word processor, cursing the Mexican
wha invented {ocmcript. in order to Eﬂ:biﬁh how
best | can communicate with the robot, win its con-
fidence, and get back to my Tamara's potty training
SCSSI0N,

**Your Public school compulers
arefullof cr... "

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 coolowt trousahmeat!" The elec-
tro-mechanical Mr Mopp infra-reds the garbage ski
to the loo, extends a manual dexterity unit towards
my bucket, Bips its lid, focuses a scanner on the gently
sicaming contenis and replies 10 my message thus:
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“You public school computers are full of
... ., .." the terminal fncative & lost as the
air-lock irises shut. | am not belicving this! Tamara is
performing on a duck egg blue chamber pot with
thirtecn 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, covered in s . . . 5. .. stupidity,”

Extra mental activity I8 required hereabouts
There is a sound like a million Duane Pipes voiding
bowels as the external iris opens, and yours truly is
expelled st 32 feet per second in the company of a
load of juvenile bodily waste, a hall 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 vou can possbly imagine
and a plastic teether in the shape of Tony Heath-
erington. I find the latter intolerable, and shut down
to preserve my batteries, until | am rescued by a
passing coincidence

«» » Late it up and spat it out . . . de dah but dah
dah dah . . . 1did it lah way my internal clock
assures me that nine vears have passed, butl 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 nl'nﬁu'hu:! Strauss symphonies bouncing ¢
black monoliths indestructible as a Mandela, foetal
plancts tipping me the wink, Hal on Earth, and
nothing on the telly except MTV, GCHO, HRH and
my mind's eye fantasies concerning Tamara's prog-
ress. | am in orbit around the white dwarf Nabokoy,
sucked into an ol [actory satellite codenamed Woli
Namyrrab, whose function i 1o sniff out excrement
and recycle it

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

0

Woli Namymab sucks me in, and immediately
breaks. Its on-board compuiers — normally busy with
universal truths like type pressure, number of Tamils
clinging 10 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 mec up in il and
heads for the binary system Lawn-Order. Gimme
another break.

Mistakes ['ve dah de dah . . . but then again too
few 10 mention . . . dah dee dah diddle dee . .
Hello again, especially Stephen Graham and Mike
Reed, you're too kind. | have been orbiting Nabokov
wra in this towel for several vears. Absolutel
nothing has happened since 1 last made contact wit;
you, except the appearance of that space shuttle over
there. | wonder how Tamars is getting on. She is
about filteen or sixteen by now, sporting pigtails and
white socks, whach is the only school uniform worn in
8 Macdonalds nig. She must have lefi poity training
years ago, and been shipped off to one of their higher
education centres where they graduste in lipstick
application, unarmed combat, shoelace tying, that
sort of thing. It shouldn't take me long 1o track her
down. After all it's just the one known universe
whete Macdonalds operate. 1've fived a Kife 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 I did it my w . . .

The shuttle heaves to, Not a pretty sight. A little
bald guy in a pinstripe spacesuil is ing out of the
mirlock and shoving a * breach of copyright " writ ai me
from some singer-songwriter named Paul Anka

Funny how some Tive up to their surnames. |
am delighted to report that he thinks it 15 the towel
who has been singing ‘My Way' for all these years,
and [uils to notice the encrusted chewing gum now
attached 10 his velcro-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 ?wm;il and
changes inlo something more comfy (hmmm . . .
nice suspenders) and 1'll hack into the shuttles’ navi-
gation computers. It should be a picce of cake 1o
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
yolks for the royal icing and gently beat in the four
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until the mixture is the consistency of a = hello? hello?
arc you receiving me? - melt the chocolate over a
gentle heat but do not boil and - hello? LOUSE to
any‘ll'n'g? Come in please - add a pinch of nutmeg, a

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

llo? who's that” anh, contact! Right! Let's get
hacking. Straight down the microwave lengths,
bounce off this geostalionary satellite, hop down to
the receiving duic, laser 1o the ground-station, up this
telephone junction, through that mode, out the other
end, into the network, avoid Macdonalds security,

straight through to central records, routing to person-
nel files, subrouting to Little Breeders section,
BINGO! flip through the index, AB,C.D . . . dah
dah were times, I'm sure you knew, when 1 bit off
more de dah dah doo . . . L M!7 what"s this pile of
drnvel? N,O.P.O.R.S, aha, T! Tart, no, Table-deco-
ration? what kind of a carcer 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 as | 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, RI{vB'tﬁ.
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 lisi

of female embryos; Phillipa Kettle, Cass Strmght,
Beverley Careful, Beth Friend, Honor Bach (| knew
her sister Helen), Sandi Shaw! oh come on now, who
in their right mind would name anyone Sandi Shaw?
Violet Krame, May Whey (not a bad title for a song),
TAMARA KNIGHT! T've found her!! Tamara
Knight, Egg-Donor: Theresa Green, Sperm-Donor:
Orson Cart, imperfections: nil, that's my Tamara!
And where has t ubm?nd all-powerful Mac-
donalds Corporation decided 1o send her? Greal
leaping bounds of coincidence! The Nabokoy system!
Fifth planct! The one we are passing at this very
moment! LOUSE 1o 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
vou ready? What! [ 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 vou whi have studied the art and skill of
snooker will appreciate the following exposition of
precision, geometric theorems, the princple of
moments and mathematical certainty, The netball
hasket receives the delicate radar podule on the nose-
cone of this shuttle, followed by eleven thousand
mietric tonnes of Utanium. As the airlock bursts off
and | am catapulted Academywards, | hit the overfly-
ing Oom ie bird which trills its characteristic %
on impact. | am deflecied at an a:‘:jc of exactly
degrees to intercept the bullet which is speedin
towards the head of the nun on the bicycle a
ricochet through the window of Class X, where [ land
in the box ol Living On Unemployable Serving
Employer LOUSE advisory units, which are al 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 a litthe 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 doughnuis. “Hello there 007,
vou'll never believe where 1've been, or rather when
I've been. Sorry | haven't got time to tell you all
about it, but | am just about 1o be allocated to that
beautiful young lady at the front of the queue, just
like | was sixteen years and five episodes ago. Yes,
that's her, the girl on whose fetlock have just
been implanted. Isn't she something. Wouldn't you
love to . . . Mein Liche Gott! STOP! Tamara come
back! Don't leave me to the mercy of this Macdonalds
selection moron. | mean, he may decide to implant
me on o ™ oh well, gentle reader, Win a
few lose a few

So here | am then, disguised as a boil on Duane
Pipe's bum, as he smirks up 1o Tamara and makes a
disgusting proposition. She looks him straight in the
eve, smartly introduces her knee 10 his post-adoles-
cent centre of gravily, losses her tresses and says
*Pooh!" =1 do hope 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 INTHE CARE OF A GAY
MICRO, LEAVINGMESTUCKTOTHE
FLIPSIDE OF A CALLOW YOUTH
WHO WAS MANUFACTURED FROM
THE GENES OF A COUPLE OF MUD
WRESTLERS NAMED ED LYCE AND
CELIA LEARE. 1 GUESS THERE IS
ONLY ONE THING TO DO. WHAT DO
YOU RECKON, DEAR READER?
SHALL WE? COME ON THEN, ALI
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 .. ..

0 BE CONTINUED
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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
d will have a hlﬁﬂl‘r impact on the adventure scene than all
d of the rest pul together. The program | refer to is The
{ Professional Advertiure Writer, or PAW, the familiar

7
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Cheapies
SOFTWARE, an &xC |hr1T

-
WY

w/

AN
MAKE WAY FOR THE PROFESSIONAL

while devising The Quill, The Patch, and The lustralor,
This month’s games list consists of two full-priced

roducts and twao

Those near the tenner mark are Grange Hill Irom ARGUS PRESS
adventure featurin ! _
tenders acting school, and The Sidney Affair, a more Anglicised name after

the after-hours antics of the Eas-

manuals

name by which il is already known. It may not have as
interesting a name as the imaginatively titled Chuill, the
cnsort utility released three years ago, but it is an apl lithe
nonetheless, The program is truly professional, as anyone who has ever
attempted to write an adventure will realise the moment they delve inlo the

At first sight, £22.95 may seem a lot 1o ask for any Spectrum software, but
the program benefits from the skills which Tim G ris’ team acquired

Producer: Infogrames
Price: £8.95
Author: Gilles Blancon

i you suspect this game is
a Vera Cruz clone then

THE SIDNEY AFFAIR

L’Affaire Vera Crur from the Gallic software house inroGRAMES — the new
game is in every way a Vera Cruz [1. At the cheap and cheerful end are Mant
Lucas, a PLAYERS 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 ol 2227, Although Kobyashi Naru may have some failings,
it does introduce an interesting innovation, that of finding the noun 1o ink
up with the icon-selected verb by searching through the text description

a new idea which works very well,

Vera Cruz case, Your Supenors
were most  impressed by your
analytical approach and have put
yvou al the head ol the Sidney Inves-
tigation. The game begins with a
chap’'s head ined up and centred in
the sites of a rifle eyepiece, pointed

by an assassin from the window of
an apanment across the street
These two locations (51 Gueran

you re quile right, for in
just about every way The
Sidney Affair runs in exact

parallel 1o its distinguished pre- | Street and the flat opposite) form the
decessor. frames through which a magnifying
As Detective Sergeant in the | glass is positioned to find clues and

Crirmee ‘!qu.\d in 51 Ebenne, you've
already shown your ability in the

much in the same way as Vera Cruz,
photographs and notes entered in a
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& fangerprint

the wahidow,

AR R RN

nole book provide the starling
points from which the investigation
radiates

The Spectrum cursor keys glide
the magnitying glass around the
scrieen, and it won't lake long to
realise that systematically running
the glass up and down assures no
vital evidence is overlooked. Stan-
ing in the sireet, 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
unopensd wo or three feel away
Examining his keft-inside pocket vou
discover a wallet with a driving
licence, credit cards and an 10D; 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 titke and
rubes out any antipodean connota-
tions, who was married with twa
children at 5 St James Sguare, Cler-
monl. 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 enough and | wonder how
many people beyond the superhero
sor get anywhere with these games
Hli:gillu'admg white background of
Vera has been retained, much to my




KOBYASHI NARU

Producer: Mastertronic
Price: £1.99

Authors: Clive Wilson & Les
Hogarth

yve ave, | think I've seen
something like this before
Referring back 1o lssue 313
{Oxct 861 1 find the culprit
® none other than that
sieepy offering from MASTERTRONIC
ZZZZ. And what do you know, thal
gamis 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 sophisticaled lnaks
and features the whole thing came
crashing down due to an inepl input
wstem. Even so, judging from my
mail bag, many still sought out
227272 for further investigation, and
they seemed impressed by a smart
con-gnven  adventure  for  only
£1.99. Well the game reviewed this
month should go down even better
lor il has no annoy INg input r.|l|||‘|!..';-..,
and the presentation is finer than
wis the case with 727287

ZZZZ was innovalive 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 nput You
still end up with verb/noun coupl-
ings but the way in which yvou et
there is totally fresh and engagingly
original, Around the borders of the
picture there are well-drawn icons,

much as were seen in 225228 In
Maru, however, there's the added
bonus of being able 1o scan through
the text for the noun to team up with
the verb chosen wvia the icons. If
you've plaved a few adventures in
the past you'll quu'“\, realise jusl
how clever this system is; it keeps
players’ imagination tightly on the
problem in 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 Jess misunderstanding between
player and program. Again, vou can
only marvel at a budget game mak.-
ing this kind of real advance in
.+r—k+'n$.l¢.f|r1ﬁ;

Kobyashi Maru is the final trial for
those who would be one with the
mortals. You stand in a closed
chamber on the world of Ygor, a
candidate to the Ovrder, Sent here
by Owverlord of All, vou must com-
plete the Naru inall its phases. Su
cess will bring you the knowledge
and power of those who have trans.
cended the need for life iself, 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
MNaru, and obtained the required
objects from each. To help there are
yvour wils and little else. The stan
dard wrist terminal you are wearing
may be able to analyse certain items
and provide useful information, bul
its wse is limited. A chime sounds

r’l|_1+-\ll-|',|l'| A5

chagrin, and the mput foubne Can
be a touch sensitive. Assuming the
imstructions | received are the same
as those that come with the gamae, |
couldn’t really go overboard about
Siddney Affair thinking that many
people who buy it wouldn't get
much bevond Part One

The Siclney Affair is a superh sdea
but I'm not 1otally convinced it has
been presented that well on the
Spectrum, Caven the origmality of
thiese Gilles Blancon games, and the
popular appeal of Who Dunnit
vams, | can’t see many Vera Cruz
tans resisting this one

Difficulty: Part Two is a stone wall
that may leave many non ;J|L|-u-d
Graphics: excellent scenes of the
crime and mug shots
Presentation: good

Input facility: roving icon, strug
tured sentences

Response: fast

General rating: good

Atmosphere 85%
Vocabulary 76%
Logic B8%
Addictive quality B7%

Owerall B6%

ahd the Naru 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 malter which portal you
select to begin with, the immediate
result s somewhat the same: a
restricted movement between threo
or four locations followed by death
when you iry to get any Turther, For
example, in the case of Knowledge,
it"s a giant, ugly, flesh-eating Krakod
which engults you with its tentac les
Chopping one of the tentacles with
the double-edged scimitax  only
segs  mione 1entad les |‘|||!|:’|I'|!.[ Yiou
rarmi

While scratching vour head tryving
to progress in each of the three sub-
adveniures you may find it profita

ble to analyvse as much of vour envi
rons  as [1r|-*~l|lfl‘ by way of the
AMALYSE icon, This command is
similar 1o EXAMINE in mainstream
adventuring but here EXAMINE is
risaerved e 1}!-’:\.!" terms .||,1|.|.|||'.. 1
your possession. Keeping with the
tirst portal, Knowledge, it might be
useful to run through this part of the
game 1o illustate just how well the
adventure runs

You stand on a vast plain, a
myriad of tny SCLITY
about, The place s teaming with
life. A sweel smell in the air, The
sCimitax a4 Mmossy {|||I'|Ih
Leaving aside the ungrammatical
leel of that passape let's ANALYSE
SCIMITAX AMALYSE pant is
brought inlo the verb window via
icans bordering the picture, and the

Creatunes

=% on
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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 lot o
be said for using a | ick -
Kempston is cited on the cover),
AMNALYSE SCIMITAX results in “The
divine scimitax of Baal, Etheric War-
lord of Gath, The jewel-encrusted
shaft ends in twin blades honed to
tion. A runic inscription trans-

e4 into, | will always return’,

Pressing 2ero (or FIRE) releases
the icon mode again so you can
choose another noun, Now if you
decide ANALYSE PLINTH is a good
maove the program scrolls a message
across the top of the screen:
STUDIED AMALYSIS REVEALS
NOTHING OF RELEVANCE, which
might seem a little boring, but what
is more interesting is the scrollin
itself which is superbly smooth an
a further touch of class for what is
supposedly a cheap game.

| could go on for some lime giving
good examples of how flexible the
game is but suffice to say that the
icans allow much leeway and the

A

ANALYSE command in particular
gives many a long and detailed
synopss way beyond the one-liners
of mainstream adventure.

Kobyashi Naru is a superb piece
of microcomputer programming for
the paltry sum required. | wonder
just much of a game is left in
memary once that allocated for all
the snazzy programming is totted
up, but lruis is a small query set
a?ind the attractive looks and style
ol a progressive cheapie like
Kobyashi Naru.

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

Presentation: attractive

Input facility: icons for verbs and
word exiraction for nouns,

Response: fast

General rating: innovative
Atmosphere 76%
Vocabulary 83%
Logic B4%
Addictive quality 81%
Overall 83%

|MATT LUCAS

Producer: Players
Price: £1.99
Author: Alex Williams

& att Lucas isn't a car emul-
i shon, he's a private inves-
e tigator who zips around in

J#M 2 red Ferran, pulling up

= now and again lo use it as
a prop 1o pose against, leaning on
the windscreen with gun purpose.
fully pointed at the action (how's
that 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 peography 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’l quite
seem to kick this Russell Harty
flavour).

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

infiltrate the seedy drug culture of
Florida and find out what has hap-
F-ned to your partngs in crime-
ighting, John Harpinger. It seems
that the poor chap has been taken
hostage ih‘”x::(;u ruthless gang, there-
fore it’s your most immediate task 1o
follow the trail of clues 1o the kid-
na s hideout. Your colleagues
on the precinct are Cosby, Deringer
and Makepeace (I made that last
one upl under the world-weary
direction of Lieutenant Davls.

This program iwhich appears to
be a GAC clone) doesn’t set the
world alight with innovation, but |
was most impressed with ils compe-
tence for such a low asking price.
The location descriptions show a
fine writing style, the problems are
interesting (even i the solutions are
unimaginativel, and the program
makes good use of informative
EXAMINE statements 1o keep the

me moving along. Try these two
ocation descriptions:

‘Matl is near a T junction. Sud-
denly all the wealth of the city gi
way briefly for the poverty ol the

igh-rise flats’, and *Matt is outside

Producer: Argus Press
Software

Price: £9.95

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

g his review was 1o be the

{ greal exposé on Grange
= Hill, the television prog-
; ‘s  heard

Alas, several factors have conspired
against this, the two major failin
being my inability to find any book-
shop that sells the book this prog-
ram s apparently based wpon,
namely Grange Hill Afer Hours,
and my mﬁs"m? the television prog-
ram on several occasions due 1o a
propensily for scoffing things about
the time it goes out. | thought | had
it beat when | chanced upon as|
a collection of Grange m
memorabilia 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
leamed bookshops where whisper-
ing ‘Grange Hill" could reduce even
the most composed assistant to
bouts of the giggles - or was | just
imagining itf),

there was no sign of
After Mours among the wvaried
Grange Hill antics, and indeed, the
antics of that famous former pupil,
Tucker., The book continued to
elude me but | did manage 10 see
the TV program in guestion this very

day, although a certain amount ol
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mvlﬁlm ited 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 am Tutti
Frutti, not because it's as ing as
sin (nothing unusual in ll'uli.%'m
because of its thick Scottish accents
(though | wouldn't know, having
mever seen more than 15 seconds at
a time). But what about this here
Grange Hill! Stuck in front of the
television, there's me sitting on
every lilt and intonation trying o
decipher words mumbled into jum-
pers and caught in coffee cups leav-
ing only the ing that something
cockney's been uttered. | caught an
episode 23 where Mr Scott gets his
revenge on Trevor, Mrs MoClusky

ni some rebels for reasons

41 10 SOme previous programme,
and more to the point, women and

irls want to fight for the right to hurl
hal 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

ne and got his Walkman con-
iscated for having it on in a lesson;
and this after his last one was con-
fiscated and lost. His mum wasn’l
oo pleased at that, and so warmed

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-
seite player is going to lead 1o such
a shouting maitﬂ he probably
wolldn't be able to hear a Walkman
again. The only alternative seems to
be 10 return 1o school after hours,
break into the staffroom, and
retnieve the machine. All this has to
be done before midnight, and with
lh;l hl;mlp of his trusty schoolpal,
H

Grange Hill the computer game
has lril;'t!ﬁts best not tc»ﬂi!:mjhf pigi.n,
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-
turé, This isnt the only arcade
aspect either, as sudden deaths
seem o lie around every comer,
And herein lies one of the game’s
mos! serious drawbacks. The inabil-
ity 10 save your position just before
one of these unbmely deaths results
in much monotonous repetition of
routes you've already mastered; a
fundamental flaw this,

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

character, Gonch, walking around
outside the litter-strewn  playin

fields and perimeters of the sc hm:.t}il
as often as nol accompanied by

R e A e e e e i e
GRANGE HILL

our sidekick, Hollo. Both you and
L- are animated, or more strictly,
your legs are animated whilst the
upper lorso is rigid, with arms pin-
ned down, The background
aphics are rudimentary and, inmy
, disappointing. Any charac-

ters you meet, like the celebrated
drug pusher, also appear in this win-
dow, the text area giving the
unity to ‘Just say no” (a

rase¢ pinched from the trainin
ilms for newly appointed ban

managers). *

The speech aspect isn'taltogether
successful in Grange Hill, ﬂmﬂ
you can gt Hollo 1o state how
would prefer 1o remain put rather
than follow you any further, at one
stage in the game. I've forgotien 1o
mention the time element, whene
the clock runs at four times normal
rate, which means you could be
gl:ying this game for (12 - 4) divided

four hours, which is a long time
to play a game that never quite wins
YOU OVET,

Difficulty: deft control of keyboard
or joystick required

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

Response: fast

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

Atmosphere 71%
Vocabulary 59%
Logic : 79%
Addictive quality 62%
Overall 70%




the precinct. As he looks up at the

el r r-..;r:-iu:..; i'l'i, il i'.1,"J|| bt
of his good nend and col
league, lohn Harpinger

T i PASSARES May SSem unre
markable, but they are representa-
tive af a stylie whie h RO SOME Way
bevond the ‘| am inYou can see
i |:-: hés of lesser Bames

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

and dusty

word combinations but once
correct
appear to be the most logical, or at
least elegant. In the buicher's
there's meat, which  apparently
must be bought with some presently
non-existent money, and sawdust
EXAMINE SAWDLIST gives ‘ Yellow
Viery interesting! ' while
TAKE SAWDLUST tells vou in no
uncertain  terms, “What the hell
for?!” One non-standarnd useage isa

af h-lr'\r'l,! e solutions

reliance on TAKE aonly
I.IF'I1II:_I:I

wilthino Gk 1
However, any annovance
over this omission 15 somewhal
assuaged by the use of the abbrevia-
tonof T for TAKE

A good many locations can be
1-\||.|-:|rq-d boefore the FJl.l'\-i"f hasto do
anything beyond simply mapping
the .Il;‘l'u_'l1|1;ll1' I|;I||| it s 1l|||."1' ST
tume bedore |:".:' first ulr;q‘i is !'.ﬂ:"L'_.‘.l s ]
take on unmistakable associations
A car standing in a filling station with
s patrod cap removed . a tube and a
contamner s one of the more obviouws
strings of objects that no doubl can
be brought to bear on the problem
of getting that red Ferran started
sadly
when it s Tound in the very first loca
1O

imoust BRt poing 1o winrh

Cetting some way into the gamse
reveals only good things, but some
may gall at the very slow response
for example SMASH VASE
1sn't the right way to go about mak-
ing the vase you find in Phil's place
useful, but it takes the program an
awiully long ime (o look through its
vocabulary to tell There's
atso the small point of missing part
of the Bame should Yy il|.rl,. wilh
TEXT only (and to be quite honest
!;||h:||,||’.:h rh.« '.,'r.];'|||||:-1 Are |::|'.' (0]
means the worst 've réyg et -

nimes:

VL this

BN

ing them so often allows e player
o become jaundiced with their
overwhelming simplicity, so plaving
Peent ||I||\ i A Coimi-
puter lies on yvour desk in your office
and
where) causes a map 1o show up on
the aomputer screen, Linforfunately

an't be ruled out

imserting a disk (found else

st weon 't see this maponthe TEX i
-II§|51=1|!'1|11 il

long before Wil
4

option {althouzh
won 1 take yvou
!'t'.lll-q' rh.|1 WOW W mssndl SO
thingl. But small nigples apart, Adatt
Lucas 5 a really ine game lor the
asking price

Difficulty: easy

Graphics: average

Prisentation: redesigned ¢haracter
o

Input facility: verb/noun
Response: sluggish

General rating: good

Altmosphere B2%
Vocabulary 78%
Logic B9%
Addictive quality 85%

Owverall B4%

Professional Adventure Writer

——————— Spectrum 48K Phus. 128.Phus2

Coming soon for Commodore 64 * /  Amstrod
Ihe Prolessional Adventure Winter is a state-ol-the-ar
graphic adventure writing  svstem. which allows vou
1o design, write and Hlustrate, fast machine code

.1|:|1.1':I!ll|!1'-1 with R T L

I jore witles o ||u1.u'|1|.1| sentence parser whii h allinas

complex chained commands to be decoded

automatically

Simple to use multiple process tables allow characters

andd problems to be created for vour adhventures

Versatile graphices editor provides "rubber banding

high speed shading, scaled subwoutine s ete elc

Wlonas impressive ilustrations 1o be created Ll A\

and easily

Has many other outstanding learires making it probalshy
the most advanicsd authoring svstem available vet

GIHSOFT

E—

on the 128K machine

-
Tan g wih s~

Makes fulluse of all the memory

BARCLATLARD

£2295

2 Park Crescent, Barry, South Glam.Tel;0446 732765
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Producer: Gilsoft

Price: £22.95

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

-

<ty ay back in May 1984 a
I"B‘ young, lvely, fresh and
L} spirited magazine called

"é L}, CRASH reviewed a prog-
: ramming utility named
The Quill. In that same issue theme
was 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 adventune super-
men and women

Ower the years The Quill has
supplied many a good game lor
review, but it has now begun to fall
behind despite additions such as
The ilustrator, The Patch, and The
Press. mwCENTIVE 5 Graphic Adven-
ture Creator, was supposedly the
answer to the adventure writer's
pn;higrrn'\ However, | remained
sceptical as all around praised a util-
ity which | thought lost an opportu-
nity {0 see adventuring through the
late eighties. With The Professional
Adventure Wiiter, or PAWIor short,
| now think we have the kind of util-
ity which can lead the way to better
and more imaginalve adventure
the beauty of which is that the man-
uals are amazingly accessible, even
for such a complex and thorough
miCroCompuler 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
G“t!f‘ls 1_Ihl'LIIII.,|.\ |1r'q.l,' ol .I{l'. -
ing, and his realisation that the odd
ioke or human touch can considera-
bly lighten the load of a heavy pass-
age. For instance, take this plece
which follows a breakneck tour of
your test adventure courtesy of the
parser, “'Right, back to the boring
bit, QUIT from the game so we can
deal with the next chapter in this
saga.” The fact that any part of any
manual can be thought any more
boring (or interesting) than any
other will rufile purists, but this kind
of humanising is nght up my street
The introduction is a superb pulbli-
cation, making no usé of the pomp-
ous style which blights so many
technical

Mow for a run through what PAW
can actually be expected fo
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 1o write up (o the
full 128K of the new Specirum, allo-
cation of weight 10 objects which
can be wom, removed and/or form
a conlainer (eg nouwsers with L -
kets), interaction of independent
characters, and quick, easily-drawn
graphics with rubber-banding plus
high speed shading .

In the line of vocabulary PAW
provides a full parser, a device
which converts tne player's input
into logical sentences which evoke
suitable responses. The parser
understands long, complex
chained commands using punciua-
ticn marks or the conjugations AND
of THEMN, including the ability 1o
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 lo 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 o by the pronoun (T
Adjectives (GREEN jumper, LIT or
UNLIT torch) adverbs (HAPPILY
marmied), prepositions (talk TO him)
can all be used to add colour 1o the

vocabulary, along with the usual
verbs and nouns. Vocabulary
values lower than 20 are
CONVersion they are
treated as verbs by the program
(INORTH o Many

1|'I|1'1'1'|
noUns as

example)

synonyms can be engaged 1o ensure
that any input will receive a reply
for instance, BUS and TICKET might
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e given the same value of 54 we ke
AMORAK and COAT are both 56
Seventy common words are already
catered for in the vocabulary, the
program recognises up o the first
five letters (ensuring speed in pro-
cessing and typing, along with
memory  savingl, and all-in-all
PAW has done a very thorough job
in the vocabulary field

The screen display format can be
changed al any time during play and
ophons open to yiou are
1. Full S5creen Graphics

' Continuous Scrolling

i "t;:|||| Screen Graphics

4. Fixed Text and Graphic Windows
Fuither variety built-in
multiple character sets. These can
be altered and imerchanged during
a game, even when between loca

tions or in the middle of a sentence

| consider these options 10 bée a
liberating force and an escape from

e |

lies i the

the cloned look of other wotility
adventures
Debugging a near o omplete

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 o the user to
add, subtract, copy and compare
Flags can be used lor character loca-
Lons,. CoOunters in ‘-uhl'-lll.i:”l-l,-'-g. or o
hold the locations ol 1|hj:-\1, 5. Loca
tions and flags come into their own
when used in Process tables, where
Condacts (Conditions and Actions)
can be 5:I-|LI|'||'|! 10 3AChEeve 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 jncluding the nol-
created location can quite
clearly be seen to be related to loca-
tions and flags, This leads us on 1o
the second feature to aid debug-
gimz, namely those Process tables
The advantage of using these tables
lies in their ability to be nested as in
subroutines, with the oplion of
devoting, say, oné whole table to a
Character’s behaviowr, This not only
aids debugging, it also has positive
implications for developing and
improving subsequent adventures
written using PAW

The lace a utiity presents o he
world B mportant, that
budding writer the
complexities of adventure compaosi-
tion for the first time,. PAW shows a
very riendly face with two page
u options primarily con-
writing the adventure,
with saving, lO3ging or
wirillén gamee Single

I52)

A% it 15 biere

il COnironts

% Ol
e ane
cerned with
the other

rq'-.flr]r. o

letters [V Vocabulary, 1

miainky first

b
[ ]
]
]
]
]
]
]
]
¥
1.
ki

-
-
-
=
ol
-
.
-
-
-
S
-
-
]

Locations, C Connections, M Mes
sages etc), lead onto sub-menus
which always remind you of the
Wy in Wi || iniormaton %
entered

The Locations sub-menu, like
mosl of the others, allows the Inser-
bon o ext -\11'.+-1'.{1r1~.vr|r Ol texi
Prnnting on screen (List), LPrnt to
printer, and Z to retum 1o the main
menu. PAW checks the syntax of all
enfmes .|r|tl IRNOMeS '\.H|H'f'|-:ihlh
spaces, therelone | 3 will result in the
Spectrum question mark, as loca-
tions are inseded in” order and
require no number — deleting 3 with
the usual Spectrum keys sees the
input accepted, COn 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 lums to Connections
blank enlries will be found cormes-
ponding to the locations entered as
this aulomahbd syslem '.|I1':|||'.- ack
nowledges the fact that every loca
son requines Conne ons 10 some
where! Similarly Initially at, and
Weight, open up new entries every
time an item in Object is bome, To
say this system s child's play might
be asking for trouble, but it is clear
the way in h PAW & con-
structed allows the greatest oppor-
tunities for a comparitively meagne
outlay in time and effort

This utility is a remarkable
ton. It s a graphic
posing

\-'\-'|1H

: Iven-
adventurne com-
20K
eleased in one lormal bul Covenng
the entire range of Spectrums: the
48K (rubber kevboard), Spectrum
$ (plastic keys), the 128K, and the
128K Spectrum +2. Disc/micro-
drive versions will be available by
mail order for the Opus Discovery
NSCIPLE and BETA interfaces
ATy O P I'r.1-|r15,r| a4 Cassatte ver
sion now who wants to upgrade to
a disc later can do so for the differ
ence in price. Discs of 3, 3.5, and
3.25 95, while

evelPm 0l S THR

mches will cost £27.95,
the price lor microdrives is yet (o be
announced

The Professional Adventure
Whriter 15 just that, a professional’s
ad, even i only for developing
games for later coding. BASIC or
maChine code additions are catened
tor and a SAVE'd database can be
vearitiad, | found the program excit-
ing and am excited by its possible
achievements

Owverall 97%
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BILINGUAL
PROGRAM

Dear Derek,

It's easy o speak Brewster, but there

is another way. Just type in this small

mega utility:

10 POKE 23658, 8

20 PRINT “INPUT SEN-
TENCEINBREWSTER"

30 INPUT AS : PRINT AS :
PRINT “MEANS IN
ENGLISH (7 =
SPACE)"

40 POKE 23606,-8

50 PRINTAS

60 POKE 23806, 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 |

ught, such as Ghosts & Goblins,
Fist, Avenger etc only kept me
entertain for a week or so, |
recently bought Gremilfins and have
been addicted for months

| would 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, butit could be a bitlonger
and feature more games for inex-

penenced adventurer's like myseli
Giles Kellner, Wirral

Hhhkoﬁhempnﬂ'mrhudi'dm
for Terrormolinos, which struck me
as both friendly (it tends to accepl
vour inpul) and easy, Malt Lucas,
reviewed this month, allows vou lo
wonder far and wide, is not
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, ok

NOVICE HURDLES

Dear Derek,

With the two recent additions to the
adventure making world (Adven-
ture Creator and GAC) | was won-
Lli_*rrl'lg what is best for the novice 1o
pet started on, Could you please
advise me!

Chris Counsell, Southampton

A timely question indeed, As you
will glean from the Professional
Adventure Writer review  this
maonth | have never been a great
gn of ﬁ Gr;g:ch Mumluﬁr:
reator (having ¢ one in

early Amstrad-only days). Could |
therefore draw your attention to
PAW which | consider to be a work
of genius.

DE

MORE LIFEON THE
GRANGE, OR
OVER THE HILL?

Dear CRASH,
| have just completed a game from
aRGuUs press called Grange Hill, at
least | think | have! You see | gol the
Walkman and went home, and
when | came to the part where
Gonch's mother stands, this is what
happened ‘Hedlo mum’, you
smile. ‘Before you ask, look.” You
point al yourAValkman. “Oh that",
she replies, ‘I'd forgotten about the
thing." Your heart sinks, ‘But that
reminds me’, she conlinees, ‘the
school asked me to fill in a form for
the insurance on the other one yvou
had stolen. They need it tlomaomow.,”
You feel sick — it means you must
return the form ta 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-
fuﬂ'ti!‘ Your only hope is to put it
ack by moming by breaking in
.|il,:in'. Does this mean I've com-
gr'ied the game or is there going to
a Enll-uw-upf
Paul Goodwin, a proud 128 +2
W,

NO MAGIC IN
THESE POKES

Dear Derek,

Having completed the first thres
parts of The Colour of Magic, but
come completely unstuck on Part
4, my wife and | were delighted 1o
see the program sent in fh,' Paul
Matthews to list the vocabulary




[£20 software prize for March).
Imagine our disappointment when
iy trum + 2 would nol accept
lines 60 and B80. Is it possible for you

P Perrin, Wilts
I don’t know what the exact
lem is here but I'm o
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many hours on the program, writing
and maostly uninspiring adven-

tures as well as tiddling around with
the graphics. | have, however,
i a very large adventure
with graphics and character inlerac-
thon. It isn't exactly veviL 9 standard
but | would like to try and sell it to a
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wonder so many AMUTNETS
went back to owning their own
companies after the shake-oul in
the early eighties! As for your last
poini, | have never of any

stooping so low as io
mmqranhﬂﬁwr.mm
easy on that score.

DB

MIDNIGHT
CURFEW
Dear DB,

I'm writing to CRASH Towers in
mpul.lmg o two aﬂh:lnF :-:ﬂ Il'ni
March Signpost section. Fi ’
was pleasantly surprised at Shan
MclLear's letter from Gla con-
ceming the already fabled Eye of the
Moaon, It's 1o knaow I'm not the
o:g Midnight fanatic in the world,
and feel bound to extrapolate the
discussion.

I accidentally came across The
Lords of Midnight a long time ago,
and immediat prmhhwdﬂt:ﬂas
‘the most sensational piece of
software Ttho hit the litthe Sinclair
micro.” This Mike Singleton's a
genius, |t t, and | watched the
software ves eagerly for six
manths or so, snapping up the first
copy of Doomdark’s fgaw that
appeared, It's rare that | fork
oul the traditional tenner for one
game, but again it was worth every
penny = an outstanding mix of
adventure, strategy, and I?raphi-car
perfection. The individuality of the
characters was especially excellent,
Now a certain Damen Andrews of
Waﬁ*?:d mmmt:“wmﬁ:h that he
was having with, a
others, Doomdark’s Revenge, so l'll
come back to that later with some
tips,
However, this supposed Trilogy
business set mmhe racing. Was it
E‘.rsslblﬂmn ird, even better epic

ndscaping adventure? Seemingly
not. | wrote to seyonp explaining
about the Eye of the Moon game,
ounds Gamitar) repied saving the
(30w miliarl) saying 1
third epic was dueinrmhase,'::%ep-
lember 1985. September came and
went and | wrote and phoned many
times, but sevoso had disappeared!

Then lo and behold | reached
them again and was told “Easter
1986° would be the release date.
Ah ah. Easter came and wenl — no
ﬁu. Then sevonp must have fal-

inta a bottomless abyss because
| didn’t reach them again until late
last year when | discovered they'd

been up by rresmo and the
old mhm ‘retired,” At this point
| was awaiting Dark Sceptre. They
said that Dark Sceptre could be
expected just before Christmas, and
Ew;n" the Moon would follow in
1987,

Guess what! They were I‘ihbinﬁ
again. It's now February 1987 and
am told that Dark Sceptre is still
underguig uction difficulties
and Eye of the Moon may have to
be scr ! Now | realise that
Mike gleton s extremely
talented, and therelore very busy.
But | ask you, why set about startin
three or more projects (Da
Scepire, Star Trek, and the ami-
BOURNE HOUSE game) when the first
one planned (Midnight IIh is still to
be finished, or maybe even started!
S0 all | can say 1o St of Glas-
gow and all other Midnighters s,
we're gonna have a long wait. And

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

MNow that's out of the way, here
are some i for rk's
Revenge. In 1|E:.- Lords of Midnight
there were basically two ways to
win: Morkin's Quest or Military Vic-
tory. In comparison the options 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 Rorhron to the
Gate of Varenorn, To attempt o
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 in
the Fey realm, and she is an
excellent recruitment officer,
Luxor is not so brilliant,
Rorthron is very

2. Recruit Fey 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 1o towers lo seek
guidance

4. :.":I':Ildw LOM, there is a n;wple;

ing, rejuvenating su
of warriors and riders at the
various fortresses and cities
around the lcemark. 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
stronghold.

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

depending on who
tm are aligned to etc.

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

8. Don't worry too much about
the lcelonds. The manual says
they are most difficult to
recruil. In actual fact, due to
thesir very treacherous nature,
they can easily be recruited,
especially by Rorthron and
Tarithel - but watch out they
don't tum trailor and reven
back to Shareth

9. Bewary of Stones, Gales etc.
Sometimes they may bring

fortune,  sometimes
not. You'll eventually get to
know which ones do

10, Finally, don‘t despair, If your
armies are getting trounced
:‘l:g'“ynur commanders ane

ing. seek sancluary in

pits, tunnels, gates, any-
underground  as

Shareth and company will
not follow you underground.

These are just vague hints.
Doomdark’s Revenge is a m
menal game which, apart ifs
predecessor Lords of Midnight, has

no equal, H;.rpy humin#!

GAP — GRAPHIC
ADVENTURE
PROBLEM

Athough

A gh | am not very good at
adventures, | like trying to com
them (although | rarely do). When |
had 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
awrllidwml um.'hmdﬂuﬂm
my local computer a t
all my hard-eamed pennies Isplfl.:‘y
an a ure 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 (o what | want o say.

1. In the GAC how do you get

random . I've ned
moast ways bul they don't
work.

Pl

Alsa, how do you make a
g’uulli-_lmd program (like The

'_‘,hl‘

Can you link The Artist Il 1o

the GAC (for graphic - pur-

poses) i you can help me

with these, myself and my co-

wriler would be very grateful.
Daniel

I have had many questions con-
cerning the GAC and what it can
and cannot do. Would some kind
soul out there please write in with a
full raisal of what can be realis-
achieved with this utility and

1'll see if | can dig out a prize for the
: DB

THIS JUST CAN'T
BE!

Dear Derek,
Just a short letter here, In the last
tssue of CRASH (18), you printed a
sup correction for my Mid-
i pokes «first  published in
CRASH Movember 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, 13, 24, 62
PR e e b s

s es for you, but
aher all the hard work. of breakirig
into the protection system (POWER-
LOAD) and finding some ]
found nine in all ranging from no
mist, through always recruiting if
approach used, controlling any
character (there are 128 of them!)
and see the screen build up, my
computer broke down before |
could write the pokes am. So
you'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, T:l
a lot of A Levels revision to do for
my exams in June.

Paul Stephenson, Leeds

-ations

This month's £20 software is wing-
hh?m"ﬂm ot has
SEHTI

descended after Midnight. »
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S PERHEROE

I yowr are beavening away af [y
atrerer el Koafneashe Mo i the
hope of becoming a SUPERHERC,
ther sad news for vow — but greal
nivvies for hwo May SUPERHEROIES,
Philip Mancodk for fomagimadicon amd
Robert Adams who gives 2 full woly-
Faeniy hor Kool vy Hie gows on o say
that the game was nol as invillved
a5 thee three pacts meght suges!,
anved indeed. was the easiest adven-
ture hie has ever plaved, The
Kot SN SUPFRHERO dale
wars the Ist of March. Plulip
conleemms hes stalurs &% Irnagrafo
SUPERHERCY thus: "1 am writing 1o
¢ kuim my place as a SUPFRHERO)
fear Cadrvrgn |'J1'ng lrraipdin il from
the rerieen Sifver range o Bpm on
Friday the 20th of February, 1987
Thie airry oo the g i focownd the
peeribaer of siates i the uneverse, The
garme i gife funny bt Fwas disap-
pointed with the end, AR thar hap-
pened was o shorl message saying
‘1.2, 3 4. This will take gurte a
while, 5, 6, 7. 8" and Camw
Over. " N Coburn (6ith March) and
David Adamson {bought "th and
sofvesd T0th Marc v} can omly
s what i would be like o be
4 SUPFRHERCY. Borh prowvicked full
sibutirens wimc b will prove invalu-
afle for resders” guetir

s Ad 5 VT il

! £'50) i« have fal-
fen to the one SUPERHERC). Yes

e el sl
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folfowing the two dioutile
SUPERMEROES if Last monnth, theee
i norw another who has taken on
the e hallenge B twn adventures
and ¢ ome through wilh the wlti-
mate acc olade, Those vital dates
dris Matech T 3th (He- Mand and
March 19th (€ wsterdl) and the
supmerhivarm.in h.lp m Andrew O
ﬁ.qu of Lomdan. He confirms:
When vou finesh Fo Mo yine are
toied vour have disarmed the
miae inery that has beeo desiroving
the Land, irapping Skeletor. Well
Done! When vou finish  ostered s
vt ot e bl hosww o have
s cessiully gunded Sor Cuslerd o
the trivmphant end! A traly greal
o heverment !,

Aned Lastly for this month let s
sotluile & jount effort fo diseover the
(0 s Froem ¢ OePAss SOF TWARE,

T s garmwe wiodts o rad ks ien Bovo dlayy
fiy Steven Thomgeson and Stephen
Robertson of Gateshead. The dafe
was Feliruary 24, the time 4, 10 pm
And the end message, I fire the
Laser af the warbead, 1t effects are
mmeliale and the missife begins 1o
shrink. 1 lose mv grip aod fall from
the sky inio the sea. As | ook up af
the sheinking missile it bursts info
harmbess flames. As [ owim back 1o
flve island Hicadch a glimps of a very
tiny mean surfing on o fwig in front
ol e, Ciovared it be #

Without further ado let's get stuck
into those puzzies that have you
flummuoned.

Quesrrrose games, hased
comic book characters, are always
popiilar, and this month sees
queries on Spiderman and Human
Torch and The Thing, which | will
endeavour o answer.

fan Hill of Manchester wanis (o
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 Muid! Meanwhile, Philip May
from South Wales ks in the caves
underneath the tar pit, but he's
scralc his like some
démented monkey at the thought
of not ing any further.

To t Sa , DMINC
DFIMIOH betfore you enter the
room. On enfering the room FYEN
DSIC twice, then TAKE ALL. As for
the fan how about trying DBTU
XFC BU GBO several times uniil it
slows which allows you fo DETL
XAC BU CVULIPO. As you''re aware
I vou peed some of that web

id, s0 here's a formula to work
on: GET DEBMDYVN DESCPOBLUF
and IZESPDIMPS)D BDJE. Make
vour way lo the chemistry lab
{where efse!) and | in NBLF
GMVJE. To rekindle your interest
in the Human Torch, try to get the
hang of The Thing by waiting uniil
your is 100%, lurn your
GMBNF on high, throw it al the
boulder, GET PEBBLE, and My down
the hole.

No month of 'stumps could ever
pass withoul a Seabase Delta
query, and this merry month is no
X i, Mike Hicks s as sunk as
a and has been dealt a blow
(groan!) by his inability to enter the
Iift shait or to lever the cannon.,
With the cannon problem bhe won-
ders if the hammer {found in the
reactor room), nails, plank and bar-
rel (from the tavern) have got
something lo do with i, He's so
puzzled he thinks he's about to lay

aneﬁ which is mare than can be
said for his attempis (o gel the hen
o do jusi that.

Well. let’s start with the shait,
and who wants lo enter a forbid-
dingly lift shaft for heavens
sake? Far better to PQFO the

FM with the key that was in
the GPPE GBSN. Examine
LIFMFTDPQF and down the shaft
you will see the small metal disc
used (o play the computer game.
The disc can be got al brﬁin;
4 XBTIHOH MJOF with a or
NBHOFU attached. First of all you
might find it useful to DIFX HVYN
and stick the buttons for the Iift de-
tails iedd by Matthew Tuck). To
lever the cannon you'll need some-
thing long. it has been suggested
that a length of TUSPOH XPPE
could do the irick. To remove
the QMBOL in the first place you
need the QIODIFT Yo
can QVMM OBJMT. I say, I say, I
sav, how do you make a hen lay an
egg! Answer: CMPX CVCCMF next
to IFO. (K Miles supplied the ans-
wer to this hen joke).

Time for a quickie here me
thinks, from a regular in the Mid-
lands. | can’t answer all of Milan
Potrovich’s ems cause you lot
out there ain'l sent in the full sofu-
tions to Advenlure or Claymorgue
Castle ieven though fame is now
almaost guaranteed due (o 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

ing efse. | can find no use for
the four coins | have’, can be
answered this very month and here
are the words of wisdom which will
soon have the penny dropping.
Insert TIMWFS coin, enter rain.
Purchase the HSBOVMFT with a
CSPOAF coin and the HPME coin
should be given to the OVSTF,
Alright you clever accountani-
types oul there, you've only
counted three coins. Well pe
Milan got his sums for if
dlicln’t this excuse keep him
at bay for anather month).

Malcolm Austin wishes fo escape
the rock prison at the beginning of
Sl

o skip t in’s -
geon to *ﬁ;ﬂ rrcffm in
The Hobbit. In the jail CFOE CBST
XUt XSFODI and then
BDUJWBUF MBTFS before
DMINC UISPVYHI IPMF. The gob-
lin’s dungeon might release you
after the following: SFE EPPS to the
TX, wait until Thorin appears and
say lo him PQFO X)OEPX", "DCSSE
NE then 'HP XFTUL'. THEN GO SW
and DOWN, wait for the goblin,
Hobbit belp - Desmond Corrigan),
In the same Michael Palmer
wants to find the professor on the
second planet having waited out-

ide the university for hours. Leay-
ing the academic for the guard he
finds he can’t keep the museum
attendant happy and wonders if the
display cabinets have any parf to
play. At the entrance to n‘:e univer-
sity UBQ DSZTUBM with GPSL.
Examine the exhibits o learn abouwt
the creature. Give CSFX to HVBRE.

I'ma bilpunhed for time this
maonth but it's rumoured an Adven-
ture Special is in the offi,
next month, so I'll look ard o
thai. Fer now, keep sending in your
mast treasured tips and solutions,
as well as any puzrling problems
to:

SIGNSTUMPS, PO BOX 10, LUD-
LOW, SHROPSHIRE SY& 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-
maent. 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, somewheare 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
enterad 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 is often alarming.
Teams, such as The Haxby
Hackers and the Maga Team
as wall ag individuals like
Phil Churchvard and Jon
status for their hacking
axploits through the pages of
CRASH,

Many 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-
@d, it's stated in the introduc-
tory paragraph.

Thank you everyone who

size it is — and please con-
tinue to do so or I'll be out of
a job!

EBLM

Over three months we've col-
lected quite a few tips for
CRL's Academy. For the Spec-
inl Supplement, here they are
again, plus a few new ones.
Thanks to Camilo Mesias and
Russall Mulecahy.

ACADEMY TIPS
MISSION ONE

‘IfIt Moves ..."

You find that your base is sur-
rounded by four sets of Light-
houses in 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.

Retum 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 bombs as possgible 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 anemy's ships. If it
doesn't, return to GLV, re-
group, re-equip and repeat.

Repeat this manoceuvre for
each direction of the compass,
destroving Lighthoiises 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, I/R 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

60 CRASH Playing Tips Supplement May 1987

alse. Fly between the fac-
tones, bombing as you go. Usa
ADF to return home once you
ara 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 ammeo then bumm
home, but face backwards so
that you can use all the mis-
siles. It's a long drive home,
but don't panic as there is
anough fuel for a two-way
journey. Re-fuel, repeat and re-
equip and head back to getthe
othar factorias.

MISSION THREE
Melidown

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 COmMpass,
and missiles . . .

Avoid the mines which are
shown on the scanner as four
dots, close together in a small
square. Shoot these while thay
are still at a distance. Every
now and then slow down, stop
and look at the scanner. Any-
thing still moving is ashipora
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 O.K.

away from the explosion your-
salf or it'll be bye-bye Skim-
mer).

The volcano-shaped objects
are indestructable and NOT
the reactor, so don't waste
your ammo on them. The reac-
tor is shown on the small map
of this level. Time is the most
important thing in this mis-
sion, therefore you can'tdothe
old trick of waiting for the sun
to come up — perseverance is
tha only thing that will get you
through this mission.

MiISSION FOUR
Saftly Softly

This mission is dead easy. Use
a ship with good |lagers, 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 carner be careful not to
tumninto the minas, For speed,
try to use missiles on ships
attacking you. Remember,
scoring is on a time basis, but
dock very carefully at the and
or you may waste it all

GENERAL TIPS

1) Use low power stearing — it is
sasy to control. If you become

FlLare released
Hissile Faired
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surrounded, change view to
shoot the ships rather than turn-
ing around. l[f there is something
in your way — for example a
building - then stop, otharwisa
you neadn't change your flight
path.

2) Bombs are axtramely 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-
siles. If surrounded, drop a bomb
and burn away, changing view
to shoot as many ships as posasi-
ble. They follow you and a bomb
may well get rid of the lot of
tham

4) In the buildings (GLV for
example) you can abbreviate the
written commands by adding a
full stop.

5) For really high scores, don't
dock with the GLV if you have 85
to 88 percent as it adds 5 percent
and you will be forced toend the

game.

6) Don't shoot the lasers aim-
lessly: make sure that they are
going to hit someathing 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).

B) When you complete a mission

with more than 90 percent, save
the game 80 that you can load it
in the next time you play
Academy. This way you can
save a lot of time.

MORE ACADEMY
TIPS

Here are some of Russall Mul-
cahy’s tips for lavels two and
three.

Level Two — Cipher
Desgign a Skimmer with a door
unit and missiles. Follow one
set of lighthouses 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 orit won'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
axtracted, 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 until a
matchis found. The codes lock
like two numbers whan 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.

Hids and Saak

Dealay 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 to con-
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
SCANNer.

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.

Remember — you only have
two suppressors so don't
waste them.

Level Three — Laserium
Dead easy! Design a Battle
Skimmer with good lasers,
shields, missiles, scanner,
furrydice . . . No, cut the furry
dice. Don't charge around the
landscape, take it easy, 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.

Hadeas I1

Use the Battle Skimmer from
Laserium, but add a jump unit
if it hasn't already got one. Be
careful not todestroy the jump
pads.

Sands Of Time

To destroy the reactors use
daelay 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 buildup
YOour 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 fromthatit's

quite easy.

AND THE FINAL
INSTALMENT . ..

After months of waiting it's
finally here, the final instal-
ment of the tips for the apawn
of Tau Ceti: Academy,
supplied by Russell Mulcahy
from sunny Sheffield. Now,
where did we laave off . . .

LEVEL FOUR

Coti Revisited

Veary like Mission Improbable
except there are no solar discs,
Make sura you refuel at every
opertunity as there are a lot of
jump pads. Again, quite easy.

Qut 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 take it
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
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the supressocr ‘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. Tho easiest way to
the factories is to fly between
them, zapping their missiles
with AAMs. Drop a bomb in
the centre of the group and fly
away. Don't use lasers to shoot
the missiles as you may
destroy your owndelay bomb.

Neadle 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
to quit if you haven't scored 80
percent or more.

LEVEL FIVE

Coal mine

You 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 ba okay.

Paz!

Here you meet the rather
interesting super missiles
which cannot be destroyed! At
the beginning, the best thing
todo is to run away —very {ast.
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 missileg. if one is fired,
there is 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. After that, 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
encugh to the GVL as your
score will increase. Don't put
them too close 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-
tion until you can see what it is
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 tipa for the fArst
part of Future Knight. Now
with the map for Part Two of
the game, there are more tips,
but just to set the scone, 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. Go left, then through the
second opening on the right.
Kill the Robot and go up, left,
up and through the exit. Go
laft through four rooms, and
through a secret door on the
left. Go through two more
rooms to the left, and through
the axit.

Go right through five rooms,
get the Securc-Key, leaving
the Safe Pass behind. Retrace
your steps to the exit and go
through. Go laeft, then down

> On the second kewel of Fulure Knight

S
T, EXARAR T

s
T £

through three rooms and you
should be presented with tha
message, "This exit is locked,
fool'! 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 axit
openad 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 axit — but remembar to
use the Exit pass. Walk out of
the exit, then back in, and you
should be on the planat's sur-
face.

Bl

]

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 15. 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
Release and go through to the
last screen and walk through
the Princess and the game is

finished.

62 CRASH Playing Tips Supplement May 1987

o
1 i o ]
Lk 7 : ¥
y o -
s a fot
ey N - .
B o S
[N i e E -
L it (=
v i . — Ak
y i
. - I“
5 e
F b e = .
L 3 -
' B sl B e Ty
h n : : § 5 -
3 ot = ¥ §
- — .
—_ N, ) P
X L -
o o L _= Y I < ¥ 5
urz M&r s \
R
Fa & 4l
H
x = ]
n
L e i
i a =T
‘ L = %
" |
B
L r_‘.‘ 14
e

0 w
= W} 3
%wv%:wmc-_-)ic; =
S L M M &
g B
e | = Ebo_-ﬂr:-mgg
—?ﬁ—m—ﬂ‘m@:ﬁ



mé::c:

CRASH Playing Tips Supplement May 1987 53




Wall, actually it probably won't matter that much, It's a sclu-
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
intoo late to be reviewed in last month's CRASH), The solution
and map come from those Industrious Hackers from Haxby, but
thanks as well to Karl Fudge and lan O'Connor, who alsc
supplied a solution and map, which were very useful.

E1 Start

Link: Select Search, Use, Read: Search Drawer: Get Blue pass-
card

B1 Use Blue (twice - both sides)

Link: Salect Look, Break, Drop

Drop Blue in sofa

Search Desk: Get fila key

Use Key: Drop key in Sofa: Search file: Get Pink passcard
Search Desk: Get Red passcard

Usa Pink (once)

Use Red (once)

Use Pink {once)

Drop Pink and Rad 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 Wranch

Break Sink: Use Wrench: Drop Wrench in sink

Search Drawer: Get White passcard

Use Cigarette: FIRE! Drop Cigaretta in Sofa

Use White (onca): Go right

g

RRRERR B& SERQRSERZE

DON’T GET SHORT CIRCUITED

B& Usa key: Drop key in Sofa: Saarch Drawer: Get Grey passcard

A5 Search Sofa: Get Red and Pink passcards: Use Gray

AT Usa Red (twice)

A8 Use Red (twice)

A10 Use Greg (twice): Drop Grey and Red in Sofa

C10 Search Bin: Gat Hacking Disk

AS Use Disk: 2: Low Mode: Drop Disk in Terminal

AS Search Drawer: Get Laser and Hardware: Avoid Robols (F7,ET,
EB. E10) operating at one minute intervals

H7 Drop Laser and Hardware in Sofa

A8 Search terminal: Get Disk

B9 Usa Disk: Set Saervice Time (about 3 minutes ahead of the pre-
sent timea): Drop Disk in Drawer

HT Search Sofa: Get Laser and Hardware

H8 Wait for Service Time

HT Foliow Robot through the Door

H® Drop Laser and Hardware in Sofa

110 Search terminal: Get Drawer key

F10 Use key: Drop key in Sola: Search Drawer: Get Gold passcard:
Use Gold (twice)

F9 Drop Gold in Terminal

GO Use Pink ([once): ALARM! Drop Pink

F8 Search Workbench: Get White passcard

H9 Get Laser and Jump Hardware

I7T Drop Laser and Hardwara: RIGHT!: (E3)7?

E3 Now to gel the Laser Circuit

B9 Seaarch Drawer: Get Disk: Usa Disk: Sat Time: Drop Disk in

Drawer

HB Wait for Sarvice Time

HT Foliow Service Robot

IT Search Table: Gel Laser Software and Jump Hardware — also

- can?mg the Laser Circuit
Exit
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DOMIZE USR statement.
tiface One.

way to use them is to insert them

As there are so many, | haven't had timas to test them all,
so don't complain to me if the odd one or two don't work as
they should — it was either eat, drink and sleep for a few
ﬁﬂﬂ“ﬂ“ﬂlﬂﬂlﬂlﬂﬁlm
ﬁﬂ-ﬁ-ﬂﬂmﬂnﬂﬂﬁ
deep in dust grime that I can’

Robert wins last month's WANTED c
this month's Smashes will soon be winging their way to
him. Hope there are plenty!

h-mlmhdn
Mﬂl—lﬂlﬂl

TITLE POKE RESULT
SCUBA DIVE 55711,255 255 Lives
HORACE GOES SKIING 29270,0 No Traffic
MANIC MINER 35136, 0 Infinite Lives
HUNCH BACK 26888.,0 Infinite Lives
AH DIDDUMS 24942 255 255 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 2565 lives

MOON ALERT 42404 ,255 100 lives
ZZO0OM 247430 Infinite lives
FREEZE BEEZ 34610,0 Infinite Lives
FRANK N STEIN 28277,100 100 lives.

" WILD WEST HERO 23821,30 30 lives
MONTY MOLE 35874,255 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 35852.,0 Infinite lives
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|

| (0CKED DOOR
SECRET PASSAGE

| WAYS THROU&GH MIRRORS

ZND FLOOR

COMPILED BY B. SMMOSLOE
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TREASURE CHEST

CLock

@O

FOUNTAIN

MIRROK

TABLE

BENCH

IDOL OF A GOD

- | caBimer

MONEY MACHINE

BOOK -CASE

LONG BOX

B0L] | FrePLACE

A | CAULDRON

STATUE OF A LADY ON A BENCH

GRILL DooR,
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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 . . .

The firet CRASH Smash,
unimaginatively known as
Game of the Month then (have
you noticed that CEVG still
have . . . ), was Deathchase
and it does appear rather silly
that you've had to wait three-

3D DEATHCHASE

x ]

o' 5  REM DEATHCHASE ‘e
o 0 Tlgﬁ.nsﬁﬂm 1987 0

| MC :
- 1?0 Egne.:azuum 20758:READ A:POKE ::
® G.ANEXT G .
® .5 RANDOMIZE USR 32740 i

30 DATA62,255,55,17,72,63 >
o 40 DATA221,330,64, 205,86 i
®' 50 DATAS5,62,0,50,95,103,201 e

Simply play the Deathch-

THE GREAT GOLDEN
OLDIE COLLECTION

I, OF THE

MASK

Yes, siree! POKEs for Electric | well enough, Only problem is
Dreams' second release ever. | that the game is so W-E-I-R-D
They come courtesy of Faul that no-one can remember
Stevenson from Roundhay, how to play it!

Leeds —ahacker name [ know

Two quick classics from P
Clough whe lives in Durham.
Firstly Ocean's Mr

Wimpy. ..

Enter these POKEs bafore
the RANDOMIZE USH state-
ment in the loader. The first
misses out the initial screen,
and the second provides Mr
Wimpy with infinite lives.

POKE 33501,0
POKE 3369830,0

Secondly, P has discovered a
simple way of getting
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WIMPY °N’ EGGS

through Chuckie Egg’s sec-
urity code. Before loading
anter the following:

MERGE "": POKE 24501,195:
GOTO 1

then begin loading . . .
When the OK message
appaars anter:

POKE 42873.0: RANDOMIZE
USR 42000

an endless supply of lives

should, fingers crossed, now
be yours.

e' 5  REMI, OF THE MASK
e § REM BY PAUL STEVENSON ‘o
e 7  REM CRASH MAY 1987 .
o 10 CLEAR Eﬁﬁu::_irﬁp ¥ |
i 20 LEI-TTU = Ig
:', 30 FORF=1TO14:READAS:FORG=1TO |4
o' 15 STEP 2 ':.
| 40  LET A= CODE AS CODE AS(G)-48-(7 o
® AND CODE A$(G)> 64) e
® 50 LETA=A"16+CODEAS(G+1)-48-7
¥y AND CODE AS$(G+1)>64 b
® 60 POKEPALET T=T+ALET .
2 P=P+1:NEXT GINEXT F 1o
®' 70  IFT<>13277 THENPRINT“ERRORIN {®
e DATA': BEEP 1,0:STOP :i
e, 75 POKE P,201 0
®! 80 PRINT #O;AT0,3;"STARTI,OF THE e
o MASK TAPE":AT 15,0 e
el 90 RANDOMIZE USR 38100 P
1500 DATA "312896DD21359611" e
o) 510  DATA “9001AFDEFI08F3D5" o
o! 520  DATA “CDBCOSC130ED7723 2
530 DATA “CB7C28FA21359616" o
®i540 DATA“ASCD3B95AF327C97" e
®! cc0  DATA “3EC3327596CD5896" e
®icen  DATA “AF327596DD218093" o
®! 570 DATA*118238CD3D9721CB" 1
®! 580 DATA"5C01C83216B1CD38" @
@500 DATA'9532BSE13203E432" '®
®! 600 DATA “2DB43EC932B08231" \®
o' 610 DATA "EB742A3D5C36D032" “
el 620 DATA “365CFBCOTEEDGT7E" 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

8 Don't pick up ammunition if your gun
is full — it's a waste,

® [fyou are healthy, but have ten hits or
below, take the food instead of a Red

-
-y

F %

B o
.::_.f:l\.l

i g B
e B

181 Fooio - AUt IS B 10

® e
B Momee 1 W
,:. :n:mrm 0  Bex-SHoo™ ofeN:

B PeetTeamT T @ mRAImETT -
ot~ DANOPREER o i,
0l i -— TR

B FRSTAID- REPIKES 4T3 To @ U S

=N Tollkrs

-

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
gamse is on level two, threea or four and

L4

o =

‘mi#ﬁ".' Ly X dﬂ..-'l.'

A
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goup through the levels until you find
one. He looks similar to you 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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SCEPTRE OF BAGDAD HIIITI»

MEDUSA: Carry the Mirror Purse

DESERT: Carry the Coconut  CYCLOPS: Carry the Shar-

oAy FRUNK: S

Loaded Sling i with Axe

PEARL: Carry tha Tridant SPIDER: Carry full Insect Net

SLING: Load with the Pearl DRA -

STATUE: Walk with Wings Broken Axde with Good One

PILE OF ROPE: Carry the HOT COALS: Carry the Slip-

Flute m

BEE: Calch with Insect Net : Cut Spider's

WARDROBE: Carry with Thread

m BOW: String with Spider’s
WELL: Carry the Thread

Fish mwmm

TRAP DOOR: Carry the Fire

STONE SPRING BOARD: Carry
DOOR: Carry the

Book Lmdndﬂumemlp

The Lamp will help you

if you it with the hanky.

me#mmmuymn
ues.
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DATA 33,197
_—o—ﬂ-————r=
L___,.,.._

HARRIER '
We printed some POKEs for wn GO
Space Harrier a while back, CLEAR 1% PDKEEE,?QE‘IM |
s e o1 30 POKE O \TBPOKE 85450143 |
here's another stab at it, "".4':‘I FORN= ~65488 TO65494: READ A: POKE @
thanks to Steven Payne from o 50 NANEXT N
Putney, London. ' 2

®le0 RANDMIZEUSREZZ, /) 201




A11 - THE FIRE RING

A13 - THE PURSE EMPTY
A16 - THE SLING

Bl - THE TRUNK BLUNT
B3 - THE QUIVER

B4 — THE HOUR GLASS
B5 - THE COCONUT

B6 - THE BOW UNSTRUNG
B8 - THE KEYS

B11 - THE TRIDENT

B12 - THE SWORD

B13 - THE FLUTE ¥,
B14 - THE WHIP

ﬁ ‘ A4 - THE FEATHER
. I~ y A9 - THE WINGS
16 A10 - THE INSECT NET

& Il

WA

e e F LE L
{_.:‘ ELNG

B15 - THE LAMP C18 - THE WHOLE AXLE
C2 - THE MIRROR Dé - THE SCEPTRE

C3 -THE PEARL D11 - THE ARMOUR

C4 - THE BAD AXLE D12 - THE CARPET

C5 - THE FISH HELMET D16 - THE SLIPPERS

C13 - THE ALI-BABA BOOK D17 - THE AXE

STARGLIDER

' Both Matthew Bauer from Whitworth in Lancs, and Robert

Gabriel from Devon both sent in this tip — on the sama day. !
FOOTBALL FORTUNES However, Phil Churchyard told me a few days before . . .
Play the game until you enter the high score table, and
Not so much a tip, more a way of saving from Javid Karim of when asked to enter your initials, type ‘'GBIO RGS' - in caps |
Royston, Herts. When you have decided to finish the game - and with the space. '
return to the normal menu screen. press break and type SAVE Now, start the game and pause it, then while it's in pause
"FILENAME" and save it to a blank tape. Remember to make mode press any of these keys . . .
a note of of all the players men, money and immunity cards. 1 takes you forward to the next level, |
The next time you wish to play, simply load in the saved 2 puts you in indestructible mode. |
version and type GOTO 60. The program then begins from 3 takes you out of indestructible mode. |
where it laft off. 4 provides you with two missiles. |
|
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| TO ASSEMBLE wour 3D-MaP: |
® REMOVE PAGES AND GLUE
TO A SHEET OF THIN CARD

@ CUTOUT THE SIX SHAPES |
| /| @ CUTOUT INSIPES OF DOORS
MH'FF'?EWSEO _Y § 5 () ﬁ“ﬁﬁma“ RIGHT
GHARY PENN 77 3/
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DON’T GET SINGED!
Frioneiimon e

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 himsell, Paul Patterson

Just load up the game, and before pressing the Space key to
start, hold down the QW .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 @@a@9aeay YUY vYvYy

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.

1
L]
' HEAT :
& REM DRAGON'S LAIR G 2
o ;,g REM BY PHIL CHURCHYARD '
e'ay REM CRASH MAY 1987 2
o130 LETAS="MAKETEASY" . . .. g
e'50 FORI=1TO®: POKE 32767+, : o
] A
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.

C‘_[j,_

KEY ? orse

————

—Swwi1M ANIERC g JHwW

i o B e h . Do T T e T

=it s s

RILISHT;

THRUST Il

There's a rather helpful bug
in Firebird's Thrust IT as dis-
covered by Plerre Scotney
from Bristol = a city near
France, judging by his christ-

When you've collected an
ofb from the surface of the
planet, fly 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. .

- |
(=1}
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SIGMA SEVEN

Jon North from Sutton in Sur-
rey, is becoming quite a regu-
lar tipster, and looks like
baing a serious foe for the
Hackers from Haxby. This

month ha's sent in four
routines and this one pro-
vides any Sigma Seven
player with infinite lives.

'@
|
., M SIGMA SEVEN ™
o 13 RHEM BY JON NORTH 'e
®i 14 REM CRASH MAY 1887 ‘e
e\ 20 CLEAR25067: POKE23624.0 i@
@30 LOAD"" SCREENS '
e 40 LOAD sua c;gl:éE '. :
' KE . 1
. 33 Ijf-:firldur::u::rwnzra USR 61385 '

L - —— ﬂ.—n"’n"‘hw
p S S S S

SHOCKWAY RIDER

Now, |'monly printing this as
I trust Jon North implicitly.
Someons, 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 12
®) 14
®, 20
e 30
e\ 40
e, 50
@1 60

READ A A
DOMIZE USR 6E4
g:l'}ihﬁﬂjﬁﬂ.&ﬂjﬂg,m[] ‘e

=

THE JON NORTH QUARTET
SIEE AT

 EXTRA S = Te—

=\ e 3 ———

Yep, guess who? Jon North
returns with a neat POKE

This cheap release from
Players has kept everyone in
the office into the sarly hours
battling with its puzzles. No
doubt wea'll be staying even
later now that Jon North has
santus his routine for infinite
lives. But we still don't know
how to get past that damned
Gorgon.
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routine that allows access to | infinite lives into the bargain
any ship without collecting as walll
e
o P ‘e B
10 REMTRA i
-". 42 REM BY JON NORTH ::
®i14 REM CHASEI;GMAY 1987 g
°! CLEAR 65
.'l%g LOAD "™ SCREENS 1."
el40 LOAD""SCREENS 1o
o' 50 “» GODE T
.0 PDI{EZ %;;25%?1 :-:
i n ¥
::.Tm RANDOMIZE USR 38700 | g

the necessary orbs. And yes,
there's even more, you get

——

SCEPTRE OF BAGDAD

REM SCEPTRE OF BAGDAD

[ ]
e 1o REMBYJON NORTH '..
|
AASH MAY 1987 ]
:" 12; %LEAH £4063: POKE 236240 *
e 30 LOAD"" SCREENS e
LOAD “"* CODE ‘e

|
L
i

e
|
| @

\






™

| :r
il !
4
THE SMASHING ULTIMATE COLLECTION!
"
Although the latest release from Ultimate, Martianoids, has COOKIE l
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. So here, as a tribute, is the complete collection ) _____f——-————"———f__—’m
of hack routines that enabling you to get further into — and 'e '
complete, almost every Ultimate game. ., X '
But enough of this merry banter and on with the credits —our o' 10 CLEAR?24319 s |
thanksto. .. ' 20 wn SCREENS e |
Paul Hutchinson for his infinite lives routine on Lunar Jet- .1 20 LGAD""GDDE 1.
man, his infinite lives and energy for Atic Atac, for infinite L] POKE 28695,62 ie '
lives on Tranz-Am, for his Jet Pac POKE and (a marvel this .: 40 E 28696,5 i
kid!) his Cookie routine. o) 50 POK o e
Then there'sK R Walker for his Alien 8 routine and Hobert \ 80  POKE 28697, ‘e
Gabriel for his super Pentagram infinite lives and mega-leap ":_ 70 POKE 28688,0 e
routine. LN LOAD “" CODE ‘;.
® o0 LOAD " CODE ‘e
® 4100 OAD "™ CODE :
o\ 110 PRINTUSR23424 =
LUNAR JETMAN 1 s S —
_,-———-—"_'_-._—ﬂ
. , — ®
b T SR o e JET PAC ~
o 70 PAPER O:NK g-, DER0:C 4 : o
®l3p FORL=1'C> OAD*“" CODE \ 0! 10 QEans o 1
R | Il B2 comees R
ei50 N ! "“*' SCREEN o a3l
.‘,‘ g0 POKE 23439%*31 :.: :; 23 LOAD“"copg v :’- al
o170 P ANDMZE USR32768 i o E ae0 /62 i+ 2
.| s SENE | —— =3 o dr TR T
o e B~ PFPOKE 26017 -
e = o U PUKEESI:Img ‘s ?
*l g LOAD""CopE o 8
: K . TR T i
ATIC ATAC 100 Loap . SO0 lo
) pHI-NT @ 1
USR 2457g e ': 1C
: - ! "
M ¥ e "% e .I:
| 10 LG-#W“ Wi e S{:ﬁEENs L ] S - !I!
[®/20 LoAD " ; y : a1
ol % LML CO0ELOAD  coverono fa| || | NIGHTSHADE 4
..... - o 1 -4
oido LOKE8519,0 = “Infinite lves. P} (i
' r URE 35353,0 e ¥ Py
® %0  POKE 39092,9 ‘e 0| .
e, 80  FHiNT USR 23424 e :i] :
_— g - o ‘e ais 0L S .
% ' P Wrad
N NIGHT- 1@
R e LAY %l
] il S i i '_'!
TRANZ-AM 71,9;FROM THE STAT! e
FORN=1 TO ; wn GODE @
30 PRINTAT 19,0:LOAD ‘e
NEXT N
Eég POKE 52550-2:1'_]?‘
| .\ LEAR 24319 o 70 POKE 52661224
. o 12?] EUND w SCREENS o 80 ﬁ%%ﬁﬁ-ﬂﬁ
: L 1 EQHD""CDDE L gg F = .'m
:E i?) POKE 2543503 :II: o m% POKE f;;%? 240
OAD **"' o1 110 POK 7
I. "1 50 lI:C}hD" * CODE II. ‘420 POKE 52-_1%23 4
I‘: ?% OAD " H ] l o' 130 POKE 5.35“ 2‘31!24
o PRINTUSR23424 s o) 140 PRINT | N
i" > ; o N ,‘
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bpis TA 55,255 + 175.211 o 1110 DATA 25555 221 33ﬂ
+33,0,64 ' DATA 96,17,0,136,205
: e L) DAY g;-;i. 17 1%T%  DATABsS20812201
:: 1 HC‘E_SMHBHTSI-MDEPU"‘«E : DATA 1 ,513;;?5*205 o! 1140 DhTABgaigf; fﬁ-ian
1 5 o1 DATA 291"~ 92,255 55 o) 1150 DATA1
®i 10 | DATA 134'23:0.0,17 | 1160 DATA205,86,5,33.92
o' 30 FQH|=232961023430 b DATA 55 122 91,62 255 ® 1180 DATA 128,91, 33,128.91
50 LETTOT=TOT+A oiive0 DATA 721330 o 1100 DT R S0AT8
o) 50 LETT?T= wﬁ‘iéﬁ' o) 1200 nﬁfﬁn&?.zggmﬂ
800 T }e i {1210 A 263.34.120.02,62
®! 80  IFTOT<>12907 THEN PRINT | 1290 DATA 201.50,232,205,195
bat “ERROR IN DATA!l!"": BEEP 1, 1240 DATA0.94,175,55,221
o 50: STOP DATA33,0017.17

DATAGEGE 555.201

m 101t  DATA 254,35,0,97,17
REM KNIGHT LORE POKES $, 1012 DATA®G,125.251,5,100
RESTORE #: 1013~ DATA 118,16,253,205,103
LET TOT=0 e 1014 DATA 254.2“5,1 29254175
FOR 1=65024 TO 65178 ‘ e/ 1015 DATA50,30,196,175,50
READ A-LET TOT=TOT+A+A * PEEK ei 1016  DATA63,209,175,50,161
(1-65024) o) 1017  DATA 195,50,162,195,50
% o! 1018  DATA 163,195,195,0,97
NFDEKTKEI oi 1019  DATA,0,167,205,237
IF TOT<>2713224 THEN PRINT : 1%1 gﬂ: ?.12;9?5.2111 6,25
FLASH ;PEHHOH IN DATA!!":BEEP “: 1022 DATA95 és«tfgﬁﬁﬁs
1,0: ST ® 1023 DATA56.248,1,1882
e B SUCPRINT KL 1 T ®i 1024 DATA 11,120,177,32.251
="N" " ALSO GET T. 0, 1 33.n 9, 1025 DATA 205,95,254,201,54
N" THEN PRINT ~YOU ®! 1004 DATA oe/: 134,62 ® 1026 DATA 1,205,95,254,205
INFINITE TIME!!":GOTO 130 1005 p A 2 205.55,205 gg ¢ o 1027 DATA 95,254,208,120,254
POKE 65107,58: POKE 65110,56: [ @/ 1006 14 #8.2296 260 ! 105 »120,
e s pvAeasainle (s Dmeeas
LI RIS ThOE 81008 puya2516,100,11g 2" SE1080 GATA122.170.22 291,01
NJ?":GOSUB S00:PRINT KS:IF KS | 11009  palA 253,49, 255 :10 o 20
="N" THEN Poxsssam 58 17,0

LET S=0:RESTO
85-READ N:LET S=5+N: NEXT
S<>0205 THEN PRINT
"EHH STOP

CLEAR 64500: RESTORE

FOR Z=64507 TO 64554
READ N:POKE Z N:NEXT Z
FOR Z=23206 TO 23312
READ N:POKE Z N:NEXT Z

RE:FORZ=1TO

Z:\F

"1010 DATAED& 103,254,205,129 !




!

iu-ﬁ-—&f?_vw

»
QRO Foin e ! 1003 DATA1?.1.E4.1.$5%EEM
s abitlong, 11004  DATA 26,117,237,176,
:ﬁ'ﬂummm :: 1005  DATA 117,250,208,117,250
one of the safest in e, 1006  DATA 205,117,250,205.0 15
mm..____r " jelfer 2007 OATA m.m.gj?.f?g.g ® 1032 DATA657868217.77
20 ' UATA 60,250,205,117, n 178,68,217,
70  GLEARSS553S o! 1009 DATA337225034,162 | 1095 Dars 65,206,76,76,79
S 20 RESTORE ®11010 DATA91.205,117 250,205 ®1 1034 DATA 89,196 77 65 78
o1 LETTOT=0 . 64203 : 211011 DATA 117,250,195,128,91 ®, 1035 DATA71,82,6520568
. i?, FOR |=64000 t=tot+a+a"PEEK(I- 0 ®1 1012  DATA62,201,50,203 184 e} 1036  DATA 69,82,69,203.66
® .0 READalLET10 1®[®1 1013 DATA33,175201,34.86 | 4! 1037 DATA 82,69,87,83 84
. 64000) ie]® 1014  DATA188,201 42,120,92 e, 1038  DATA69,210,66,85.84
® g0 POKEia FLASH 0/®} 1015  DATA 220,33,148,250,17 | o 1039 DATA 67,200,67,65,83
®l 70 NEXT! 42031 THENPRINT iaf® 1016 DATA 166,180,1,148,0 o '%4C  DATA83,73,68,217 67
ol gy IFto<>434203 TN Cen id®] 1017  DATA 237,176,225,34,120 o! 1041  DATA 82,6583 20083
o 1; “ERROR v/ -1.. 1018  DATA 92,195,0,94,221 o! 1042  DATA77,658372 69
2 108TOP . kot NSIE el 1019 DATA33.0.0] 17 17 o 1043 DATA210,84,72,197 75
o\ 100 PRINT D0 ¥ 500: PRINTkS: | \|e! 1020  DATA0,175,55,205,86 11044 DATA 73,68,196,82,79
1 NGO HEN POKE 6406258 | 1021  DATA5,221.23,0,01 311045  DATA71,69.210,75,69
e, Kk§="Y" THE fast draw (Y/ (%1022 DATA 42,83,92,205,8 ®,1046 DATA 65,206,79,76,201
w PRINT )8 500:PRINT K$: IF ol 1023 DATA820122133232 |e 11047 DATA 70,82,69,217.87
o N) 7 GO POKE 6406833 o) 1024 DATA253,17,17.0,175  |e!1048 Dare 73,76.196,87 69
° K NTAT 06" Start Guniright Tape™ [ 1024 DATA 5520586548 011049 DATA 83846980 o
®} 190 PRINTAT e USR 64000 o1 1026 DATA242,221,42,245253 [911050 DATA 75,76,79,78.68
|®' 500 RANDOMIZ > "THENGOTOS500 (g o0 DATA 237,91,243,253,55 |4!1051 DATA 73,75,197,80,72
® 00 IFINKEYS< i «y" AND [®} 1028  DATA 62,256,205 86 & ¢! 1052  DATA73,204,76,79 79
¢! 510 POKE zaﬁsﬁkﬂz IFK$<>"Y ®11029 DATA 48,240,201,66.85 e 1053 DATA 78,69,217 74 69
® 50 LETKS=IN THEN GOTO 520 e, 1030 DATA 70,70,65,76,207 e. 1054  DATA84,77.65206 90
. K§<> N ®i 1031 DATA66,73,76,204,67 o 1055  DATA 90,685,008 82,69
o 530 RETURN _ o iss L o . N o) 1056 DATA86,73,69.87 69
: DATA 33,102 30 25,205 11057  DATA 210,77,210,67 79
o 1001 DATA020.2 230,64 211058 DATA 87,66,79,217
ol 1002 DATA94.250. ST ®; 9999
1 S TR Ty
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Jeo s o=

: le! 10
TO 30028 - I
OR N=30000 ' N ‘e e
EEﬁDkFﬂKE HASDE:BING AND 'e N | B o 20
PH"NTHETAHTEYRE Y e/ 30
PRESS ANY \THEN GOTO 40 o| o 40
= ' i ] m
DAT 05 194142 '. 5 ‘i 70
DATA 17 1?ﬂp1?5-2 v e | !
001.33,60,117,17,17, . o gg
01 o | e:
A 30321415, ! {00
Eg.?a,?a,ﬁa.?a.az.ﬂ.ﬂ- e o190
0,128,364 | [ o120

LOAD #+ CODE:
24576 RANDOMIZE us

PAPER 0: PRINT AT 19,0;
LOAD *" copg. o
POKE 23446 62

F'OKE 23447175
23448 50
POKE 2344 9,72

POKE 23450,141
PDKEES-:!51.195

E 23452108
E 2345397

REM PENTAGRAM
CLEAR 24064
LOAD TR T] COD-E'

POKE 49917 0o
17,0:POKE 50751,0pp
USR 24084 =

""" CODE 24064




[
REM DAN
L DARE
(| i H Y
jof [o] 'OLS:CL £ VK O:PAPER
r"l 'I'IJ 20 RESTDHE
joff |0 25 LET WeiGHr..,
| l.I 40 EEE-;TDT=D
N 1M DALET o
3 J;-,’;g LETWEIGHT:WEI{];E;*A
! o 55 :;'DKELA
| EXT |
8
U8 p :
e == F”NhI'ATG"S-‘"STAHTEANDAHE o
— I.
ARKANOID *! 120 RANDMOIZE USR 50000
® 1000 DATA82,255,55,221,
POKE ®! 1010 DATA203,92,17,234 6
Now, you couldn't leave the ® 1020 DATA 205.86,5.48,241
o ot s ®, 1030 DATA BAY237.94.33,124
g ®i 1040 DATA 195 229,33 163,
=0 s m'ﬂ. ®, 1050 DATA229,51,51,17,163
what I asked for last momth - ' 1060 DATA252,1,12,3,33
an infinite bats routine so you ®i 1070 DATazsa.aﬁ.ﬁz.zgg,gg?
can play happily through all ' 1080 DATA 79,195,163,98,
ot without & care {a 511090 DATA 150,195,229,33,199
T A remid you, o) 1100 DATA 252,229,51,51,17
mhmmmm 11110 DATA 209,252,33,209,252
kers from are C Smith, ®1 1120 DATA1,222.2,62.224
Jason Beanand Austin ®1 1130 DATA 237,79,195,199,252
as in the things they ®11140 DATA33,209,252,17,193
m..u,"mm“‘"", e ®i 1150 DATA 138,1,92,0,237
i _—1%,1160 DATA 176,33,212,138,34
Sl D 1* 1170 DATAEWE:EE.%.gi‘Ié;g&B
KANO HAXBY (®1 1180 DATA 33,202,138,34,
“’:':‘m EEE gﬂTHE HACKERS FROM lo 11190 DATA 138,33,239,138,34
R CRASH MAY 1987 ®i 1200 DATA 249,138,62,195,50
ol 5 RESTORE el 1210 DATA 13,139,33,196,195
i CLEAR 65535 o' 1220 DATA 34,14,139,195,193
g LET TOT=0:LET W=1 ! 1230 DATA 138,33,223,195,17
s %0 FORF= TOS0188 | 1240 DATA 192.255.1,22,0
o 70 READALETTOT=TOT+ o1 1250 DATA 237,176,243,49,255
ol 80 POKEFALETW=W+1 ®i 1260 DATA 255 62 1955096
W ; o! O 229
o F T | 1270 DATA 255,33,192,255,
(B :ﬁg‘r <> 1683535 THEN fﬂgmp ®! 1280 DATA 195,59,265,175.50
01 1% ERROR IN DATA :BEETAhmDID'HEQD DATA 16,131,33,0,0
. 110  PRINT=1TAT 1,6, STAR ®! 1300 DATA 34,1?1,131.5411;3
: AR 5,106,25
u?E_f,_...-—— 911310 DATA 13119
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LR
&> beware!
< one

5 monster

25 trampoline A deadly Triangle
) deadiydrips ¥ Kreezer

KeY B

e e TR

/a\ pownr shells
Q2 loue heart
A ammunition

e 30 BORDERO:
®, 40 LETC=0

90 DATA33,14
1 100 DATA

®i 110 DATA

= oy 484 4

17,03, 191,01
2247219
1 130 DATA

I
]
' 120 DATA
|

! 18,202

10 REM BUTCH HARD GUY HACK
20 REM BY DAVE THOMPSON
\ 25 REM CRASH MAY 1987

o' 50 FORX=32768TO 328

Y K.RLETC=G+A:NEKTI

o' 60 IFC<>5875THEN PRINT AT 10,10;

e “ERROR'":STOP

o) 70 LOAD"" CODE 16384

o 80 RANDOMIZE USR 32768
128,17,19,91,1,45,0

PAPER D:INK 0: CLS

i 23?.1?5,195.0.91.1?5.5&5&133,33.48
91.1 T,18.202.1.‘13.ﬂ.23?,1?ﬁ,33.ﬁ1 R}

4.0,237,176,195,133,158.,6 |

254,230,1,192,62,1,50,201,91,201,105, ot
]

26:READ A:POKE

] t-\\

~
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REM BOMBJACHK il POKES !

REM BY JON NORTH
REM CRASH MAY 1987

CLEAR 6ed: LOAD **"* CODE .

POKE 65226,260
FOR F=64e3 TO 654006
READ A:POKE FANEXTF

RANDOMIZE USR 64700

DATA 175,50,35,99,195,0.91 e
|

now, courtesy of Jon North -
the super hacker from Sutton
in Surrey. For some peculiar
reason all of Jon's routines

t'. | S—
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As this is a Special Edition of
Playing Tips, here's an sasier
solution to Ocean’s manic
platform game, Cobra, along
with the infinite lives routine.
The solution is courtesy of
Hichard Kidd (no relation to
the ex-Ed, I'm assured) from
Rothearham in South York-
shire, and the hack from The
Skunk (stinks supplied extra
in SAE

When on level three, leave the
beefburger containing the
invincibility pill until the siren
starts to sound. Now, go up
and get the pill and the night

£
E
£

=
I

DATA™.STOP

CLEAR B5000:LET T=0

FOR A=64223 TO 1E9:READ S:IF
§<009 THEN POKE
ASLET=T=+S:NEXT A

IF S<=T THEN PRINT “ERROR IN

RANDOMIZE USR 64225

DATA 24,46,33,89,5,93

DATA 22,250,1,134,0,213

DATA 237,176,235,35,35

DATA 34,95,2450,346,122

DATA 112,46,215,116,46

DATA 207,54,188,33,38

DATA 210,34,126,250,225

DATA 49,61,261,221,225

DATA 209,191,55,8,249

DATA 233,49,65,251,221

DATA 226,209,59,225,193

DATA 205,29,251,24,43

DATA 221,110,0,124,170

DATA 171,221,172,221

DATA 173,173,221,119,0

DATA 124,203,99,40,3

DATA 129,131,146,128

DATA 103,221,35,27,122

DATA 179,32,226,201

DATA 225, 81,83, 168, 168,97,88,152, |
92, 196, 68, 62, 183, 50, 109, 136, 62,
201,50, 109, 136,62,201,50, 187,154, |
33 95,251,17,0,91,1,14,0,213,237, 1
176, 201, 33, 200, 249, 17,254,255, 1, | o
33, 152, 237, 184, 195, 16, 175, 18062

-~ WA - —

COBRA — The lot!

slasher enters, lobbing knives
left, right and centre. Simply
jump down to ground level 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 towalk through and
he axplodes —just like a normal
baddie. But the game doesn't
realise it's the Night Slasher
and simply goes on and on
until you pull the plug

.. .___fwgﬁﬁ;%_ =

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
start.

REM ANFRACTUOS
REM BY JON NORTH
REM CRASH MAY 1987
LOAD “* CODE:LET T=0
FOR FﬁzazsﬁET;:: ;2331 f

A: POKE F,
fETA?=T+¢F~zazam'kNEHT F
READ A:IF T<>A THEN STOP
FOR F=23311 TO 1E9:READ A
IF A=999 THEN RANDOMIZE USR

23296

POKE F A:NEXT F
DATA 62,255,50,203,92
DATA 33,14,91,34,115
DATA 255,195,88,255,17%
DATA 34211

DATA 50,44 ,98

DATA 50,241,123
DATA 50,75,124

DATA 50,109,124
DATA 195,243,117,999
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THE GREAT GOLDEN
OLDIE COLLECTION
| HERBERT’'S DUMMY RUN CHEAT
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Pluuerzpes . €526

TRANSMUTER POKES

aged to hack his way through
it and produce a POKE routine
which provides infinite
everything ... Ithink.

As | write, some time in mid-
march, Transmuter has only
been on sale for a weak, and
yet Dave Thompson has man-

TER
REM TRANSMU

MPSON

MAY 1887
RASH ] 0:INK 0:CLS

LEADERBOARD TIPS

1 haven't been out for a quick 18 holes on the course for ages.
Well, there's hardly much chance of that these with all
llll-ﬂiﬁlrﬂnu shoulders! But that's all the
point - from Hills in Essex has worked
out some approximate strength/distance ratings for the
clubs in US Gold's great golfing simulation. Chris reminds
that Minimum Power is when no bars come up on the gauge
and Min+ 1 is one bar.

MiN MIN+T HALF MAX
CLUB POWER POWER POWER POWER

1 Wood 150 160 220 260
3 Wood 110 140 180 235
5 Wood 105 120 170 230
1iron 100 110 1685 215
2 lron 80 100 150 200
3 lron B0 a0 140 195
4 lron 70 10 130 180
5 lron 60 65 120 180
B Iron 50 60 100 170
7 lron 40 55 90 150
8 Iron 30 40 80 135
9 lron 20 30 70 125
Putter 10 15 40 B0

A

P swws

AP a

o

— 0 S0
ot L ) W, g

b 4

%
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1o A$ TEKIX
- THE MAY

ASTERIX
TIPS AND
SOLUTION |

Just in case anyone is still

hndn?lmmﬂnlmhsmr
rset sent in this map, hints
and solution. Take it away

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. Tosurrender, 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.

To kill pigs, use a left or right

Inthe arena you can't move,
50 be ready to use a low kick.
And to get to the arena, just
wait in a call until the door
turns white.

There are only five pieces to
the cauldron, and you do not
have to return tothe village to
completa 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|

B G OBCY BE DONEG AFTERA
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JET SET WILLY

AGolden Oldie section would be
tial collection of m The

, REM JSW LgADEH :; :
CLEAR 327 E

o PRINT ' JET SETWILLY IS LOADING e

LOAD " CODE e

REM STICK YOUR POKES IN HERE! e

i RANDOMIZE USR 33792 . Y

To get rid of all the monsters: POKE 36123,0
Continuous POKE

I.m'ﬂilr without : POKE 36477,

Disables the : POKE
entered: POKE 37874,0
mmmm

e TOkE Tates e P e

Allows you to get past Maria:
Blocks of Hades: POKE 50512,168:
50620,168

%

37926,0

ﬂnl-m one of CRASH's most controversial

""""“‘""":--. '-:h

mu-uu—mu.
L ]
i
® 10 REM BOULDERDASH ‘e
o/ 12  REM BY DAVID WINGATE s
o' 13  REM CRASH MAY 1987 e ¥
e 20 FORD=60000 TO 60098: i
o W:POKE DW:NEXT D o

\ DATA 221,033,000,250,017 ;

e 30 o '

\ 40  DATA 017,000,055,062, ..
®l 50  DATA205,086,005,221,033 ®
® 50  DATA000.250,017,132,000 :
®\ 70  DATA055,062,255,205,086 'e
® a0 DATA005,221,033,000,064 o
® 50  DATA017,000,027,055,062 o
* 100 DATA 255,205,086,006,221 'e
®\ 110 DATA 033,000,250,017,000 o
el 120 DATA 002,055,062,255,205 34
o' 130  DATA 086,005,221,033,000 e
e} 140 DATA 064,017,000,027,055 ¥
o' 150 DATA 062,255,205,086,005 e
o) 160 DATA 049,255,093,221,033 .

| 170  DATA 000,094,017,050,091 e

®1 150 DATA 055.062.255,206,086 e

':zm DATA 121,062,000,050,032 2

o! 210 m.mmmagt%?ggm 1.

- ATA 121,19
o220 K 7-PAPER 0:BORDER O:CLS:PRINT |
: ASH TAPE" | g

* AT 9,3;""PLAY BOULDERD/ "ol

®i040 FLASH 1:PRINT AT 13,15;“FROMTH ;.

. START" i

RANDOMIZE USR 60000 ;

THE GREAT GOLDEN
OLDIE COLLECTION

"

.._.--

- "'I".""

lllemqnh-u- follow-up to
immensel

rummaging around in my
Tips Sack Anthony Dixon from
Walsall gets the credit for his
complete solution. All you
havetodols...

When the game starts go to
the girls school and search the
desks for a water pistol and
stink bombe. 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
cyps. When a teacher is walk-
ing towards you, as soon as he
is under the hinge furthest
away from vyou, 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 a
stinkbomb. He'll tell you off
and open the top window.

This is the tricky part. You
have to fire the catapult cut 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
Albart 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

Y)A/.)KQ-\O’ OQL

_...... . o4 ‘r‘-’,‘; *\.

! ,"
®

‘é'rﬂ.

e el

Let him lock it and keep in front
of him as he goes to lock the
boys school door. Albart won't
lock the door until you have
gone inside, so you have to go
quickly into the boys school
and then back into the playg-
round. If you have timed it cor-
rectly, Albert shuts the door
leaving you in 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, All your
water pistol as before. Uul:h-
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
whait until the next playtime.

When playtime is over, stay
by the gateuntil Albart 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 missile will hit her and
go upwards. If the headmis-
tress is undemeath 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
kisses you - this comes in very

the gate until Albert arrives.

handy.
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RANDOMIZE USR 1366
el 110 RANDOMIZE USR 1366
TED . @i 120 PAPER 1:INK 1:POKE 23624,9:CLS
AS{GJ--IE l e! 130 RANDOMIZE USR 32785

7 ANp ’1 e11000 DATA “3EOD3D20FD790EFE"

ODE pg 'J 011010 DATA “ED4BAIE640C02C20"
) (G+1)-48.7 1% ¢11020 DATA “F4F33E09DIFE0BBA"
P r®| 011030 DATA “DD21FE3F11010031"

+ ? -
ET Ty, 4 'A 11040 DATA “195D2EC8CD00807D""
INT 'mat} DATA “FEDS530F6CD0080DD"
ERROR . r'f 11060 DATA "7400DD192601CDO00"
,® /L* €{1070 DATA “B0CDOGBOSEDESSCB™

®i1080 DATA “142EDO30F12CDD7C"
®!1090 DATA “FEB020E3DD7DB820"
#1100 DATA “E106B86DDGB1DI1E1T”
e,1110 DATA "“28D87A32D874C900"




JON RITMAN AND BERNIE DRUMMOND |
‘ PRESENT DOUBLE TROUBLE...

ENTHRALLING+COMICAL+«DAZZLING:
Hi! My name's Mr. Head. Some say |'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 I'd get nowhere
fast...orslow! [ 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
wesome twosome, and thats the only way we can overcome the emperor
Blacktooth. The last time we entered Castle Blacktooth we found the crowns of THREE
of the 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
apscallion — we were jumping for joy. splitting our sides, dying with
aughter. .. we were Head over Heels'

i - 2 - - . s 3 a &

) b BTN Fal. = W ¥ ¥ ™ e

49085 £7-95 £8-95 £LEO
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Ccean Software - 6 Central Street - Manchester - M2 5
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Hello again. This issue

| have some good offers
for a fewluckyreaders,
and some greatreading
for the 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 stoppad
running their very popular game,
Arcadia, following a legal clash
with kac over Earthwood and a
certain copyright law. Kac
accusad Jape of infringemant of

yright and JADE, not having the
financetofight, have concededto
KJc's damand: to close Arcadia
down. This done, JADE now hope
tarise from the ashes by launching
anew computer moderated game
- Shattered World.

WOZZAT?

Shattered World s a sci-fi strategy
game, spiced with fantasy and
ﬁum by a yellow rulebook.

e game is set upon the world of
Flindar, a once sentient planet
which is now being tom apart by

e GIRO TANK

' FIRST POST

HGPHh ta

A

""B lh

F—IR':.T F'ﬂbT KG
Pack, Walnut Tree Lodge, 9
Kings Meadow Lane, Higham
Ferrers, Northamplonshire,

|
|
|
‘ F"|1‘t| son. 11!
| NN9 8UE.
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gravitational forces. These have
bean induced by a rogue planetoid
now orbiting as a moon. As aver,
sillyvisation has collapsed, leaving
a radioactive and mutant-infested
landscape behind. Into this you
are hurled, as commander of a
Tentralith {a big machine created
to cope with the i
environmant). You must fight for
survival, and plot to maintain a

income of enargy crystals
by mining the surface. Tha need
for power |s great. You gotta fight
1o win, or élsa you don’L. If you
know what | mean,

OWZAT?

Shattered World is a deadling
game, played on the ever-popular
hexagonal map. Many ol
giant machines axist 1o ba found
or captlured - 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 1o win is
to hit a secret score and wham
bam = you win a doomed planet.
Not much use, eh? Jape report that
there's another way . . .
something to do with a plateau and
acuraof tha world's troubles. Nica
touch, if you ask me.

SCIENCE FANTASY "
PLAY BY MAIL GAME ™

WOZZIT COST?

Mot a lot. Tum costs are £1.50

each, for which you receive a well
laid out and informative computear
printout. For details of set
to: JADE GAMES, Freapost, PO Box

54, Southsea, Hants, PO4 ONA.

A L

SOCCER ONE .

Northanis

S Eode

FOREIGN WARS

Dear Brendon,
I've been reading your column for
some time now and find it very
interesting. 1'd like 1o join Vorcon
Wars, but | am worried whether or
not my ordar wouid reach England -
in time. s thera a special
international version? Also, are
with open deadiines more

difficult to play for players outside
of the UK? Finally = do
international games cost more?

| wish you luck with your column
and hope that it will expand

quickly!
R van Alteren, Holland

Most deadline games offer what is
termed a “slow turnaround”
varsion lo accommodate
Europeans {and even beyond).
These games lend to cost a bit
mare to play where heavier laters
arg concamed, a small
latters (up to 60g) can be posted to
EEC couniries at the same ch

as for inland first class mail, so

is not ngcessaniy tha common
case; write and out!

Extra UK players can suffer in
open-ended games which operate
in & form of realtime, This need not
hampar your enjoyrment of a game,
however. Infact, if you wish 1o play
the game , StarGlobe is
more realistic for intermational

players thanforusBrits {simulated--

time delays, efc .. . ).
BK

DIPLO DIRECTORY:
GOOD OR BAD?

Daar Brendon,

Please do not print my name and
address in the next issue of the
Diplomnatic Directory as | had
previously asked, the reason
baing that | have recewved a letter
from TME PATTERNMS thraatening to

v o SOCCERTWO -
STILL NOT VERY
WHITTY

G Williams

throw me out of StarGiobe 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
cartain mambars of ihe
- | believe it to be just. It
appears that some members have
been ruining the game for others
fand t by giving away
coveted secrets and information
modules away willy-nilly. This is
not the way to play a game; the
object is to leam by your mistakes,
nol by joining some half-baked
alliance crealed solely for
information swapping rather than
lor strategic stn h. StarGlobe
players menti in the directory
who have not bean engaged in
such goings an nead not worry,
and to help the GMs of all games
the format of the directory will be
from the next issue: to
getlin touch with mambers, a nole
will have to be passed via the
game control {if the racmry axisls)
as no more addresses will ba
ﬂm Sorry, but those Mraspa.rm
some spoll it for afl . =

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 o accommodate such a

section!
Patrick Walsh, Berks

Good idea Patrick, | have been
considering this for some
time now, and you will be pleased
to hear that | have just received the
go-ahead from the Ed! Over the




next few months | shall be offering
reviewear positions in any game
which | can gain them,
two per . Come on now GMs
=sand those offers to our editorial
address! This month | have two
places in Crisis, a 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.
Alll nged from my reviewers is a
500 word review after two months,
and a final report at the end of the
me. If you're interested, write to;
CRASH PEM REVIEWERS, PO
.BB.;' 10, Ludiow Shropshire SY8
1
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ﬁh As for the input errors;

March is a merry month for maraud-

ing maniacs (who are, no doubt, all

sl s 0% oy LR
Wiy 4n ¥

maonth'’s list of sucoessful candidates

for the DIPLOMATIC

DIRECTORY . ..

: Vorcon Wars 728 78; Capitol
15; Earthavood 52; Arcadia 6, Star Empires
1; Coniuent

#002 jJasom Freach
78 Princes Road, Ellacombe, Torquay

11PA
Egnm Viorcom Wars 75 (Commander
BLITAD)

#0003 Travis Smith

27 Sharmon Crescent, Braunstone Frith,
Lescester LEI 6N'W,
GAMES: Starglobe 4 (S5 Belle Tulie)

w0 Robert
iizThu-mqu. , Lancs, FYS

N
G’ﬁm: I¢s A Crime! | {(Death War-
riort); I's A Crime! 4 (Megacity Blues)

w005 Sruart Millinship
17 Graveney Gardens, Arnald, Nottin-
BAMES. Vorven

: Voroom Wars 75 (Commander
SHUTUN)

GAMES mw- World;
i—:ﬂn; -‘tﬂ'ﬁiﬂ.‘lidl"i;
ETWIRGR

#007 Mr C J McCarthy
39A Seaview Road, Liscard, Wallesey,

w08 Scotnt Macfarlane
2 Broomuide Terrace, Costorphine, Edin-

SRS
+ Vorcom Wars 640; Super Vorcon
Wars 77

w009 Paul Davidson :

51 Waterloo itmh-uwﬂ, Ayrshire,
Scotland KA9

GAMES: Vorcon Wary 60 (Commander
PEPISH ); Arcadia; Conguest

;I'II Kev Wasey e
meedm V1P

: Eartheoood 30
;;"Du?wwl - Clage, Alrewas, N Burton-

L] 2l ’

rent, Staffs
Em: Vorcon Wary 65 (Commander
meﬂj'fngm 'ary 77 (Com-
mander FRUGAD); World of Vengeance

(lan's Inenncsbles mr Bury 5t )

: Canis Belli 5; Player 16

#9015 Martin
‘l‘-mlud,m, Merscyuide
L44

GAMES: Vorcon Wars 72; It'5 A Crima [ 4

*016  Cliff Frost
175 Road, Leicester LE2 3FN

.S-ﬂg,drubx Ear-
thetoood #4; Kings of Sueel 17; Arcadia; Ity
A Creme!; Swords and Shkields

Holland, Netherlands :

GAMES: Vorcon Wary 72 (Commander
TREBIN); Starglobe 3 (The Dutchman)

#020 Barmaby Dellar
gsru-;ﬁm.sw.m SWE
GAMES: Swumplobs 4

;,ﬂl Stephen Holt o=
Rosemary Road, o, .
wich, Norfolk NR7 Ewn
GAMES: Vorcon Wary 6/ (Commander
BRIDER); It's A Came! 4 [ Fightung
Uruk-Flai)

#0212 Kevin Pack
Walnut Tree Lodge, 9 Kings Mesdow

Lane Ferrers, a2
e T
GAMES

S 4 Ohruom FF' ir ;{;G preu !
i Orion's Fimger; Ity rom
3 e Bl s

#0213 Manhew Hanson

10 Denby Lane Crescent, Moor,
Wakehield, West Yorkshire WF4 4EB
ﬂmﬂl t Searglode 4 (55 Obndian Fox);

w024
iﬁiputﬂmd,&pim.ﬂmm

1 Vorcom Wars 71

#0025 Owen Whitchead

213 Park Road, Barnsley, S70 1QW
GAMES: Asi (" Rillion" - E Side), Satur-
nabw (Creend! of the Web ), Enchurodon
(Brothers in Armuz), [1's A Crime ( Brothers
wn Arms), From The Mowsh of Hell (Elf),
Worid of Chaos { Rilluon Kerr), Socorr Star
(Mormng Star RS League)

w026

Crame { Moy Mob)
#0217 Joha Preen

*028 Kemp
"ﬁ .m.mw

sLIU,

GAMES: 1"t A Crame’ 4 (New York
Ajsasomi ), Arcadia § ( Loed Centawrus o
Fikad Cury, PI7)

24 Dell Road, Norton, Birmi
ham, l.!l!l*]lx"I S
GAME: Arcadia I3 { Dvaug Dur)

. TRS
GAMES: Swrglobe Three, Arcadia §

*031 Kevin Edwards

51 Woodlands Road, Irchester, North-
ants NN9% TBU

GAMES: Vorcon 60, [1'5A Crome' 4, Cuy
af Smife.

#0321 Jason Cottrell

;::-ul , Barrington, Cambs, CB2
GAMES: Satwrmalia (Axil Taranus),
Tyranny (P5)

South Humberside, DDN35 7
GAMES: Arcadsa 10 | Mordran the
Unknotin at Seven Springs Ciry)

GAMES: Soccer Star | Kilmore Onleri),
Bradley's Football { Howuston Chlirs)

#0385  Paul Davidson

51 Waterloo Road, Prestwick, Ayrshire,
Scotland, KAY IAA
GAMES: Vorcon Wars 60 { Pepuh),

Arcadia 7 (Pad at Monguendi City), Con-
quest [ Anar Nariom, maps [8/]9}

*03 S Davies

16 Clara Street, Ton-Pentre, Rhoadda,
Mid Glam, 5. Wales, CF41

GAMES: It'1 A Crime! 4 (gamg 315, Vior-
con Wary 64 (Charub )

&0 St Andrews Road, Shoeburyness,
Essex, 55319]] _
GAMES: Vorcon Wars 73 (Prifun), Vor-
con Wars 78( Sathal), I1's A Crome 4 (Mer-
cenarie |, Kimgy of Steel ( Woodland
Alhance)

#0318 Richard Goll
20 Inglis Road, Colchester, Essex, CO3

JHU
GAME: Arcadsa 12 (player 17)

35 Gﬂlm_ Surrey
SM7 2ED :

GAME: Sammmalia ( Vieoex)

So ends another [h tic Drectory
=dom't forpet to send your applicanons
to our mm:

PEM BRENDON
uummﬁg PO BOX
10,

SYB1DB
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PLUS TWO AND

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 MCO0S Monitor and the
necessary Interface to link it up
to a Spectrum. And to show that
we're just as willing, we've
thrown in another Spectrum + 2
for the winner our our
CRASH Trivia competition.

The MCO05 is a very neat piace
of equipment, allowing you to
enjoy a firstclass colour display
for your games, and it also dou-

94 CRASHMay 1987

MONITOR INTERFACE

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
- 2 » 3 m——
Y e -
& & i, &
B r
& - o~ .-
&V 2 o dy &
W dl
—dy &
Yy
L ~

back of a postcard (or outside of
asealed envelope) and send itto
us at;: CRASH TRIVIA COMP,
m'ﬂ BOX 10, LUD-

SYB1DB
tn arrivn 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.

2+

4,

6.

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 tha first issue of
CRASH that Graeme Kidd
edited?

In which issue of CRASH did
Derek Brewster first

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?

s
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DEAR GURU DENISE

This is incredible! How do you keep it up, providing me with |
80 much that | want to subscribe every month?! I've chosen ‘

my free Ocean game and been kind enough to tick an

box below to let you know which one it is. | understand that if I've
mmhdhwm]gmmmm.lmwmmm
just a little bit longer for it, as it's very new.

Plamssy tick the game of your ChoiCs ~ One only Now

[C] ARMY MOVES []HEAD OVER HEELS

[ TAI-PAN [[] ARKANOID

CTMAG MAX [ SHORT CIRCUIT

Denise will be sending off your free OCEAN game, just as soon as
she can after mmm;:iumtdtﬁ.

Just fill out the form make out your cheque or postal order to
mm.rn.mm'muunh the post to us at:

GURU DENISE, CRASH SUBSCRIPTIONS,
:g 'lox 20, LUDLOW, SHROPSHIRE SY8

Nama
Address

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

Postcode . [Jlenclose £15.00 » |

enclose £22.00 (Foreign
PLEASE NOTE THE

Sub scribers)
NEW ADDRESS! . N |

PLEASE DEBIT MY VIBAJACCESS ACCOUNTE
| wish to pay by Viaa/Access (delets as applicable)

Signature Expiry Date
Pleass Chargs My Account No:

This offer is subject to availability and closes on 25 June 1987



“_..Worth shelling out for...”
The Wookwich Arsenal Times

...A game for the hard

Hixeeo.arioN

FTL FASTER THAN LIGHT, CARTER FOLLIS GROUP OF COMPANIES, SEDGLEY ROAD EAST, TIPTON, WEST MIDLANDS DY4 7UJ. Tel: 021-557 2881 14 linesl
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£
2

: |

SPECTRUM £7.95 AMSTRAD £8.

AVAILABLE MID-MAY

Fresh from his dismal triumph on Knutz Folly, Sweevo is thrust onto the
watery world of DEATHBOWL, a planet which, for no good reason, ha:
been converted into a gigantic aquarium. Y

Will Sweevo succeed in his mysterious mission — or will the Graat
Keeper pull the plug on him?

HYDROFOOL is a fast, 3-D, seek, chase, puzzle and laugh game, featurin
the fabulous but irrelevant HYDROMATION. .



My Finals are looming closer, and like everyona else, I've drawn out an
impressive revision limetable which | shall spend the next three months
ignoring. Neext term, Trinity term, brings so many distractions. The balls!
punting! Productions of ‘Hamiet' in the raint CRASH dead-
lines . . . And very soon | shall be in Im,thkablﬂh
wmthem;rmacommmdmmwm you
Spectrum purists, butmnutnmlwﬂhbﬂtﬂm
FRONTLINE may have a title which the battiefieid, and i's
true that nearly all of the games I've had for review since | started have
been wargames, but | am supposed to be here lo cover
aswell. Thatis, gmmmrmﬂ!anwﬂmﬂm ve not

hopetully not too hard, of The Great
Space Race. h:eaaarathammnamwhimmnbaphwdhm
of simple numerical input. Yes/No responses and choicas, and
they are on the whole momentously unsatisfying. A lot of has
to go into the concept to make the numbers meaningful the
tives the strategy achieves interesting Lo the player; getting these
right made Football Manager a playable and game, The Great
Space Race, in conirast, is a complete failure because of the confused
maﬂwﬁmmwﬂnm:uinmmnmuﬁ
input, and the ta open-ended rewards offered, The limited-
statistic game can gruti',rfrmnmd ign biut it can never
m;mmwmmm-mt format has

limited potential

stmlaﬂmdntnummrupumﬂr
wargames only Thmuhputmt wb&hﬂﬂﬂuﬂ#mw
1o treat a different scenario, which is an area of gaming almost entirely

ceplions
novelty and quite often the humour of these - Hampsiead, for instance -
can be extremamly appealing; and, what is mora important to the

other uneven, unexpacted 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, andanwmhds
most inappropriately enti

Enterprises Batrisdiold Garmany. Here we

have no real-time gameplay, no
arcade sequence, and precious li-
It seems to mthnimpmdum tie machine code. What we do
two types lech one blandly | have is a literal, cumbersome

fast and playable | simulation of a board wargame,
unlh a pretty awful but nicely-writ- | envisaging a mostly conventional
fen arcade sequence, and the | war between NATO and the War-

STRATEGY PLEASE

successful, The between

wargames are specifically
mmmmmm,rmmmm rides on
the back of the ‘cardboard counters ' set- mmupn;m
mmmuwmm hril‘na#clmuﬂ
gamepiay, and this might be rather hard to transfer to an aiter-
native contaxt.

But what is a strategy game anyway? It is not a game which
requires the use of the mind rather than the reflexes to mhﬂy.
Marsport and its games ara solveable, not zappable, but
have a solution which is arrived at by working out an inter-connected set
mmwinwmmm-nmamm making. At the
other axtrema the cheerfully genocidal Unidium needs some careful

nﬁwmmm well; shooting the waves of wotsits is easy,
it's ing out an individual approach to each level, and deciding which
togo for and which to leave alone, that gets the highest scores and makes
H'lemy tistying and involving.

hﬂlnnﬁmmal component of a strategy
it is the only component, which

mmmmawﬂum nobody would deny that, however
appaliing. TGSA is a strategy game. Wargames require the player to
make many subtle decisions every game turn, balancing risks, preserving
supply, and, in some games, smmmrmpaﬂﬂﬂwﬂdbem
sible - not easy, but game designing s not easy - tucmmng.ann
mm“umlmdmmmm% wargame
format, nor of the branching are certainly
board Mﬂd\prmm rdum and could be adapted
and tothe fa;.gnned etamally-valid games
like Monopoly and Dﬂmmymﬂnnewu more complex systemslike
lluminati. It's true that some of these rely on diplomatic interaction, but
there must be soma deas, suitable 1o the computer, which don't.

Time to return to Middie English and Shakespeare. Next month, if | sur-

vive this weeks revision programme, I'll be complaining about the
Software Scene. -

BATTLEFIELD GERMANY

saw Pact, in Europe. Tha point of dating this

The explanation of the scenario | account of the escalation so close
is brutally exact, given asitisinthe | 1o home is presumably to shock
form of a countdown dated to ﬂwpla_rg into a sense of immedi-
begin naxt summer. iran wins the has worked to some
war with Iraq, which ssams m-tlun'tlﬁ at least superficially, it
reasonable. What seems unlikely | has an air of uneasy cradibility
(to me, anyway) is that Egypt also | about it. The atmosphere created
comes under Islamic law and an | by reading this while the game
islamic pact is formed - this then | loads is dispersed somewhat by
invades lsrasl. The superpowers | the first appearance of the game
intervene and the situalion esca- | on the scraen, and S00N evapo-
lates to full-scale conventional war | rated entirely in the fifteen-minute
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wait before play.

The map is hex-basaed rather
mansxe. 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 seams 10 wasta
a lot of space. main playing
area scarcely fills half of the screen
atonce, andis’ ' around tha
edges to avoid hexes. A small

represantation of the entire play-
ing area of Central Europe shows
whera units are deployed: this
would ba more useful if it were
possible to tell from the tiny dots
which units belonged to which
side, as it is difficult to get a sensa
of location from the main, scrolling
map and | found it wasn't easy to
keep track of how my forces wena
moving overall. Nothing on the
map is identified by nama,
although each hax is some sort of
terrain type including the cities
and this is the major reason why
the map looks and feels anonym-
ous and unexciting.

The makes no visual app-
eal 1o the intellect or the imagina-
tion. Cities have no chance of

real cities with popula-
tions and histories; Il'le‘f'ra no
more than ‘city hexes', which take
oné movemant point to anter and
are worth 20 victory points.

The player's units and the com-
puter's are represented by the
traditional square counters
depicting a sometimes unrecog-
nisable piece of mifitary hardware.
Thera are saven of unit in
Battiefield Germany and it takes a
bit of working out at first to decide
which is which, as the works of ant
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-
clency, supply and movemant

points. The information s pre-
sentad cryplically but clearly, this

is & good thing, as frequent refer-
anca to the rules is initially neces-
sary, Units can be stacked four to
a hex, and the statistics of all units
in a hex ara displayed when the
cursor s moved into it. This s all
interesting and satislying, and
raminiscent ol  precariously
balanced cardboard counters, but
the effort which has been put into
detailing the statistical definition of
the counters seems 10 have been
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TURN
0] =

players will choosa NATO, for thair
first . Thesa

players
watching the screen
minutes while the

for 15 1o 20
Warsaw Pact

which goes first, plods through its

*action Ehau.'
If va
nndwu

too

MO AMATMN
SAIBUNSAN

and it may be true that

to wait hall an hour for a

opponent to complete a

tum, but there really is no axcuse
. part

as’ occasional intervention s

-3

:
ﬁ
!
;

retreal in the wrong direction -
are vaporised, graphicaily.

nuclear option is not offered
in the one player game, which
seams unfair; | Id like to know
how many people commonly play
two-player wargamés on their
computers. It s, says the
rulebook, included for authenticity
more than anything else, and tha
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 conflict, but whathar or
not the decision will be
implemanted depends on the
state of affairs on the battiefield;
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 1o drop them
(not a difficult decision, as it is easy
1o axamine the opponants's units
as thoroughly as your own).
Unsurprisingly, the  warhead
annihilates everything in the hax,
and turns it into a bl radia-
tion zone which takes up more
movemeant points to enter thareaf -
ter. Bul, for some reason, the
dasigners saw fit not to incorpo-
rate this interesting featura into tha

ona player game.
The rulebook Is perdectly
adequate, describing the

sequence ol play in order and gw-
ing charts of terrain effects. it also
makes clear what is a maximum
of supply and strength and
the like, something too many
games are inclined 1o leave 1o the
's imagination. It is well-pro-
duced in pss’s usual commenda-
style. | have aiready received
letters from who have
this game and enjoyed it,
but 1o be honest | can't recom-
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ance enough to ignore the shoddy,
amming. This game

is dull, unwieldy and dry, and it cer-
tainly doeen't work for ma

PRESENTATION 30%

The reasonabla packaging is over-
shadowed by the excruciating
slowness of the computer's action
phase

RULES 75%
Effective scane-setting and
above-average rule descnption

PLAYABILITY 49%

The player's movement phasa is

afficient, the computer’s is diabol-

;al and likely 1o provoke a pulled
g

AUTHENTICITY 60%

The scenario is credible and the
large scale mechanised anonym-
ity of modem warfare is simulated
by default

OPPONENT 50%
Aggressive but unintalligent

VALUE 45%

if this game does appeal to you
then there seems to be hours of
play (and waiting) in it, but £12.95
15 & lot to pay for someathing you
may dislike

GRAPHICS 40%
Clear enough . . . but very, very
dull

OVERALL 42%
Limited appaal in every sensa




Producer: PSS
Retail Price: £9.95

The Clash of Armour is the subtitle
of this latest game from the admir-
ably prolific pss, and we're in the
locality

gesarnt once more; a

e
o

RS ®

[S 3
MAY 26

TOBRUK

increasingly familiar to wargam-
ers. But there's no need to worry
about getting sand in your boots
playing Tobruk, because, as the
pacha;gnng_'swgﬁﬁis. tanks are the
main fighting units In this cam-
pagn.

Tobruk 15 a medium-range
simulation of Rommel's attempt lo
break through a vast minefield laid
by the Allles in North Africa
between Gazala and Bir Hachleim
to defend Tobruk, a key Mediterra-
nean supply point. By madium-
ranga | mean that it doosn’t
recreate a single battle, nor does it
prasent the player with a long-term
extanded campaign. The action
covers a little over a month, start-

R

ok
=

B

ing on May 26th 1842, and combat
is résolved in a single tum, The
aim, when piaying against the
computer — as the Axis side, for
you do not have a choice — is {0
caplure as many of the Allied
oases as possible. Tobruk, up at
tha top nght-hand comear, is tha
ultimate goal

The main display map is a visu-
ally urminspiring represantation of
Cyrenaica, with the Gazala Line —
the Alliad minafield — cutting the
desart m naif. According 1o the
rulebook the minefield was only
hall-compieted 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
thesir side of the line, and all tha
oasis targets - and the Allied
forces — are on tha other. Identifi-
cation of every part of the map is
aasy, because a Com Box, similar
to that in Battle of Britain, can be
moved over any feature, whether
unit oF landscapea, for an instant
report. Thara are few features on
the map anyway. It is sand, sand
evarywhars,

Enemy units can be examinad
by use of the Com Box just as eas-
ity as friendly units, and the defen-
sive strength of oases is displayed
too. The Systam s smooth 10 oper-
ate, easy 10 understand, and
unambiguous. Data given on units
incliudes thair strength in ferms of
supply of infantry, provisions and
artillery, and the number of moves
the unit can make that tum

Thare are two tums a day, pre-
dictably divided into Movemeant
and Combat Phases, a Supply
Phase and a Command Phase
oOCuUr every second tum, at the
end of tha day. Units can ba
moved al the player's imsura by
means of tha Com Box, in 8 way
which is again idantical to the Bat-
tie of Britain system. Units do not
hava the oplion of committing
suicide by passing over the
minafiasld, unforfunately; it's
treated as an impasaable obsta-
cle. Enlaring an a@namy zoné of
contral (for the relatively umnin-
iated, that means thé squares
immadiately surrounding the
enamy unit) amests movement,
though combat is not inavitable

The Com Box doesn't let you
plot out a movement further than
tha movemant aliowanca of a unit
which | found a useful restriction
and raminder. Movemeant orders
arg executed immadiately, some-
thing else which helps in organis-
ing forces. When all units have |
been moved, pressing the space |
bar moves the gamea onto the com- |
bat phase. In this phase, unusu- |
ally, combat s an option which has
to be selacted. And hare, unless
you've tumed the thing off in the
slart-up menu, we hit the infamous
rasToken Arcade Sequence

| gave my vews on thus i my
Battie of Britain review in my first
column. in Battle of Britain, which
is & fast-rmoving, real-tima gama,
the oistinctly lacky

arcada "
sequenca did nol seem impossibly I
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oul of place. In the middle of this
traditional cardboard-counters
strategy w me, which has no
other sluhi‘lgta ol moving action,
this sequance clashes stylistically
on avery level. As might be
imagined, you are put in charge of
a tank. As is not 50 sell-ev t,
you are presented with an icon-
ménu 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
trundie 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
pick tanks off by firing shells at
them, because the shell-firing
mode allows soma maobility
whola thing is stunn

and
quite an aftraclive on-screen
appearance, in contrast to the

moving units ¢ quickly.
Ground Strike allows the choice of
one bombing targel, which may or

may not have moved by the tima
the order is executed.

The instruction booklet is neatly
printed and entirely adeguate,
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 layoul which
makes particular things difficult to
find afterwards, but thera are lists
of the units and their properties,
command gﬂints and thair
strengths, and the obligat bib-
i o show thgrl? tha
designer has dona his research,

Tobruk is easy to pick up, quick
to play, and devoid of -lerm
interest. There are no skill levels,
which iz a sarous omission, and
on my first bungling attempt, when
| was just trying to pick up the rules

I've been overwhelmed by
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

fault; my reviews too ,
at GRASH Towers obliteratet '
E

month was entirely
and the powers that

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.

the volume of mail I've

H Towers obliterated

main of the game, and baars
all the halimarks - though | don’t
know the inside st - of quite
separate authorship. Tobruk loads
with the arcade sequence de-
selected, and | would advise you
lsave it like that.

Unless you're trying the arcade
sequence, combat is resolved
speadily and simultaneously and
ratreats and surrenders reported.
Units always seem {0 sumander;
you aren’| given the satistaction of
a 'division completely obliterated’
report. The supply foliows,
and the player is asked to decide
which units will receive the limited
resources available. Tha impor-
tance of supply in a desert war is
emphasisad by the fact that the
Axiz forces have 10 trundie their
mobile supply bases after their
lorces, and protact tham from the
enemy. This factor adds a lot of
interest to the gameplay, because
il both of the supply dumps are
daestroyed - and they are
extremealy vulnerable - the Axis
side automatically loses.

The command phase moves
orlo  another screen, whore
strategic disposition of resource
points is decided. Points can be
put into thi like AFV (armoured
fighting icle) recovery to
minimisa losses afler battle, and,
importantly, into ground strikes
and mine laying or lifting. Putting a
sufficiant num of points into
mina lifting allows the Axis side to
maké a neal break in the Gazala
Lina, to gat some of the slower-
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and wasn't sure exactly what | was
doing until 8 coupla of twms in, |
won. The game has a bit of a hook
in its very smoothness and
simplicity of abjective, but despite
the strategic trimmings of the
command phase, there's nothing
in it to satisty for more than an
afternoon

PRESENTATION 80%

The game runs smoothly and with-
out interruption, unlass you count
the arcade sequence . .

RULES 70%
Adequate - rather unatmospheric
PLAYABILITY T0%

Mildly attractive in the short term,
and very easy to start playing
AUTHENTICITY 69%
Lacking in that elusive quality,
atmaspherea

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 interasting aither.

I've had a lot of tips in this
some from
e midighd o

I

=t

RHRL
ol

POKES WILL ALLOW ALLIES TO|
WELL DUG IN AXIS B
LOAD > Are there sy anihuains:
tic hackers out there
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SOFTWARE

Al the most popular extreme are
‘arcade type' gamas, demanding
hot reflexes and quick thinking.
mnmmmtwmlplm |

_ way of aver -eg
player into a charac-

wcm various almospharic
scenanos and one has the making
of an 'adventure.’ Here, the attri-
butes of different localities involve
ihe player in the hunt for clues to
solve puzzies and sub-plots — red
Ity abound. While
be helpful, itis

than seaking to solve or completa
mmtﬂmmmﬁmﬁ
and Kayleth).

] mtmamm
game ﬂ'mm.ﬂ-d_r:mwmapldef e
objective, requi a
s

call u mml
as in Amhem, Desert Rats and
can,

Alt my parsonal favour-

trategy .
is important if wider appeal is to be
mw and the genre kept

Spectrum 48/128K

Historical simulation of Gettysburg and Chickamauga with
high degree of computer intelligence allowing game 10 be
played at strategic and tactical levels over a scrolling map
with hidden movement, for 1 player. Price £9.95.

AVAILABLE MAIL ORDER - 48HR. DELIVERY - FROM
Cases Computer Simulations Ltd., 14 Langton Way, London SE3 7TL.

Strategy Games.

STRATEGY OR ADVENTURE

:
:
g
:
?

Ingﬂ'nﬂ'ﬂ'ﬁﬂ.ﬂﬂw;ﬂ'l

excellent produc-
ad, Immhmmﬂ
S ot congatit
mmmmmﬂuﬂ column. You
even surpassed, Angus and Sean.

Duncan Newcastle

Maciean,
PS | was wondering about pur-

Mﬁ'awwardm
RIEN'S h in Russia. Are either
of thesa worth buying, or can you
suggest better?

Vulcan is worth ,
but I'm afraid | ‘t know any-
thing about Death in Russia! | think
that Lords of Midnight is nothing
more than a cardboard-counters
wargame with prefly pictures, not
an adventure at all = I'm '

how few people have realised that!
It's & work of art though... a
classic of computer software.

Spectrum 48/128K

Fast interactive game simulating battie of Ulundi in 1879
on Side 1 and a ‘what if" battle of Umlalazi on Side 2

Scrolling map over varied terrain,

Price £8.95,

for 1 player

They're no pushover.
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CASES COMPUTER SIMULATIONS have
produced a range of educational
software programs covenng a
variely of subject disciplines,
including ‘minority” subects such
as agriculture and political studies,
The pr follow a sat forrmat,
involving assimilating a wealth ol
information, and using it 1o make
commect decisions  at  crtical
moments. Relevant information s
presented in a variety of ways: bar
charts, histograms and maps are
used o very good effeci, and
maintain  the players’ inleres]
throughout, Different leveis of diffi-
culty are also ofered, and the
games can be used by one player
at a time or by small groups work-
ing in compatition.

Aimed at older pupils and col-
legeduniversity  sludents, [hese
programs are realistic simulations
of real-lite situations. providing the
user with valuable practice in the
application of their acquired
hmﬂndgn Schools and Colleges

placing more and more
W on the imporance of
information skills, and ccs's range
of educational software certainiy
fills a in the markel - there are
vy educational programs
available for college students, and
fewer 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 SsMULATIONS, 14 Langton
Way, London SE3 TTL

AIRLINE

i it's your ambition to be the char-
man of a large company, now 5
your chance (o assess your poten-
tial. In this s.lrmlabunﬂrw adopt
the role ol chairman of L-&r, an
airline which starts up business
with €3 million. You have 7 years
lo increase your net assets to the
£30 million necessary 10 lake over
British Airways! You have o
decide on the numbser of aircraft to
operate, whather to buy or charter,
the level of statfing and mainta-
nance Necessary, duration of
fuel contracts and when 10 repay

Problems encountered include
tax demands, increases n fuel
costs, and loss of revenue result-
ing from cancelled flights, strikes,
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hijacks. air crashes and sabolage

The information is presentad
through histograms, bar charls
and graphics first chart dis-
played = a bar chart showing a
lorecast of the passenger payload
for sach level of actvity. Lising this
infoomation, the player must
decide on the best aircraft to use,
and then finalise his choices after
locking at the level of réevenue
axpected. When this is above nor-
mal, it may be cheaper 10 bormow
maney and buy aircraft instead ol
chartecing

The market rate for each DC10
is £10 million, and when aircraft
are purchased for more than this

amount, thé addiional cost 8
debited against the capital
reserves, thus reducing nel

assets. Crew costs are fixed at
£50,000 per DC10 while the cost
ol mamenance s E£90,000 for
each agircraft, Results of trading
are shown in the form of profil and
loss accounts and balance sheats

The graphics are excellent, and
the player's interest is maintained
throughout by the constantly
changing information — you can
gven read Financial Times reports
and receive Telex messages. N
you succeed in reaching the target
of £30 milion, then perhaps
Richard Branson may have anval!

by Rosetta McLeod

BUSINESS IN THE
CLASSROOM

ERSY

IMPOSSIBLE

CORN
CROPPER

Aimed at students of Geography
ar Agriculture, Com Cropper s a
simulation of a commercial wheal
tarm. The playor begins with cash
resources of £50,000, 30 acres ol
nch arable land, a tractor and Two
tarm workers. He must then build
up his assets to £250,000.

The menu allows the user 1o call

~ 5 F T MAaBK
znnrnm. Hnr:u:nﬂ“ET VALLE)

(=] (E.E.C
(4] POSSIBLE (A
= DIFFICULT (A
B
B

HARD (Ui thdrawa L

Support Grant)

Dorsetl Farm)

Scottish Farm)
from E.E.C)

(No Import
Restrictions)

up information of differerd types
the weather forecast shows the
ety rainfall and average lemper-
ature for each maonth, 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 with information
on whathar or not a fertiliser has
been used; a farnm map, showing
the cultivated areas, must be refer-
red 1o belore decisions (o plant are
made; and the cash accounl
shows the monthly expenditure
and receipts, All in all, a wealth of
information must be accessed
belore the player decides to take
any action
A report s shown al the end of
each month, detailing the results
of the decisions laken. Unforeseen
problems arise from tme 1o time,
inciuding such disasters as frost
damage, rats eating the seed com,
and even the dreaded fire. The
notes include
some useful nis: players are told
for instance, that crops need an
optimum level of water each
month, and that fertiising two
month old crops doubles the yeld,
The program contains five levels
of difficulty, providing students
with a very realistic and com-
prehensve simulation. It certainly
drivess homa the point that farming
is a highly technical and special-
ised industry! Corn Cropper is cur-
rently used for the secondary
school Geography syllabus and in
Agncultural Colleges. Amazingly
enough, a French version is also
available!

i
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ESTIMATE

PERIOD 1 2
sress enterL"”

TOTAL

7

OLIGOPOLY

According to my dictionary,
‘oligopoly’ means ' a market situa-
tion in which control over the sup-
ply ol a commodity is held by a
small number of producers, each
of whom is able lo influence prices
and thus directly affect the posi-
tion of compettors.

This game is a management
simulation for one to six players,
and the objective is for each par-
Licipant to create waalth at afaster
rate than his competitors. The
computer gives each player a bal-
ance sheet 1or the year, generates
a forecast for demand and costs,
and lells each manager about the
capital goods industry.

Using the computer's informa-
tion on prce, production, market-
ing. research and development,
néw equipment and dividends, the
managers have 1o make decisions.
Whan each has done so, the com-
puter compares these and dis-
plays two reports for all firms,
Results may be kepl secret by
agreement, as the program
mcipdes the option ol using a
printer for annual reports, fore-
casts and newsflashes,

A bar chan compares the share
values for each fem, and a pie
chart shows each firm's share ui
the markel. Occasionally, news ol
imports, overtime and changes in

CIPTION
HRS

aINT PREP. 5 25
FFSET 17 119
INISHING 16 =1
HPER
TYPE UHT CFDB 53
QUANT ITY 96 =1 A=]gk= 864

1098

— T ———

taxes may be fiashed up on
serean, and this new information
may make it necessary o alter
decsions

A duration of batween 2 and 50
gars is selected before play
ins, and a useful feature is that
even it a game were to be played
Iwice with exactly the same deci-
sions, the results would be likely to
difter as the computer generates
random factors, | also like the way
in which shareholdars demands
have 1o be taken into considera-
tion as the decide how
much of their profits to shara with
them! i you think you have entrep-
reneurial skills, try them out with
Otigopaoly!

PRINT SHOP

A simulation aimed at Business
Studwes students, Print Shop
covers a penod of 12 weeks in
which the student becomes sole
proprietor of a small printing
works, The praspective
businessman is asked to make
pdgmmtsmtmmbmngm
of staff 1o
mnplnrlhemuﬂamnrp&ul
paper 10 purchase; the quotation
for each job and the schedu
work in an optimum week.
objective is to produce a net profil

ol 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
laken inmo account when, for
example, hinng 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 (o ten,
It has to be remembered that addi-
tienal stat! will be needed when
orders start o increase, but as il
lakes three weeks to train new
employees, production will not
increase immediately. I may
therefora be necessary 1o contract
out cartain jobs,

This is a particularty 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
screen and in the bnel accom-
panying notes. There are three
leveis of difficulty, but I'm afraid |
wasn't even successiul at the
easiest of these - 10 be honest, |

to incur losses, which
resulted in the net assets becom-
ng negative. The banker forec-
losed and the business ceased!

Print Shop tests your
business acumen to the full, and
creates a feeling ol true involve-
ment in the word 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
Paolitical Studies course. Each
player runs tha intelligence agency
ol a major world power, with the
ultimate aim of protecting his
power's assets in a continent of
countries.

Al the beginning, each pfa',-er
has assets in the nine Third World
countries, and each is fing
to achieve the highast rate of profit
growth. This might be brought
about by peacetul strategies, such
as buiding a defensive alliance
among the strong countries, or by
more aggressive means such as
encouraging natons to nationalise
a rival's assets. A variety ol inlor-
mation is available: a report on any
country shows its stability, wealth,
foreign relations and government
spending. @ comparison can be
n::tmnad hetmmﬂumqnmms
of industry, and governmant
spending; or a study can be made
of a superpowers’ assets table.
This information should help the
player to make decisions, includ-
ing what to do about investment,
foreign policy, taxes and the
armed florces.

Annual 5 must be
adhered to, and the players must
therefore indulge in a vanety of
strategees. either to maximise the
growth rate of their own country or
to minimise that of the others. A
player might, for example, find
himsell wesghing up the argu-

ments and counler-arguments for
persuading a friendly nation 1o
spend more on weltare. While this
might reduce expandilure on the
hated police force, it could mean
that the country is left unprotecied
from coup or assassination
attempts.

A detailed understanding of
political theory is a pre-requisie
for the successtul tackling of this
program, but it is useful in extend-
mg a student’s depth of under-
standing.

MANAGE

This is an interactive management
game for two players which can be
used 10 supplement a Business
Studies curriculum. Alternatively,
it could have a part to play in man-
agemeant traming and economic
studies. The aim is to teach the
users, by placing them in a role-
playing situation, abuut!ha's’?n
cance of prcing policy and the
correct allocations ol cash
resources,

Participants begin with £7,601
in cash, and 71 units of stock val-
uved at £35.35 each. They must
then make decisions covering the
pnce of goods, marketing expen-
diture, production/research costs
and plant additions. The results of
trading are shown by statements
and by a line graph ol orders and
sales,

An excellent feature is that the
players’ decisions interact with
each other, leading 1o a strong ele-
mant ol competition. It's interest-
ing that players are lorced 1o make
immediate decisions, while always
bearing in mind the long-term
objectives for improving the pér-
formance of the Y.

Although no detailed financial
knowledge is required, i is
assumed that players will be able
o assimilata the Takwulhd
information  supplied. game
may be played with or without a
printer, but if one 5 used, the
resulls are nol displayed on the
screen, thus ing the con-
fidentiality of information, and
making thrnga maore difficult for an

|ﬁ instructions  are clearty

axplained on the inlay, and as this

does not depend on fuck,
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
andrablus n:mmmm

in .
graphics in Airling are particularly

Bm:r'imh'm

: interestng and

realstic ssmulations ﬂldiﬂﬁﬁﬂm

business situations, useful for
theusers to handie a

wealth information
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erran
EUROPE’S LEADING

MICRO-MAINTENANCE LIMITED

COMPUTER REPAIR CENTRE

TELEPHONE (0276) 66266

FULLY COMPUTERISED TEST
AND PROCESSING PROCEDURES

Auomane Test equipment is used 1o assist in the repar of all
#ading computer products. Many of these have been desgned
and buldi by Verran and subsequenily sold throughout the world
The advanced technology allows us to offer our repair sernices al

ocx-botiom phnces 1o all
periormance and price

Ut cusiomemnm Mo one can malch B m

Cuatantesd peliabdity & one of the mis! mportan! pomis i
he selaction of who ahould repalr your oomputers We are proud o
offer our SIX MONTH GUARANTEE. Within the first thres montha
we will repair any fsull FREE. From three o six months only hall
e quoted Tade pnots would be charged U your compubes
dewnlopad a fault

To rencord the safe receipt and despatch of your computer we

hsve mvested in the most advanced computer systern available
Each custommer unit 15 logged and checieed before return. Whls:
four compuler @ I oUl poSSeeSion Of N UAnEt o you. our

EEREANCS DIoVIOESs OO Pom e OO

To be Assured that the ssrnoe you get s the bast available
@ Verran We always remember that QURLITY B NEVER AN
ACCIDENT, IT E ALWRYE THE RESULT OF INTELLIGENT
OTORT.

SOAK RACK TESTING subjects your oompuler 10 4 ngorous
Enas of i over 3 panod of betwesn 2-8 hours. Smingent quality
procedures e the scak rack ensure the lagh standard of service

I customers have oome 1o axpect

UNBEATABLE DISCOUNT
ON ALL COMPONENTS

Ower £500,000 warth of componants currently in stock.
Unformanately we are unable to display our complete

mange, il you require itams not displayed just give us a call
on 0276-66266 and we will be pleased to quote including
delivery by first class post.

SPECTRUM SPARES COMMODORE SPARES

0 CF 200
CLA 60000 i) 121X
Foo] S E 15.00

M L 201225 Graphic ROM 1000
HERAM 5 G0123% Basic ROM 10.00
LTX 680 40 01227 Kernal ROM 15.00
X 2h L1 206] |4 House Keeper 10,00
Eeyboard Membrane 6868 - VIC 18.00
Spectrum 3.00 4164 RAMS - Mamory 100
Spectrum Pha B.00 Power Supples

Mesal Templates 300 CE4 18,50

TRADE ENQUIRES (0276) 62611

OVER 3500 PRODUCTS
REPAIRED EACH DAY...

At our Head Office in Camberley, Surrey, we provide repair
facilities for leading companies such as Amstrad plc,
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 CO

To obtain a quotation on any othér product just call (D276) 66266
guoting the advertisement reference number.
(Ser bottom Joft)
TO OBTAIN THE EEST REPAIR SERVICE AVAILABLE JUST MOLLOW THESE STEPS:-

1 Send your compuesr secursly packed socomparisd by chegue, postal order (mads
payahbie to Verran Micro- Mainstenasos Lid) or quote your Access or Barclaycard Mumber

i Qracte the special offer reflerence number deaplayed af the botom of this advertsemest fog
yout £5.00 DISCOUNT on the rade prices
LETTERS FROM OUR CUSTOMERS
I roslly Sk | st werite and thasur you o the sxcllan! service | mosieed
My | Dbt Plymcust
{ am grtherrsdy cebphhedd ard weouid ke i thank pou somen 85T B g
of your company. Pad Dn

‘/erran ' MICRO-MAINTENANCE LIMITED

UNIT 2H & 2] - ALBANY PARK ‘- FRIMLEY ROAD
CAMBERLEY - SURREY GU1S 2PL

¥ anct effnenl rvice
raanl Al imer

\. ATARI /

TELEX 858199 Verran G

QWMEy,
O

&7 o

APPROVED BY

OMMEy,
%) (s,
7 AND 3

APPROVED BY

QMME

W

APPROVED BY

QWMEy,

) (9
AT

APPROVED BY

.

OMMEy,
& 2
)

Y Ao

APPROVED BY




[ ITECH
LINICHE

THE ADVANCED
OCP ART S TUDIO

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 oxrFORD COMPUTER

PUBLISHING LTD brought the fiair

of Macintosh into the Spectrum
wiorld by releasing Arstudio. Nobody
really thought it possible to create an
icon- and mouse-driven drawing utikty
sprouting pull cown menus all over tha
screen, and yel programmer James
Hutchby did just that, and br the
new working technique 1o tha
trum

Sadly, the program's sutcess didnt
save tha tarminally il oce, and
Artstucho and its dervatives is mar-
keted by rRunamo. They're doing a
guodjubultuo and are now releasing

VErSION NCONgruausly
r:.uﬂed The Agvancad OCP Art Studio
(TACAS for short), Contrary 1o befief,
this does not nequire & magor house
extension 1o accommaodate i1, but to
savour all the advanced features, it is
necessary io own an iInterdface One
and Microdrive icassette-based own-
ers still get some benefits).

The onginal Aristudio was reviewed
donkays yaars ago, but to refresh
readers’ memones, tha Features
Tablnmuuldbeirﬂm'[m of the origi-

Set ink

LT I N . Y1 Y T

=i act bBOrder

Inverse x
Transparenl
Al =
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nrmll:mm +
Gindov]

nal's power.

Cramming more features into the
ndvancad version didn’ mﬂﬂd ¥
SQUEEZING More memaory out of 1
4BK but the asking of UM Own-
&5 10 upgrade 1o the 128 machine.
This can be either the old Sinclair black
128# or the new Alan Sugar grey
Spectrum 128 + 2. Having bought an
extens:on kead 1o connedct the inter-
face One 1o the Plus Two lalking of a
thgl'nsﬂl.mn . ], tha loading
instructions read like a Tolstoi navel,
and the sopner the program |s trans-
farred onto Microdnve tha bettar.

All the facimtios of Arfstudio ane
availnbée on the advanced version with
the addition of the ZX Microdrive con-
trots, filing facilities for user-defined
Fili Patterns and Paint Brushes, Ram-
disk and Scrapbook plus an extra"arc’
shage in tha SHAPES manu.

THE RAMDISK

TAQAS uses part of the computer's
axtra mamony as Ramdisk, which
bahaves just like a nomal random
access mass storage device, Files are
saved in it by name and can ba
catalogued, loaded, saved, merged
and arased in a fraction of the time
comparad to Microdrives. [its only
problem s its volatility. Should the
power be switchad off, don't blame
anyone but yoursedl, So for storage
you have the choica of Ramdisk and
cassette, or Ramdisk and a maximum
of four Microdrives. The Ramdisk facil-

s available via the filing options of
FILE, PAINT, FONT EDIT
SCRAPBOOK by selecting the M-
drive option

[Tex] Shaves ffo

coLour

TEC

rgmsmmm;mbh:m
hera that can
ﬂmmmﬂm' the nead to read
the cartridge aach time. Salecting one
of the above mentioned uphw.
lﬁlﬂﬂﬂw

ﬂumm

MIHL?:H] m
raq.lrod and
contents) ¢ mwﬁmh-q
enls) or
gm‘r&dhrtﬁmbux.

Up to 49 entries can be accommo-
datedin the RAM . Nerw files
can ba croeated by the
FILENAME option. All files are verified
after Apart from the screen
files T, can handle fitas for User-
created Textured Fill Patterns. This is
accessed from the FILL menu. Pattemn
fiies are automatically saved with a
Jpat extension, this can be
overridden (thesea files will not
be displayed in the Fill RAM

ramsmmﬁpm
many, Al files hare receive a brs
extansion uniess overridden. This
leaves the user-designed Text Fonts,
which are accessad in the FONT
ED:TDFtn'mu Detault extension here
is dnt,

SCRAPBOOK
TAQAS provides a facility to create a

future use. Parts of pictures, 0gos of

spacial symbols can belifted from the
main screen and stored in the Scrap-

All information on scroen
Mouse
Supports 17 Centronics and
Full control over attnbutes

Attribute
OO0

rool tiles olo.
Wash texture faciity

feant froim warion
Save and lond fonts 10 cassatta

-
>
L3
»
L
| 2
L
»
>
>
L
>
L
.
L
>
L
>
| 3
>
L

snigy and clastic shapes

Save and lobd plctunis 10 cassetta

design. in order to be able to ift a detai
from the main screen it's necessary to
defing o window in the WINDOW meanu

Windows - lcons - pull-down menus - poinling devices
Works with kybannd and Kempston, cursors, intanace 2 joysticks
anmﬂmm five sizes phus scale

RS232 intertaces

16 pona, B random sprays, 16 uses-definabls brushes

tacility
Windows can be cheared, irverted, cut & pasted, enlarged, reduced,
Suidﬁl | sttt Mg and rotaled

Teotured fill - 32 User-dofinabis pattems inchude stipplos, hatches, Dricks,

Thres lvels of magnification with pacol oo, pmnm:m
Text - ning charpctor wzes, two ORections, Boeways, bokd
Fant aditor - clear, inved, Tkp, rotale chamcters o whole fond, copy ROM,

Lines, reClanglos, trangies, crcls and rays
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Cont. Line
. . JRectangles
““dTrianglLes
|CircLes

Rays
ELastic X

15nap hrz. x
N Snap

vrt. x

betore selecting the INSERT option.
For paste-up i may be necessany o
saiect one of four perimeter boxes,
which provides access 1o any par of
the main screen edges when dumping
Scrapbook designs on the main
i oo g
bha aron the w
Scrapbook.

Tha ARC function has bean addad 10
the SHAPES menu. This is a fractional
part of a circle, The first two points
define the extremities of the arc, and
iha third point defines the curvature,
afthough the arc does nol necessarily
link up to the third point for soma
obscure reason.

The Advanced OCP Art Studiois a
positive axtension 1o Artstudio, Ram-
disk goas a long way to providing a
disk-biee anvironment 1o the Spectrum
128K and inCreases the ing speed
enormously. The addition of a

book enables designs to be trans-
ported without much fusgs from ong
scren to another and makes this user-
friendly package user-loving. Dimitri
Koweos is responsible for the 128K
extensions and has done a worthwhile
adaition 1o Mark Hutchby's original
program. it makes & desirable prog-

Once again CHEETAH have
made Inroads
Into the hi-tech end of the
music business with their
latest product, the Midi
interface. jon Bates gives it
a definite thumbs-up and
reckons that you will too,

Salling at well under half the prica of its
nearast rival, it offers eight-track real

w.aﬁn}tmmdm , and trans-
ing facilities. And if that isn't
it can also act as a real-tima

i &cho unll.

The story back nearly twelve
months to it was first rumowrad
that cHEETAM were in the process of

a midi inferface, As it was,
ather like the MK5
got in the path of its refinement and
owver Christmas assured me that it

puummmuﬂmhmwhr
- down 10 the program 7
You get the usual CHEETAH type
interface box, equipped with midi “n’,
‘out’and’ " phus a midi lead to
get you started. The software transfers
1o microdrive, and on get
the extensive main menu. 'l try to do
umﬁmmwumummﬁwm
it

Raal tima recording is first, in sac-
tions that you predetermine from 1 1o
64 bars inlength ~ known as "Verses.’
| found this nama a bit odd at first, but
| quickly got used to it. The real time
option s called 'Record aVerse': high-
light that part of the menu and away
yTui go, the pop-up menu appears and
the border changes to magenta. You
will hear a matronomae beat either from
the bleeper or the television set. Each
first baat of the bar s emphasised and
mammmmmm

you nead to start the border
turms yallow and on the firs! beat of the
bar 1o ba recorded it tums red. Thera
is & constant reprasantation of baats
exécuted by a quaimt amangement of
The time defaults to

set of quantisation (liming comaction)
options from none at all to hall notes
(mirims), taking all the tripled notes into
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THE CHEETA
MIDI INTERFAC

your four bars you have several
whal you have done and add more
over the top of it - if you are raally con-
fident donstop and the-wnolething—
will repeat anyway complete with the
two bar count-in. A point to remember
15 that the ing process can only
be hafted at the of the defined
number of bars. So if you have set up
B4 bars you've a longish wail. | found
that you can overcoma this by crank-
ing the tempo up to full , tempo
and quantisation Deing afterable in
mid-flight as you go along.

‘Marge’ puts the recorded saction
into the permanent mamory: 'Append'
adds the recording to the current verse
already set in the memory. You can
also transposs up or down & semitone
&8 you sothat the naw saction
isina k. I you've fouled up
all over again. e

, you've started your -ctty.
HMWmﬂvg:dimm
first efforts have been entered
WMMTMM.$ATH
CHEETAM package allows eight tracks,
assignable to any midi channel. Each
track can have up 1o 16 versas laballad
Ato P. A verse can be up to 64 bars
long. That's a lot of noles. There is no
niad 1o panic about running order at
this slage because al the moment ail
you are doing is committing sections
{0 a track. These can be re-orderad at
a later stage 1o complete the whole

opus. Duff or unwarnted ver-
s6s can be delated to make more
room. You can even reverse a verse —
play it backwards, tha notes will sound
forwards (uniike reverse tapa) but just

in reverse order, A verse canbe
ad up or down by up to 12
vy G et you Y 0 e
only you can't do is end-
mmmasdnasymm
sl by et ot

on yOou are

real fast and using lots of memory-
extravagant things like velacity and
pitch bend, Thase can be filtered out
as you will see. Mind you, 64 bars can
mwlw&mﬂmmdﬁp
the bits from your inNgs over
the: and boil them down 10 sense
the ing as it were,
*Define Sequence Tracks’ allows
you 1o defing the tracks and verses you

omm

Eegin plau nNnow
> -y 2 :

TEMPO

=Y -

n

wish 10 hear whilst recording new val -
Ssa Just io keen things in ordar you
can opl 10 switch off a track which
would ba counterproductive at any
point e Whsk TR ocEadings —

It has occurmed 10 CHEETAH thal we
can't play &s well as wa think or would
lika, 30 there is a step-time wiite/edi
option = this has to ba one of the
easiest note editors | have used. Notes
are reprasented by oblongs of propor-
tional length and the music scrolls left
to right, bars and beats indicated by
vertical lines. By cunning use of mova-
ble horizontal and vertical ads, notes
mﬁm.m.nnﬁg"
mo Tuumwamsgu
octaves, the particular octave you ane
inis displayed ona mini with
the name of the nota centre
mﬁ:ﬁm&mem
10 use. guess you could step-
write thie xacting bits first, them
back and liven them up with'a few
alfresco noles here and there, The
- ' miods lets you hera the bits
yOul done so far from the begin-
ning, but you can stop and restart at

point.
%mwmmmmq
notes 1o memary has finishad you
return to edit mpde and salect “song
page.' Once again utilising a very sim-
ple display, the track assembily is really
aasy 1o use. Simply move the cursor
around the screen and line it up with
tha position you want in the track
enter the letter name of the verse (sec-
tion) that should go there and thal's it

I've discovened a few hints and tips
wnﬂwmmm
inerface wmmmeumEI
beforshand as it may save you .
tion later, Keep ancte of the particular
sections and their irack number and

an gight track recorder you will then

super extravagani and ligged aload of
tona modules and synths plus a
YAMAMA CX5 music computer 5o | really
gave it @ hard time. | also found ita
pood idea 1o record the note first, cor-
rect any blunders, drop them in to the
memaory and then use the ‘merge’
option 1o add any program changes,
pitch bend, 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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The metronome can be allered 1o
most time : although it
would have no effect on the actual

notes recorded, it
Mnmmﬁmﬁﬁm
mnmdmmﬂdm

iwtluhwﬂsgw data
stream. You can add mone and more
of the data datastream to tha memaory:
record pitch wheel, record modulation
wheel, record any another sound con-
troller, record all of the midi mode -

mew also key pres-
Sung. two are very greedy on

ﬂmmmum

mwumm
sure (| assume that here they mean
aftertouch) which is called ‘channel
pressure.” This is usefulin mono moda
and saves a bit of space.

The output datastraam can ba simi-

filtered with the addition of a
fitter. instead of e
pumping out data telling
what mode it ks receiving in, it will only
sand this when a change of patch or
systems exchusive is imminent.

Ona really usetul device is the real-
time midi acho, What it does is to delay
hmamﬂmﬂwmnmllnh
2:!1 have played it, van-

in 10ths of a second up to five
mulﬂmdiﬂuwduum
repeat but | would love to see thisasa
separate software which
pqug“ by with
away -
note lengths in the data stream
should be possible to give a reverb
effect. This would be a real first,
tons of money on other effect units

lm&mmm

mmwm namaly 24,
48 or 96, as well as external control of
either tha midi-clock or stop and start
controls, The instruction manual tells
you what pins on 'Midi " will
pﬁm‘mmuaﬂuhﬂmim
can
10 i 10 pre-+nich SecuenCie,
l:hmnmumﬁm mm ‘
betting that awayto
nmagth&pocﬁunhmnﬂ

All in all it is a very well thought out
package, that has baen economical
where necessary but not to the detn-
mant of the faciities available. The
simphicity of operation makes ft fun to
use, it has features that rival most of
the mid-price sequencers avaiable in
any music shop and what's more it's
Bntish. Say no mora = get one now,

CHEETAH are upthe|
1o Morbury House,
Fairwater, Cardiff CF5 3AS, but can
still be raised on 0222 555525,

110 CRASHMay 1987

Producer: Konami
Retail Price: £7.95

he inhabitants of the planat

I Nemesis are under attack
from the forces of Bacterion.

You command a protacting

squadron of three space fighters

in a brave attempt to destroy the

invading fleet. To succeed in your
MISSION YyOuU MUSt pass SuUCCess-
fully through four sections - forest,
space islands, an alien graveyard
and the interior of a Bacterion bat-
tle cruiser. The Mother Ship at
gach section's end must be
destroyed belore you and your
squadron can pass onto the naxt.

Your craft flys up, down back-
wards or lorwards. As your space
craft progresses through each
section you come under attack
from Bacterion crafl, surface walk-
ing tanks and cavermn amplace-
ments. A direct hit from an alien
ship or missile causes the loss ol
one of your three ships

For initial protection your craft
cariés only a cannon, but as
Opposing attackers are destroyad,
lluminated credits are OCcasion-
ally released for collection. Each
successive credt gives an
increasingly powerful additional
feature - extra speed, air-to-
ground missiles, double (a cannon
enhancament), laser. multiple fire
unit and a defensive shield, As this
is done an appropriate icon is
illuminated at the base of the
screen. Up to four spead bursts
and air to ground missiles, two

—

PAUL

" Nemesis had the sort of app-
éal in the arcades that cost a
lot of people a lot of ten pence
pieces. However, the Spec-
rmmmnmmmmmhﬂm
lost all the appaal of is
brother, and its lack of playabil-
ity loses any of the o 's

rm.-smymmpmf The visual
effect Is ruined by the stupid
scrofling ;ﬂm in the back-
ground - they are very hard to
distinguish from the bullets. "'

SCDODRE HEMNSIALET

“ Gosh ... Transmulers twin
brother! Namesis however, isa
touch less playable than its
cheaper rival. It's a pity that this
conversion by xosami is S0
poor, as the arcade original
was both fun and addictive.

ﬁﬂH!T;'f crat  are nicely
| and animated. but
it's a pity that your ship flickers

50 much. Essentially, the gamea
is no more than an overly
difficult, andm-nsﬂy
unplayable "em up.

multiple fire units, a single shield
and eithear lasars or double air-to
ground missiles can be camed
when a featurs has been added 1o
the space ship's armoury the icon

. an VIEITESES) 0,

tured in the

WHIHIWMMWMIJN Bmak.

option
I:WMHMHMMM
a shame as the feeling of the machine has not been cap-
version. Without this feel, Nemesis is just
another shoot "em up and for near eight quid not a cheap one. "

becomes inessential, When a ship
is lost all the features that it has
gathered have to be collected
once again

_/ COMMENTS |__

keys: definable, up/
down Iuﬂ:‘nghi fire and select
required
Joystick: Kempston, Interface
2

Use of colour: fairly colourful,
some clashes but Not senNous
Graphics: small with adequate
detail
Sound: average title tune,

ood spot FX

levels: ona

Screens: scrolling play area
over five levels
General rating: A disappoint-
ment for Nemesis addicts,
largely through its implementa-
tion,

[mike |




Producer: MAD
Retail Price: £2.99
Author: Stuart Middleton

ndiana Jones, lan Botham, and

Roland Rat eal 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!
Thera's a choice of three locations
and a predicament in @ach - to be
a haro or a gutiess wonder?

In tha land of Pharcahs, camels
and an awful lot of sand les an
ancient tomb = and you're locked
in it. An escape through its pass-
ages and rooms must be made if
you'ra to be homea 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 tha bright Egyptian sun

| GARETH |

HOW TO BE A HERO

lavel. The
thon is great. | fail to understand

"IM!MM!NHW%:#U@

game's rather slow, making play a bit boring
hufrwdﬂm

your haaith status; is our hero a secret pineappie eatar? As a shoot it
if it moves game it's quite good and worth the money.

with plenty of colour, and most
nasties tend o fiicker, though, which
. A neat trick is to lat you select the

but its addic-
reflect

and mummies after you, and your
health is sariously arl'yect&d by their
bites. Two pinsapples an tha nght
of the screan wither whan bites are
sustained. Protect yoursell with
accurate gun fire and enjoy the bits
of food left by previous explorers
to sea those decaying fruit
restored.

Once out of the tomb, rather

But the museum you work for
wants 24 pleces of ancient tabiled
collected from the tomb. Retum-
ing without them would not only
look rather cowardly, but pul 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
s0mMe aggressive spiders, snakes

T

incredibly, you find yourself the

price.

" How o be a Hero looks
colourful, and though the

essantially playable, and therefore, as it isn’t
select your starting level, it's pretty addictive. The instructions are too
hard fo read; but this doesn't ruin what is a brilliantly simple game that
mﬁmwﬂianmmm.Mhm

The graphics are big, boid and
flicker re bearable. It's
. and you can

»  Seen from above, our hero in blue seeks for scattered pieces of the ancient tablet, while mummies gather in the gloom.

sole survivor of a space ship
uncontrollably off course. Finding
and using the commect sacurity
passes opens locked doors io
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 fo
restore your health,

Hero or space-wimp, the choice
Is yours,

en, just when you thought

that space was the final frontier,
you'ré tranaported into a mutant
city, searching for a vital docu-
ment. The document has been
torm up and hidden in (gQuass what)
- 24 locations. Lying about tha city
are keys, which allow passage
between buildings in search of an
escape route. But escaping with-
out the documeant results in a coun
martial and a docked pension is
nevitable,

In all scenarios you can pause 10
save position,

__/comments | __

Caontrol keys: up/down, lefuright
adh-lldul'ilfmle
- interface 2
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Producer:
Melbourne House
Retail Price: £7.95
Author: Consult

ealousy and the desire for

Power is the backdrop 1o

Mike Singleton's lates! cre-
ation — Throne Of Fire. The Story
tells of The Burning Citadel, a for-
tress high above the desoclate
planes of Carakesh, where stands
an empty saat, the Throne of Fire,
vacated by the late King Atherik
His threa sons, Alomn, Cordin and
Karag, desire the seat of the

/THRONE OF FIRE |

The action takes place within
the 100 rooms of The Buming

Citadel. The screen is split verti-
cally from top to bottom, display-
ing the character currently control-
lad, the action window = which
llustrates the movements of the
characters, the castle map indicat-
ing the positions of your charac-
fers, and your additional support.

BEN

* Throne of Fira is mu—mmmwﬂ
mmm J g h“ W.‘gmmt
e T A
umwm and the atten-
tion to the of the castie help make Throne of Fire look
wmmmwﬁmwﬁuhwmim
Lords fame) had a large hand design game
-ﬂmﬁ?&.mmmmwmh
gamepiay of what couid easily have been a Smashi

his dirty work.

185 MEN

J FARMS
MO VIE HE 14

Throne and power of tha land, and
areé prepared to battle it out 10 a
bloodthirsty end

The game can be played in two
ways — éither two players taking
control of two of the threa Princes
and the computer taking the third,
or a sole player taking on two com-
puter opponents

112 CRASH May 1987

»  Karag decides o go (t alone, while cowandly Alom relies on his henchmen to do

R) FARMS
JH MDD E

29 MEN AD

Rooms are shown in perspactive
Hoﬂhlmgfmnt to back), side doors
lsad left or nght and doors at the
back of tha room indicate stairs
leading either up or down

To begin with, there are nine
man-at-arms under the control of
each Prince. However, as play
progresses, this may increase or
decrease as some are killed off
and reinforcemeants are brought in
Men-at-arms come in handy for
doing the Princa's dirty work —
bumping off the other claimanis
for the Throna, The selection moda
is enterad 10 take control of one of
the men-at-arms, allowing a player
control of the horizontally scrolling
Ciadel map at the bottom of the
screen. The Citadel 15 scanned
using a cursor, and rooms may be
entered as long as they are the
same colour as the haart at the top
of the screen. The salected room

08

MEN

Ul

than appears in the room display
wincow

Characters who are in
allegiance with a player, but not
spacifically under control, are
unabile to move from room 1o room

> Karag and Alorm engage in hand to hand combat in the battle to become their

father's hair.

ARMS

A1 MEN

1L LLL]l 5~
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»  Fralricide rules OK! Prince Alom dies ai the hands of his brother Karag.

w

RICKY

"Wmﬂ%hmtmmnammwmm
therefore

irbamnmrm.ﬂﬂpla... and
annoying feature is the

tiresome, The only

sequence whera your w

stairs, it's a bit long and pointigss. ﬂummwﬁnf
avarything Is on screen al once, so there's no
Wﬂommwﬂm Throne Of Fire is a mygnnd

battie which has the same

Singleton games but, having said
same compuision and depth. '

of their own accord. They are,
however, able to defend theam-
salves. Additional weapons are
found scattered throughout the
Citadel and can be picked up for
later use. Strength and enargy are
measurad by a beating hoart - it
ihe hearts stops the character
pops his chainmail socks. Charac-
lers regain their lost strength by
rasting, or by entering the Throne
Room, Gate Rooms or using
magic potions

Rainforcements appear in the
Gate Rooms, they enter ampty
rooms and automatically take side
with the last character to be in that
room. If no player has been in the
room the new amrivals join the
ranks of the King's Guard.

The objective is 1o seize the
power of tha Citadel; achieved by
a player taking his Prince to the
Throne Room after disposing of
the other two. On gaining the
Throna, that Prince becomes King,
power is his and tha crown is pre-
sentad

s HoT*
M)
[}

of as other Mike
t, it doasn't appear to have the

COMMENTS

cmkmmm

Uuulmlmrmh area
monochrome, but and
colourful

eisowhere
Graphics: splendid; large, well
detailed

Bun:.;goodnmm
not m

Skill levels: three different
Princes to play
Screans: 100
General rating: Amarvellous
game, spolled by being too

easy.

STAR RAIDERS Ii

Producer: Electric Dreams
Retall Price: £9.99
Author: Simon Freeman

he Federation is in trouble
and e back.
. Tmstl'.mm?u\d-nr amkcfrl:)m
dreaded Zylons - led ut,
the man you defeated so e ago.
Your mission is thus, to defend
home star system of Celos 1V
mglndai planat Arcanum; the
desert world of Seridus; Teris itsell
and it's moon Imbri), obliterate
Chut's Mas‘ter;gm pierce lhﬂ’r;
stronghoild in star system o
Procyon, and prevent replenish-
ment of tm space feets by
dastroyi r Attack Bases,
Tha unt?my Star, the latest in
Hrﬂ.u echnology is at your
disposa scanner shows the
wview from its cockpit, with a con-
sole above indicating the status of
the craft and weapons systams.
Available weaponry consists of
threa compuler-aided offensive

systems. fighters are
destroyed by the Pulse Laser Can-
non, with 100 points awarded for

each. Prolonged firing of the laser
causes overheating 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. Hera, the Libery
Star’'s laser automatically changes
to the more powerful lon Cannon,
with 500 s aamed for aach
kill. The Ships in tum
are worth 5,000 points, The third

is the Surface Star Burst
(SSB); this is a double missile,
used to destroy Zylon ground
installations.

Defensive shields are also car-
riad, with their status indicated by
switching to the Weapons Sys-
tems Mode on the Tactical Scan-
N, shialds are repairad
at one of 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 termitory, land
bases are picked off with a combi-
nation of the Tactical Scanner and

S58's. A status report is given on
each planat before and after each
attack.

! CRITICISM i

® “ NIt wouldn't be much of a
compliment if | said that Star
Raiders Il is just as good as its
Brud-ocmo( - bacause | didn't
ke the original very much! This
shoot "em up is reminiscent of
the excellent Code Nama Mat,
but not as much fun to play. The
only enjoyment to be had is in
blasting anything that moves."
GARETH

@ "“Why ELECTRIC DREAMS
ever bought this is a complete
mysftery o me, it's ona of the most
boring games that I've ever seen, |
can see how all the blasting
appealed in the days of other
ATARI classics such as Space
Invaders and Planetoids, but now-
adays people want a bit more than
pointless pixel-puiping. The planet
graphics are fickery and little
imaginghon has been used in the
déep space section - the explo- |
sions are nice, but that's about it

4
{ COMMENTS , |

Control Keys: Cursor

Joystick: Kempston, Cursor,
Interface 2

Use of colour: varied and bright
Graphics: effective explosions
and smooth-scrolling

Sound: iritating white noise
Skill levels: one

Screens: eight: seven planets and
tha star chart

Genaral rating: A dated arcade
conversion of the "left, right and
fira" variety

Presentation
Graphics
Playability

Addictive qualities
Value for money
Overall

> In search of Teris - the wicked Iylons are af it again.
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Producer: Martech
Retail Price: £7.95
Author: Creative Reality
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still leave a lot to be desired.

Tne very latest in licensing mﬂ off the Terminators

deals finds MARTECH trans- no real challenge as
forming 2000 AD's Nemesis they don't do much damage | |
the Warlock from pen and ink into - if you obliterate of ||
pixilated state. As ever the strug- them fast |

gla between good and evil forms
the plot, with Nemesis as Clint
Eastwood, Thomas de Tor-
guemada as Lee Van Cleal and

:gié
1
;1534
i%ii

Torquemada's castle as the wild ance, Nemasis the Warlock is
wst

Defeating evil is the name of the form hack 'em up, the
game, and taking the part of added attraction of a big-
Nemesis, the idea’s to top the man name licence. "

at the top by infiltrating his bastille.
Not an easy ftrick that, &8s Tor-

§
s
o

: L : . b ' . . terminators and a particularty

f m" l gruesome depiction of a hand

Mot that Memesis needs 1o hack | must be searched for. As the | squeezing a hearl. This bloody

comic them apart with his bare hooves; | bodies pile up it's possible, and | graphic relates to Nemesis' |

be a litte disap- equippad with a swinging sword, sometimes necessary, to use the strength, each time he comes into

pointad releaza venemous acid spit (look out Jan | corpses as stepping stones tonew contacl with a terminator the hand
MARTECH, u‘:maii it m Leeming) and a death dealing | heights. squeezes a little tighter — eventu-
amounts 1o is a simple shoot firsarm, our hero can blow ‘em I you're lucky enough to have | ally wringing out all of the war-
'‘em up scenario, worked away with the best of them. bullets in your gun, pressing the | lock'slife blood, and thereby end-
around the cult characters. On screen this is how the action | fire button sends them in the gen- | ing the game

Even when viewed as such, it's happens: left and right controls | eral direction of your enemy — Also worth attention is the ever-
only an game, Nemesis in those directions while | otherwise it activates a swiping | changing icon ol Torquemada,
the action ﬁ% Up and Down means jump and | sword. Extra ammunition can be | which dictates his spiritual pre-

duck. Platforms are the backing | picked up about the landscape sence. This effects his minion's |
walk along the plat- for the big man's heroic exploits, | but quantities are finite so it's nifty | fanaticism 50 that even afler dis- |
forms is really annoying, and with his movements limited by the | to be thrifty. A display at the bot- embowaiment Torguemada’'s |

|

screen's boundaries. Only when | tom of the screen keeps you | goons are often prone to transfor- |

m xmmm an alloted number of denizens are | informed by delivering a host of | mation ino axe wielding Zombies |

tunately, there Is littie real con- dastroyed is the passageway to | useful information. This includes when their master is near [

nection between the game and the next level opened — however, | the amount of ammo remaining, As the levels progress new |

the comic strip: are Grob- this doorway is not obvious and | the required number of terminated hazards threaten our hero. Flying i

bendoni, and the swords appear and botlomiess |

ABC Warmiors. and pits open, waiting Ifu.- a careless |

any lasting interest wit ’m ’ step. Torquemada's terminators |
them. * are fanaticalin their quest to purlfy

* Dear me! Nemesis the Warlock must be one of the most pitiful the universe - so be pure, be vigil-
{ ant . 4 all 1

quemada’s whacky fanatics are mﬂii wfhgm mwﬂ:ﬂmym ant . . . but most of all BEHA

on the loose. Being a sensitive, ; w head disappears bﬂlmlﬂl'l‘l another

soclally aware type of superhero, pla mighty sword Excessus looks more & bamboo

the warlock finds that the only way cane, and flickers on ',?wm;um fighting. T?HW-"W [

to get to the haart of the problem Fﬁﬂﬁmg:}l‘f#m weak stomached, found them m"“m L

is to hack a fair faw minions to bits In very bad taste/ = =
jump, fire and spit

needead

acid
ﬂ.lgyymt: Kempston, Interface

sdmwithappalimgdm
' mmham':ﬂa:a
&l sl sad se _w " - w FoL
2 SR AN o 3 Sound: below average, but an
‘s ; e axcellent Rob Hubbard 128
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.| Only the honourable wuill
" | Survive the bloody conflict of

ART PRINT OFFER SEE PACK FOR DETAILS.

FINE

SUPERB 247°x 16

In an age in which honour was revered, from a time when grace and beauty were virtues, a class of warriors set
themselves apart Lo dedicate their lives to a perfection in combat that in itsell was an artform, (o a discipline of
mind that became a religion. The attaining of such excellence required an extraordinary diligence in selfdenial
and training in order lo achieve the ultimate accolade ‘War Lord’. Kendo, Karate and finally Samurai are the
lests thal must be mastered before such honour can be bestowed.

‘ Gremlin Graphics Software Lid.,
\ipha House. 10 Carver Streel. Shellleld
Tel: 0742 7334213 .

Amsirad £9.99 lipr.ill 59 disk
CBMG4/128 £9.99 tape. £ 14.99 disk
Spectram £7.99 Lape




| COLONY

Producer: Bulldog Soft
Retail Price: £1.99
Author: lcon Design

an versus pest - the

etemnal battie for survi-

val - threatens. a far-off.
colony. It's a continual struggle to
keap food supplies from being
consumed by voracious crea-
tures.

A fence is built to keep them
from the human compound, but
still thay 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 camry up 1o four items at a timae,
the droid's job is to fix fences,
destroy pests that get in, harvest
the crop and store it, and use the
ptanet’s homing beacon for the
safe amrival of supply ships,

Fances 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
:nmnvad 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 i the
droid's shield energy is too low.
It's equipped with a laser of limited
charge, although time must be
taken to recharge shiald and laser
levels in the droid charger room.

Maost operations use power, and
it too much is consumed things
switch off, use too little and the
generator overipads. The com-
pound’s supply is expanded by
increasing the number of solar
paneis, available from the general
store.

Credits are awarded for harvest-
ing crops, but to generate a future
yigld, seads 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 switched on, the
more power i5 usad. Even than,
the job isn't over. The supplies
must be unpacked from crates in
the appropnate buildings —and all
tha while, the hungry horrors are
breaking in through the fence.
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Producer: MAD
Retail Price: £2.99
Author: Binary
Design
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CRITICISM

Amaurcte on
the 1 reveals a
host of enhance-
ments. For a start
- there's & standard B
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, a beautifully ani-
mated sequence of the
Arachnus being manned
and lowared to the planet's
surface is accompanied by
another Whittaker pieca.
Gameplay is made infinitely
more atmospheric by an

varsion is a significant
improvement over the 48K,
I've supplied saparate
ratings:

Presantation 98%
Graphics 94 %,
Playahbility 93%
Addictive Qualities 8%
Value for Money 96%
Ovarall 949,

CRITICISM

" Amaurote's concept is an
old and simple one - seek,
locate and destroy. How-
ever, with BNARY DESIGN'S
now familiar style of pres-
entation Amaurote is
remarkably slick. The
effects are pleasant to
watch; the way the letters
fade from the screen (s
superb, and the freaky use
of colour linking front end
and the game has to be
sgen to ba 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 presat
colour too, so0 there
shouldn't be much diffi-
culty in finding ona that
suits you. Thera's plenty of
action and thought
involved in Amaurote to

keep ;{our attention for a
good few weeks.

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 50 many differant 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
w&ll-dui?md game be so
cheap? It's a must for any
Spectrum owner's collec-
tion. "

[ CRITICISM

“ Now this is more like it. |
haven't seen a game as
original as this for ages.
Graphically, Amaurola is
superb, although lacking in
colour variation. It's also
great fun to play. The scen-
ery is densely detalled 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. Amauroie is
full of little features - the
‘Radio’ being the best of
tham - 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-
mandous game at such a
cheap price. ™

of a Queen or the scouls and
drones,

When the Queen and her hive of
hmm%glshnbmbm
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COMMENTS

Control keys: Y-P up/ight, B
Q-T upfeft, H-ENTER down/
right, A-G down/left, B-
SPACE to fire, CAPS SHIFT
for Radio

Joystick: nona

Use of colour: monoc
hrome, but background col-
our change option
Graphics: syperb, onginal,
well-designed and animated
Sound: uninspiring on 48K,
quite extraordinary on 128
Skill levels: one

Screens: 100 in each of 25
sectors

General rating: An amazing
achievemant in budget
software, highly playable and
addictive

Presentation 93%
Graphics 93%
Playability 92%

Addictive qualities 91%
4%,
82%

Value for money
Overall

CRASHMay 1987 119




differing from lock to lock. Once

RASTERSCAN TR s ST | [ g
is free to bounce on its way. o i
The bridge contains a scamvgr. The m‘hm 1?::*,:“5 ﬁ
showing the ship’s position as a lant Hm bail bt
fiashing point, the star to which it mmu'aph mar';d some n{muﬂma
Producer: Mastertronic doors block certain sectionsof the | is being drawn aru:! several plan- scenery, I'“m the cassatte rec-
; ship. By manoeuvring MSB into | ets. The scanner is triggered by he Wl 6 g G hioh
Retail PT}C?{ Ekggkf d the jaws of uptumed spanner | flicking on, in the right order, a et t iamr?;lg mw":
Author: John Pickfor: heads logic puzzies are revealed, | series of three switches contained anic E""'d Hﬂ.lex. cept for the occa-
asterscan, a large damaged ?tlw craah.&: not b&?;ﬂ
spaceship, drifts uncontroll- f PAUL ? s worth i . !‘lmhllbaﬂ L
EH:::I;;l towards a tugging star. because ﬂ..ﬂ one o1 | 1o
The craft can be repared and “ | found Rasterscan very a ing. The graphics are absolutely an, o
flown away from its prospective brilliant (digitised | presurne), mﬂm}' remembered fo put a decent
death plunge, but the only means splattering of colour in as well, Just the right amount of mamertum is in a locked room close to tha
of doing this is using a globular making the gamepiay feel right. I'm disappointed that the sound bridge.
maintanance droid called MSB. limited to a single tune on the titie screen, as effects during the M5B pilots the craft from a con-
But the rounded ‘bot has a busted game would have made is much more atmospheric. The locks on trol room near the scanner. Here
brain, its one remaining scund each of the doors are all vary easy, until you come o the useful ones four indicators show the spead of
program is how to repair a pop up which are practically impossible to solve. There's lpls there, and il each engine, and a central circular
toaster, and it has no knowledge represents good value at £1.89 display gives the Rasterscan’s
of how to operate a space ship. direction and relative speed.
You have control of this limbless

droid, and can move it 1o the left or
rnght, up and down, through a
labyrinth of coloured power cables
and piping. A display at the bottom
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 1o the ship's power supply
and this purpose defined.

MSB's passage through the
ship is not unobstructed. Locked

;
3
‘

» The limbless droid called MSE (the segmented globe seen behind the red line)
can be moved around the crippled vessel, its position seen in the scanner

| expect

! a

| e e werhatoonot s | | _ botem-en __|comments |__
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I » By manoeuvring MSB inlo the jaws of the spanner- objects, puzzies are
revealed, which, when solved, open doors Lo locked parts of the ship.

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 ACTION SHOOT EM UP.
WITH SUPERB GRAPHICS AND SOUND.

ONLY THOSE WITH NERVES OF STEEL SHOULD APPLY.

B - . 3 -;-\-._I

| Victory House,

Leicester Place, m: re ’-’ ' & ;r{_‘ rp
London, WC2H 7NB ‘_t - N\l r




Producer: Firebird
Retail Price; £7.95

S you attemp! to circum-
navigate a planet, your
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 planatary
inhabitants

The characters P.A and X lie on
the planet's surface and are col-
lected when flown over. A Latin

SCORE
000050

_ Imikel ___

“ 1 wasn'l pleased with
Kinetik. It didnt really appeal
to me at first, and | dhdn’t find
much fun in it later aithar, Tha
graphics aré colourful, but too
small and undetailed for my lik-
ing. Rather than finding that the
movament effect added to the
playability, | found thag
t

screens. Having said that, |
think that a lot of people will
find it worthwhile, espacially as
it's one 9!‘ FREBIAD'S cheaper

games.

»  Struggling against the effects of gravity is only one of the problems encountened
in the brilliantty coloured screens of Kanetik,

PAUL

“ The standard of production
at nrEsRD has increased con-
siderably over the first few
months of this year. If lakes
quife a while fo get used to the
weird control and the massive
amount of magnetism on some
screens — bul i's cerfainly
worth the persistence, There
are some great little baddies -
every one of them quickly and
smoothly animated, although
they did seem lo 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 incorractly the game con-
tinues, if the letters are not col-
lected your mission s 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 enterad to the left

Power is imited and continually
diminishing, with energy drain
increasing when walls or planatary
inhabitants are touchad. One of
three ships is lost when power falls
to zero, but another s gained on
reaching 1,000 points. Flying
through water replenishes power,
whilst full power and 500 points
are generated by picking up a
bonus symbaol

“ Kinetik seemed mmmumm but after a while |

it began to grow on me. The gravita

effect is utely

absol
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
the screens. FIRERRD have really made a good

on most of
of this game,

but maybe it is a little overpriced? "
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Navigational and defence sys-
tems are available as follows -
Salety Shields protect the ship
from lethal objacts and energy-
sapping inhabttants; a Powder
Sprayer frightens the aliens and
destroys walls, an Anti-Gravity
mechanism counteracts gravily,
whilst the Anti-Physics device nul-
Iifies gravity, bounce, friction,
gravitational and repulsive objects
and saves some energy; a once-
off teleporter moves between
screens — but not all screans can
be teleported to

Instruments are acquired and
stored in an activated instrumant
box, with a maximum of thres
instruments carmed simultane-
ously, Collecting an instrument in |
an already utilised box loses the |
praviously acquired device. The
Safety Shield offers no protection
from an occasionally appeanng
cube, any contact with this causas
tha loss of one collected device

_ |comments| |

Control keys: a up, z down, 9
left, O right, O-P sslect instru-
ment box, X - SYMBOL SHIFT
action,

Joystick: Kempston, Cursor,
Interface 2

Use of colour: extraordinarily
bright, and many usad
Graphics: smallish, but
detailed, though nasties lack in
wvanaty

Sound: above average |
Skill levels: one |
General rating: An unusual |
and playable game despita the
powerful gravity!




BIG TROUBLE

INLITTLE CHINA

Producer: Electric Dreams| .o is able to pick up and use any

Retail Price: £9.99
G reen eyed girls are in big
demand, for only by marry-

ma of Jar:ll:: Burto m
& on
Wang Chi are captured for this
wmm&.aﬁmﬁmdﬁwljﬂmn

underground wor
beneath San Fruﬂmqg
Chinatown.

In order to rescue Gracie Law
and Miao Yin, our heroas, accom-
panied by thair Iriend Egg Shen,
must fight a through
Chinatown and into the Manda-
rin's sewer world.

Jack Burton at first defends
himself 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

sword he finds. Blades bacoma
fragile and eventually break, but
m are found an routa.
Unlike his two walking compan-
lons, 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 graataram dl!n.m.ﬂml' : H’s
ity a hmited e,

bi.ltm 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 charactars nama you want
o 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, . duck and attack
at differant heights, (from low to
high). Weapaons are picked up by

PAUL

What a

and very

= hobackgrounds sco
contains little eise. | got very
tough character

game. If you pay ten pounds for

hhﬂﬂumui., The music's axcellant
very varied. mm’mwmmm"’m

. But that’s about it! The game

you'lil be gdisappointed.

walking the appropriate character
over tham.

As they progress the status of
each hero is given, Burton to the
left, Chi in the centre and Shen to
tha right. In each character's win-
dow, logéther with their portraits
ara three antwined yin and yang
signs — the male and female
Chinese symbols of destiny.
Thesa indicate stamina levels and
are reduced by exertion and con-
tact with the Mandarin's guardians
and his magic — food replenishes
thesa reserves. A character dies
when his entire stock of Yin and
Yang signs vanishes, Collecting a
potion bottle adds strength to all
threa heroes.

The scenario unfolds over four
levels. On the streets of Chinatown
the Mandarin's hoodlums are
encounterad. Highly skillad in the
martial arts or camying guns and
swords, some of these evasive,
somearsaulting thugs do not allow
our rescuers to pass without a
fight

Streel warriors also patrol the
sawers of the naxt level, but now
they are accompanied by energy
sapping sewar monsters that can-
not be killed, onty evaded.

Lo Pan's Headquarters make up
the third level, populated by hat
wearing elamental beings called
Storms. At every level when
gangsters or thugs are killed the
evaporale into a smoke-pufl.
Points are credited at the basa of
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tha screen, on tha death of each
Weapon-wielding thugs and
Storms. give mora_points whan
destroyed. Defeat these and the
othar henchman and Lo Pan him-
self can be faced in combat.

____Imike___
** This isn't a particularly amaz-
adecuate, bu the playabiity &
there and there's a few hours

to be had.
| haven't seen the film (and i
friends’ comments are any-

The Marr Chamber at the
headquartersm?:a't is thelast level
Here Armoured warriors appear,
accompanied by Lo Pan who
floats on a flying cloud. The united
skils of all three heroes are
required to defeat the Mandarin,
for Lo Pan must ba shot, pierced
and zapped betore he is eventually
killed. On his death Miao Yin and
Gracia Law chn embrace their men
Once More.

__|comments|__

Control keys: /O lefUright, Y/
H up/down, P to fire
Joystick: Kempston

plenty going for . but 15 high
ﬁ“ﬂhwhﬂdm-

Presentation
Graphics
Playability

Addictive qualities
Value for moriey
Ovearall
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Producer: Melbourne
House
Retail Price: £7.95
Author: Steve Taylor and
Paul Gomm

y the early 215t century one
in thrée adults are in prison
BTD reduce thesa numbers,
long sentences have been
replaced by rehabilitation surgery
which removes a criminal’s anti-
social tendencies. Rshabilitated
criminals (the Re-Formed or
Androids), cannot think indepen-
dently and take up manial posi-
tions in police no-go areas and
Penal Re-Form centras
Faced with the prospect of a
reforming lobotomy, Deke has
ascaped from his holding prison.
In 50 doing he damages the city's
central computer, thus ansunng
tha inévitable dastruction of the
city itsalf.

R

"' MELBOURME HOUSE have comé
up with somathing that we've
all sean balore. @ isn't an
iota of Knuckiebusters thai's
completely original.  The
ics are very boring and

fthe imagination has been
used on the backgrounds.
Deke is well animated, but siow
fo react in the fight sequences.
The litlhe music is tuneful,
but sound during the game
contains the same old white
noise affects. Knucklabusters
jf,, repetitive and reprasents low

m. "

122 CRASHMay 1987

FTFrretrrrr

-

0000000000000 0000000000)

If Dake raachas city limits he is
safe, but to do that he must pass
through six hostile zones - the cell
blocks, guard area and prison wall,
the city, down town precinct, outer
city wall, and via a single axit tha
city wall itsaif. With the city haad-
ing for sell destruction, Deke's
escape tima is limited. A running
on screan countdown shows the
lime he has left.

Five types of android lie in wait
on Deke’s ascape route, each can
be avoided or fought. Evading
opposing androids allows Deka to
explore further. To do that he can
run to the left or right, jump
upwards or drop down to other
levels and pass through doors in
his multi-level platform workd

Some androids cannot be
avoided, they do not let Deke pass

£

£

: MIKE

“As a full price e,
Knuckigbusters hasn't a Iot
offer. The graphics are nice
anough, with some pleasant
animation, particularly on the
man character, but | had a

oblem finding much playabil-
y in there. The basic storyline
is okay (if slightly short), but the

C

easity and require a sustamnmeg bat-
tarng with Kicks and punches
before they die. Others can be dis-
posed of merely by running nto
them. Points are awarded for kil-
ing the lcbotomised iIndividuals
with an accumulating points 1otal
shown on Scraan

f:'.l:,Jrnh.i'. with androids reduces
our @scapes’ s energy levels, dis
played on the nght of the scréen
Should these fall to zero Deke
loses one of his three hves., His
energy resarve is topped up Dy
uncovering hioden supplies ol
food and drink. Thase logather
with keys for passing through
locked doors, axtra points and
lives are conCealed beneath boxes
and oil cans and behind doors. By
kicking or punching away obscur
ing oOyects these lems are
revealed, automatically picked up
and displayed in the box at the 1op
right of the screen

Howaver, some of these hiding
places conceaal ambushing
androids, nothing at all or are
Looby trapped, when they are, a
lite is lost and a deaths-heaad
appears in the acquisition box)
Deke is not able to uncover any
object or ascape through a door
whilst bawng attacked

__Jcomments|__

Control keys: definable

JoEthk: Kempston, Interface
2, Cursor

Use of colour: uni tive

Graphics: some good anima-

tion on large characters, but
fly lacking in variation
¥ he title tune,

little else of note

Skill levels: one

Screens: continuous scrolling

General rating: A platform-

cum-beal "em up which soon

becomes tedious.
Presentation == 78%
Graphics 65%
Value for money 49%
Overall 52%




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 want us
to change anything. Perhaps you like things as they are - it's uptoyou
to tell us.
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 tamp required) Ludiow,
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 ...

Sl

Roger Kean

Do you intend to purchase a
utility in the NEXT six
months?

YES ;
NO ]
If YES, please statetype . ..

A"

Have you purchased a

peripheral in the LAST six

ﬁsnthu‘? o

OCCUPATION o =
- i YES, please statetype . ..

How old are you?

A T A R P -

Do you intend to purchase a
peripheral in the NEXT six
months?

YES ]
NO "
If YES, please statetype . ..

oo Dy R AR L BTN

R

Do you intend to buy a new
computer in the next six
months? 2
YES ]
NO =4
If YES, please state make 0
computer you intend to

buy...

S00C S T RA T R D YOI RIS AV R

R o DA e b

TR IR AT P

YOU READ . ..

When did you first b
CRASH? o

How many issues have
:Etght since then? A

SOME
If some, How many?

On average,
how many other people read [¥
your copy of CRASH? [ i

How do you get CRAS
Sl-lbscriptinn H?
Reserved/delivered by
newsagent

Off the shelf

Inorder of preference, which [i!
other computer magazines |&

grw“ buy orread? (points 1-

Computer & Video Games

AR e

Computer Gamer
Pﬂpulﬂr Curr!puting Week

e
LIC]

1]
S T I W RN

—_—
e

Popular Computing World

(]

r'
L

Sinclair User
Your Sinclair

Other (Please Specify)

f
|
L4




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 an
all of the above?

or

-

e

RS | 2

el
Ta g

S Sy Sl

il e B £

e
=%

. S L et

B Such as Tamara Knight an

"YES, whic

*H° you most . ., ,
eader Vs Reviewer

Reader Vs Reader

Which revie
often find y
ith

dyou like 4o
e
Hﬂd?m Chanm or

What do you think of
standard of cmH,smu
Covers?

GREAT

0K

RUBBISH

0]

L]

L]
res

What do you think of featy

BN

Terminal Ma
GREAT i

OK
RUBBISH

hformat appeai{; .

wer do you most
?OUMH in agree- :

-,
- -

-
e

“ﬂmg,-at-

*

AND
FINALLY ...

A really nosey bit which will
help us work out who you are §
and whatyou're about. If you g2

| feel strongly about it, don't
- fill in this part - it's more

important we know whatyou P}
feel about CRASH - but we §
would appreciate it if you did!

How much money do you
spend EACH WEEK on Soft
Drinks?

£1

£2-£5

£6-£10

Over £10

SRS
A

o T o e AT
LR S AR

T R
e

How much money do you
spend EACH WEEK on
packet foods like ‘crisps'?
£1

£2-€5

£6-£10

Over £10

oS he it L
. S e 00 et

il

.

s

How much money do you
spend EACH WEEK on ham- N
burgers or other ‘fast foods’?
£1

£2-£5
£6-£10
Over £10

-
'L'_':.. -

T':'Jj;,'r-d*l'

Which TV Station do you
watch the most

BBC 1

BBC 2

ITv

Channel 4

e T
= iy
-Iﬁh:‘ll.n:i‘:—'_‘l-‘!‘.

L

L ]

And how many hours EACH
WEEK -
do you watch TV? [T ]k%
Which Radio Station do you fs'_"
listen to most? i
BBC Radio 1 |-

Independent Commercial | | £
Local BBC m|!
Radio Luxemburg ml

L',:1

__::{'-

And how many hours EACH
WEEK

dn you listen to radio? [ ] [




Sentinel Awaits Your Challenge. It's What You've Come To
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"A new breed . . . the best game ever”
AMTIX
“The ultimate in game salisfaction”.
C.A&V.G

“The best game ever written for a computer”

ZZAPIB4

SPECTRUM

Fl- R E E[Rd AMSTRAD CPC

FIRST FLOOR, 64-T8 NEW OXFORD ST., LONDON WC1A 1PS




Producer: US Gold/Epyx
Retail Price: £7.95
Author: Choice

ow's your chance 1o be a

sporting superhero by tak-

ing part in eight interna-
tional events, representing one of
18 countries. You decide how
many avents 1o participate in, and
results are checked against the
world record by selecting the
appropriate option. Tha eight
eventsare . ..

1. Russian Weightlifting -
Competition is in two classes,
tha ‘snatch’ and ‘clean and
jerk.” Three lifts are made in
gach, followed by a
assessment. The lifter who
raises the greatest weight
wins tha contest.

2. German Barrel Jumping - A
pre-selected number of bar-
rels stretches across an ice-
rink. Competitors skate
{owards them, using thair tim-
ing and skill to clear them with
a mighty leap. Whoever clears
the most is the winner.

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

an arrow’'s length at the top
of the screen, and points ana
scored for style and height.

4, French Slalom Skiing - A
senas of flags run down a
snow covered hillside. Good
reflaxes, agility and precision
are used to ski through these
in the quickest time possible,
A five second penailty is added
for hitting a gate, whilst a fall
rasults in disqualification.

5. Canadian Log Rolling - Here
you have to stay balanced on
a fioating log which is being
rotated in either direction by
tha feet of a lumberjack. Three
attempts are allowed to com-
plete the event, the last lum-
berjack to stay on the log is the
Winner

126 CRASHMay 1987

P Log rolling is just one of eight
events. Here, the unlucky
contestant is about 1o be attacked
by & shark.

—_/mike

ish...
having to load

right. Worth looking at.

* I've waited along time for some sort of follow-up to Winter games,
ummmmﬁhmm?m o
ntgrbanmnbl, wasa annoying
events in one by one, especially as they were able

to load half of them at the same time on the predecessor. This is ona
of the better sports sims available, and | reckon that for the price, the
amount of playability and lastability you get are matched just about

=sothis

6. American Bull Riding — Hold-
ing on by a plece 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 unpleasaniness
of your chosen bull taken into
account.

PAUL

7. Scottish Caber Tossing -
Here a small tree-trunk is lifted
and thrown. The caber must
flip over after it has been
thrown, and the furthes! throw
Wwins.

8. Japanese Sumo Wrestling -
Taking the pant of an obese

onental matman, you attempt

It seams like an
WMMHMTMM
as if you are using

“I'm fo say that World Games is nof as good as Winter Games.
mgmadm1bﬂummm:m-mtnhm

a computer and not

Perhaps the next one in the serias will bring back some

waiting for each game to load, and
wait. The controls make you fee!
& sport.
tothe

P Looks like ace sumo photographer Cameron has won a bucky tall.

| CAMERON ;ﬁllﬂl' COMPUTER

to force your opponent out of
a tiny ring. The contest's
lsngth and the reaction time of
combatants determines the
score.

The Grand<Champion of these
World Games is chosen on the
basis of five points for each goid
medal received, threa points for
silver and a single point for bronze.

Presentation
Graphics
Playability
Addictive qualities
Value for mongy
Owverall
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tool W

HYDROFOOQOL, up for graos

25 copies of Sweevo




EYE SPY
We investigate the
ivate § e

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

“Yav Moe)
ON SALENOW!
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Lowestoft, Suffolk PE7 3DB
=0502 66289 = 241718
Spectrum Spectrum £17
£1rmmmrn ”'""?:T;ma. z:m.f.:i?'“
Keyboard £12 Allinc + PP £180
£180 for 6 months! SPECTRUM HOSPTTAL
Get read by 000' CENTRALISED SERVCES LT
of Spectrum owners! || " gg o e e Toa
Advertise your services Spectrum
here!
£180 for 6 months! For details of advertising in this
(et read by 000’ section, contact Nick Wild on
of Spectrum owners! (0584) 4603 or H:.r::; 11:_: him at
Advertise your services 1/2 King Street, Ludiow,
here! Shropshire, SY8 1DB
£180 for 6 months! £180 for 6 months!
Get read by 000 Get read by 000
of Spectrum owners! of Spectrum owners!
Advertise your services Advertise your services
here! here!

Sae llT TH WEST/ WALES
Get read by 000’ . WESTERN ELECTRONICS
ulSpechun':ywmrs! Unit S2A & S3, Avonside Enter-
Advertise your services Wmm

here! Melksham,
Repairs: Spectrum/Plus £ 1200, keyboard
£8.30. Interface & Microdrive £1700 each. Al
£180 for 6 months! CAPITAL COMPUTER SERWVICES
Get read by 000's UnitK2, Cardiff Workshops, Lewis
of S ' Rd, East Moors, Cardiff CF1 5E6
pectrum owners! 2 Cardift (0222) 461801
Advertise your services Soncion MERS 217 Sy b, 3 mosth
here! warranty. fast and relable sernce
m-"?m
| 95 Doordykes View, Westfieid ind. i Orchard, Warton,
Unit 2, The
Area, Cumbemauld G838 9HN Preston, Lancashire PR4 1BE
= 02367 3110 = (0772) 6326866
Repairs 0 all Sinclair range, inc_ intertace, Repairs €14 95 fully inc, 24 hrs turn-round. 1
Microdrive, mONMors. J month warranty. month guarantes
Froe eshmates Wy pay more?
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fter 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 thare's
aspread of three games, twa from
GREMLIN GRAPHICS — One almost
ruadr Thing Bounces Back, and

wall in development — and

one from F T LUGARDGOYLE GAMES
which is called H , bt is
really Sweevo's Il. Meanwhila,
back on this page . . .

It's London, the swinging Twen-
tles, and the Charleston is all the
rage — axcept in one small sattle-
ment — Arkham., What ever hap-
pened to the pleasant country vil-
lage of Arkham? One minute a
st pace Barslv onhe mas,
and now . . . Wall, someathing
strange has happened —and
nobody knows quite what's going
oin

That's where you anter the
scene, a reporter for the London
Chironicle in search of that elusive
exclusive and perhaps an answer
to the Mystery of Arikcham Manor, a
two-part adventure thriller from
MELBOURNE HOUSE

The first part is set in the village
itself, the second In the surmound-
ing countryside. Thera’s plenty of
imeraction here as communicat-
ing with tha inhabitants is essantial
for ferreting out snippets of infor-
mation. The screan’s split into
four, the largest saction being an
action window illustrating the

rarurrtae' s rrvrosserante Cin de okl
VR Ve SN H-."I'E RPN ks N | VRSN BTN Y

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 joumnalists 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 1o sign
up another icence deal. 50, forthe
third time, hare CoOmas an advan-
ture basad on Tolkien's Middie
Earth senas. Describad by MEL-
BOURNE HOUSE (with commendable
adjectival restraint) as *a brilliant
piace ol fanlasy 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 BOD-word
vocabulary; S0 NOW you can say
virtually anything you want with
santenceas of up to 128 charactars
in 2

Derek will be casting an eye over
it it month. In tha meaantimea, get
your taste buds jangling for yet
another Hobbit game from MEL-

MERELY MANGRAM

BOURNE — a Lord OF The Rings
arcade dealing heavily with
the battles. For more information
on that, tune in next month when
ERASHdh:;“nnﬂﬂmwﬁhlha
gama’s i , veleran
rmﬂﬂilmw

Tulhm%on
enjoyed Priastly’ s mpdnor.
then you'll be delighted to hear
that he's currantly developing his
next graphical masterplece for
PIRANHA, called Flaunting Flunky.
And a right royal game it s too.
Designed to appeal to those whao
can't get enough Ity from tha
pagas of tha Sunor s Match,
aims to give you an insight into the
oings on down at old Buck

. Take control 6t Flunky the-

servant, and lorm andless
tasks for the Royal household, Get
it right, or énd up on the streets
being chased by savage Fluniy-
eating corgis,

As wago 1o press, all we've saan
lsa a&rﬂrunm damo,anda

lot of staaka haven't been
firmiy upon yat. In tha
maantime I'll leave you with a
couple of shots of Andy and Fergle
as thay prapara for a night out on
tha town.

> Poo L||'--r|,. r|| Lo “Hayip!
} 1y My fruckle - thery' r- i-goned

Far the lasl Lima |.11'|r

A taster from Middie Earth and the She

travelling through a land of
hollows and fragrant

herbs

= Bathtima for HHH Prince Andiew allows tima (o

gamind tha Bufl in he
play with a boat! (Geddit? Naval -~ Boat? haoal

B Tl T e Nl Nl Yl Nl Vil N N N

FLUKKY.

| WRHT SOME FRECKLES
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The office sprawled around me
like the dump 1t was, My desk
vas beside a tall. arched
sindow, looking out onto_ the
wsy city street below, The
wewavy old safe crouched in the
:orner _and a frosted glass
rartition with a door led out t«
elma“s desk.,

*'LOOK OUT OF THE

»  Early one morning, just as the dey was dawning . .

decided 1o hit the ofice.

always need a datective
nearty, to keep them secure, but
they probably wouldn't want
PIRANHA'S Sam Spillade within
miles — he just attracts mayhem
naturally. 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
Bored of The Rings and The Bog-

gﬂn.‘ 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-
sibla, stay alive at all costs.

DeLTA 4 have also included the
third instaliment 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, comas Allen Evolution, to
be released by GREMUN GRAPHICS
{busy bunch at the moment) on
their £4.99 label. The action's set
in the attermath of a nuclear
holocaust. Earth’s surface is unin-
habitable—but it suits some nasty
allens just fina! in an undar-

nd complax tists have

ally discoverad a meaans 1o
make the planst habitable, but first
the aliens must be exterminated.

After months of development
thay've created a sophisticated

HWINDOM

it looked llke o bomb had

android 1o attack the four alien

forms — when all four have been
wiped out theyr
time there’s five times as many!

The main scroll

area is pure
blue monochrome,

turing fast,
loads

Just to round off, have a quick
look at Leviathan, coming soon
from ENGLISH SOFTWARE.
Lm'ta'man Ih&hmdam
you can . With

mhmappm as an XA
today. Blast your way through
three planet zones and up to ten
attack waves on each planet. The
ship can bank, tum, climb, swoop.
roll, reverse, land, refuel and then
promptly disappear up its own
aexhaust pipa.

So can | -back next month with
more previews.

»  Tomomow's 1R4] - the swooping Levisthan

te, but this

e L L

P Hurtling through the ventitator sha
thé top one. The green bullel-shap

TIME

n the Spectrum this

Thing's a bit contradic-

tory. Allow CRASH to
explain.
A Long time ago a Commodora
star simply named Thing was bom
Thing had had to save the world
from an evil Goblin who had run
amok in the Toy Factory. Thanks
to all your Commodore-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 withoul 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 1o produce toys, all having
an evil life of thair own. (Rel-Entar

|
UmoUT — and frustrs

BOUNCING
BACK FOR
THE FIRST

THING BOUNCES BACK
Gremlin Graphics

[CRFY PR

b i B e

i the back of the factory, that's Thing in
bject s an entrancs 1

Thing.

Thing, his spring as sprung as
betore, bounces around a factory
consisting of platforms, slides
power fountains and tubes col
lecting pieces of software, eventu-
ally to use tham in tha dastruction
of the haywire computer. Of
course, the evil toys have different

g0 i's as well Thing can
bounce over tham.

Additionally, he can sneak into
the factory's ventilation shafts
wherein he hurtles round, head
over heels, until reaching an exit to
another part of the ory. In the
shafis his direction may be con-
trolled, but you've got 1o be quick.
And the action is pretty fast, so
you've got to keep Thing well oiled
too, or his SpNNg SeZes up with
unfortunate consequences. And if
that happens thare will never be
another Thing to bounce back.

inside like a cartoon cresture unthl reaching th
back inside unless you're réady 1o spring him awa)

- e W = 1

= -
§




* The Thundercat seen from above
To pick up things, it has 10 be positioned
cof reclly and thsn backed over the object

A VENOMOUS
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MASK

Gremlin Graphics

eroic Matt Trackker makes
it to the computer screen in
July. Based on IPC’s MASK
action comic, the gamafollows the
fortunes of infrepid MASK agent
Matt, a lona force againgt the evil
forces of VENOM (Vicious, Ewvil
Natwork Of M

Following a bloody battle, tha
rest of the K team have been
captursd by Miles Mayhem and his
VENOM squad. Matt now has the
penlous task of rescuing his feliow
agents, who are not only lost in
space but also in time. What is 1o
be done? Simple, hop into the
trusty Thundercat jeepand trundle
around a multi-directional scrol-
ling landscape in search of the
other MASKeteers,

But, wait, it's not going ta be that
easy: VENOM have sent opposing
craft out to defeat him. Kill or avoid
= two words to ba rememberad,

although kill is probably the bast
one to keep at the fromt of your
mind!

Two of Matt's colleagues reside
on each of the many levels which
axistin different time zones. But,
withoul thair masks they re power-
less — 80, recovering those is top
of Matl's list. Having retrieved the
miasks, it's ol 1o locate four parts
to a key. A complele key sets up a
scanner wgdmg Matt to his
agents, both MASK agents
are found, Matt progresses onto
the next level, further on in the
future, where the same procedure
W = only this time

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

= VEROM agents drive tanks, but Miles Mayhem himseH gets a sleek machine, seen

here (leM) attacking the Thundercal.

SWEEVO’S
UNDERWATER
FOOLERY

HYDROFOOL

FTL

G argoyle Games launched
their FTL label at last year's
PCW Show, and since then
both FTL products, Lightforce and
Shockway Rider, have been
futuristic games. However, the
latest release, Hydrofool, retumns
to one of Gargoyle's best loved
haroes - Sweevo: star ol
Sweevo's World,

In his new graphical adventura
Sweavo is caught up in the watery
worid of Deathbowl — a planst
lotally submerged by the old wet
stuff. Now, here comes the
inferesting part — this is such an
early praview that Greg Follis,
Sweevo's creator, hasn't 3}&10
decided on a game objactival Well,
there's two possibilitias = either
Sweevo can try to remove all the
water from Deathbowl, or he can
attempt to keep it in.

't all depands whather thera's
enough memory left,’ explains

Greg, ‘I there is, it would be great
to have the water continually
draining out. That would maan not
all the rooms could be accessed
all the time, 50 tasks would haveto
ba performed in a definite order.”
Greg's hoping to have a mammaoth
200 inner-space cavems fto
axplore, and maybe an extra 50 on
the 128 version.

ﬂnf[o;rﬁloncodinthaamhn.

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 tha games that are in the this waek or month.

And tha votes are mportant., iUs up 1o you 10 ket us know what you
feed, so fillin the voting forms which live on the RESULTS PAGES and
maka your voioe haard

If you don't want to carve up your issue of CRASH, we undersiand.
Use a photocony if vou ke, or copy tha datails from tha voting forms
onto a posicard, or the back of a sealed envelope, and send that to
us instead

Apan from tha satistaction of registenng your vola, thara's always
the chance of winning a prize. Each month we draw ten winnars from
all tha vating forms received — five for the HOTLINE and five for the
ADVENTURE chart.

A top prize of £40 worth of sofiware (your choice, not ours) and a
CRASH T-shirt is awarded 1o the first sliip drawn from the HOTLINE
votes, and another £40 of goodies and a Shirt goes 1o the Adventure
Qraw Winnar

Four runnars up from each ballot bax collect a CRASH T-shirtand
n CRASH Hat. So get those votes in to the CRASH HOTLINE and
CAASH ADVENTURE TRAIL, PO BOX 10, LUDLOW, SHROP-
SHIRE SY8 1DB.

Ho-ho, we did have abitofa with the old Adventure Chart
last month as it was our | issue. Did you notice that THE
PAWN from Rainbird crept in at numbaer 307 You did! itisn't even
finished although most Sinciair users think it is. Anyway, back to
ﬁm'n!owb'chmtuhtnpm
shuffle this month is
LS OF DARKNESS which

this month and after along
BOGGIT has made it. Tha most
Rainbird’'s Level 8 compilation -
leaps an amazing 22 places into the number 7 slot.

And the Adventure Traf £40 of software goes o Michael Bailley from
Whaeaton Aston in Staffordshire. The four runnivs up are: R Davidson
from Wesathaat, Birmingham; Adrian Lilos from , Essex;
Jonathon Leach from Sidmouth, Devon and Crailg Hu:ta-n from
Dairymple, Scotiand

"-_.*. T .-l'l

. e . e
i

—ri . I :
T Y

No for the in the top five siot, all onin
th-'-. mpmmmaum
reappearance at number 14 lﬂurbrhnuuulh
Mhrmﬂmi As far as the Software Houses
Elite appear to be doing pretty wall for themsaives, c

Edauhm-cmammmhmm but,.llhiq
n , favourite games never die - they just get included on co

M.m&;:”:m m?ﬂ "
on FLINMWTS LD are:.J
from Breaston, Derby; Staphen Braasington from Suffon-in-
Ashfisld; Shaun Fairbrother from Burton-On-Trant and i
Turmer from Lexden in Essax.
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CRASH T-SHIRTS/SWEATSHIRTS/CAPS/
BINDERS OFFER
All gquoted prices include VAT, post and packing (UK only).
Continental Europe and Overseas, please add £2 extra per
Eﬁﬂ tick the BpH bax, State

easa 1ic Bppropriate box : SD MD LD

Form in capitals pleass Size

[ Please send me CRASH T-shirt(s) at £4.50 each.
CRASH Sweatshirt(s) at £8.95 each.
CRASH Capl(s) at £3.95 each.
CRASH Binder(s) at £4.50 each,

lenclose £ . .. ... made payable to ‘CRASH’
Cheques or postal orders only, please.

‘COMPLETE CRASH OFFER’, PO BOX 20,
LUDLOW, SHROPSHIRE SY8 1DB




THE TERMINAL MAN

At long last, and after many

M fh reqmsf:.,i THB'E. EHHIHA.L MAN
i i comic strip is back in a new

emories of eat ' . B st back ks mow

Mlemories of fire . . . A giant was dying . . . month. But first, a six-page

resumeé of the first 12 episodes

THE LINER RRCAPIA DID NOT EXPLODE
IN AN ERR-SPLITTING WHITE BRANG —

- THERE WAS NO AIR TO 1{3‘ :

FUEL THE EYPLOSION
OR CRARRY THE SOUMD i

e

i SHE BURNEDP WITH
THE COLOUR OF BLOOCD -

FIERCELY AND SILENTLY
CONMSLUMING HERSELF WITH
HER OWN INTERNAL BIK ;¢

WHEN SHE
HIT THE
PLANET'S
ATMOSPHERE
SHE CARVED
APRETTY
FIREWORK
DISPLRAY IN
THE MIGHT
SKY — .

MINUTES LATER HER
REMAINS TORE A GREAT
SCARRED FURROW IN .
THE PLANET'S SURFACE /.« 8

."

SHE HAP BEEMN A BI& LINER .
HER THIL SECTION HIT
AT A SHALLOW ANGLE —

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 . . .

CRASHMay 1987 135



The systam into which they had been
flung containad thousands of planets
arranged in what Cross explained was
aDyson Sphere —afeat of technology
far beyond the capabilities of Earth
Federation scientists. Bul the planat’s
inhabitants wera primitive, as the sur-
vivors discovered moments later when
they were attacked by warriors.
Through ingenuity and quick-thinking,
Cross drove them uﬂg?( relgasing a
super-cooled straam of liquid oxygen
from a cylinder. Tha attackers fied,
on@ prisoner with tham.

ith the thraat removed, Jin Kimas,
a girl with some Psi Powers, axamined
Cross’ hands for oxygen frost bums,
but she found none. Her suspicions
aroused, she demanded 1o know who
Cross was — and to her homor, he

During Arcadia’s last dying
moments, in the intense heat of the
fires on board, astrange silicon virus in
the planet’s atmosphera 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
?raphdcﬁ, 50 that the computer could
Lfit its primary funchion—toget the —
Arcacha's - or what
remaingd of them - safely back to
Earth.

Cross began moving the survivors
away from the smouldering hulk,
across the barmen landscape. After
many hours they came 10 8 poor mud
village where Cross and Jin spoke 1o
an old man and asked him whane they
might find the starships that traded
batween the Dyson Sphere's planets
The ancient was whimsical. i was
blasphemous 1o utter the word *star-

136 CRASHMay 1987

~ THE
ARCADIA HIT
AN ANOMALY

INHER LAST
JUMP, i

=T
LED TO THE
BLACK HOLE
WHICH ORBITS
THAT REP
GIRMN T

ghip’ = yet ha knew it 1o be part of theeir
racial memory. The ships were long
gone and forgotien — almost . . .

In the wicked city of Kebwob, its
despot Vilgarme enjoyed breakfast on
his high balcony, entertained by the
pains of a ‘heratic ' who was baing tor-
tured for talking of flying through
space and visiting other worlds - the
captured prisonér from the Arcadia.
Vilgarre supported his priests - their
refigion was another in his arsenal of
poitical weapons for the
ol his subjects - but he had an interes!
intha planet-infested sky above which
was not 50 Godly,

He hoped the “heretic’ from the

Witk could tell hirrsomathing |

of his ftying ship's nature, perhaps
somathing of the worlds out there that
Vilgare craved to rule, and more to the
pont, how a star vessal worked.

But the passenger was no physicist,
In his pain he babbled about a man
called Cross, the only ongé who might
know how 1o build a space ship for Vil-
game and haip him spread his empire
across tha sky.

In the village Cross and Jin learned
from the old man that guarded relig-
ious relics lay in the desert, but from

THEN BLL WE
GOT TO B0 15 FIND
R FEPERATION
BRSE ANDP

NOT HERR D SINCE MY YOUTH.

STARSHIP —
‘T15 B WORD | HAVE

WE USED TO SAY IT TO ]
ANNOY OUR ELDERS.
BUT THINGS

CHANGE -
IT 15 BLASPHEMY
M‘;‘lwm

the way he spoke of them Cross sus-
pected they might be the remains of
old space ships. Leaving tha survivors
in the care of the villagers, Cross, Jin
and a gambler called ell set off
in search of the relics.

After many days journgying, they
came across the ancient hulks, and
approached them unchaliengad,
Leaving Mandrell and Jin 1o keep
watch, Cross located the ship com-
puter’'s vestigial memory and merged

LOOK
AT THE OTHER
SIPE OF THE
SHY s

O
COMPLETE my
f ORIGINBL PROGRBM.
| MUST GET MY
PASSENGERS
DOT% E'HRTE‘EEE
a U UNp TAND
THAT 7 PO you
UNDERSTRMND

ME 7

withiit. But it was quickly apparent that
the vassals had lan thera for centunes
~ thay would never fiy again

The three retumed to the village o
find death all around. One fellow lived
long entugh to ted them that Vilgarma's
men had attacked, slain the villagers
and left with thefircadia’s survivorsin
chains.

With his peculiar abilities, the
daparting soldiers’ infra-red trail
across the desert was still clear 10

!

WHAT | WANT T KNOW 1S
HOW DO | REACH THEM.
HOW CAN | TRAVEL TO
TI?__EE-I: PLANETS

OH | BELIEVE YOU,HERETIC

(N

-
-

%

N STARSHIPS —
VESSELS WHICH MOVE
THROUGH SFACE) BUT I |§
KEEP TELLING YOU | DON'T
KNOW HOW THEY WORK,
|CAN'T BUILDE ONE
FIND CROSS — RSK
CROSS —HE KNOWS |




HUMAN

— SHIPS 70 SPREAD B
MY EMPIRE ACRODSS
THE 5““{’!!! -—, 4

THE HUMAN CROSS HAD DIED IN TUE CRASH ~
THIS ONE WRS A BIZARRE MIXTURE OF

RETINAS TO
ﬂ PROCESS
{ NrRARED

COMPUTER AND VIRUS. HE HAD
SOME EQUALLY BIZARRE POWERS v

= THAT WaY | CAN
'SEE THE TRAIL OF

-~ HERT LEFT BY THE
LIGHT, RAICING PRRETY ..

-THE PRRKEST RATS
RUMMING IN THAT SEWER

WERE THE |MPERIRL GURRP -

FEARED ANP HATEP BY
EVERY LIVING THING ..

SIMPLY FOLLOW
THRT HERT -
SIGNRTURE iw

FE

Unaware of the outiander's supertiu-
man strangth, the Guard Comman-
der's last scrap of awareness, as his
own biade sliced through his throat,
Was 10 discover just how litthe M knew.
Jin and Mandredl grabbed any
weapons they could lay hands on. But
there were L0o many enemies, and the
three were forcad to fiee thn the
rear of the building, out towards a
primitive suspanded raifway behind

Mcrmhg of the bo
ong wooden boxes
that passaed for cars on the moving rail-
way, they leapt aboard and were taken
oul of the station across tha rooftops.
The chasing guards boarded the fol-
lowing car, but suddenty Jin saw
another car approaching from the
opposite direction, aiso filled with
enemies. They were trapped!

In desparation, Cross reachad up 1o
the pulley carrying their car on the
overhead rope, and stopped it from

Cathedral.
But Cross had different notions.

TRAIL. LEDP TD THE CITY
KEBWOB —CENTRE OF
WER. FOR. THE. VICIOUS
.SPGT UlLBHRRE iie

Cross. So he set off with Jin and Man-
dredl in pursuit.

The trall lead them 1o Kebwob, but
with its high, weil-guarded walls
Cross’ computer mind calculated their
chances at getting n as being very
low. Mandrell had a plan however —
oné that played on a very human emo-
tion Cross knew nothing about ~

The story was that Mandredl, a man
made mad by gambling and posses-
sad of valuabile trinkets (such as digital
waiches), only liked 1o gambile for
beits. The guards that stopped them
at & main gate wera 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’ befts.
Thean ha, Jin and Mandrell mada a dive |
for the street side-door, and ascaped |
as the surprised guards tripped over |
thesir ing trousers.
Cross, Mandrell and Jin took shelter |
in the poorest quarter of Kebwob,a |
ity tefrorised by the learsome Impe- |
Guards, Vilgarme's bluntest
weapon of oppression. But their pre-
sence was hard to hide and soon
enough Vilgare's guards found them.
They were searching for “the tall ona’
who was required to watch the "here-
tics' being purified in the great

FOR THE GUARDS, HOWEVER, THE
PROP WAS CONSIPERABLY GRERTER -~
ANG FATHL /

‘.
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tuming. The friction this created he
usad o amplity tha virug in his system
and prowvided power to burm through
the rope. it snapped, plunging their car
& few feat through the fimsy woodan
roof of a house, But the guards plum-
mated much further, down into the
crowded streets below, and were
mamed or killed.

Next day Gross, Jin and Mandrell
made their way, disguised as locals,
toward the great Cathadral for the
‘purification’ ceremony. Thair first
sight of Vilgarre was of a darkened
figura in the Impeérial Box, listening as
the High Priest intoned ritual words
Huddiad together naar the high altar
stood the “heretics’ - Arcadia’'s
PeMmaining passengers — awaiting their
sacrifice. Cross stepped lorward 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 guard down 1o
the ground. Cross's hand showed no
sign of lacerations from the razor sharp
sword, and his ferocity quellad any
further enthusiasm to approach him

MIXTURE OF
COMPUTER— MA
THE CRASH —

IT 1% OUR BARGAIN,
KARRIAN/ -THERE
IS ONE WHD MLUST
BE FOLLOMEDP - AND
THEN KILLED WHEN
HE FINPS
SOMETHING -

®

S
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VIRUS AND
P INTD ONE AT
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REPRIR PAMAGED TiSSUE MRENY
TIMES FASTER THAN NORMAL —

~ BY THE TIME WE REACHED

THE SWORE>, THERE WRS LITILE
TRACE OF THE TERRIBLE WoUND !

Again he turned to the daspot and
demanded that Vilgarre give him back
his pecple. Vilgarme sensed a deal
would have 1o be struck - a starship in
retumn for the ‘heratics’. The bargain
would be easy enough 1o break later

In his castle, Vilgarre, having heard
of their 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 oplions open, Cross,
Jin and Mandrell set off on mounts
supplied by Viigarre for the Bumnin
Lands. When they had departed, Vi-
garme descended to the depths of his
castleto awaken Karrian, an immortal,
oid beyond measure, wrecked,
enslimed in evil and bound to Vilgarme

— THEN
You CAN
REST RGAIN -
FOR
YEARS .

=AND You UevE
SOMETHING THRAT
TWANT, | THINK,

ITISTIME T
. BREGLIN

by arcane ties. Vilgame ordered Kar-
rian to follow Cross, watch him, and be
ready to kill all three when the right
moment armved and a working space
ship had been discoverad.

Essp in the post-nuciear Bumning
Lands, Mandrell was startied when
Cross told him they were looking for
usabie fuel cells, not a spacea ship, Vil-
garre already had the starship within
his grasp, Cross axplained, 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 terrifying gorge 20

— THE
BURNING
LANP:.-

IT IS
GOOD — |
WiLL GO.
THERE IS MUCH

klicks deap. The trio were pondering a
means of getting across when, sud-
denly, natives held aloft on hang glid-
ers attacked them

With his computer-fine instincts for
gauging distance and speed, Cross
leapt down onto the neares! assailant,
knocked him from his perch and then
glided round frightening off the
remaining attackers. Lower down the
chasm Cross landed and discoverad
the natives” villaga chinging to vartical

rocks. It was unnaturally quiet though,
somathing had slain all s inhabitants
Joining him, Jin sensad that the evil
thing folkowing them had done the kil-
ling. Cross discovered a sailwing, big
enough to carry the three of them, and
mounting it, they headed lor the oppo-
site side of tha gorge

Once salely down, the explorers
continued on foot, taking occasional
rests, It was during one such stop that
they were startled by an ancient
cowlad figure approaching, offering to
guide them. Jin urged Cross to ignore
it, knowing that this was the evil pre-
sanca she sansad had been following

o g



them. But Cross was prepared to
accep! the thing's guidance on his
own barms and was saying so when the |
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-

&'%IFIT 1S THI >

C
WHO BUILT
IT?

' KR

ers armived at the edge of a vast, flat
featureless plain. Cross stepped down
oo it —and immadiately mov-
ing away from the edge and the others.
But he was delighted, recognising that
this was a sophisticated transport sys-
tem. Jin and Mandrell joined him, and
together they all moved away from
‘land’ towards the distant centre
where a gravity ‘whirlpool’ carmied
tham vertically down into the vast
underground hall of an ancient space
port

Down some less wedl lit passages,

S You
CANNOT To
IRM H!'g'!:”

&/ |

they came across a hangar bay
packed with the essential fuel celis
Cross had been-hoping to find-And—
thay also discoverad a flier, old but
wafting 1o bo-used: Withthafual -
vortax in an attemipt to escape the

port.
At full spead, to overcoma its down-
ward force, the vehicle hurtled at it,
through the sharp bend and up. But
something was Coming down, Some-

thing hickeous and — sniat. Tha re-ani-

mated body of Karrian was smeared
over the flier's windshigld. To thedr hor-
ror the ruined figure started speaking,
telling them that nothing could kill Kar-
rian, it was he who brought his friend
daath to others . . .

The fller hurthed up out of the gravity
vortex with Karrian incredibly still
clinging to its windshisld. But before
the monster could start clawing his
way in at them, Cross handed conrol
over to Mandredl, and clamberead out-
side to engage Karmian in a scrabbiing
fight.
By this time the flier's speed had
camed them back over the city of Keb-
wob. Cross and Karman battied, pre-
canously poised on the roof of the
craft, high above the spider web of
streets. caught his opponent off
M,mang:gtncrmil{m'

dive and screamed down after Cross,
matching speed with hes falling mass,
50 that Jin could reach out and pull him
in. They just in time before
Mandrell had to pull out of tha dive 1o
avold the ground,

Back aboard, Cross ordered Man-
drell straight to the towering Cathed-
ral, and in thr its massive doors
The flier st at the high aftar and,
petting out, Cross told Jin to load fuel
calls into the 'sacrifice’ chamber,

where he was sure they would fit per-

fectly mto-siots provided: i
helifted a stone siab off the altar top to

raval & comphax of controls beneath:—

The Cathedrai itseif was Vilgame's
starship’
As Jin completed her task, Vilgarre

armived willi guards and the Arcacia’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 Cathadral
ln#wuﬂamth.W—
garre's guards started flesing in terror
Armidst the panic, a :
Wicinshid 42 o Lo ot 8
rian and he had unfinished busi-

Viigarre had his starship, his dream
of empires in the sky was nearly
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THIS IS WHAT

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 ied, that only he, Cross,
could really provida Karrian with pain-
less oblivion

Karrian sensed the truth in Cross,
and tumed on his master. Grabbing Jin
viciously round the throat, Vilgame
pulled the girl before him as a shield

WHRT ?

LIFE WITHOUT
PURPOSE 7 NO
LOGIC AL

TASK. TOBE
CARRIED
OUTw

But Karrian lashed out, knocked her
aside unconscious, and grasped Vil-
game in a death hold. The despot had
trickad him all along, used him in their
obscana bargain as a bringer of death
toVilgamme'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 fisld, where the creature’s atoms
were painlessly scattersd across a mil-
lion universes, making itimpossible for

IT RELAXED THE
IMAGES THAT
IT GENERATED
TOFILL IN THE
MISSING PARTS
OF THE HUMBN'S
BODY— IT
CEASED MONI-
TORING THE
FUNCTIONS AND
JUST STOPPED,

them to reform and bring back the
immortal baing.

Tuming to Mandrell, Cross told the
gambler that ha must now leave them

Earfier, Cross had discovered the
ship's firing control was sitluated out-
side the ‘Cathadral’. He preset the
hyperspalial co-ordinates for Earth
whilke Mandred tned persuading him o

remain with them. But Cross was still

more machine than man, and ha felt
the nead to be a machine again . .

With the Arcadia’s remaining pass-
engess inside, Crosswert tothe
nearby bullding where lay tha ignition
control, remotely saaled ship's doors
and sat it for take off, Within the vessal
Jin recoverad conNSCiousnNess and
realised that she had lost Cross
forever.

As the great star ship strained 1o
reach the sky, the silly clutter of bits
and pieces that had baen built on lo
har over asons fell away. The mighty
vessel powerad off up o 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-
ponant parts, 8 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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Test your solving skills in

THE COMPLETE
CRASH
COLLECTION QUIZ

andWIN ...

EVERY ISSUE OF
CRASH EVER
PRINTED!

&

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
sheives one wet January moming. 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-
tle would they realise . . . "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-

R R S S S S S S S S S S

': peared a few months later. There isn't
aven acopy floating about the office, and
AXENOTSZGEPHUJK : hardly anyone at Newsfield Towers has
S TDRABBUHHTF I HL | an idea what Issue One looked like — Until
MEDYNASMITHBGL ! g
[ Through the kindness of a CRASH
RAOYVXDILMERAFAG | The all reader (who wishes to remain anonym-
GPUBWCLLTEKTUI | ’hr ous), we've obtained one of the last sur-
GOODWI NMW v : viving copies of Issue One. The reader
c ERF I II o_u sent us his entire collection fromNo. 1to
R OPPSMADADS ST BE I n p No. 38 to be used as a prize. Of course,
I  KEAN some of the earlier issues are a tiny bit
$ : g i 3 g ;: T : : 3 : : :: : FREY ‘used’, but on the whole it's in excellent
condition.
SNODDAPRVYSHEU | m Not onlythet, but we've tucked them
WNTSKNWVUY I ZSX | MANGRAM Y s Binders
| and someone is going to win the lot
EALORDRI XSAZCY | STONE Whoever it is will be winning over £50
1 KIDD worth of CRASH memorabilia for the
RNNMNY INRINGKA | pioroy e b G0l
BVGI DEQGDNAEKN :mnﬂ Simply hunt out all the names in the
i EDDY wordsquare of the people who have
I BRENNAN worked on CRASH over the last three
| PHILLIPSON years, and pop your solution in the post
T M L 7275 o T TSRO oot ' JRVING to ONE WANTS ONE COMP, CRASH,
[ IR B IR S o e S L I e A R, | W mmmM|MIHE
___________________________________________________________________________________________________________ | GOODWIN SY8 1DB to arive here by 28 May latest.
i | Flrﬂntlulﬂﬁhngm!roumutdm
oo ~ | ADAMS your magazine.
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FON'T WORRY,
|CAN F-FIGHT
ANYTHING -
FLL SAVE ...
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£
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ME = | Am -
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